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[ can tell you exactly where I was when I
realized the world was ending.  was in a gas station
— a BP Amoco — filling up the Bentley, buying a
Slim Jim and a pack of Camels, and getting that
look from the cashier like, “Who drives a Bentley
and eats Slim Jims?” I glanced over at the porn rack
behind the counter, the high opaque kind that
covers everything but the top quarter of the maga-
zine. [ could see the faces on a couple covers and |
thought, “Huh. Club has a cuter cover girl than
Playboy does.”

And then I realized the world was ending. Not just
“ooing to end,” which I'd known forever. That it was
ending, that the end had started, that the end wasn’t
near or nigh, but now.

* * *

It wasn't the porn mags that tipped me off, of
course. I'm just being a smartass. [ felt the imma-
nent eschaton with senses that humans generally

don’t have. You might get a taste of them here or
there, when you have a sudden feeling of dread
right before the phone rings with bad news. Or that
shiver that runs down your spine for no reason that
you can divine.

There’s a reason for it. It’s just that most people
can’tdecipher the meaning. It’s like a fish looking at a
newspaper. He can see the letters as well as you or me,
but it doesn’t tell him jack shit about UN resolutions
or global warming.

What I felt was a clamor of calling souls, a multi-
tude of spirits invoking me, imploring me, calling me
in searching and desperate tones.

[ heard voices I've known for aeons, voices from
the dawn of time. | had gotten well used to the vague
susurration of pleas, but in an instant they went
from a murmur to a blaring blast. Where they called
me from the edges of existence before, now they
shouted from as close as the cashier. That was what




tipped me off: A thousand voices of torment and

. damnation, all calling my name.
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[ could rell you my name, burt letters aren’t really
sufficient. I had high hopes for binary. It’s been
proved, mathemarically proved, that any datum
that can be known can be expressed as a series of ones
and zeroes. Back in the ‘80s, when I was an optimist
and thought computers might fix everything, I trans-
lated my name into binary. In eight-point type, it
covered 666 pages.

You might as well call me Lucifer, and just so
you know, I don’t really enjoy smoking or eating
salty snacks or looking at pornography. I do not
enjoy. [ cannot. [ put on a good show when sipping
fine wine or eating exquisite viands or making love
to a magazine model, but there is no true happiness
for me.

[ can conceive enjoyment. | receive a certain
intellectual satisfaction from undergoing “pleasure.” [t
suits me to arrange matters pleasantly. [ prefer beauty
to ugliness, the scent of arose to the stink of a turd, the
caress of silk to the rasp of burlap. But the absence of
pain is not pleasure, and any mental comfort | achieve
is very sterile next to actual joy.

[ keep trying, though. [ keep thinking that maybe
one day I'll trick myself into thinking I'm happy,
which might be very much more like being happy.
“Fake it till you make it,” as they say. So I eat like a
king and fuck like a rock star and I ger a bumper

~sticker that says, “Heaven Doesn’t Want Me and

Hell's Afraid I'll Take Over.”

['ve been faking it since mankind tamed fire, and
[ haven't made it yet.

Instead of happiness, | have duty.

& * *

[ heard those calls, those screams, not long after a
trip to California. I'd learned there, to my greardismay,
that some of my former colleagues in the creation of
the world had slipped free from bondage and were
enjoying the world of men once more. Or, at least, they
were trying to.

I'd hoped that it was a small trickle, an unusual
high-water mark in the human history of calling the
fallen. But those voices... no. L knew then that this was
something new, something very different.

[ realized then that I had months, maybe a year or
two to stop the apocalypse if | was lucky. I'm used to
working on the scale of decades or centuries. Foiling
every demon in Hell would be a tall order, even with
that kind of leeway.

But I felt compelled to try. I started the process of
activating “Days of Fire.” I called together money and
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followers. | threw every roadblock I could in front of
the emerging demonic horde.

What else was [ going to do?

Now it’s a year and a half later, and I'm sharing
some coffee with Woodrow Miller, an important ele-
ment of my cobbled-together plan.

[t’s not just any coffee, however. This coffee came
out of a cat’s ass.

“Here’s a theory about evil,” I say, pushing the
cup at him. “Evil just happens. Like ground fog, it
rises up in miniscule, intangible amounts. Like a
dog-shit stink, it sticks to your clothes. Unlike
stink, however, you can pass evil on if you choose.
When one person gets enough evil passed into him,
he can either ground it or do something really
wicked to pass it further along, diffusing it to hun-
dred or thousands or millions of others. Sometimes
the evil charge is so great, the right thing for the guy
todoisdie. Get crushed by a tank in China or let the
Nazis kill him before he rats out the Jews he’s hiding.
Gert nailed on a cross, for all I know.”

“You a Christian now, Cook?”

Woodrow doesn’t know me. He thinks I'm his
friend Cook. He also doesn’t know the provenance of
his beverage.

He takes a sip.

“What do you think?”

“Wow! This stuff is fantastic!”

Okay, it's not really cat-shit coffee. It's civet-
shit coffee. For $300 a pound, you can get coffee
made from the very, very carefully cleaned beans
that were eaten at the peak of their ripeness by
Sumatran palm civets — a sort of nocturnal cat-like
frugivore — and then pooped out, now mellowly
fragranced by the animal’s digestive juices and the
scent glands in its butt.

No one but a human would have thought of
making coffee from this stuff. To a demon or angel, it
would be unthinkable. They can’t hopscotch around
ideological categories, edit something from “waste” to
“tood” the way human beings can. A demon would
never have invented the windmill, or developed single-
point perspective, or thought of broadcasting verbal
descriptions of baseball over the radio. We can create,
but not truly invent or innovate. Not like humans do.
Well, some humans. Maybe only one in a thousand or
a million.

That’s why Woodrow is important. I need a hu-
man tosee what [ can’t see. To invent what [ can't. “It’s
imported,” [ say.

“Really good.” Another sip and he frowns. “Bur |
think you're full of it with this ‘evil is a stink’ business.
You teally think Hitler just... what?”

\
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"Okay, here’s how it works. You get up in the
morning and your shoestring breaks. It pisses you
off — creates a negative emotional charge. You
express it by flicking off a fellow motorist. Now
she's got the negative charge, so she gets to work
and vyells at her secretary, who goes home and
withholds sex from her boyfriend, who provokes an
argument and then goes out drinking, and whose
hangover makes him flick off five people in traffic
the next day, by which time you've forgotten all
about your shoelace.”

“So if I'd just laughed off my problems, it would
have forestalled unhappiness and therefore evil?”

“Sure, why not?”

“It just seems that it would take a lot of shoelaces
to turn someone into Jeffrey Dahmer.”

“It works on a bigger scale, too. Your mom gets
cancer so you beat your wife.”

“While if I just grit my teeth and play the stoic?”

“Yeah. If you confront your misery as your own
instead of making it everyone else’s, you protect the
world from it.”

“Evil just happens, but good has to be chosen.”

“Very succinctly put.”

“Kind of stacks the deck toward human misery,
doesn’t it?”

“Perhaps.”

We both sip again. Woodrow thinks. [ can fee/him
thinking.

“So Columbine and 9/11 were ultimately caused
by broken shoelaces! All the ills of the world can be
traced back to crybabies who just wouldn’t man up?”

“Got a better theory?”

“It doesn’t wash. There's got to be more to it.”

“Well, it’s a hard sell because there’s no one to
blame. People like scapegoats.”

“Every God needs a Satan,” he says.

[ smile.

W W #

There’s a man following me. | can see and hear
him, but not sense him.

I think he’s one of the Bright Shiners — one of
humankind’s defenders for the last days. Or if you
prefer, “The cosmos’ last desperate attempt to get the
place cleaned up before Mom comes home and sees all
the beer cans and cigarette butts in the yard.”

[f [ was typical, my inability to detect him
would give him a big advantage — maybe even let
him get the drop on me. But my secret senses are
primary, and a man that [ can see and hear, but not
instantly know his past, hopes ind trends for the

—_ {
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future? He stands out like a sore thumb, if you know
how to look.

Nevertheless, I've got other fish to fry. I'll deal
with him later, or just avoid him until the crisis is
over... or until the planet is just a ball of ash orbiting a
bigger ball of ash.

Woodrow is coming along. I have carefully set out
the path before him. His boss has been corrupted, but
even that plays to my advantage. I know his master’s
master, and his flaw is curiosity. 1 can make him
curious. I can make him push Woodrow to learn and
discover, and if he gets the hints, finds the clues, makes
the leap on his own...

How 1 want to just push Woodrow, to just show
him. But unless he learns the numbers on his own, he
can never solve a problem to which all angels and
demons are blind.

[ pull the Bentley into a mall parking lot, grab a
heavy paper bag from the glove box, open the car door,
and appear before a wood door in Boston. (It’s a door
[ hand built about 120 years ago. Nice house. I did a
good job on it.)

[ scan. Yves is downstairs. Down I go. He’s sur-
prised to see me.

“Ernest? [ didn’t even know you were in town!” A
little shadow of doubr flickers across his face. “How
did...? Did [ leave the back door open?”

“Sorry, Yves. I hope you don’t mind being sacri-
ficed for the greater good.”

“I beg your pardon?”

Now he looks really confused, but not half as
puzzled as when 1 pull out the gun and put a bullet
under his toupee.

Poor bastard. He did a good job translating “Days

of Fire” and was a fairly decent fellow besides, but

tempus fugit. The next door I step through takes me to
Los Angeles. It's Vera’s house, and she’s got guests. [
hear them. Good.

[t takes just a moment to change my look,
another moment to anticipate her next move.
Mm... kitchen. In about two minutes. Fresheninga
drinky-poo.

[ look around while I wait for her. She’s remodeled.
Very stark and austere. Probably cost a pretty penny.
But with the reprint of her translation of “Days of Fire,”
she can surely afford it.

In she walks.

“Andrew?” she says. “I didn’t see you come in!”

[ don't like Vera as much, so I don’t even bother
with the “greater good” line. 1 just drill her.

There’s plenty of commotion in the living room
when they hear the shot, so 'm through a pantry




doorway and into a men's room stall in a Virginia gas
station. I change my appearance, become a generic-
looking black dude, and put the murder weapon back
into its paper bag. I turn to the door and leave without
washing my hands.

[t’s about a mile and a half to Woodrow’s house. [
don’tsee the quickest way, but [ learn it. [ put the paper
bag down on the floor of his wood deck. It could use a
coat of water sealer.  knock on his back door and hide
myself from mortal sight. When he opens the door he's
got a pistol in his hand and a worried look on his face.
Anotherclue. IfI could pray, lwould pray that Woodrow
gets the hint.

* * o ¢

“Okay, how about Cody Brunswick?” Woodrow

. asks. He looks haggard. He’s met his friend Cook (me)

at the local Starbucks and 'm treating. “He doesn’t fit
your pattern.”

“My pattern?”

“Your evil-ground-fog-hot-potato pattern. Do you
remember Brunswick?”

“Remind me.”

“He was an embezzler, but that’s not... When he
went into the pen, [ wound up visiting him a lot. You
know, trying to follow the money trail. But he, I
dunno, [ think he was pretty lonely and he wound up
telling me all kinds of weird stuff.”

“Oh yeah? Weird how?”

“Sex weird.”

“Uh oh.”

“Check this out. He's only hot for victimized
women. Brunswick would find women who’d been
raped or molested as children or whatever. That’s
who he dated. When he was with a woman who
hadn’t been messed up like that, he told me he had
to pretend she was.”

“Jesus.”

“And there was no abuse or neglect or miserable
tragedy in his childhood. He wasn’t from a broken
home. He insisted he hadn't... you know.”

“Yeah.”

“There was no reason except that he liked it. |
mean, he told me just how to approach them. How he
was always the Sensitive New Age Guy, shy, retiring,
non-threatening.”

“Mr. Fuzzy Sweater.”

“Yeah. These women had lousy self-esteem, were
eager to please and terrified of being alone, so they
decided they had to put out for him.”

For a moment, we just sit. | can tell this really
bothers Woodrow, on top of all the threat and mystery
I've confronted him with. All the stuff about the
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books, the translations of “Days of Fire.” | feel bad. 1
wish I could bring him along gently, but there’s no
time, no way...

And it’s working. To him, Cody Brunswick is part
of it. He's made that uniquely human intuitive leap
and roped this embezling fucko into the realm of
demons and cryptic texts and impossible murders. It’s
very encouraging.

“There’s no accumulated misfortune on him,”
he says. “And at least half his ex’s have no idea that
he was only interested in them because of their
history. So Brunswick seems to refute your ‘shit
happens’ theory.”

“Why does he disgust you so much?”

“Doesn’t he make you sick?”

No. “Of course, but stay with me. If these women
aren’t getting hurt — and if they never figure it out,
right? If they’re not hurt, why is it bad?”

“Because he's using them. Because he doesn’t
see them as people. They're just... something that
gratifies him.”

“So it’s a matter of intent.”

“Are we going to debate Immanuel Kant!?”

“If that’s your thing, though you look tired
enough without trying to curb-stomp the Categori-
cal Imperative.”

Categorical Imperative says intent is all that mat-
ters. Any time you use a person merely as a means to an
end, instead of considering her with the regard due to
aperson with inherent value, you commit an unethical
act. But if you do the wrong thing for the right reason,
you're okay.

“I think Kant would agree that Cody was a shit.”

“But from the Utilitarian perspective...””

Utilitarianism is the opposite. Result is all
that matters. If it's the greatest good for the
greatest number, it’s good. Now, there are some
jazzy variations on this that hedge it with rules so
you don’t condone 51 people killing and eating
and stealing the gold fillings of 49 people, bur
basically ‘greatest good for greatest number." Utili-
tarianism has no problem with doing the right
thing for the wrong reason.

“He still flunks out,” Woodrow insists. “Even if
they don't find out, it’s possible that they could.”

“Potential harm isn’t real harm. By that standard,
I'm negligent for keeping a knife in my house because
a guest might find it and poke his eye out.”

“There are degrees of potential harm.”

“Listen to yourself! ‘Degrees of harm’? You sound
like a candyass! Why don’t you just cowboy up with
Kant and insist that intent is the arbiter?”
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“Because good intentions make a lousy umbrella!
[ don’t want to have to forgive every ignorant fuckup
who shrugs and says, ‘I meant well!™

We pause.

“What's really bothering you?” I ask.

He sighs. “I want you to help me find some people.
People who follow a book called “Days of Fire.””

“Never heard of it.”

* * *

Woodrow wasn't my only hope, of course. There
were three angels sent to Hell along with the
multitude of demons. Three who did evil in the
service of the Allmaker. Three who are arguably
like me.

Usiel the Slayer almost comes to my side. Almost.
Ultimately, he fails to admit his rage against God, and
because of that it consumes him.

The Angel of Pain rejects me, too, insisting that
God must wish to consume the world in sorrow and
lamentation. She thinks she has been freed to ensure
each allotment of suffering. Now, unlike before, she
will do her duty.

As for Forguel, aeons in the pit have either
maddened her or given her guile beyond even my
knowing. She allies herself with Asmodeus, the
strongest of my enemies.

Right after one inconclusive engagement with
Forguel and her minions (I killed five of them but
she got away), | feel what I've wanted. What ['ve
hoped for and eagerly expected ever since I killed
Yves and Vera.

Piercing all the invoking demons on Earth
and in the Abyss, [ hear the call from Woodrow.
[ hear him and | know. He’s got it. He under-
stands. He's read the Greek and Latin and he’s
made the jump from those old languages to the
oldest language. He's followed the hints and im-
plications and the interactions and double
meanings, and he’s learned.

He knows what it all means and he calls me.

When I appear before him, we'’re in a rundown
wooden building. It's night and he’s bleeding. He
doesn’t see me as Cook. He doesn't see me as [ am,
either. There’s no percentage in messing up his fine,

| fine brain. [ show him a piece of me. Enough to dazzle,

i

but not enough to madden.

He looks up at me from the floor and gives a sick
little grin.

“The last time I got shot, [ didn’t hallucinate,” he
says, “So I'm hoping you're real.”

There’s a crack of gunfire from outside and

he flinches.

[ smile, raise my hands and put time in abeyance.

“You're safe for the moment,” [ say.

He turns to the doorway. It’s pitch black, of course,
since even the light outside is frozen in relation to us.

“What did you do?”

“Oh please,” | say, and breathe on him. His
wound knits, eliciting a small grunt as the bullet —
looks like a 10mm, a funny caliber — plinks out on
the floor.

He looks at me and swallows hard. Then (and [
love this) he pushes himself to his feet. Bravo,
Woodrow! Face me on your feet like an equal!

“So, what now?”

“What do you expect!?”

He shrugs. “You offer me the world and all
its riches?”

“Bioweapon contamination has leaked into
Europe, Bethlehem is in flames, China is rattling
itssabers at India and Pakistan, nobody from NASA
or any of the observatories will give a straight
answer about just what the Red Star is, and no one
can seem to find a girl baby born in the last six
months. Do you particularly want the world?”

“When you put it like that...”

“Then how about this,” I ask. “Do you want there
to be a world?”

He’s silent for a moment, and then nods.

“What do | have to do?”

(
“You've read the book. You know what you have

to do.”

“Find the third trail.”

“If there isone. [ can’t point it out to you, can’t find
it for you.”

“Why not?”

For just a moment, ['m angry. Not just angry —
furious. Humans have the potential for so much but
the drive to do so little! For just one blinding second,
| consider letting Dagon and Belial have their way
with the whole human race. Let them ring the curtain
down on the whole shitty mess.

But it passes. Humans aren’t perfect. They weren't
meant to be.

“I can’t do it for you for the same reason [ can’t fall
in love for you. [t must be yours.”

“What if [ refuse?”

“You can't be serious.”

He sighs. “Can you at least tell me how to start?”

“You start with a pledge.”

“Do IV

“Come now. This can’t be such a surprise.” This is
it. The hard part. I can protect him as my thrall.

)
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Improve him. Maybe give him the power he needs to
drive back the darkness. But it has to be his choice. His

'l free choice.

r

“It’s never a surprise when something like you
wants service.”

Oh, Woodrow. Don’t take that cynical tone
with me. “I don’t want you to serve me,” [ say. “I
want us to help each other. You felt me heal you.
If we swear an oath we can work together. Share
our strength...”

“Yeah, I get your gifts and you get my soul, right?”

“I don't want one lousy human soul. [ want to
ensure the future of humankind!”

“Your future?”

“Any future!”

He looks at me from beneath a furrowed brow and
[ can’tstand it. [ can’t stand the mistrust. After all the
years, centuries and ages of being maligned for trying
to help, and here's the payoff. All the years of lies and
propaganda against me bear fruit.

“Woodrow, it’s your only chance.”

Maybe, somehow, this one mortal sees through
my lie. Or maybe he just disbelieves because he
can’t shake off a lifetime of Bible stories. Or be-
cause he is, at heart, a suspicious cop who can only
ever see me as a suspect.

“No sale. Sorry.”

“Woodrow, I'm begging.”

“Get behind me, Satan,” he says with a sneer and

© that’s it. His mind’s made up. It's clear as the nose on

his face. [ can see the futures spreading out of him like
spilled ink. His mind’s made up. He won’t change —
can’t change.

He’s going to damn the world to save his own soul.

“You selfish prick,” I say, and something else in
Enochian. Then Woodrow Miller is no more.

# # *

To cap everything off, that fucking Bright
Shiner finds me again in the middle of nowhere,
Kansas. Mr. No Trace. An ugly little pissant. [ see
him watching as [ pull out from my hotel in my
Land Rover and suddenly I'm fed up. I goggle my
eyes at him like I'm just now noticing, then floor it
down the highway.

He follows, just like I planned, and when the
time feels right I pull off the highway, jump the
ditch and start laying a path in some poor bastard’s
field of wheat stumps. There’s a copse of trees maybe
a half-mile in, probably the farmer’s swimming hole
on the seam of two fields. A good place to have it out
with this guy.

. TIMEOF JUDGMENT
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He’s got a gun in his hand as he stops his car and
gets out. Smith & Wesson, looks like a Bodyguard or
Bodyguard Airweight.

“Hello, Wendell,” I say.

It he’s surprised that [ know his name, he doesn’t
show it. Those eyes of his are pretty well glazed.

Sure, [ couldn’t get a supernatural scan of this guy,
but I know how to hire a private investigator.

He points the gun.

“Youdon't need that,” I say. “Let’s talk things out.”

“Come out where I can see you.”

[t’s a calculated risk, but what’s he gonna do? Kill
me! Worst he can do is slow me down, I reckon, and
probably not even that.

“Do you know who I am, Wendell?”

“The Shepherds are unsure about you.”

Shepherds. Good name — this guy certainly looks
like a sheep. I wonder who they are? If I had enough
time [ could probably suss out their Names. But Wendell
won't give me that much time. Neither will Azrael or
the other Earthbound.

“lI don’t suppose you're open to a lateral
career move! Whatever they’re giving you, | bet
[ can do better.”

“You cannot tempt me.”

“You sure! Doing the right thing for the wrong
reason has always been popular.”

“Their will is my will.”

When he says it — flat, honest, empty — 1
realize he’s telling the truth and it jolts me. Those
bastards have really done it. They've taken a human
being and hollowed him out until he’s just their
puppet. They stick in their hand and he works like
their oven mitt while they root around in this
burning world.

“The Almighty would never condone taking your
soul,” I tell him. “If you think they're on Her side,
you've made a terrible mistake.”

“They didn’t take anything from me. I gave
it away.”

“You gave away your will? Your freedom, your
volition?” I think I'm going to be sick. “How could you
make such a bargain?”

“What else did 1 have! What else was worth
enough to sacrifice to God?”

“God doesn’t want you to be a slave!”

“God wants me to be virtuous, and now [ am
nothing else.”

This man’s a mockery of everything [ fought for
and [ will not ahide him one second longer. I call my
spear to hand as he fires.

[
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Maybe I got sloppy, because I expected a bullet. [
candodge bullets. But what he fired was light, and light
moves as fast as | do.

[ hurl my weapon through his throat. His shot
takes me through the right shoulder. It’s a beam of
purity and I feel it.

Pleasure.

[t courses through me, the warming regard of love,
the first movement of the universe, the nurturing
energy of the Most Holy.

[ am awash in bliss. I taste God’s will and
realize that She will forgive me, even me, if |
only repent.

[ have never been so insulted in all my life







A\" PN . \ -
y
5 ]
SIENAR ]
y \ ] ,

r ilA"‘l "‘l‘
ﬁ‘ ’ | Ry
- ] ; .

THEEND OF ALL THINGY

Cataclysm. Annihilation. Armageddon. The end
of the world goes by many names. A different fate is
foreseen by every culture that anticipates and fears
absolute destruction. In the World of Darkness, more
than just human societies look to and wonder at the
last days. Inhuman monsters and supernatural enti-
ties exist in secret, working their own agendas from
behind the scenes. They are no less speculative of or
frightened by the prospect of the end. In fact, their
often otherworldly identity affords them uncanny
insight into the fabric of reality and the universe.
They anticipate and dread Judgment Day, because
they foresee what it might entail. Whereas ordinary
people can just guess and worry, supernatural entities
can see and know.

These extraordinary denizens have good reason to
be afraid. They sense the truth. The end of the world
is here!

World of Darkness: Time of Judgment is the
fourth sourcebook dedicated to the finale of the World
of Darkness. It follows Gehenna, Apocalypse and

Ascension, focusing on how the setting might end for
the remaining Storyteller games. Those include
Changeling: The Dreaming, Demon: The Fallen,
Hunter: The Reckoning, Kindred of the East and
Mummy: The Resurrection. Like Vampire, Werewolf
and Mage, these lesser-known but no less important
lines come to a close and demand attention in the last
days. Sure, vampires, shapechangers and mages have
their own take on the end times, but so do the fae,
damned, imbued, Kuei-jin and Amenti. Those views
and voices also need to be heard.

Thus is the premise of World of Darkness: Time
of Judgment. This single book addresses the end for
five different game lines, each with its own chapter.
As with all the Judgment books, we offer ideas on
how each of the supernatural “races” might be af-
fected by utter cataclysm or redemption. The
conditions of demon existence may change at the
end, for example, altering everything the damned
have come to know and expect of their existence.
The rules can all change in the last days on two




levels: in the setting and in game systems. Posses-
sion of hosts might be altered inexplicably as the
forces of the universe shift momentum. Human bod-
ies might spontaneously expel their invaders. Or
acquiring hosts could become easier than ever for
would-be possessors, with the absence or frailty of the
human spirit no longer required for demons. These
setting-based cosmological shifts may mean new game
rules for demonic possession and for what the damned
are capable of at the end. Now imagine those same
possibilities across all the games.

But this single book does more than just show how
its games’ cosmologies and rules can be altered. It
presents a host of suggestions and story ideas for how the
world can end for demons, hunters, changelings, Kuei-
jin and Amenti. At no point does White Wolf say,
“This is how your chronicle must end.” We give you and
your troupe choices on how to resolve things, from
absolute destruction to the salvation of the world and
the turning of anew age. If you want, your chronicle can
stop with a punctuation mark or it can continue on to
new horizons that you create. [t's your game. You get to
decide the exact nature of its fate and the role your
characters play in it.

We've created this book with the best of the best
ideas and information on how the various lines can
close. The results are succinct and powerful concepts
and tools for your Judgment chronicle. Suggestions and
plot points that will surprise, terrify and invigorate
characters and players. We want each of these games to
end on a high note, and the format of this book lets us
do just that. We get right to the point, and we hope you
appreciate the results.

Chapter 1, “Endless Winter” for Changeling, fo-
cuses on the possibilities of the fae returning to the
Dreaming, or on chimerical death as the banality of the
world overwhelms all. And yet, solitary changelings
could survive the demise of imagination and seek new
realms, either in this world or beyond.

Chapter 2, “Agents of Apocalypse” for Demon,
addresses the very fate of Creation as the beings that
gave shape to the universe decide its fate. Can humanity
survive a war of would-be gods, or is human nature all
that can prevail in the form of redeemed angels in
mortal guise?

Chapter 3, “Inherit the Earth” forHunter, explores
the possibility that the imbued might find hope for
humanity as they face the world’s monsters, once and
for all. Different fates lie ahead depending on the path
hunters follow, whether it’s open war, forgiveness or
making dreams a reality.

Chapter 4, “Interesting Times” for Kindred of the
East, looks at the high-action possibilities of the Yama

Kings’ rise. The Sixth Age arrives, marking destruction
in the world’s cycle. Will the Demon Lords cause utter
ruin and preside forever, or can the Kuei-jin rise up to
usher in a new Spring!

Chaprer 5, “Armageddon” for Mummy, reveals the
hope that the Amenti offer the world at its greatest
moment of need. Perhaps Apophis and the forces of
destruction can be defeated, preserving a reality in
which the Undying may thrive — or for which they
must sacrifice themselves.

REFERENCES

World destruction and sweeping change have been
the focus of imagination and faith since the dawn of
humanity. In the modern day, we express concepts of
fate, destiny and karma in fiction, movies and comics.
The following are sources from which you can draw
themes, imagery or simply inspiration for your Judg-
ment chronicle. Some of these references apply to
particular game lines addressed in this book, but some
can be turned to all the games of the World of Darkness.

George Romero’s Trilogy of the Dead. Night of the
Living Dead, Dawn of the Dead and Day of the Dead all
essentially portray a world where monsters (in this case
zombies) are responsible for the apocalypse. It's a gory,
gritty, horrific series pitting man against wave after
wave of ceaseless undead.

28 Days Later. Jim wakes up from a coma to discover
that civilization seems to have been destroyed thanks to
a man-made virus. This one doesn’t necessarily turn
everyone into zombies, but victims do become raving
killers. It’s kill or be killed, with hope for salvation in
one ending.

The Rapture. A film starring Mimi Rogers and
David Duchovny. Rogers plays a woman who leads a
hedonistic life until she hears whispers of the “coming
end” — specifically the Rapture, when the Christian
faithful will be carried to Heaven. She becomes a
Christian fundamentalist, but doesn't invest actual faith
in it, and the apocalypse comes knocking. While the
movie doesn’t portray a man-versus-monster theme, it
does convey a spot-on catastrophic mood, complete
with a slow, eerie build-up and a Judgment Day ending.

Neverwhere, by Neil Gaiman. A perfect source of
inspiration for Changeling, one that even faces the
protagonist with the choice of leaving the terrifying
wonder behind or becoming immersed in it.

The Neverending Story. The Nothing is eating the
world, and it all comes down to remembering a name.

Until the End of the World. An ideal example of
building up events to world annihilation. But in this
case the audiénce.is tricked into forgetting all about
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doomsday through an interesting story and characters
— until the shit hits the fan out of the blue.

The Stand. Stephen King's classic about the end of
the world and what comes after. In this case, it'sa deadly
version of the flu that wipes out 99.4% of the popula-
tion, but the themes still apply.

Cat’s Cradle. In Kurt Vonnegut’s end-of-the-world
novel, it'sa germ what done us in. His writing is spectacu-
lar, and it’s disquieting fun to see how easily we unravel.

Glimmering. Perhaps Nebula-award-winning-author
Elizabeth Hand’s most accomplished novel. She gives
usarare glimpse of her grim side, and does so in her usual
stunningly evocative way.

Five. The first true “after the bomb” film, this ralky
tale concerns the last five survivors of a nuclear holo-
caust, who gather in a Frank Lloyd Wright mansion to
discuss how it all went wrong.

Night of the Comet. A fun film in the Romero
tradition concerning a comet and the light it emits,
which turns much of the population into red dust and
many of the rest into cannibals. Good Red Star stuff.

The Omega Man. The second film adaptation of
Marheson’s “I am Legend,” starring Charlton Heston.
It’s a good “last guy in a dying world” flick.

Panic in Year Zero. An eerily effective oldie, with
Ray Milland doing double dury as actorand director. It’s
about a family fleeing an atomic explosion to find an
every-man-for-himself world.

Swan Song, by Robert McCammon. At 956 pages,
this epic tale of the apocalypse isn’t a quick read, but
definitely a worthy one. It details the beginning,
middle and almost-full-on end of the world, and shows
the travels and travails of a group of people making
their way through the nightmare wasteland that is
America. Oh, and group members gain small-but-
special powers in their quest to vanquish an ancient
evil known as the Man with the Scarlet Eye. Perfect
mood for an epic Hunter game, with a grear mix of
heroism, tragedy and terror. The book shows exactly
how a core group of individuals can actively change
the course of the last days.

Fortean Times (www.forteantimes.com). Doesn’t
directly relate to the apocalypse, but here’s the
kicker: Both the print magazine and website give
some of the weirdest (and presumably “real”) news
stories that you won't see on CNN. They provide
perfect information fodder to throw at players as
buildup to the end.
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said yes to me, because we’re the best of buds, and finally
ourseclusion was ended and we could go into town. [t was
about time, because if [ didn’t get out of there soon, [ was
going to go mad.

When | went to Tommy's room, | knew something
was wrong. | know people always say that after something
goes all to hell, and they're lying through their teeth, but
Imean itseriously. [ knew there was something wrong with
him, because he was just sitting there, staring at the wall.
There wasn't even a picture on it to look at, just a blank
wall. And man, was it cold in there! He hadn't even
bothered to light a fire! Lord knows how long he’d been
sitting there in that freezing-cold room without a fire, and
with no shoes on. That freehold has some majorly cold
stone floors. I'm always suggesting some kind of central-
heating system, but no one ever listens to me.

[t took me a few minutes to get Tommy's attention,
and [ had to ask him a couple times to take us into town.
He just didn't seem himself. Usually he’s sort of kind, but
gruff at the same time. You know what kind of guy [
mean’ But he wasn't anything like that, and he would
have walked out of the room barefoot if I didn’t remind
him to put some shoes on. Then he laughed at himself,
but it sounded kind of hollow, and I made him bend
down, so 1 could feel his forehead because 1 thought he
might be sick. He wasn’t.

So, if you think I'm making that whole thing up
about knowing something was wrong that day, you can
stuff it up your behind and light it, because I checked his
forchead for a fever before anything ever happened. [
know it and Tommy knows it, and I get real offended
because people never believe me. It's some kind of weird
conspiracy or something.

What? Oh, I'll finish the story. Into town we went.
Tommy sat at the coffee shop and had one of those
espressos. They taste like crap! | went in with him one day
and had one, and he kept correcting my pronunciation
because I was calling it “expresso” instead of “espresso.”
In my opinion, they should just call it crap, because that's
what it tastes like, and it's easier to pronounce. So
anyway, Tommy spent his time in the coffee shop. He
didn’t do anything special as far as [ know.

Still, something really weird happened while we were
in town. I ought to tell you about it, because it’s related to
what happened with Tommy. We met up with some of the
kids from the high school. They wanted to get out of their
houses as much as we wanted to get out of the freehold.
Andy was there, too. He brought a bunch of garbage bags,
and we went sledding down Miller’s Hill, showing off
doing tricks. Each trick had to be better than the last, so
even though it started off kind of lame, like with a couple
of guys going down the hill backward, it got wild.

There was this girl there. It wasn’t me, because ['d
neverdo somethingdumb like this. Anyway, she thought
it would be cool to use a cantrip to do a stunt that nobody
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could beat. Besides, maybe if she amazed everybody,
there would be some Glamour for the taking. Really, it’s
not a bad idea, and [ should know, because [ mentioned
it to her, but I wasn’t going to do it myself because it could
be dangerous. If I got myself killed, who would be the
voice of reason among all these crazy kids? So [ made the
suggestion to this girl, and she thought it was a good one.

Now, in case you've never been down Miller’s Hill,
there'’s one thing you should know. The left side is the
baby side. It's all smooth and sleek, and although there's
acouple of patches of ice, it’s pretty much smooth sailing.
That’s the side you want to go down if you're going to do
something fancy, because there aren’t any bumps. The
right side, though, is all uneven, and the whole thing is
just one sheet of ice. Even if you're having second
thoughts on the way down, you can't stop.

So this girl decides that she’s going to go down the
right side, and when she hits one of those bumps, she’s
going to cast a Hopscotch and aim herself right into the
branches of this big oak tree that stands near the edge of
the hill. To the mortals, it'll look like she hit that bump
just right and vaulted into the tree.

She shoots off down the hill, and she's gathering up
speed, and as she’s going over those bumps, she’s casting
the cantrip. Only, something doesn’t feel right. She told
me about it later in plenty of detail, so I can describe it
exactly for you. She said that it was like reaching real hard
for something that’s just at your fingertips. Like the
Dreaming suddenly moved about five feet farther away.
Now, | think we've all had those times when we try to
access the Dreaming, but we screw up, or maybe the place
that we're in is just so dead that we can't manage to call
on it. But it wasn’t like that, she said. This girl knew in
her heart that she did it all right, but for some reason the
Glamour just wasn't working.

The other wilders noticed it, too. [ mean, even |
noticed it. 1 could feel her trying to do a cantrip (of
course, | expected it, because it was my idea in the first
place), and it felt like the Dreaming just slowed down
around us for a minute. [ felt like my mortal side was
running at normal speed, and my fae side was moving
through Jell-o.  can’t even begin to explain how strange
it was.

You can imagine what happened next. She was going
too fast to stop when she realized that her cantrip wasn't
going to work, and like [ told you before, that hill is just
a big stretch of ice. She couldn’t stop. The best she could
do was twist around so she hit the tree with herside, and
after she whacked into it, a bunch of snow fell off the
branches and totally covered her. So we dug her out, and
she’s just wailing like a banshee because herarm'’s broken
in about three different places, not to mention having
snow down her jacket, and suddenly the game isn’t so
much fun any more. [ looked back at the hill, and a chill
went down my spine that had nothing to do with the



snow. | couldn’t see it in the Dreaming. It was like it
wasn't even there. No hill at all. Just a big bunch of
nothing. It was the scariest thing ['ve ever saw.

So the mortals went back to their houses and we took
the girl back, too. We all agreed that something was up
on thart hill, and maybe we'd better take a look at it
sometime. Still, it’s kind of funny that a sledding hill,
where kids play all the time, would suddenly become so
stagnant. [t was like something that’s been there your
whole life is suddenly just dead and gone. It just disap-
pears, and you don’t realize how horrible it is without it
until it’s just too latc.

So we go back and get Tommy, and he takes us to the
hospital to get that girl’s arm checked out. While we're
waiting, Tommy takes us all inside and gets us each a hot
chocolate. He asks us what happened, and we explain the
whole thing, only we can't quite find the words to tell
how it felt being so close yet so far from the Dreaming. [t
just wasn't like anything any of us had ever felt before,
even though [ have to admit that 'm usually pretty smart
about those sorts of things.

Tommy sat there real quiet after we were done, and
then asked us to take him out to the hill. A couple of the
wilders were worried because we had a curfew, but Tommy
and I reassured them that as longas we were on important
business they couldn’t punish us for staying out late.

Back to the hill we trudged, and it was colder than
before. It was so cold that [ almost went foxy just so [
could wear the fur, but I was kind of scared to do it. |
mean, if cantrips weren’t going to work, maybe I might
not be able to change back. I'd be stuck as a fox forever,
and if some mountain lion came down and tried to eat
me, there wouldn’t be anything [ could do but run. To be
honest, [ didn’t want to go back there, but I didn't really
have any choice now, did I?

Tommy stared at the hill for a long time, and my feet
started to freeze. Finally, he stopped looking and turned
to us, and we all gasped, because he’d turned this nasty
gray color. We figured it was the cold, because like I said
before, he is an oldster even if he is kind of cool. So we
hustled him back home and sat down in front of the fire
to warm up. Only Tommy wouldn’tstay in the main hall.
He wanted togo somewhere and think, he said. I waskind
of worried that he wouldn’t remember to light his fire
again, so I follow him back up to his room and did it for
him. So he just sat there and stared at the wall again, only
this time he was mumbling. I don’teven think he realized
it, but he just kept mumbling, and I heard the word “end”
and “winter,” and my heart just about stopped.

[ mean, everybody knows that Tommy is the best
expert on lore that there is, and he knows the meaning of
just about everything. Everybody says so, and it's the
truth. If anybody else started mumbling about stuff like
that, I'd probably have thought they went batty. But with
Tommy, it was enough to scare me pretty good, and even

though 1 tried to pretend I wasn’t worried, it was hard
until I realized he was probably playing a trick on me. I'd
played a few pranks on him, too. This one time, [ took all
of the buttons off his clothes and sewed them back on,
only on the inside. He had a real tough time getting
dressed until he finally realized what I'd done, and it was
pretty funny. This was a pretty good way to get back at
me, and I chuckled at myself for falling for it.

Thatnight, we wenttocourt. Yawnsville. [t's not like
we had any choice, because with all the visitors to the
court during the holiday season, we were stuck there most
nights. And the worst part was that Protocol was in
effect, so we couldn’t be rowdy. I have to tell you, if
anybody ever captures me and wants me to spill all my
secrets, all they need to do is put me in court for a couple
of days. I'll say anything they want to get out of there!

Once [ decided it was just a prank, | felt better,
although the prospect of going to court made me feel
worse all over again. I didn’t even see Tommy until the
court business was over and Queen Mab called for astory.
She had to call twice, which was kind of unusual, and
finally Tommy came out with his harp in hand.

The minute I saw him, [ felt a sinking feeling in my
stomach, because [ knew it wasn't a prank at all. He was
so gray and shrunken that he almost looked like a sluagh.
He just stood there and blinked, absentmindedly strum-
ming the strings of his harp. [ wanted to burst out and rell
everyone what happened that afternoon, but fear of that
dratted Protocol kept me silent. There really wasn't
anything [ could do but stand and watch it all happen.

Tommy finally opened his mouth, and what he had
to say was completely unexpected. He looked at the
queen, right into her eyes, and said, “It is ended. There
are no more stories to tell,” and then he shut his mouth
and wouldn’t open it again.

The queen was a little angry, because she’d asked for
asong and the bard wouldn’tgive it to her. Butshe kepther
temper in check, which is a talent I taught her myself,
because she always was a little hotheaded, and I knew how
much that bothered her. So she asked him for the story of
the forging of Anweyth, or the story of the crowning of
High King David, but he just shook his head sadly and
strummed his harp. Then, she got really hopping mad and
ordered him to sing, but he wouldn’t utter a peep. And all
the while, I'm standing there wondering if I should speak
up and tell someone about that afternoon, because obvi-
ously something happened on that hill, and shouldn’t
Tommy be able to live out his last days before the Endless
Winter in the open air! I mean, if this is the end, why are
we wasting our time yelling at each other like idiots?

Butneverhad time to interfere. Before [ knew it, the
queen had Tommy clapped in chains and sent to the
dungeon to rethink his decision. The whole court mur-
mured as they led True Thomas out of the grand hall,
Protocol or no Protocol.
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[ couldn’t sleep that night. When [ went to bed, there was still
no word from Tommy, and [ finally sneaked down and asked him
if there was anything I could do to help. At least they'd put him in
anice, warm cell without any rats or anything in there. Still, it was
really sad to see him like that, curled up on his bed with a chain

attached to his ankle, still strumming that harp. He came over
when [ called his name, and tried to smile at me. It kind of made

me want to cry.
[ asked him a bunch of questions that night, and

- Tommy never even said a word. 1 asked him if he

wanted me to help him with anything, and he shook his
head no. I asked him if he wanted me to talk to the
_ queen about what happened at the hill, and he shrugged.
) (I told her about it anyway, not like it did any good. She
really was mad, and [ think Tommy knew she would be.)
[asked him why he wouldn’t just tell astory, and he gave
a helpless little shrug. [ did just about everything short
of standing on my head to get him to talk to me, and he
neversaid aword. Finally, I asked him the question that
Py ‘ worried me most.
. , “Tommy,” I asked, “Can you talk at all?”

‘*\\ He shook his head no, and the sinking feeling in my
stomach told me he was telling the truth. Tommy
‘ , ~ couldn’t tell a story because he couldn’t talk at all, and
‘ <o my spider senses told me that the Dreaming had some-
. . thing to do with it. ] offered to go on a quest, to donate
| . ‘ Glamour, to doanything I could think of to help him get
“ his voice back. He just gave me a resigned
. : " shrug that said there was nothing [ could
) : I do. I sat there in the dark for a while. |

‘ ' ' have to admit thac [ felt pretty miserable.
] ) . - ‘- The queen was going to keep Tommy

) i there until he told a story, and he couldn’t

. e : do it even if he wanted to. He'd probably be
' - stuck down there until the very end, and there
, ' \‘ \ o T wasn’t a damned thing I could dQ about it. I don't
T~ . i - know how long we sat there, but finally I heard the

) 2 . " guards coming on their nightly rounds. [ knew I'd
| . ' ‘ better get out of there, but I couldn’t resist one

o ! | ‘ more question.

V” ‘ - Lo T - al , - r"
e ; X : M I A LT A 1 1
"‘5,51; DI IS (< )2~
~
!
1

! . i

' o “Tommy,” [ whispered, “Is Winter really coming?”
' ! ¥ He couldn't answer, of course, but I could see that

[ } ' ' he was crying, and that was all the answer I needed.
| i ! ‘ There aren’t any stories left to tell, because the
- - ] ; Endless Winter is coming — and Tommy and [ are
‘ ‘ the only ones who know. I've been trying to tell
- ‘ 5 ! - everyone, to warn them, to get them to stand up and
! do something, only no one will listen. They think it’s
- another prank, but they don’t know me very well. I'll
' s -1 jokeaboutalotof things, but Endless Winter isn’t one
Co of them. Maybe I'm just a pooka. Maybe I'm not one of
At ‘ ! those Red Branch knights, but I swear on the Dream-
- . ing that I'll stop it all from happening or I'll die trying.
After that, I'm taking Tommy out for an espresso.

Even though they taste like crap.

A\L}gO Tune of Judgment
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How do you end a dream?

For better or (much more frequently) worse, the
shadowy denizens of the World of Darkness see the end
of all things as a time when great mysteries will at last be
made plain. The outcome of the events surrounding the
end will be clear for all with eyes to see them. But as with
many other things, the fae differ from their Prodigal
cousins. Even their most common apocalyptic myth, the
coming of Winter, is seldom considered an overt time of
rampant suffering and destruction. Indeed, some fae
argue that it may come to pass with the world as a whole
lictle the wiser.
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Since their earliest days, changelings’ most powerful
and vital struggle has not been fighting physical foes or a
grand metaphysical concept such death or corruption,
but keepingalive such fragile notions as the innocence of
children or the need for artists to express themselves.
Likewise, changelings struggle with themselves toachieve
balance between their human and faerie natures, to find
a place in a world that is not their own. Theirs is often a
bittersweet life, with fond memories and dear friends
gradually stolen away by the cruel touch of Banality, their
moments of greatest triumph tempered by the knowledge
that their glories will fade one day.

This is not to say the fae are concerned only with
intangible, delicate things. Far from it. Their history is
long and colorful, full of great adventures and heroes that
are far larger than life. In the end, the fae are as capable
of decisive action and heroic deeds as any other group,
but that's not all there is to them. Their battles are fought
not only against monsters and villains, but against medi-
ocrity. Triumphing over one half of the problem doesn’t
mean much if the other half remains.

The balance between worldly concerns and the grand
concepts that shape the fae is immensely important when
designing a proper end for the Kithain. If all they do is slay
great beasts or perform ancient rituals, you've missed an
important element of what makes them unique. Likewise,
if you turn the game into little more than an exercise in
artistic appreciation or applied sociology, you sell the
dynamic and active heritage of the fae short.

After all, Changeling is ultimately a game about
balance between the world of dreams we all aspire to
achieve and the world of mundane concerns with which
we all grapple. Make sure your stories address both sides
of the Kithain and you will find players responding on
levels that are rare in other games.

Dream on!

(Mecaploc

In the interests of ensuring that everyone is on the
same page as the end approaches, what follows is a very
brief summary of the Changeling metaplot up to this point.
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Once upon a time, a young noble David Ardry was
discovered by True Thomas, legendary bard of the fae, and
eventually crowned high king of Concordia. To the surprise of
many nobles and commoners alike, he proved to be a just and
fair king, ruling for many years of relative peace and prosper-
ity. Several years ago he fell in love with Faerilyth, a beautiful
princess of House Eiluned and the niece of King Meilge. They
were married amid a cloud of suspicion about the purity of
Faerilyth’s affection, a cloud that darkened when David went
missing while on tour with his new wife through her home, the
Kingdom of Willows. Sir Seif, a young eshu knight, suddenly
found himself in possession of Caliburn, the sword of the high
king, and took it as a sign that he should set out to find David.
Seif vanished in turn.

Without David to sustain it, the peace between nobles
and commoners shattered into open revolt, along with a
vicious multi-partite struggle for the throne among different
factions of nobles and the commoners loyal to them.

Now, the main contenders for power are Faerilyth, still
high queen and desperately searching for her husband; Prin-
cess Lenore ap Dougal, once named heir by David himself;
Queen Mab, ruler of the lands surrounding Tara-Nar, who
refuses to relinquish the palace to anyone but David; and
Morwen, Dauid’s sister and a favorite of the commoners.
Rumor also has it that Meilge himself has his eye on the throne.
In the background, the insidious Shadow Court sets all sides
against each other, reveling in the chaos. Complicating mat-
ters further, a number of noble houses have recently returned
from Arcadia, bringing ominous tidings with them. No one
faction has achieved dominance and the war drags on, each
day bringing new tales of heroism and honor — as well as
bloodshed and brutality.

Meanwhile, in the depths of the Dreaming the courts of the
Fomorians, the ancient enemies of the Kithain and their
ancestors the Tuathade Danaan have awoken. The Fomorians’
lowest order, the White Court, has escaped imprisonment and
seeks ways to release its more powerful masters. Thallain, dark
reflections of the Kithain, have begun to return to earth as well,
along with the adhene, bizarre dwellers of the Dreaming that
have not set foot in the Autumn World for centuries. Several
groups on both sides of the Dreaming have begun to search for
the Triumph Casque of Sorrows, the legendary weapon that
was instrumental in defeating the Fomorians during the last
great war. While the treasure has been lost for ages, if one side
can find prize, it can virtually guarantee victory.

Itis on this volatile and fractious stage that we find our heroes.

Buildup

Endless Winter.

For millennia, the fae have whispered of this terrible
time, when Glamour is snuffed out, Banality triumphs
and the Dreaming itself dies. Even darker accounts speak
of the Fomorians rising up to usher in a hellish new age
of shadow and tyranny, in which these elder monsters
rule fac and mortal alike with absolute powerand cruelty.

Chaprer I: Changeling: The Orecaming
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Legends about this terrible apocalypse and, some
insist, the Spring that must follow — figure prominently
in the histories of all kith, cutting across geographic
boundaries and even uniting Seelie and Unseelie in
speculation, supposition and dread.

Of course, thinking about Endless Winter and what
it might entail doesn't really prepare any of the fae for
what lies ahead. Asconsumed as they are with unraveling
ancient prophecies and deciphering cryptic metaphors,
the most astute scholars may fail to see the actual signs of
the coming disaster.

Building up to your personal end scenario is critical to
its success. It’s no fun if the motley wakes up one morning,
and gosh-darn-it the Fomorians have risen and laid waste
to Concordia. No matter what kind of direction you
ultimately want your chronicle to take, or how much of a
chance the charactershave to escape what's coming, none
of it will seem real or dramatic unless it’s contrasted to the
“ordinary” lives the characters knew before.

[t's not necessary to include any or all of the follow-
ing factors as part of a buildup to unleashing horror on
your players, but you may find them useful to establish an
important plot point or to underscore the drastic changes
afoot. For convenience, these elements of foreshadowing
have been grouped along the lines of relatively minor or
inconsequential phenomena, more serious incidents, and
at last the most dramatic and obvious signs that the end
is here.

oreshadownng:
hunder m the Nighc

Even the most directand disastrous scenarios involv-
ing Endless Winter should involve quiet buildup. Small
signs and sweeping omens combine to paint a picture of
what’s to come. A character has nightmares before the

’ events of the end times unfold. This is the moment of
hesitation before entering the darkest heart of the forest,
when something just isn’t right, yet there’s no choice but
to go onward.

The Red Scar

' [n 1999, anew astrological phenomenon appeared in

the heavens, visible only to the fae and their Prodigal

cousins — a glaring red star. Soon dubbed the Eye of

Balor by the fae, its crimson light inspires dread and

I apprehension in all who gaze upon it, a morbid fascina-
tion made no less gripping by the fact that the star’s light

' is rumored to grow brighter during times of war, disaster
and suffering.

' Exactly what does the appearance of the Eye of Balor
signify! While certain scenarios have a specific purpose
for it in mind, you have complete control over what it

[ means in your chronicle. It could be an omen of doom or
a sign of the return of the Tuatha de Danaan. The fact

{ that it gives the Kithain an ominous feeling doesn’t
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necessarily mean it has evil connotations. Any period of
significant change is bound to inspire a certain amount of
unease, even if the ultimate result is positive. Ultimately,
the best use for the eye is as reinforcement for the
atmosphere you seek in your end scenario. Few things are
as effective in establishing mood as an astrological omen
glaring down on the characters, day and night.

Prophecy |-als

This simple yet hair-raising technique involves the
utter and absolute failure of all attempts at divining the
future, whether through use of the Soothsay Art, scrying
treasures or any other means, including the prophetic
talents of gifted mortals and Prodigals. All attempts to see
the future fail automatically, regardless of the talent of
the seer or the power of the treasure. Such efforts reveal
nothing but blackness, as though the future is totally
obscured — or that there is no future whatsoever. (Of
course, if you desire a particular image or series of images
to be central to your end scenario, you may simply choose
to use those visions and no others as a means of foreshad-
owing.) Repeated attempts may even damage an observer’s
sanity as she tries to comprehend a mystery that a single
mind is not meant to understand.

Crrant Trods

As the Dreaming sickens and writhes, trods once
tamiliar and reliable become increasingly unstable and
dangerous. Those fae with a grasp of Dream-Craft find
their talents tested to the limit. Those without that rare
and valuable Art are essentially at the mercy of the
Dreaming as to where they wind up, regardless of where
a trod usually leads. While the Silver Path remains as
inviolate as ever, travelers of the Dreaming find even this
road almost completely obscured by the surrounding
terrain, as though the land itself actively seeks to lead
travelers astray. At other times, the path appears to
fragment into hundreds of apparently identical roads,
daring wayfarers to make the wrong choice and be swal-
lowed by the Dreaming. Perhaps worst of all, sometimes
fae believe they are following the Silver Path correctly,
only to find themselves on a Black Path to the Under-
world, a Green Path to a former Fomorian stronghold, or
on some other twisted or ill-used road.

Oreams Ocferred

At first it might seem a fairly humble concept next to
some of the more dramatic signs of Winter's approach,
but never forget that grave threats and disturbances to
the Dreaming are reflected on the sleep cycles of the
world. And not just the Kithain are affected. Prodigals
and mortals suffer when the Dreaming is thrown ourt of
balance, though they may not easily guess the cause of
their distress. In scenarios in which the Dreaming is
dying or retreating from the Autumn World, it becomes
harder to get restful sleep. The resulting epidemic of



insomnia and related conditions adds to the ever-in-
creasing sense of desperation that haunts the world in its
final days. Beyond producing little Glamour, all living
beings go mad if denied sleep for too long. That condition
canadd afrantic and semi-hallucinatory edge to games in
which sleep is ever harder to come by.

Conversely, some Dreamers and other inspired indi-
viduals sleep more and find it harder and harder to wake
as the Dreaming slides into disarray. It's almost as if the
Dreaming draws upon every last ounce of Glamour that
it can get... or that it grants its favorite children mercy as
it all comes crashing down.

Immmenc Change:

The Rising Scorm

These phenomena are clearly out of the ordinary,
even for beings as used to the strange and unusual as the
Kithain. Many of them go from merely curious or slightly
disturbing to outright dangerous for the unwary, and can
cause serious problems for changelings caught in their
path. Mortal society changes more noticeably, though
still not to the extent of faerie society. At this point, even
the most obstinate or skeptical fae must admit that
something is going on. The paranoid or superstitious are
likely to be beside themselves with fright.

Cancrips n Hux

As the Dreaming destabilizes, cantrips become increas-
ingly unpredictable. Fading contact with the Dreaming
makes even the most potent invocations little more than
shadows of their former selves. Bunks become more numer-
ous and demanding to perform, while bestowing less power.
Under the most extreme circumstances, cantrips cost addi-
tional Glamour to cast even if the caster fulfills the usual (or
increased) requirements. Areas of high Banality become
“dead magic” zones, where cantrips are difficult or outright
impossible to perform. Worse still, Autumn People and
other highly banal souls radiate “dead magic” zones, making
them nigh-unassailable with the tools of Glamour.

Conversely, unpredictable surges of Glamour might
generate results reminiscent of the mythic past, to the
surprise and perhaps regret of casters. A pooka attempt-
ing to use Quicksilver to avoid a pursuing gang of redcaps
might be caught in his accelerated state for hours or days,
wreaking havoc on his metabolism and making it impos-
sible to perform delicate rasks or interact with the normal
world without incurring heavy doses of Banality. Like-
wise, a sidhe attempting ro command one of her retinue
with Sovereign might squash all of his free will, leaving
a near-mindless automaton that exists only to obey.

Shallowmgs

As a prelude to the weakening of the Mists them-
selves, fae are confronted by an increasing number of
“shallowings,” incidents in which the Autumn World

and Dreaming overlap, often without warning. Although
these incidents begin in remote regions, they quickly
spread to affect even the most heavily urban areas,
causing panic for denizens of both realms.

Indeed, these incidents are exceedingly dangerous
for both sides. Chimera and other elements native to the
Dreaming are confronted by levels of Banality that they
are unable to withstand, while mortals and even the
occasional Prodigal is trapped in a world beyond imagi-
nation, without any way to get home again. (And this is
to say nothing of the problems caused by, say, a manticore
appearing in Central Park, or a group of children becom-
ing lost in a Nightmare Realm.) Without Kithain or
other capable beings around to sort out the problems and
find some way to return “accidental tourists,” most do not
survive long in their new worlds, making it a problem of
particular urgency.

1&&0K1L$c

At this stage, humanity recognizes that something is
wrong and consciously confronts the truth of the matter.
Life takes on a slightly surreal or tabloid quality for many
mortals. Reputable news outlets showcase an increasing
number of stories about UFO sightings, Bigfootand alien
abductions. Devout mortals hear more and more talk of
miracles and visions throughout their congregations.
There’s speculation that it all means Judgment Day is at
hand. Even skeptical mortals are inclined to be inter-
ested in talk of an end, as though the subconscious mind
is aware of something the conscious mind can't admit.

Fantastic reports are not limited to the nightly news
or to the ranks of the faithful. Scientists puzzle over
strange phenomenasuch as bizarre atmospheric patterns,
odd wildlife behavior and rising trends of mental illness
and instability. Police struggle with a rise of missing
children, runaways, school violence and gang fights as
more Kithain are convinced of what is really happening
and become active in their local politics and regions, all
thinly veiled behind mundane concerns.

While the vast majority of stories are filtered through
the Mists and through the minds of the people who witness
events, particularly clever or insightful Kithain may be able
to piece together wharactually happens, oreven glimpse the
larger forces at work by studying enough reports.

Judgment Das Come:
The Scorm Breaks

At this point, there’s no mistaking what’s taking
place. Even the most naive fae know ata glance that great
changes are underway. While not every fae believes in
tales of Endless Winter, chances are that even the skep-
tical question their convictions as powerful events sweep
the land. Mortal society is noticeably different, with
public panics, religious fervorand rising crime all evident
as the situation with the Dreaming becomes dire.

Chaprer I: Changeling: The Oreaming
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Never forget that while they may be directly influ-
enced by the departure of Glamour, the fae are most
certainly not the only ones who suffer when the energy
of creativity drains from the world. With the withdrawal
of the Dreaming’s presence, the spark that drives the
creation of true art fades. [t may seem easy to dismiss this
on the surface. (What real harm can come of a few
frustrated artists?) But loss of anything innovative and
new goes beyond the realm of just the arts.

The human capacity to devise anything original is lost,
whether it’s architecture, military tactics or criminal enter-
prise. Even individuals without much creative inclination
suffer as they rely wholly on the creations of others to help
them experience emotional catharsis. Without any outlets
to express pent-up emotions or ideas, feelings of frustration
and anger arise, slowly at first, and then to alarming levels
as lack of originality becomes more and more evident.
Violent crimes such as rape, murder and assault spiral out of
control. The suicide rate leaps as hopeless souls give in to
their own despair in the face of a bleak world.

Mortals at this stage are near panic constantly, and
mob violence is frichteningly common. The more para-
noid or sensitive among people intuitively sense that the
world is ending. Kithain and Prodigals alike must tread
carefully; even the kindestand mostunderstanding people
are on edge. Those human elements already inclined to
do so have no compunction whatsoever about shedding
blood or destroying property.

The (Mises m Fux

Although the Mists are always something of a mixed
blessing to the Kithain, clouding memories as they shield
the fae from mortal eyes, this once reliable phenomenon
turns unpredictable. In some instances, the Mists fail
outright, exposing changelings to the mortal world, their
fae miens clearly visible and their cantrips as obvious as
anamateur magician’s tricks. Without the Mists toshield
the beautiful and fragile world of the Dreaming, naked
exposure to the Autumn World is accompanied by crip-
pling doses of Banality. Unlucky fae must seek shelter
from the unforgiving eyes of the public until the Mists
return to normal, assuming they ever do.

On the other end of the spectrum, some fae find the
Mists grow too strong, essentially causing changelings to
be ignored by mortals around them or shunting them into
the Dreaming, cutting them off from the mortal world
completely. Helpless fae walk the streets alone, unable to
make the world acknowledge them. Their most direct
attempts to gain notice result in sudden rushes of Banal-
ity as they push aside the Mists and reveal themselves in
their true forms. Even then, as soon as a changeling
leaves the immediate area, the Mists slide back as thick
as ever and he is forgotten again, making lasting contact
impossible during the fluctuation.

Tume of Judgment
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Troubles with the Mists intensify as time passes, the
periods when they fall or strengthen growing longer and

longer. Finally, Kithain are exposed to their worst enemy
or enveloped and forgotten completely.

The Tiched Ones

No good deed goes unpunished, so they say, and
every bargain with the Devil will one day have its due.
While the commoner kith adopted human flesh long ago
to hide from Banality, the recent return of the sidhe is
abrupt (and according to some, insidious). When the
sidhe return, they do not forge human disguises, but
occupy mortal bodies outright. While the effects are
superficially similar (amnesia, the struggle with Banal-
ity), the fact remains that the vast majority of sidhe are
not the original owners of their bodies. Of course, nobles
insist that this is an agreement reached willingly with
hosts, often suggesting that the human soul is ushered to
the paradise of Arcadia in exchange. And yet, the recent
appearance of the foul and disturbing entities known as
the Tithed Ones seems to suggest that a far darker
exchange occurs.

At first, Tithed Ones attacks are little more than
rumors and apparently coincidental happenings, easily
mistaken for “ordinary” assassinations or vicious chimera
incidents. Surviving nobles report harrowing encounters
with utterly silent, black-clad attackers who wield weap-
ons of ice, their faces disguised save for burning, hateful
eyes. These strange beings apparently flow like shadows
around most defenses, making them maddeningly elusive
targets, yet when grappled they demonstrate the strength
of a full-grown troll, tossing foes aside or cleaving through
heavy armor. They evidently focus their efforts entirely on
a particular sidhe, although they slay any who interfere.

Eventually, the terrible secret comes to light: These
assailants are none other than the evicted souls of sidhe
hosts, their faces twisted into hideous masks of hatred
and their minds consumed with thoughts of revenge.
Tithed Ones claim that the sidhe did not bargain with
them, but cast their spirits into the darkest recesses of the
Dreaming, stranding the souls in a hellish existence until
freed. They do not reveal the identity of their “saviors,”
except that they are given the means to return to the
world and the power to seek vengeance. Those skeptical
of the Tithed Ones’ identities’ find that the beings
possess intimate knowledge of their former bodies and
lives to a degree that defies refutation.

Of course, it’s possible that these are little more than
clever doppelgangers created by enemies of the Kithain
(perhaps even the Fomorians themselves) in order to sow
confusion and fear amid the the fae. Or perhaps the truth
lies somewhere in between, with some sidhe having
made a devil's bargain while others were genuine. Re-
gardless of what the ultimate truth might be, the Tithed
Ones gather in ever greater numbers, eager for a chance
to strike down the rulers of the Kithain. Despite the
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The Scace of che Oreaming

Perhaps the most important underlying factor in
determining the severity and direction of your game's
end is the shape of the Dreaming. Although the Dream-
ing is generally presented as slowly withering, its contact
with the Autumn world fading more with each passing
day, you don't have to use that model for your chronicle.

A Oying Oream

This is the traditional approach. The Dreaming
diminishes, its power weakening and its children grower
ever closer to extinction. Banality weighs heavily on
the Kithain and their chimerical world, and the ap-
proach of Winter is all but assured. Shunned and dis-
missed by a world that no longer needs them, the fae
quietly waste away from the sickness caused by the
greatest indignity their proud race could ever endure:
being utterly irrelevant.

This direction is excellent for showcasing scenarios
in which the chimerical world receives its final judgment
mostly or entirely away from the eyes of mortals and
Prodigals. It's also well suited for bittersweet tales of loss
and separation, as the essence of what makes the fae truly
wonderful is gradually lost. Perhaps the characters are
allowed one final moment of lucidity before their identi-
tics as children of the Dreaming are snuffed out forever. ..
or perhaps not.

Glamour fading away doesn't necessarily mean that
the Dreaming itself is destroyed. While many Kithain
assume that the loss of Glamour on Earth triggers the
destruction of the Dreaming, nothing says that has to be
true. Even if you subscribe to the belief that humans
torged the fae from their own primal dreams, that doesn’t
mean their creations can’t acquire a life of their own.
Changelings might be able to survive the rejection of
their “parents.” Perhaps Glamour does fade from the
Autumn World forever, but continues to exist beyond
the boundaries of its banal confines, forcing the fae to tlee
into the Dreaming or face extinction.

Blaze of Glory

The Dreaming of this premise refuses to lie down
quietly in the face of Banality. While the damage done by
the Shattering remains, the fae experience a surge of power
as Glamour makes a final effort to remainavitaland potent
force in the world. It might be enough to rekindle human
belief in the fantastic, staving off Winter. Perhaps the
upwelling brings on a new Spring, particularly if the
Kithain take advantage of the opportunity in time. Even
if it is ultimately a doomed expression of power, the results
mark the world in ways that the long-suffering fae would
have been hard-pressed to imagine before the end.

Fae in a chronicle that rakes this direction may
belicve that a new Spring is indeed at hand. If that is your
ultimate goal, it’s still best to show characters that this
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newfound power alone will not carry the world to a new
age. It it was that simple to shake off Winter, the Dream-
ing could have done it long ago. While this surge may
make it easier for characters to achieve their goals, a
ready supply of Glamour does not ensure that the fae can
guide the Autumn World back to belief. The hardest
challenges must still be overcome by the fae themselves.

Naturally, bursts of Glamour pose their own potential
dangers. Aside from the wild and unpredictable changes
that are inherent to any powerful exposure to Glamour,
the mortal world is unprepared to deal with the incursion
of chimerical reality, and may strike back harshly if the fae
aren’t careful. While this direction presupposes a certain
amount of “shielding” against the force of Banality, having
the Mists fall or chimerical world suddenly overlap mun-
dane reality is bound to elicit responses of fear and hostility
— as well as wonder and amazement.

The Janal Season

Very few legends detail exactly what the fae can
expect in their end times. Although a Winter bereft of
Glamour remains the most popular theory, especially
considering the Banality of the world, that is far from the
only theory. For every few doomsayers who predict an
Endless Winter devoid of Glamour, one equally deter-
minedsage believes ina Spring of renewed connection to
the Dreaming.

Understanding what these seasons mean to the fae,
and how they manifest is essential to presenting an end
that’s true to Kithain legend. While the fae may not be
aware of exactly where they stand until all is said and
done, they should be able to look back and realize that the
seasons have changed, if only because the characters are
the last fae to recognize the outcome.

A Crown of Shadows

Many Kithain determined to prevent or at least
better predict the end lose themselves in ancient texts or
explorations of long-forgotten mystic realms. They’re
convinced that Winter can be prevented if they can only
learn the right moldy incantations or find some ancient
treasure that has the power to ward off the chill.

[t hasn’t occurred to them that Winter might just be
invited in.

Following his orchestration of High King David’s
disappearance and the ensuing civil war, King Meilge
employs his network of spies, agitators and assassins to
fan the flames of war and weaken his opposition in the
process. He uses his ward, the heartbroken High Queen
Faerilyth, to shield himself from scrutiny.

Once the war drags on to the point of numbing
atrocity and the fae of Concordia grow tired of blood-
shed, Meilge uses his cunning Arts to convince Faerilyth
to make such a demonstration of love and devotion that



none can contest her claim or the peace it offers. After
Faerilyth rides this wave of approval back to Tara-Nar,
Meilge carefully insinuates himself into the new regime,
and then springs the final and most dangerous phase of
his plan: The return of David, and the murder of Faerilyth
at David’s hands.

Following the defeat of David by a sinister cham-
pion, Meilge tearfully steps forward to assume the
crown in honor of his fallen ward — and the Shadow
Court owns the throne of Concordia, ensuring the
arrival of the Long Winter.

Buildup

In contrast to some of the more overt and spectacular
ends proposed in this chapter, the rise of Meilge is a
relatively subdued, secretive scenario. A mastermind in
every way, Meilge plans events down to the smallest
detail. If characters have any hope of stopping him, they
need the ability to swing a sword and cast a cantrip, but
also sharp investigative skills, polished espionage talents
and most of all the ability to survive in the cutthroat
world of high-level politics.

Storytellers interested in building up to the events of
this scenario shouldn’t overlook the Kithain rumor mill.
If the characters don’t already suspect Meilge or Faerilyth
of some wrongdoing, it's important to point them in that
direction. Providing the characters with some back-
ground material on the major players of the scenario, as
well as some increasingly disturbing clues as to Meilge’s
nefarious nature, is vital to creating an atmosphere of
paranoia and mystery.

Of course, this is not to say that some of the more
supernatural buildup elements discussed previously can’
come into play as well. They might underscore the
notion that all is not right with the royal fagade, be
increasingly urgent reminders of the dwindling time left
to prevent Winter, or to just give characters a taste of
what’s to come. “The Red Star,” “Dreams Deferred,”
“Prophecy Fails” and “Tabloid Life” are all relatively
subtle yet evocative ways of conveying a sense of a world
askew. The source of the unease isn’t easily deciphered,
though, and thus excellent for illustrating and elaborat-
ing on the layers of deception inherent to this scenario.

Ascension by ACTRITION

The opening act follows a particularly bloody and
bitter series of battles during the Concordian civil war.
Should war not yet have begun in your chronicle, it’s
possible to achieve the necessary sense of war-weariness
simply by having simmering tensions erupt into a rapid
series of extremely gory battles and/or heinous atrocities.
(Most are carefully orchestrated by Meilge to inspire
outrage and a desire for peace.) Chronicles already em-
broiled in the war can simply include such incidents as
part of the ongoing story.

Should the civil war already have come to a conclu-
sion in your chronicle and someone other than Faerilyth
have arisen to the throne, it’s still possible tostage the early
events of this scenario. Simply replace peace talks with a
similar form of public meeting, and Faerilyth’s arguments
carry the weight to achieve the desired result. Of course,
should Faerilyth have already ascended to the throne in
your timeline, the beginning may be somewhat unneces-
sary. Note, however, that certain events must still take
place in order to ensure a climax is reached later on.

The Ulous Tears

Meilge’s most overt plans unfold at a peace council
ostensibly called for by Faerilyth on behalf of her weary
troops. Few arrive expecting anything straightforward
from one of the Eiluned, but they walk away from the
concord spreading news of an amazing development.
Prominent characters may be invited to attend the coun-
cil, but even those not present soon hear of the remark-
able events.

After a customary amount of bickering about vari-
ous points of order, Faerilyth rises from her place at the
table. Tears stream down her beautiful face as she looks
on the abruptly hushed and expecrant crowd. In a clear,
ringing voice marked only by discordant notes of sor-
row, she announces:

“My husband’s greatest dream was to see his kingdom grow
from the land of division and malice he saw as a child into a true
home for all Kithain, where they might live happily together and
prosper as true children of the Dreaming. He cared not for his
crown, but for the Kithain whose strength truly supported it, noble
and common. And yet here we are, killing each other over who
may lay claim to a soulless piece of metal. I say enough. This
bloodshed ends tonight. For one final tme, I assert my title as
rightful High Queen of Concordia, not that I might further my
own glory, but that  might finish building the dream my husband
began. So I swear upon the soul of the Dreaming itself.”

As Faerilyths’ speech concludes, Caliburn appears
abruptly from thin air on the table before her. Hands
shaking, Faerilyth lifts her husband’s sword. To the
astonishment of all, it accepts her. Combined with her
impassioned rhetoric, the spectacle is enough to sway
even the most cynical fae present, and messengers soon
ride across Concordia bearing tidings of peace and re-
ports of the high queen's ascension. While doubts remain
in the hearts of some, the return of Caliburn and its
acceptance of Faerilyth silences the vast majority of
opposition. Several weeks later, a clearly moved Queen
Mab allows Faerilyth and her entourage to enter the
palace at Tara-Nar, and the era of a new, fully recognized
monarch begins.

Indeed, all would be well, save for one small detail.
Attentive characters present at the council or those with
sharp-eyed contacts notice that Meilge, while apparently
as compassionate and concerned as ever, radiates an
almost imperceptible glow of some strange Glamour at
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several points, particularly immediately before the reap-
pearance of Caliburn. It is there and gone in a flash, but
for that split second Meilge’s fagade fails — and a most
sinister smile is visible. Combined with rumors that the
characters have heard by this point regarding Meilge's
questionable honor, this should be enough to send the
group in search of the truth.

The reason for Meilge’s change in appearance is
malignant. After having little luck winning Caliburn by
ordering a drugged and beaten David to abdicate his
throne, Meilge changed tactics. He allowed the prisoner
to come out of his stupor almost entirely, then had the
king’s brutal handlers confront him with his imminent
demise while simultaneously reminding the king of his
love for his wife. The result was predictable enough for a
Gwydion. Believing death at hand, David willingly passed
his claim to the throne on to Faerilyth, this time in his
richt mind. The handlers then callously dispatched
David’s chimerical form and returned him to his iron
cage. Bound to the high king’s word, this time spoken in
his right mind, Caliburn transferred possession to
Faerilyth. Meilge’s pulses of Glamour visible during the
council result from the strange treasures he employs to
keep track of David and his handlers, timing the opera-
tion to achieve the most public and dramatic effects. It is
a near-total success, with none save the characters or
their contacts the wiser.

And as for the revelation of Meilge’s wicked smile,
even through the magical mask that supposedly blocks all
but the image he intends to project? Perhaps Caliburn isn’t
quite so fooled as it pretends to be, or perhaps some evils
are too great for even such a potent treasure to disguise.

A} Now for (WUrach

K After the end of the civil war and Faerilyth’s recog-

nition as High Queen of Concordia, life begins to return
to an approximation of normal. While minor rebellious
outbreaks still occur in some areas, the Kithain generally
consider the evidence sufficient to prove Faerilyth’s
legitimate claim to the throne.
Meanwhile, Meilge moves into the palace as well,
continuing his role as “mentor” to his ward, while steadily
' ensuring that his own agents and sympathizers are on
staff. He also takes pains to ensure thart the public always
sees Faerilyth’s actions in a positive light, while occa-
sionally ensuring that his name slips into such stories,
always in an equally positive light. Most telling, Meilge
’ quietly convinces Faerilyth to sign an agreement that
states, among other things, that Meilge will assume the
mantle of high king should death or incapacitation befall
her. Shaken by her husband’s disappearance and seeking
to prevent future suffering, Faerilyth doesn’t quite realize
to what she agrees. Although ready ro launch the most
dangerous phase of his plan, Meilge takes his time,
carefully solidifying public opinion of Faerilyth as kind
' and virtuous, while establishing himse1 1s a trustworthy
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and doting supporter. Fortunately, such preparation gives
investigating characters time to sniff our clues as to
what's really going on.

Blood Shed m Anger

When he at last feels the time is right and his
reputation is secure, Meilge signals his agents to perform
their most heinous duty. Having carefully overseen David’s
gradual recovery, Meilge’s men finally break him to their
will and convinced him that his wife betrayed him to
steal his throne. Just to be certain of achieving the desired
results (they know the price of failing Meilge), the
handlers implant several strong Chicanery cantrips in
David, ensuring that his emotions and senses follow the
plan laid out for him.

So prepared, David is set free not far from Tara-Nar,
all memory of his treatment wiped from his mind and
replaced with an overriding desire to punish Faerilyth for
her“crimes.” David’s conditioners also take time to cover
their tracks both magically and by mundane means.
David thus sweeps into the palace, sending servants
fleeing before his burning gaze until he reaches the main
audience chamber, terrified guards and courtiers who
trail impotently behind him. Raw Glamour radiating
from his every gesture, David approaches the throne as
assembled nobles watch in awe and silence. His loud and
nearly unintelligible ranting echoes from the high stone
walls. At first joyous, Faerilyth grows afraid, her cries of
love drowned out by David’s infuriated rambling.

The essence of what David says is clear. He accuses
his bride of seducing him, of bewitching him so that he
would love her, and of having him kidnapped and rtor-
tured when he discovered her ruse. The diatribe contin-
ues as a stunned Faerilyth goes silent and unflinching,
their combined Sovereign locking all onlookers help-
lessly in place. Fora long moment the two stand opposite
each other, unmoving, and then Faerilyth says some-
thing so quietly that not even the sluagh can make it out.
David’s eyes widen, then narrow to slits, and he shakes
his head in response.

Faerilyth’s last words follow, tears running down her
cheeks even as her voice remains firm and regal: “Is there
nothing that [ can say, husband, to make you believe me?”

“You know our gifts are useless against the Eiluned,”
David hisses, punctuating those words with asudden stab
to the chest, the blade drawn so quickly it is little more
than a blur. Faerilyth slumps to the ground, human
seeming mortally wounded, her eyes never leaving her
husband even in death. At this point, Meilge steps
forward and issues an immediate challenge to mortal
death to avenge his fallen kin. David accepts the chal-
lenge, hurling invectives at his wife’s uncle even as he
cleans her blood from his sword.

Though a skilled duelist, Meilge cites their differ-
ence in age and appoints a champion to fight in his
stead: his caprain, the fearsome Lord Bayard Tyrael ap



Eiluned. Despite holding the upper hand for most of the
duel, David's guard falters for a critical second, allowing
Lord Tyrael to slip a vicious thrust to David's heart.
Several onlookers later attribute this blow to a sudden
hesitation on David’s part, a look of sorrow and confu-
sion as though he had suddenly awakened from a rer-
rible nightmare. Meilge’s own rumormongers later try
to squash such suggestions.

Holding his ward’s body in his arms, Meilge an-
nounces that according to Faerilyth's own wishes, it is his
sad duty to assume the crown he hoped she would wear for
years, and carry on her work. So saying, he lifts the
bloodied crown from her head and places it on his own,
then raises Caliburn to the heavens in salute... and the
approach of Winter quickens its pace.

Now for Rumn

Newsof the transfer of powersends shockwaves through-
out Concordia. If the characters were not present at the
palace when the fateful confrontation took place, they
quickly hear the details from friends or contacts at court,
including the telling slip in David’s demeanor right before
the fatal blow. By now the characters may have uncovered
at least enough circumstantial evidence of Meilge's com-
plicity in David’s disappearance, and might conclude that
David's sudden reappearance and violent outburst were part
of the new king’s schemes. Meilge’s ascension means the
characters need to gather enough damning evidence to
accuse no less than the high king himself of murder, kidnap-
ping and torture. That assumes, of course, that they survive
long enough to level such charges.

Fortunately, the characters are not alone in their
quest to topple the new high king. Some rather unlikely
allies emerge. While David’s return and act of murder
does a great deal to generate sympathy for Meilge —
“That cursed Gwydion rage. They're all the same. Hot
tempers all of them” — a number of Kithain across
Concordia can’t help but suspect that something terrible
has been pulled off under their noses. While the charac-
ters and their allies have to work delicately and carefully
to avoid attracting Meilge’s ubiquitous spy network (es-
pecially as time passes and his control tightens), there
may yet be time to depose the usurper and restore
Concordia to its rightful state. Perhaps there’s even time
to turn back the approach of the Winter that Meilge so
callously welcomes.

Overthe coming monthsand years (as long as it takes
for the characters to build their case), the new high king
expertly balances two roles. One, the public face of a
grieving monarch trying to hold his kingdom together
against the growing threat of Winter. And two, his
private identity as a Shadow Court mastermind employ-
ing his Thallain allies and foul Prodigal collaborators to
ensure that Winter's icy touch spreads slowly but surely
across the kingdom. Like all expert tyrants, Meilge amasses
control slowly, couching all increasing restrictions or

removal of freedoms in “the demand for increased secu-
rity measures” or “the need for uniformity of opinion for
the kingdom’s good.” It is a simple enough matter for him
to send Shadow Court or Prodigal minions to stir up
rrouble or leave evidence of another sign of Winter's
approach, and then have royal agents “solve” the prob-
lem. The result is gratitude from the masses and an ever-
tightening iron fist.

While the high king once envisioned a bloodbath for
the commoners he despises, the immediacy of Winter
combined with his own dark intellect inspires him to
formulate an even more terrible plan. Meilge’s ultimate
goal involves ushering in a kind of “controlled Winter,”
by which the fae depend on him and his fellow Shadow
Courtiers for their very survival in the face of overwhelm-
ing fear and Banality. By using the court’s connections to
bring Thallain and other dark kith into the world, and by
hoarding Glamour resources in the name of “Concordian
security,” Meilge hopes to put the fae at his mercy, utterly
dependent on currying his favor lest they face starvation.

[risanugly cycle. The more Winter manifests, the more
frightened and dependent the Kithain become on the king
toaid them, giving him more power to summon more of the
very beings responsible for the turn of the seasons. Rather
than stave off the coming sorrow, Meilge hopes to turn it to
his advantage, thus ensuring that none will be strong
enough to challenge him, and absolute control of Concordia
will be his. As for the rest of the world. .. well, once Winter
is here, perhaps it too shall fall in line.

Atfter all, Meilge is a patient man.

Dow O1d Te Come o Thig?

Since preventing Meilge's schemes is extremely un-
likely save for the most capable and fast-moving motley,
what can the characters do after the unthinkable occurs
and Meilge takes the throne? Once the monarch is firmly
in power, deposing him is exceedingly difficult. Leads
turn cold, clues vanish and important witnesses fall
victim to Banality (or worse).

Yet, failure to dethrone Meilge has a horrible conse-
guence: a nightmarish Winter in which the Shadow
Court rules and Glamour is controlled by those in power.
By the time the Kithain as a whole recognize the trap into
which they've fallen, it’s too late to do much abourt it.
With the Shadow Court and its dark allies behind him,
Meilge is nigh unstoppable, a tyrant beyond all imagin-
ing for the new season at hand. Characters may form an
underground movement of sabotage and espionage, but
it takes a great deal ro turn the world back to the way it
was, if it's possible at all.

Killing Meilge outright is insufficient. Aside from
the difficulties of touching him, his cronies are insinu-
ated throughout the halls of power. His successor would
likely pursue a similar reign of terror. Even if murder
achieved some positive result, the characters would be

29

- 7/:\

Chaprer I: Changehng: The Oreaming




YO o s
XK S P
LA J -

é { branded assassins and traitors, and may be without evi-

)
\

A
. /§

A
§-\

dence to back up their claims of Meilge’s scheming. (And
if they have such evidence, they probably try to use it in
the first place.)

Assuming Meilge can be removed and a successor
appointed with a minimum of bloodshed, the fae face a
long and difticult road. Meilge and the Shadow Court
have done much to advance Winter. That damage doesn’t
mend overnight, if at all. You therefore have options for
the direction of your chronicle. You can continue the
tone of politics and intrigue, dealing with the events
surrounding the ascension of the next high king or
queen. Or you can shift to present more of a unified front
in the face of oncoming Winter, in which the Kithain
draw together to try to relieve the world with Spring and
a new era of belief.

Porcraic Gallery

Although complete descriptions of most of these
characters appear elsewhere, most notably in Nobles:
The Shining Host, Noblesse Oblige and Kingdom of
Willows, brief descriptions are included here for ease
of reference. The following write-ups also offer story
hooks to draw players’ characters deeper into the web
of intrigue.

King Meilge ap Eiluned — While Meilge’s schemes
and motives are discussed at length here, it's impor-
tant to remember three things. First, Meilge's mask is
a treasure that allows him to lie with absolute sincer-
ity, even when magically interrogated. It also causes
others to view his actions in the best possible light
(one reason he so often desires an audience in his
schemes). Second, as high king and a high-ranking
Shadow Court member, Meilge has legions of tollow-
ers on whom he can call for all manner of tasks.
Indecd, he prefers to use as many intermediaries as
possible to make tracing activities back to him diffi-
cult. Third, those who confront him directly find him
askilled duelist as well as a masterful magician. While
he prefers not to dirty his own hands, he is more than
capable of defending himself should the need arise. He
is a consummate mastermind and never makes a move
without carefully considering what it entails, and how
to escape should it go awry.

High King David Ardry ap Gwydion — David’s
one appearance in this scenario is brief, but exception-
ally powerful. Onlookers see him as though he is nearly
in his full glory again, his natural sidhe majesty and
Gwydion fury combining with an instinctual use of
Sovereign to make him a veritable thundercloud of fury.
Discerning observers may catch glimpses of strange
Glamours hanging over him, however, energies that
fade just before he receives the fatal sword thrust. While
these energies lift with the death of his mortal form,
their mere presence may be enough to set characters on

v the trail of strange enchantments.
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High Queen Faerilyth lin Ardry ap Eiluned — As
written, Faerilyth’s role in this scenario is that of victim
to her menror’s dark designs. While she is surrounded by
rumors of dark ambitions and manufactured sentiments,
those who actually speak to her sense that her love and
grief are genuine, as are her hopes for Concordia. Sadly,
for all her inner strength and conviction, she is blind to
the one true threat to her rule.

Gods and (Monscers

For ages, the fae have fallen through the cracks of the
World of Darkness. Even since the adoption of the
Changeling Way and the mingling of fae souls with
mortal flesh, the realm of the Kithain has been a distant
dream in human minds, the immortal games of the spirits
seldom stirring a slumbering world.

As some hope, there is indeed the possibility of anew
Spring on the horizon, but it can be reached only by
cutting a bloody swath through the ranks of the Fomorians.
To fail is to doom the world to Endless Winter.

Blood on che (Uind

More so than perhaps any other scenario presented
in this chapter, this is a truly epic finale. This series of
events sees the mortal world and the Dreaming inescap-
ably intertwined, with the primordial forces that shaped
both waging bloody war before a shocked and disbeliev-
ing world. Many fae previously feared that they would
ultimately fade away to nothingness, but it seems the
Dreaming and its most ancient children have other
plans. Players’ characters should feel as though they are
rapidly drawn into a series of ever-greater events, finally
leading up to battles that shake the foundations of the
chimerical and mortal realms.

[t may sound odd to say that such a powerful and
world-spanning scenario requires attention to little de-
tails, but it’s true nonetheless. Without first establishing a
sense of the characters’ ordinary lives, and then the early
tremors that signal the approach of earthshaking events,
players might not appreciate the enormity of changes that
occur. Watching elder glomes awaken the Rocky Moun-
tains torise up and do battle with a nightmarish serpent the
size of a hurricane is impressive, sure, but if it’s the first
thing the characters witness when everything was normal
the day before, events lose significance. Learning of the
sleeping Inanimae or dragon enemy first, even if only
through whispered rumors or ancient tales, makes their
appearance all the more impressive.

That said, several of the buildup elements presenred
previously are useful for this scenario, particularly “The
Red Star,” “Dreams Deferred,” “Cantrips in Flux” and
“Shallowings.” In addition, “Tithed Ones” adds some
particularly fearsome and nasty foes to the ranks of the
Fomorians and their dread allies. In fact, a brilliant flare

of the Eye of Balor heralds the fall of the Mists and the



beginning of the Transformation. By this time, the fae
should have a feeling that something immense and
powerful is about to rear its head. The only question is on
which side it will be.

An excellent resource for this scenario is War in
Concordia, which contains a number of rules and ideas
about running mass combats suited to any style of
storytelling.

The (March of Thunder

Although omens, rumors and other prophetic occur-
rences can certainly alert the fae that something of
immense magnitude is about to occur, nothing can really
prepare them for the opening act of this scenario. The
Mists fall and the Dreaming asserts itself across the
Autumn World. This series of changes becomes known
as the Transformation. It happens suddenly and nearly
without warning, sweeping the banal world and leaving
little unchanged.

This beginning is not subtle. Regardless of time of
day or night, fae worldwide are drawn to the heavens,
watching in horror and fascination as the Eye of Balor
grows to triple its previous size, its fearsome red light
dominating the sky. All who watch are struck with a
growing sense of dread and wonder, as well as a feeling
of Glamour stirring within them, almost as if it’s
brought to a boil. This sensation doesn’t abate, but
grows stronger with each passing hour until all fae feel
as though their nerve endings are on fire with antici-
pation for... what!?

Six hours pass while changelings wait, and then
the unbelievable occurs. Without warning, a tre-
mendous wave of Glamour bursts from the depths of
the Dreaming and issues across the globe, infusing
the chimerical world with tremendous vitality and
filling fae with the energy of ancient dreams. Inani-
mate chimera that have slowly faded or fallen apart
appear totally pristine once again. Chimerical crea-
tures appear in the prime of health, reveling in their
renewed vitality. Active trods fly open and gape wide
without any need to maintain them with Glamour.
Even ancient trods swing open, revealing worlds not
seen since the time before the Shattering. Balefires
flare into barely contained columns of energy, heal-
ing all fae around them of even the oldest and most
chronic conditions.

The Transformacion

As the Kithain stagger from this infusion of energy,
the world changes. To changeling eyes, it appears as if
both of realities in which they live exist at once, but it
quickly becomes evident that much more powerful forces
are at work. The chimerical world and the mortal realm
do not merely overlap, but merge. Towering castles
replace suburban houses. City streets shift into fantastic
fairytale avenues. The most legendary features of the

X'\
L

mortal realm mix with the fantastic landscape of the

chimerical world until a strangely perfect combination is |
a world as it might have been had the | |

reached
Sundering never occurred and the fae lived in open
harmony with mortals.

Humanity is allowed one small grace period during

this change, for good or ill. Although people cannot "

withstand the sheer assault of Glamour that heralds the ;- (
approach of the Old Ones and the merging of the = -«
worlds, the Mists perform one last act of mercy. When (1t

the Transformation begins, every human around the

world falls into a deep sleep for one full week. Those in -

dangerous situations — flying planes, skydiving, driv-
ing cars — head to a place of safety as quickly as possible
and then fall asleep there (unless it would be more in
keeping with the your view of the end for the chips to
fall where the may). Nothing short of violence wakes a
sleeping mortal, and even then she is “alert” only long
enough to defend herself before going senseless again.
Roused people react to events as if they're in a particu-
larly vivid dream or nightmare, and absolutely refuse to
believe otherwise, regardless of the means used to con-
vince them. No wonder of science or trick of magic
prevents this sleep from overtaking a human once the
Transformation begins.

While it might seem a curse at the time, mortal slumber
is actually a blessing. The Mists function to give humanity
time to subconsciously come to terms with what has hap-
pened before they awaken to their new reality. Kinain are
immune to this slumber. Indeed, thanks to the Augmen
they approach the power of full-fledged Kithain in many
ways. Prodigals with the Kinain or Faerie Affinity Merit are
likewise exempt from the enforced slumber, although they
receive no other benefits. Save for those rare exceptions,
remaining Prodigals are as helpless as mortals. (At your
discretion, the expenditure of anumber of Willpower points
and some challenging rolls may be required to remain
awake, especially if a subject’s Banality is high.) (

Along with the Transformation and the fall of the
Mists comes a potent strengthening of faerie nature,

Possivle Tanse:
(Uhat Oreams (May Come

Storytellers looking for an interesting variation
on this scenario may rule that mortals and affected
Prodigals do not awaken until after the coming war
is over, possibly after the last traces of the Transfor-
mation have faded. While this option significantly
alters the course of events in terms of humanity
coming to terms with the existence of the fae, it
might be just the thing you need to emphasize the
fading importance of the Kithain or the forgotten
debt that humanity owes them. Even in the hour of
the fae's greatest need, the world ignores them.

~L
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identical to the first stage of the Augmen. (See Dreams and Nightmares. [f you don’t have that resource, simply
| assume that any points gained from Birthrights are doubled, that the difficulties of any rolls required by
Y a Birthright are reduced by two, and that all Frailties double or increase in intensity.) Glamour
. becomes readily available as well, replenishing at a rate of one point per hour, and can be
harvested even more quickly at freeholds and in the presence of Dreamers once mortals
[ reawaken. Bunks are no longer strictly required to perform cantrips. As there
‘\l o is essentially no longer any distinction between the chimerical and the
| wyrd, all cantrips are considered wyrd, but cost no additional Glamour.
: i 3 Oaths sworn on the Dreaming also carry more weight than
! < -+ ever. Not only are the consequences of violating them more
| \{ 's - 3 severe, but fae who swear them almost feel compelled to obey.
A ) Taking actions that go against the spirit of an oath requires a
\k, A o Willpower point per scene, and actively breaking an oath requires
‘ o : D two Willpower points or the subject is unable to muster the resolve
(< ' = to perform such a heinous act.
{ Lastly, as the sleeping ancients of the chimerical awaken and the
' Kithain become stronger than they have been in centuries, Banality
) P \ " tades overnight to a nearly impotent force. The Transformation
'i ) " . essentially suspends Banality for the time being; the world is simply
S e " too fantastic for such utter disbelief to carry any true weight. The
K AN one exception to Banality’s weakening is cold iron, the fearsome
‘l ) A - _properties of which actually increase. Ordinary fae suffer
N :\\{ , : y . twice the normal penalties associated with its presence,
. : \ . and may not willingly carry it without the expendi-
R l N T ture of a Willpower point per scene. Even iron-
| C o~ ‘ resistant fae such as House Balor sidhe and those
 rare individuals with the Iron Tolerance Merit
, ~ find it challenging to be around the substance.
N \ ‘ - They suffer no actual penalties to do so, but the
[ W\ *experience isdistinctly unpleasantandisavoided
o b "~ itifac all possible.

AN o - ue and Cry
| L o : While humanity slumbers and the Kithain struggle
' ' ' - * to gain their footing in this strange new world, the real
. forces at work make their appearance. While the specific
~ beings that the characters encounter depend to a certain
' degree on their location, the arrivals should be impressive to
| : v behold no matter what. While the following list is far from the
I limit of possibilities, it suggests the scale of the forces that can
emerge in the wake of the Transformation (not to mention the
, images associated with this rising): Ancient Inanimae that
' . : cause entire forests or rivers to rise up and
' ‘ : form bizarre armies; the Nunnehi Na-
, tions on the march, surrounded by the
| spirits of fallen braves returned from the
N L Higher Hunting Grounds; and hordes of
) ‘ fuath and fir-bolgs pouring fully armed from
ancient trods and assembling into warrior camps.
o ‘ ' Nor is this activity limited to just the Kithain and
' ‘ ) : a their cousins. Legendary chimerical beasts emerge from
! ' ? their ancient hiding places and patrol old territories,

! § reveling in their newfound freedom.

‘ ‘ T . o As the ancient powers and hidden forces of the
! : . Dreaming emerge, so too do the Kithain rally almost
/ irresistibly. While previous factional lines are not imme-

b . - - .-
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diately forgotten, the strange energies of the Transforma-
tion combined with the natural need for some feeling of
safety and solidarity in the face of sweeping change acts
as a powerful inducement to bring Kithain together
around the world. Such gatherings are also hotbeds of
discussion about exactly what is going on, what it all
means and what must be done about it. While different
theories are bandied about, most groups quickly come to
the conclusion that some massive conflict or other spec-
tacular event cannot be far away, and they prepare
accordingly. Even relatively solitary fae or isolated
oathcircles hear the call to join such gatherings. Those
that still choose not to participate see the threads of
Kithain society weaving, for good orill. In some areas, fae
divide along court lines, while in others nightmare be-
ings such as sluagh and redcaps unite under one banner
while more “benign” kith gather under another.

Of course, such rallying is far from a coincidental
effect of the Transformation, as some learned Kithain
suspect. The fae are indeed called together in preparation
for an impending conflict, though whether it’s by the
wiles of the Fomorians, by the dreamlike urgings of the
Tuatha or simply by the Dreaming itself depends on your
intentions. Discerning fae note that the forming armies
are not necessarily divided by seeming, kith, house or
even court. Those who would have metas enemies before
now become one without question, and old friends may
be bitterly opposed as they join different alliances. Un-
known to the Kithain at large, the dividing line lies deep
within the hearts of the fae — whether they will stand on
the side of the Tuatha and honor their ancient alle-
giances, or align with the Fomorians and Endless Winter.

This period of division and shifting agreements lasts
as long as you desire, although it should remain relatively
brief in order to maintain the atmosphere of fear and not
just seem like another phase of political power play
among the Kithain. Characters should have just long
enough to sense what's going on and perhaps align
themselves with a suitable group (if that’s their wish) —
to learn how widespread this phenomena is or to engage
an opposing group in a skirmish or two — but not have
s0 long that they grow impatient or drift apart. At that
point, it's time for the real war to begin and for the true
powers that be to reveal themselves.

Chneer the Oragons

Any number of events might herald the arrival of the
Fomorians in the world: sudden ice storms, rampant fear
and madness throughout the mortal population, unnatural
animal activity, hordes of vermin and insects. Regardless
of what the characters happen to witness, anyone with
even a drop of faerie blood in his veins instinctively knows
the truth: The Fomorians have returned and they claim
this world for themselves. Almost at once, battle is joined
across the globe as the armies of those loyal to these
returningevilsstrike those dedicated to their ancient pacts

with the Tuatha. If they’ve woken yet, humans are caught Y
in between and fight both sides as best they can.

Actual presentation of these primordial beings de-
pends on your plans. You may have the Fomorians felt as
little more than a malign presence watching over the
conflict, occasionally manifesting through omensor flashes
of unpredictable magic. Or the beings may wade into
battle alongside their troops, dealing devastation to all in
their path. For the most part, this scenario assumes that
Fomorians — especially those beyond the rank of the
White Court—do notactually take the field. Even in such
an epic scenario, the higher orders of Fomorians are too
powerful to fairly pit against any Kithain forces. There is
simply no way for even an augmented changeling to slay
the monsters without grossly downplaying their power
levels and thus robbing your story of its inherent drama.
Truly dedicated and powerful fae could slow such a being
down, or maybe even injure it, but short of possessing the
Triumph Casque of Sorrows (see below) that is about all
they can hope to inflict against these terrible foes.

Regardless of whether or not the Fomorians act
directly, the course of this scenario from this point is
relatively straightforward, if terribly brutal. It’s all-out
war between Kithain and Fomorian armies, with mortals
and perhaps some Prodigals trying to survive. How long
the war takes and how detailed its planning becomes is
left to your tastes and players’ enjoyment. Some troupes
prefer to keep combart abstract, focusing on dramatic
moments instead of the logistics of marching an army
overland in the dead of night. Other groups enjoy depict-
ing large-scale conflicts as accurately as possible, com-
plete with detailed diagrams and miniatures to illustrate ;
the sweep of combat. Given the sheer numbers involved {
and the scope of the conflict, the latter troupes easily find
enough material here to keep themselves entertained for
months. There’s nothing wrong with either approach,so \.
long as everyone remembers that this is Changeling, not |
“Fachammer 30K.” Story and character should take ‘
precedent over a collection of miniatures and pushpins.
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This is it, so don’t be afraid to pull out all the stops in
describing the fantastic nature of battle. Mighty magic is |
unleashed and heroic sacrifices are made on both sides. ‘
Whether it’s a protracted war or a swift series of brutal
and horrifying clashes, the characters should know that |
the stakes have never been higher — but neither has the |
chance for true heroes to arise. ‘

Possivte Ouccomes )

Although you're encouraged to allow your battles to '
run their course naturally, several likely outcomes to the
war deserve special attention. You may also choose to use ‘
a combination of these elements or create your own
unique ending. '
Fomorians Triumphant

Consider this the ultimate worst-case scenario. ‘
Should the-Fomorians gain control of the Triumph
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(Unhae Abouc che Tuachd?

Doubtless you've noticed that the Tuatha de
Danaan have yet to appear as directly as their
Fomorian counterparts. Thisis no oversight. While
you may have these ancient beings appear and do
battle alongside everyone else, going that route
can overshadow the role of the Kithain. A single
Tuatha can easily accomplish what might take an
entire army of fae. This is not to say that the
powers that be are not watching or perhaps even
subtly aiding their descendants, possibly creating
zones so infused with magic that the soil burns
Fomorian forces, or sending heralds in the form of
powerful chimera to act as steeds or messengers. [t
simply means that bringing them to the forefront
virtually ensures that the Kithain and players take
a backseat to the unimaginable powers at work.
And if there’s one thing players should feel, it’s
that their characters’ actions make a real differ-
ence, whether it's saving the world or just saving
their own hometown.

Now, all that said, there’s also the possibility for
a “Mutual Annihilation” outcome to this scenario
that does beg Tuatha involvement. That story op-
tion is detailed elsewhere.

Casque of Sorrows and successfully employ it on the
battlefield, there is very little chance of stopping them
no matter what forces are marshaled against them. Not
even the mighty magic of the Tuatha is a match for the
ancient relic, and the Fomorians quickly and brutally
destroy all opposition, burning half the world to ash in
the process. When it’s all finished, they set themselves
up as absolute overlords of what little remains, pausing
their vicious infighting and backstabbing only so long
as to torment those unfortunates left under their rule.
The world takes on a completely nightmarish caste, and
. while some Glamour survives the resulting Endless

Winter, it derives only from the agonized delusions of
| those poor souls forced to live under the reign of such
terrible masters.

Tuatha Victorious
Though it’s possible that the Tuatha do not actually
show their face during the conflict (see the “What About
' the Tuatha?” sidebar), the Kithain know intuitively for
whom they fight. The honor and courage the characters
! demonstrate in upholding the ancient pacts, even without
the Tuatha actually present, proves to the enigmatic
beings that their descendants are more than worthy of aid.
Should the fae prove themselves through such determina-
tion and sacrifice, the Tuatha bestow upon them the gift
| of the Triumph Casque of Sorrows at their darkest hour,
; havingremoved it fromits resting place in order to lure the
| Fomorians out for just this reason. With such mighty aid,
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the Kithain quickly turn the tide and slay all but a few
Fomorians, and drive these last back into the depths of the
Deep Dreaming. (Evil can never be slain completely, after
all.} Victory comes, albeit at a high cost.

Mutual Annihilation

With all the heavy hitters out on the battlefield, it’s
entirely possible that both sides wipe each other out to
the last, especially if the war drags on so long that
humanity employs weapons of mass destruction. Having
the Fomorians and the Tuatha slay each other (presum-
ably setting up others to take their place) is a wonderful
way to underscore just how vicious and also ultimately
pointless theirancient feud is. In their haste to undo each
other, they wind up losing their own existence. Perhaps
some Kithain survive to oversee the devastation, even
rebuilding from the ashes. Or perhaps the characters are
among the last to realize “Well, this is it” as the fae are
utterly snuffed out in a final conflagration.

Tackling a (Uar of che Gods

This section covers several important angles to exam-
ine when runningascenario of such epic nature. While the
outline offered above is certainly sufficient to come up
with an engaging endstory, you can add layers of depth and
complexity. There are also some common problems or
concerns that might arise in a scenario of this nature.

Homefront or Front Lines!?

Before the Transformation occurs, what kind of scope
do you intend to portray in this scenario! Sweeping and
epic or local and personal? Obviously, this story lends itself
to epic battles and mighty confrontations, but that doesn't
mean it’s a requirement. Some players enjoy things on a
smaller scale. Indeed, you can find a wealth of dramatic
material in stories focused on an oathcircle simply trying
to defend families or a hometown during this time of crisis,
which can make an interesting contrast to world-spanning
events beyond the group’s corner of the world.

Allies and Enemies

While other scenarios may focus on a select few
characters and their actions during the end times, the
sweeping nature of this one limits the cast of characters
only by the needs of your chronicle. Like it or not, no fae
on Earth or in the Dreaming are spared from this final
struggle. The only question is whether they choose to
charge to the vanguard or stay behind and try to protect
what's left of what they cherish.

The inclusive nature of this scenario makes it pos-
sible to involve any or all of the prominent canonical
characters that you'd like, placing them on either side as
suits the person in question. Settling an account with a
particularly hated enemy or rushing to side with an old
friend are both excellent ways to draw the players’ char-
acters into the larger conflict without leading them
around by the nose. Likewise, the desire to join forces
with particularly authoritative or respected canonical




characters can be a powerful rallying point to help
players’ characters find a place in growing armies.

Triumph Casque of Sorrows

This legendary artifact is likely to prove the turning
point of the war for whichever side finds it first. Should the
Fomorians obtain it, the Kithain have little chance to
survive. Should the Kithain acquire it, the Fomorians can
fall before them. A small group of daring souls (namely, the
troupe’s characters) might be recruited to search the world
or the Dreaming in hopes of finding this fearsome weapon,
particularly if the odds turn against the Kithain. Or maybe
the characters are tasked with intercepting a similar expedi-
tionary force sent by the enemy before they can return with
the casque. Needless to say, should Fomorian forces learn of
the plan, they stop at nothing to prevent the group from
obtaining the artifact, which in itself presents enough
danger tokeep the group running scared for quite some time.

AFcermach

Following the last battles of the war, the Transtorma-
tion begins to reverse, particularly if the scenario in-
volves the destruction of both ancient races. While
things do not return completely to the way they were
before, the chimerical world and mundane reality sepa-
rate once again, accompanied by the return of the Mists
to separate the two. Faeries slip back into their mortal
seeming, once again hidden from the world.
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This process is not entirely successful at wiping the %
minds of humanity, however. Quite simply, too much
has happened for humans to slide blindly back into
ignorance. And so for the first time in thousands of r’
years, mortals are intimately and undeniably aware of \)
the existence of the fae, although what they do with (\J
that knowledge depends on the outcome of the war. {
Should humanity somehow have been alerted to the r’
threat of the Fomorians and fought alongside the fae, \I
victory might bring a glowing new Spring of coopera- 1 .Y
tion between mortals and Kithain. Alternatively, a }/L
devastating loss is likely to incur nothing but mortal Y
bitterness for all creatures of the Dreaming. ey
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Certainly, the Dreaming isn’t as strong as it was in the
old days, or so the grumps say. As science has risen in
prominence among mortals, interest in simple creativity J
and the power of dreams has waned. Art and music have
been replaced by geometry and physics. Some might argue [ £
that changelings have allowed this decline to occur.
Rather than spending their time cultivating and tending
their connections with humans, they've turned their gaze
inward over the years, busying themselves with internal
political and personal intrigues and all but ignoring the
people on whom they rely for Glamour. The result is N
science superceding imagination for many ordinary people. =]
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This scenario examines what happens when science
takes over completely and dreams are left behind. Without
dreams, mortals can find neither rest nor release. The
Dreaming grows weaker and gradually fades away, and
changelings are left with only one option: They must find a
way to reconnect with humanity or they will surely perish.

Buildup

To a certain extent, the signs of fae detachment from
humanity already exist. Changelings have lost much of their
former power over mortals, the Dreaming is notasaccessible
as it once was, and Glamour has become increasingly
difficult tocome by. Foreshadowingelementssuchas“Dreams
Deferred,” “Cantrips in Flux” and “Shallowings” help sug-
gest that something wicked this way comes. This scenario
examines what happens when the axe finally falls. Al-
though the Dreaming has in fact weakened in recent years,
a precarious balance has held. Now, something happens to
topple it. The poison is yours to pick.

The first step in developing such a chronicle is to
decide on acause for complete severance between Kithain
and humans, and build it into the story. If the rift is the
result of humanity’s despair, the chronicle might begin
with examples of mortals in the grip of desperation,
depression or possibly suicide. As these phenomena
become pervasive, the Dreaming reacts. Glamour be-
comes increasingly scarce as humans stop producing it.
Cantrips are difficult to conduct. The Dreaming drifts
from the mortal world as people shove it away. [t's soon
evident that something must be done, lest the Dreaming
be lost forever. Eventually, the Dreaming separates com-
pletely and changelings are left with a choice: to make do
or find some way to re-establish their connection.

Another possibility is to do away with the buildup
and make the break as sudden as possible. All is well until
a sudden development causes the Dreaming to rip away
from the mortal world. Such an abrupt change is notice-
able if not painful to the fae. But what might cause it?
Remember that inspirational scientific advancements
such as the moon landing serve to increase belief, not
decrease it. In this case, a scientific discovery would have
to show that something is impossible rather than possible.
Perhaps scientists disprove (to the populace’s satistac-
tion) the existence of life on other planets, or the
possibility life after death.

Scorycelling che Rife

Once you've established the problem and convinced
the characters that something is in fact very wrong with
the world (more so than usual), the next step is to inspire
them to action. What can they do to turn the tide? After
all, this is such a widespread phenomenon that it will be
difficult for them to affect it, right? Not necessarily.
While it’s impossible for them to individually inspire
each and every person in their town or city, it is possible
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for them to starta chain reaction that could essentially do
the same thing. Remember that it’s the nature of dreams
to spread from person to person. Dreams are alive. Simply
hearing awe orexcitement insomeone else’s voice can be
enough toshare a dream. What the characters need todo
is find a way to inspire enough people and re-connect
back to the Dreaming. Mortals want to dream. It’s the
characters’ job to help them do it.

But how do you help the characters understand this
calling? At this point in your chronicle, they’re probably
either preoccupied with how to get Billy out of the
mental asylum, or they're completely overwhelmed by
the order from Duchess Suhanna to inspire the entire city
in the next week. While their Kenning may help them
understand the nature of the problem, they likely need
some assistance to understand how to counteract it. You
need to give them this information. Remember that the
tate of the Dreaming (and therefore the world) is at stake.
Information about how to save the Dreaming shouldn't
just fall easily into characters’ laps. They have to work for
it. Finding this information should be a major undertak-
ing; a quest may be in order.

The Dreaming certainly has a sense of self-preserva-
tion, so chimerical beings might appear to the characters
and bid them to take on the challenge. Local creatures in
particular have an interest in seeing the characters suc-
ceed. They know that if someone doesn’t inspire regional
mortals, the surrounding Dreaming will sicken and die.
So, the characters have allies in the creatures of the
Dreaming, even those that would surely eat them under
different circumstances. The seriousness of the situation
might be driven home if the characters run into a helpful
Nervosa who offers assistance rather than torment.

Or the nature of the quest could be to save the town,
to protect the town’s connection to the Dreaming, or to
get Billy out of the asylum, but the first step is still the
same. The characters need to find someone who can
guide them on how to do it. This search isn’t easy,
because most changelings haven't got a clue how to
approach the problem, and the few chimera that are still
around aren’t much help. Only the most wise in the ways
of mortals can clearly see what is happening and how to
prevent it. That could mean characters need to seek out
a member of House Liam. Although you're welcome to
develop your own character for this purpose, a sample is
provided. Another possibility would be to introduce the
High Lord Noman (see Noblesse Oblige, p. 129.), a
mysterious member of House Liam who always arrives
justin time toaid those in need. Yet, he keeps his face and
identity secret, always appearing in a different guise.

Ca(hcmnoh ac(regor,
Squire of Nouse Liam

Catherina is a troll squire of House Liam who was
given the title in recognition of her work with mortals.
Allinall, she’sa very easy-going sort of person who insists



that visitors call her Rina. She would rather sit down to
chat over a cold drink, making merry with the beautiful
people rather than spending time in a stuffy fae court.
Yet, her temper can be provoked, and it’s highly advis-
able to get out of her way when that happens. Rina runs
a halfway house for abuse victims. About 30 women and
children stay with her in her remote mountain retreat at
any given time.

Rina is no seer, nor does she have any particularly
impressive skill with cantrips or Kenning. Yet, plenty of
Glamour is to be had at her halfway house in compari-
son to the nearby town. The house doesn’t seem to
suffer the ill effects that plague the outside world. In
fact, several chimera congregate there where it is rela-
tively safe, and where mortals still produce Glamour to
keep them healthy. Why is this place so special above
all others? While Rina doesn’t have any particular
magical capabilities, she does have one special ralent
that few others do: She hasan almost supernatural sense
of empathy. She truly identifies with the mortals over
whom she watches, and she has made a solemn oath to
devote herself to their recovery and protection. So, not
only does she possess unusual insight into her mortal
charges, she strengthens the Dreaming through her
work. Rina is a stellar example of how cooperating with
mortals can strengthen the Dreaming to the benefit of
all involved. Her skills and instincts could help point
the characters in the right direction. The only problem
is that Rina cannot leave her halfway house due to her
oath. She must stay within the property lines and must
protect her charges. So, while she can offer guidance
and assistance, it’s up to the characters to follow through.

Once the characters understand what they need to
do, it's time for them to get to work. They can hunker
down and try to wait the Glamour-drought out. Or they
need to find a way to inspire a large group of people to
jumpstart the Dreaming, and then protect those folks
while the Dreaming gains strength. The mortals just
learn to believe in dreams again, and a major catastrophe
would only undermine the hopes they rediscover. This
process takes time since the townspeople are likely fright-
ened and rundown by all of the changes they’ve experi-
enced. Remember that as the Dreaming has drifted
further and further away, mortals have been unable to
rest peacefully. They’ve been without dreams and the
REM sleep that comes with them. Most are frustrated or
depressed, or have a loved one who feels that way. These
sentiments lead to increased violent crime, divorce and
general unrest. Experts cannot explain what's happening
or why. Inspiring dreams among people is difficult at best,
and demands patience and effort.

Unfortunately, the clock is tickingand the Dream-
ing becomes steadily weaker. You may wish to estab-
lish a timeline for the deterioration of the Dreaming.
You might decide that the difficulty of all cantrips

—

increases by one after a week of in-setting time — V/

except at Rina’s halfway house, that is. After two
weeks, all trods to the Dreaming close or are signifi-
cantly difficult to access. After three weeks, the Dream-
ing itself begins to unravel. In areas of particular
unrest or disbelief, the Dreaming simply ceases to
exist. Nothing remains but empty grayness. A change-
ling who wanders into one of these vacancies is imme-
diately pushed into her mortal seeming as though she
had met chimerical death. These “absent” areas slowly
grow over subsequent days until nothing is left of the
local Dreaming, and characters are all stuck in their
mortal seeming without any way of remembering who
or what they really are. [n effect, the Dreaming in that
town is dead.

Of course, these specific times and effects can be
modified to suit your chronicle. A similar timeline might
be developed to monitor the eventual healing of the
Dreaming, too. Although restoring the otherworld re-
quires work, it also requires magic. It is certainly reason-
able to require that players spend permanent Glamour to
make the restoration possible.

The AFcermach

Unfortunately, if the characters do not manage to
inspire their mortal subjects, the aftermath of this
scenario isn't pretty. The characters fail in their duty.
After spending an extended period in their mortal
seeming, they are eventually Undone. Even if the
Dreaming is re-established thereafter, the characters
probably can’t enjoy it. They're stuck in their mortal
seeming forever. Furthermore, local nobles have their
own problems with which to deal. If they've managed to
save their own communities, their focus is on maintain-
ing their mortals and protecting their borders. They
simply might not have the time or strength to offer
assistance elsewhere, and they are unable to venture
into the characters’ town without being Undone them-
selves. Such asacrifice would be entirely senseless, even
if they had reason to make it.

If the characters do in fact succeed, however, the
story has a bright ending. The Dreaming in the immedi-
ate area survives and is fairly healthy. It requires constant
supervision and cultivation to persist, however, and the
mortals who live nearby need constant inspiration and
protection to help them continue to produce Glamour.

Not only was the local Dreaming seriously weak-
ened, but it was eroded from the outside. After all, the
decay was not simply limited to this town or community.
It occurred worldwide. While a few other communities
might also have managed to withstand and counteract it,
most have fallen into nothingness, and the despair car-
ried by their inhabitants is u constant threat. The char-
acters’ only long-term hope is to band together with the
fae of other remaining strongholds and to attempt to take

Chaprer |: Changeling: The Oreaming

e ~
< A‘:‘(‘:

e e &



4

back the grayness, to re-establish the greater Dreaming.
Local chimera help as much as they can, but they too are
marooned. While they can help inspire local mortals,
they cannot get out. But that is the stuff of another
chronicle and another time.

The Grear Purge

Changelings have long speculated about their ori-
gins. The Tuatha de Danaan, said to be the ancient
progenitors of the fae, exist only in legend and song, their
motives and characteristics lost to time. Truly, the mod-
ern-day fae has no idea if she acts as the Tuatha would
have wished. If she follows their laws or breaks them
entirely. Most changelings dismiss such a question as
irrelevant, given that it has been so long since anyone
heard even a whisper from their forefathers. But perhaps
this question is not so irrelevant, after all. The Tuatha de
Danaan exist in the deepest regions of the Dreaming,
inaccessible by the Silver Path. Morral concepts such as
time and space have no meaning for them. Tuatha nobles
have taken an oath to look over their wayward children
on Earth, however, and they take it seriously. Periodi-
cally, they send scouts out into the mortal realm to ensure
that all is going as they decreed so many years ago.

Unfortunately for changelings, it isn't. Before the
Tuatha de Danaan left Earth for their homeland, they
made a series of sacred oaths and required their children
to swear as well. One of the oaths was simple: never to
mingle fae and mortal blood. The resulting creature was
said to be an abomination against nature and would
prove to be the undoing of the Dreaming. As the centu-
ries passed, all record of the sacred oaths was lost, and
changelings never knew that their very existence was
outlawed by the decree of the Tuatha. Now that scouts
come to Earth once again changelings soon learn the
hard way, and the Great Purge begins.

Buildup

In this scenario, the end comes quickly, heralded
primarily by the appearance of Tuatha scouts. Foreshad-
owing elements such as “Errant Trods” and the “Tithed
Ones” can add tension and depth to your chronicle. One
possible approach is to have the scouts appear and imme-
diately become enraptured or enraged by the mortal
world. Although they are quite literally unstoppable in
the Dreaming, the scouts have no understanding of
mortal doings and could very easily start riots without
knowing it. The characters may rush to the scene and
calm a situation, only to discover the creatures at the
source, the likes of which they've never seen before. The
appearance of the scouts may inspire awe and curiosity
among characters, but that soon turns to fear.

The scouts seek help. If the characters provide it,
they are in a unique position to figure out what is
happening in the cosmos and to take steps to prevent it.
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The scouts need someone to navigate the mortal world
for them, as well as to gain access to fae courts to make a
full report to Tuatha nobles. If the characters make
themselves useful, the scouts may take pity on them and
tell them the truth: that they are servants of the Tuatha
de Danaan, and their report will likely result in the
extermination of all changelings.

At this point, the characters have three choices.
They can attempt to persuade the scouts to make a false
report, attempt to recruit the scouts over to their side, or
ask them to provide as much information and assistance
as possible without endangering themselves. Getting
assistance from the scouts is very difficult, since they are
both loyal to their superiors and understandably afraid of
them. Depending on how persuasive the characters are,
the scouts may agree to help outright, but it’s more likely
that they provide help from behind the scenes, giving
characters advance warning of attacks or by providing
sate places to hide. Afterall, the scouts act in accordance
with a sacred oath to the Dreaming, and being an oath
breaker means facing a dire fate.

The Scoucs

The Tuatha de Danaan have capabilities un-
dreamed of by the average changeling. No traits are
provided for them as a result. While scouts are the
least powerful of all the Tuatha, they have certain
advantages that make them terrible opponents for
any changeling. They do not suffer from the effects
of Banality, because they have no ties to the mortal
world. The Mists cloak their magic completely,
although they can interact with mortals if they wish.
They do not require Bunks to cast cantrips; they do
so on the strength of their Glamour alone. Their
magical capabilities are limitless, since they draw
their Glamourdirect from the Dreaming itself. They
are essentially immortal, because their bodies are
made of Glamour and they have an inexhaustible
supply of it. And they can call upon an infusion of
power to heal any wound.

Scouts are the youngest and least powertul of all
the Tuatha. Their relatively youthful and impetuous
nature makes them somewhat sympathetic to the
plight of changelings. Furthermore, they have had
experience with mortals, whereas few of the Tuatha
have had any. One way to allude to such relationships
is to give scouts names from mythology. Perhaps they
inspired a group of mortals during a previous visit,and
an entire religion sprang from the encounter. Cer-
tainly, the characters would be greatly impressed to
meet Poseidon himself on the shores of Myrtle Beach.
That approach would also help the motley under-
stand the power and longevity of Tuatha scouts long
before their true identities are learned.




Scoryreelling the Grear Purge

The chances of avoiding battle with the agents of the ‘
Tuathaare slim to none. It’s very challenging to preventscouts ‘ ) , K
from making their report. If the characters somehow manage ‘ S = T
to derain or kill them and the investigators fail to return, s . RN
Tuatha nobles simply send out a larger, more powerful group .
to deal with the problem. It’s possible to persuade scouts to lie , I ‘ ‘
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to their superiors, although this course is exceedingly difficult -
given the respect and fear that agents have for their nobility, as

well as for their sacred oaths. By asking scouts to protect change- : , - |
lings, the characters ask them to break a pact. Such an act is not e Sy
performed lightly by a creature that exists entirely in the Dreaming. . ‘oo
(In fact, scouts who break their oaths face some kind of punish- . ) )
ment. It could range from a chimerical mark of a pariah to o w .
connection with the Dreaming being severed, leaving a scout Y ST
as an ordinary — but powerful — fae.) . oo
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When the battle with otherworldly agents comes, it is _ C _ |~
swift and terrible. The trods open wider than ever before, Y
and the creatures that emerge are terrible in their beauty. ‘
So great is their power that mortals cower under their . AR \ ' .
beds, set out bowls of salt on their front porches, and hang
iron over their doorframes without knowing why. The . - f
warriors methodically ride through the streets, slaying { ’"/' .
any and all changelings they find. They do not torture ooy . 3%
or toy with their victims. In fact, perhaps the most ‘ . T&, o g N .
horrible thing of all is the sadness on the killers’ faces ' - ~\ n
as they assault desperate changelings, cutting victims ' : e K »«’
off from the Dreaming forever. Yet, the intruders’ num- - Ae SN . vy
bers are many and their loyalty is unflagging. The : . N
Great Purge takes only a few days unless something is '
done to stop it. L \
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But what can be done against so formidable a foe?
The Tuatha de Danaan are unstoppable to all but the
eldest of changelings, and they have sufficient numbers to - 1 e
overwhelm even these leaders given enough time. ‘ S ‘ ,
Fighting the Tuatha is clearly a losing proposition. T =~ s
The only twooptions left to the changelingsareto , “ - . \
run and hide or to attempt to convince the lords I T - Y - R
that the sacred oath should be lifted. A / - " W A ) :

Running is the easier of the two tacks. The b [ ~
one advantage that changelings have is their ! ' ' | T
understanding of the mortal world. By hiding in a .~ : >
place of mild Banality, characters may be able to . .
suppress their fae seeming sufficiently that they - - T N Lt ‘
escape notice. Sympathetic scouts might even be > '
persuaded to give characters assistance in healing : A '
orobraining Glamour after exposing themselves to oo . . e ﬁh ‘ ] |
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such a high level of Banality. Another option ' o g
1. o . : v w

would be to hide in the Dreaming itself. By traveling ! & \

tar enough into the Deep Dreaming, characters might . , .

be able to disguise their mortal seeming and thus not \ . - ‘

seem in violation of any oath. Again, friendly scouts O , . ‘

might be persuaded to suggest a haven in the Dream-

ing. Either way, the characters risk Undoing or Bed- '

lam to avoid the notice of the death squads. ’ ' I
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The second option is to convince the Tuartha de
Danaan that the sacred oath is misplaced or no longer
needed. This is a desperate effort at best, requiring
characters to prove that the union between mortal and
fae somehow strengthens racher than weakens the Dream-
ing. How might that be accomplished? The example
would need to demonstrate how changelings generate
Glamour that would not have existed without their
influence. Unfortunately, the most difficult part may be
to get the Tuatha nobility to listen at all. Such an effort
would definitely require the assistance of sympathetic
scouts. But why should the progenitors of the fae listen to
the arguments of changelings, who are nothing more
than crimes against nature’

Afcermach

Many options exist in the finale of this scenario. The
first and least appealing is that the characters do not
survive. Perhaps they attempt to fight the Tuatha de
Danaan despite the counsel of scouts, and fall to the Great
Purge. Perhaps they attempt to hide but are unsuccessful.

Ll[-’rmg che Sacred Oach

What if the impossible comes to pass and the
characters convince the nobles that the sacred cath is
indeed misguided and should be lifted? What does this
mean for changelings, and what are the effects on the
Dreaming? The Tuatha patiently explain that the
Dreaming needs sacred oaths to maintain its connec-
tion with the mortal world. Without oaths, the two
worlds would gradually separate. In place of existing
oaths, others need to be forged. One possibility is to
put mankind in the keeping of changelings. The
Kithain would be directly accountable to the Dream-
ing as a result, and would be charged with insuring
that mortals continue to produce Glamour. Provided
characters agree to swear to this new oath, the Dream-
ing remains strong and healthy. Refusing to swear
harms the Dreaming, and it is likely that the nobles
order the Great Purge to resume then and there.

¥d} Or maybe they try to sway Tuatha opinion but cannot characters attempt to find a way to justify their ongoing
™3} persuade the lords to lift the sacred oath. Regardless, this ~ €Xistence to the Tuatha before they are discovered.
chronicle is over, right? Not necessarily. Remember that S 6
¢ . while mortal bodies die, some changelings believe their CaRhghC XOdUS
. faerie souls return to Ar'cadla after ch{merlc.al death. It What if the end of the Autumn World isn’t the end
would be possible to continue the chronicle with the same o
=2/ . ) of the Dreaming!
~\ souls. They could be reborn in the Dreaming and seek o _
o revenge there. Or it might be interesting if they were Though few Kithain have contemplated the possi-
. 4) reborn as changelings in mortal bodies. That would cer- bility, the degth of Glamour in the mortal wor'ld doe_:s
~ 1\ tainly provide evidence that the Dreaming supports the 1Ot %elcesilarllyh51gnal Fhe (\i;?th of the Dreallillrgg. l}tls
~X Changeling Way, even if the Tuatha de Danaan do not. 905511 i that the coming ”Xer “11'33' simply ¥ ¢ the
. { Thenewcharacters might get glimpses of the Great Purge, 51gr11a é atits t}llmgto returm t_lc_)h readid, ot It‘odsee ha new
"} and the chronicle could be dedicated to examining how [ealmdeepinthe Ureaming. 1hequestion isdo change-
* “Y the Tuatha nobility react to changelings’ return. lings have the strength to leave everything they know
p- ) N . to seek a new destiny?!
"\ The second option is that the characters go into , . .
+ hiding. They may be one of a few rebellious groups Onathematic level, this scenario encompasses some
: lurking in the shadows, waiting for the Tuatha de Danaan of Changeling’s core concepts — isolation, alllenatlon
' toreturn to their home in the Dreaming. If the characters gnd the feeh?gkcl)f belr{g orfh?ned ?Emjldeal\sv\\.uth the}in
[ manage to remain hidden long enough, the Tuatha do It a0 Overttashion. In the face of bndless Winter, the
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just that. They leave Earth in the care of their scouts.
This assumes that any scouts haven’t contradicted a
direct order or have managed to hide any signs that they
have compromised their oath. (Remember that even
hiding changelings likely results in a chimerical brand of
some sort. Duplicitous scouts need to cover such marks or
face the consequences.) Thissituation is ideal for change-
lingsurvivors, relatively speaking. Glamour and trods are
ripe for the picking, because the number of changelings
is so greatly diminished. Travel though the Dreaming
itself would need to be diminished or banned outright,
since the Tuathade Danaan themselves sometimes travel
the Silver Path on matters of business or pleasure. A
chronicle of this sort could end with the establishment of
a new changeling society, or it could continue as the

Taume

of Judgment

decision to leave may seem like no choice at all, but
remember that just as some inmates grow attached to
their cells and afraid of the world outside, so too may fae
have trouble cutting their ties to this world.

Although this approach to the end offers a certain
amount of adventure and the thrill of exploration, under-
stand that this is no more a “happy” finale than any other
scenario presented in this chapter. Aside from the many
dangers of the Dreaming and the potential of a new
homeland, the characters have to leave the people and
places they know forever.

Buildup

First and foremost, the Autumn World should grow
increasingly hostile to the fae as the time of exodus



approaches. In time, Kithain find it difficult to live their
daily lives in the face of rampant Banality and seemingly
ubiquitous Autumn People. The “Death of the New”
foreshadowing tool is an excellent means of introducing
the idea that the world is in its last hours.

The enchanted world should also weaken, though
not to such an extent that a mass exodus seems impos-
sible. The Red Star could even act as a navigation point,
while “Prophecy Fails” might demonstrate the hopeless-
ness of remaining on Earth. Shallowings are a good way
to show that something is happening in the Dreaming. [t
is also very helpful if the characters have dealings with or
have at least heard of Dice (see Kithbook: Eshu) and/or
the Seekers of Lyonesse (see The Fool’s Luck), though
it’s not strictly necessary.

Perhaps the most critical aspect of the buildup of this
scenario is a widespread form of the Gloomies, or the
yearning that grumps feel for Arcadia. The Longing, the
feeling that they belong somewhere else, impacts all Kithain
regardless of age or Banality. Even fae asleep from excess
Banality grow restless or are increasingly consumed by
wanderlust, driven to find a place they cannot name but
are compelled to seek.

Songs of Leavmg

At this point, just about all fae recognize an unmis-
takable urge to go somewhere. Realization of how wide-
spread these compulsions are and discussion of what they
might mean closes the buildup period and begins the
scenario in earnest. Give the characters just enough time
to realize that something big is underway, and then
initiate the first stage of the exodus.

The Unknown Road Beckons

Once the characters have had time to discuss what
might be happening — but before they get comfortable
with the idea - rumors of a strange traveler circulate. A
mysterious Kithain visits freeholds large and small and
inspires strange behavior in his wake. Fae who have
spoken to him have apparently done such things as sell all
they own, disavow their mortal lives, turn their backs on
other fac and head for parts unknown. Rumors whisper of
darker chaos following his visits, as well, from suicides to
vicious duels to uprisings against the local nobility.
Whether any of this behavior stems directly from his
influence is unknown. The characters may even hear of
such strange goings-on in a neighboring freehold, giving
them just enough time to worry about what this person’s
mission is, or what it means to them before he arrives.

In the midst of all this curiosity and speculation, a
wanderer approaches the characters’ freehold (or if none
is available, the motley directly). If Dice is known to the
group, they recognize the Siochdin immediately. If not,
alocal sage or savvy eshu identifies him. Even those who
don’t know the legends of this elusive immortal can see
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that he is exhausted. Trail dust is caked on his clothing.
His eyes are bleary and his voice is cracked. He doesn’t
arrive so much as slump through the doorway and col-
lapse. While his condition isn't serious, boggans and
other sensitive kith may fret over him for a couple of
hours before he is ready to tell his tale.

When Dice has had some time to drink and eat, some
of the sparkle returns to his eyes, though they're still
tinged by sadness. He quietly but firmly requests that all
local Kithain who are available be sent for immediately.
He has traveled far to make an announcement and has
many more stops to make before he can rest again. Until
the assembly is ready, he talks cordially with characters
but deflects any questions about his purpose. If anyone
brings up the Longing, his eyes grow dark and he simply
says that he has had the same feelings, and politely refuses
to speculate further. After the local Kithain have gath-
ered, he rises, brushes off some of the dust and bows to the
assembled Kithain, his impressive charisma and oratory
prowess showing as he relates the following:

“Long have I walked, Children of Arcadia, and long have
[ watched the world turn. From the War of Trees to the first
falling of the Autumn leaves, I have wept and laugh, warred
and loved for as many years as there exist stars in the sky.
There are few trails I do not know, few places I have not seen,
few secrets [ have not heard — and yet, by the light of Balor’s
Eve, an unknown road is revealed to me. It is no simple trail,
but at once a call and a conduit, a path and a purpose for all
Kithain. Fornow the hour of our homecoming approaches. By
this road, we shall return to the Dreaming.”

Dice surveys the crowd at this point. If there are any
objections or exclamations, he quiets them with a pa-
tient hand. Perceptive fae note the shimmer of tears in
his eyes, but the sorrow does not quite reach his voice.

“Your questions, your anger, your fears, all these things
[ shave. It has been years since Balor’s Eye first appeared in
the sky, and all this time I have sought a different way,
searched for another path that might allow us toremain. I even
forsook my place as a servant of Ddn in my fear of this day’s
arrival, convinced that I could prove the omens wrong and set
things right. Formy pride and what it has cost us all, I can only
offer my deepest apologies. For I love this world no less than
any of you. There can be no more doubt, though. Glamour
withers with Winter's approach, and so too shall we wither
with it, unless we leave this world behind and begin the long
walk home. We cannot save it, but we can save ourselves.
Perhaps one day we shall return to bring anew Spring to both
Kithain and humankind.

“But no longer can we wait here, else we doom ourselves
to Endless Winter and lose the Autumn World and the Dream-
ing alike. The way I ask you to travel may not be certain, may
not be safe, but it has hope. In these dark days, that is all I have
left to offer. Fortunately, we have this to guide us.”

At that, Dice produces a small, black crystal figurine
shaped like the head of a snarling dragon. Currents of
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Glamour radiate from the statue. Even those without
much grasp of Kenning immediately feel the thrum of
power emanating from the object. Exceptionally discern-
ing fae recognize the magic as a mixture of the Wayfare
and Dream-Craft Arts, though it's not like any treasure
they’'ve seen before. A clap of thunder sounds in the
distance, regardless of the time, place or weather.

“After the Eye of Balor opened, I found myself searching
for thisrelic, at first unaware of what I sought, simply knowing
Ineeded to findit. As time passed and the dreams grew clearer,
I found it at last, hidden deep in a cave on a Dreaming island
off the coast of Albion. Its poweris threefold and mighty. It has
the power to help us sever our ties to this world, and to renew
our spirits for the journey ahead.”

Dice explains that by tracing a circle on the ground
with this artifact, it establishes a special portal that not
only allows fae to cross into the Dreaming, but to sum-
mon “guides” to help them on their way. If asked about
the nature of these guides, Dice answers honestly that he
doesn’t know who they might be, only that they are
defenders of Arcadia. Whether they are mortals, change-
lings or even true fae, he cannot say. At this time, Dice
also teaches the characters the Oath of the Unknown
Road (see sidebar), explaining that only those who swear
this most solemn declaration will be able to enter the
portals created. In addition to simply speaking the words,
the characters must make some kind of sacrifice to
symbolize their commitment to leaving this world be-
hind. He cannot say exactly what kind of sacrifice is
required, only that it must be important to the individual.

At this point, the fae are likely to be abuzz with
questions. Dice indicates that he has to be on his way
again soon. He has many more freeholds to visit and
precious little time to do so. He cautions the fae on a
couple more points.

e It will take one month of mortal time for him to
finish his work and for the portals to be ready. That time
should be used wisely. (This period can be adjusted it you
desire, but not much so. Too little time makes your
chronicle’s end feel rushed and unfinished, while too
much robs the situation of its urgency and causes the
story to grow stale.)

® Causing mortal death. While chimerical death
may make it difficult to bring an afflicted fae through a
portal, fae whose mortal forms are slain beforehand will
not have time to reincarnate properly and will be stuck
on Earth forever. This is not the time to settle old
disputes. There is quite literally nothing another fae can
do to warrant a potential eternity of suffering.

So saying, Dice departs, stopping long enough to
trace a mystic circle ata site appointed by the local fae for
their departure. As soon as he is finished drawing the
design, it glows a soft white to Kenning, though it has no
other particular effects. Then Dice is oft, leaving the
characters to sort out a world they must leave.

Tame of Judgmenc

@ Oach of che Unknown Road

I pledge this day to prepare myself for the long jowrney
home, and swear on my honor and my faerie soul that
once I take my first steps, I shall not turn back, nor shall
I long for what is lost. I turn my face from the winds of
Winter and set mvy eyes upon Arcadia, and pledge my life
and my effort to reach her silver gates for the final time. 1
go forward with my heart confident, my mind clear and
my spiritrejoicing, for I go home atlast. So swearing, with
these words I leave this world behind.

In addition to giving those about to undertake
the journey a sense of purpose and direction, this
oath provides certain benefits when traveling
through the Dreaming. The promise prevents char-
acters from being reincarnated back on Earth, albeit
at the risk of possibly having their essence lost in the
Dreaming. It does this by infusing a small talisman
or other personal item of the character’s with a
unique purpose. Should the owner die, his fae spirit
does not enter the normal process of reincarnation,
but retreats into the item, remaining there until the
object is utterly destroyed or until the oath’s desti-
nation is reached. Objects infused in this fashion
cannot be stolen. Nor can they be damaged short of
powerful magic or the use of cold iron. Only small
objects such as rings or necklaces are infused in this
fashion. Weapons and armor never become foci.

Should a motley swear this oath together, these
trinkets immediately transfer to other members upon
the death of an owner, making it possible for the
entire group to reach the final destination, even if
only one member actually survives the journey. (All
members must wait to be reincarnated then, but that
is a small price to pay compared to being reborn on
Earth during Endless Winter.) Of course, should a
changeling die after swearing this oath alone, or an
entire motley falls along the way, theiressences is lost
somewhere in the Dreaming. While Dice does his
best to search out such lost relics, there is always the
chance that they might be destroyed by some quirk of
fate... or that sinister forces may find themn first.

All Thac Jou Leave Behind

After Dice leaves, the characters’ community is
likely to be thrown into an uproar. While the sworn
oath of such a powerful and ancient fae puts the truth of
the matter largely beyond question, that doesn’t mean
things will be decided very quickly! Many fae are
stunned by the implications of what must come next.
While they were aware that things were growing steadily
worse in the world, the abrupt knowledge that they
need to evacuate in order to survive is not something for
which even the most paranoid or superstitious are
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prepared. For some, the idea of leaving is liberating
(though that's not necessarily a good thing). For others,
it's a time of fear or anger at the mystery to come and for
the attachments they must sever.

Aside from any unique local or oathcircle-specitic
concerns that come up, there are several critical factors to
consider when running this part of the scenario. Without
at least touching on these bases, the eventual exodus will
seem abrupt and one-dimensional. It is only by giving the
characters a strong sense of what they give up and how it
makes them feel that the players can portray them hon-
estly. Even if some aspects of the characters’ lives are
glossed over, considering them completes the scenario in
players’ minds. Characters face a genuine goodbye rather
than just heading off on another quest.

Thisstage is the heart of the story. Once the fae step
onto the trod and begin the long journey home, it’s
really more of a new beginning than an end. Part of the
trick of this scenario is that while Winter would even-
tually settle all accounts (if only by annihilation), it is
truly the characters who decide what the end times are
like. No terrible disaster or contagion lays any realm to
waste. Nor does any great war or sudden mystic impulse
force the fae to reacta particular way. Whether the final
days are spent in quiet merriment and bittersweet
goodbyes, or drenched in bloody feuds and mindless
vandalism depends entirely on the characters and play-
ers. In short, they get precisely what their actions
demand, which is at least as fitting and often far more
terrible than any sort of judgment from on high.

While the players shouldn’t be bogged down with
accounting for every last parting detail, don’t underesti-
mate the value of characters making amends, resolving
issues and parting ways. It's in saying goodbye that charac-
ters sum up your chronicle and decide their own future.

Kithain Society

For the most part, Kithain react to Dice’s an-
nouncement in one of three ways: revelry, violence or
sorrow. For some fae, knowledge that the return to the
Dreaming isat hand is cause tor celebration. While they
do not deny that departing the world brings a certain
amount of sadness, as a whole it is a time of rejoicing.
They are going home at last! These fae spend a great
deal of their remaining time going out partying, holding
“wakes” for the Autumn World and otherwise indulg-
ing every earthly desire before the journey begins.
Once-forbidden trysts become acceptable, parties take
on a frenzied air of joy and desperation, and the most
polite and tactful fae at last speak their minds, for better
or worse. After all, what's the harm in a stoic troll
bodyguard confessing his love for his beautitul sidhe
lady when great danger and uncertainty loom?

Of course, this air of reckless abandon has its own
consequences. Despite Dice’s warning, many fae see it as a
time tosettle long-standing grudges. Duels become common.

Skirmishes erupt in volatile locales as factions take parting Y/

shots. Even those who don’t partake in such violence may be
caught in the crossfire. Stopping the violence before anyone
is trapped on Earth may be an important goal for the motley,
especially if members hold positions of authority or fecl any
responsibility to their fellow fae.

Even if the Kithain don't attack each other, they
must still be cautious of worldly threats. The antics of
celebratory or nihilistic fae have the potential to draw
the wrath of the law, Prodigals or even the dreaded
Dauntain. Being arrested by mortals or killed by super-
natural powers denies Kithain the chance to set foot on
the new road.

Last but certainly not least, there is bound to be a
great deal of sorrow surrounding this end, whether the fae
choose to admit it openly or not. Despite the certainty of
Winter and the terrible fate that it entails, some fae may
still choose to remain behind, whether out of love for
mortal friends and family, a sense of obligation to an
important cause, or simply because they cannot bring
themselves to let go. Still others may be afraid of the
journey, or object to it based on deep-seated personal
beliefs, sometimes even surprising their closest friends
and longtime ocathmates. Forall the hope acharacter may
have of possibly returning to Earth to be reunited with
friends one day, most recognize that such a day may be
hundreds if not thousands of years off, and they treat it
with accordant gravity. Trying to talk one of these
reluctant fae into coming can be the focus of intense
personal game sessions.

Rescuing Sleepers

There is also the question of what to do about those
Kithain whose fae spirits still cling to their mortal forms,
but are not hopelessly squashed by Banality? [t’s possible
to bring these poor souls along, though the Banality they
carry with them will make the going slow and the way
treacherous. (Not to mention that convincing them to
frecly swear the Oath of the Unknown Road in their
slumbering state will be difficult, to say the least.) This
concern is particularly important if characters know any
mentors, patrons or even former motley members who
have fallen. If characters don't think about it, you can
present aquest or two to rescue such sleeping changelings
before it’s too late. A local noble might charge the
characters with completing the task as their final service,
or a childling might approach them and ask them to save
a Kithain grandparent.

Of course, there is also the matter of rescuing fae
trapped in mortal prisons or institutions. Aside from
the difficulties and complications inherent to any
kind of breakout, other questions arise. The Banality
that surrounds prisons and hospitals and that infects
their inhabitants has to be overcome, but the charac-
ters also have to wrestle with the implications of
releasing potentially dangerous or unbalanced fae.
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While many Kithain are wrongly imprisoned by mor-
tals or even other fae, not all of them are. Can the
characters really release a hardened murderer or a fae
in the deepest throes of Bedlam, even for such an
important cause as this? What happens if a freed
prisoner commits heinous acts before the exodus? Can
the characters take that risk?

And what of the Dauntain? They are hopelessly lost
to the service of Banality in this litetime, but is that
reason to condemn any future incarnations to Winter?
Can they be brought back to the way of Glamour at this
final hour, or are their spirits lost for the sins of this life?
While such questions of redemption may not be for every
chronicle, especially if the Dauntain have not had much
of a presence in your game, you can still confront the
players with the question of what to do with the Dauntain
as a larger issue.

Humanity’s Last Look

All but the most reclusive and Bedlam-aftlicted fae
have mortal contacts and connections that they desire to
put in order before they leave. In contrast to more openly
dramatic or violent conflicts of Kithain society, this is an
excellent opportunity to showcase deeply personal
roleplaying. Fighting off a gang of destructive redcaps is
dangerous, burt kissing a spouse and children goodbye is
gut wrenching. Allow each character a chance to settle
affairs and reconcile with mortal life, if only to give it all
a final defiant gesture. Even the most standoftish wilder
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or bitter grump defines herself by her human nature as
much as by her faerie one. Your game would be remiss to
not allow characters a chance validate their identities
one last time.

[ires ac (hdmighc

No matter how busy the fae are in the aftermath of
the announcement, or how wisely they spend their
remaining hours, time eventually runs. The deadline of
the exodus arrives. In the days prior to the departure,
disturbances in the Dreaming grow stronger and more
frequent, as do violence and disorder in the Autumn
World. If any fae still harbor any doubts that the end is at
hand, some of the phenomena of these last hours should
lay such concerns to rest. If nothing else, on the
penultimate night the Eye of Balor grows to the size of a
small moon, bathing the chimerical world in its eerie
reddish glow. Roars and calls from great beasts of legend
can be heard faintly on the wind, as can the thudding
footsteps of giants.

Fae gathered at the appointed sites witness a strange
glow as the sun’s light fades on the horizon. Portals look
like softly pulsing circles of light, and the emanation
intensifies until it is nearly as bright as a new sun risen.
[tems infused by the Oath of the Unknown Road glow
faintly in response, especially as a bearer draws near a
circle. No one can enter yet, though. Those who artempt
to are repulsed gently but firmly, regardless of skill or
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strength. Repeated attempts only trigger more forceful
(but never lethal) reactions. With the fleeing of the last
rays of natural sunlight, silhouettes appear in the center
of a portal’s glare. They're barely discernible at first,
becoming clearer until fellow fae clearly step from circles
and greet would-be travelers.

A surprise awaits with the arrival of these mysterious
beings. They are one-time members of the local freehold
or motley, once lost but now returned. They may be
fallen friends, mentors long since passed or people the
characters knew and respected. They are dressed in
resplendent armor and fine clothes, but otherwise appear
exactly as they did in the prime of their lives, and these
arrivals favor the characters with welcoming looks and
warm expressions. All can spend a few minutes overcom-
ing their astonishment and catching up. While these
returned sons and daughters are cagey about Arcadia and
what awaits beyond (“You have to see it for yourself”),
they say they have beensent to help the rest on their way.
They explain that passage to Arcadia is not safe or
guaranteed. But knowing that risk, these guides have
come back for their friends and family, determined to
bring them home.

If Dice is particularly close to the characters, he may
appear to join the motley. He does not journey far with them
on the other side, though. He wishes to keep track of many
different groups along the way in case they need assistance.

Parting Words

After everyone has said goodbye to those remaining
behind or have otherwise resolved their lives, the
Arcadians indicate that it’s time to go and lead the fae
into the circle of light. Entering the circle fills characters
with a sense of wonder and resolve. All lost Willpower or
Glamour points are refreshed immediately. Characters
have one last moment to speak or to admire the world
they leave, and then the light grows so bright that even
those with theireyes shut see nothing but white radiance.
The sounds of the mortal world fade away to nothing,
replaced by the softly alien sounds of the Dreaming.
There is a slight pain, as though some last tie is severed,
then nothing but a sense of belonging remains. Charac-
ters open their eyes to discover that they are in the Near
Dreaming, but with no sign of the mortal world. There is
undoubtedly a moment of realization as knowledge that
the Autumn World is gone sinks in, and then the
characters may rake stock of their surroundings.

The Silver Path stretches out before them.

The stars shine down.

The Longing calls to them.

The journey begins.

Oore Look Back

The choices confronting characters from that mo-
ment offer an endless array of possibilities. You may
choose to end the chronicle at that moment, allowing

the players to envision the hardships and adventures
their characters have on their journey. While certainly
not an ending for every group, it can prove a surprisingly
satisfactory one as it grants players the freedom to imag-
ine their own aftermath.

Most likely, players clamor to continue adventures
in the realm stretched out before characters. Given the
vastness of the Dreaming and the difficulty of even a
relatively guided return to Arcadia, this journey can be
the subject of months or even years of play. Generally
speaking, your chronicle can take one of two approaches
at this point.

Arcadia, Ho!

Given the themes of isolation and alienation that run
throughout Changeling, the prospect of returning to an
ancient homeland has a uniquely powerful appeal. Get-
ting to Arcadia might seem an incredibly distant goal at
times, even with the help of Dice and the Arcadians. But
thanks to the sacrifices they’ve made and the oaths they've
sworn, the fae hope that it's possible. [t might mean months
oryears of journeying through wondrousand bizarre realms,
but it can be done. Arriving at the gates of Arcadia after a
suitably amazing and harrowing trek can be a wonderful
epilogue to a chronicle. It’s still advised, however, that
aside from some powerful and poignant description youdo
not try to continue the action once the fae have actually
entered Arcadia. Even in Changeling, there are some
things best left to the imagination.

QOur Own Place and Time

Alternatively, you may wish to avoid characters
returning to Arcadia in favor of having the fae establish
anew home somewhere in the Dreaming. Perhaps Arcadia
is poised to fall in a bitter war and survivors have been
sent out to gather the fae to find a new home. Or maybe
the Dreaming simply requires that the fae seek out a new
realm where they can establish the same ties they once
had with Earth. Perhaps like the Seekers, the fae pursue
the mythic realm of Lyonesse, or maybe they feel that the
Red Cities of Mars are the ideal site for a new fae society.
Different groups may even split up in pursuit of separate
destinations, leading to competing factions or other
unusual twists.

Dreams and Nightmares offers a great number of
possible destinations for characters (not to mention
places to see along the way). Don’t feel limited to what's
contained in that book, though. While creating an entire
new world for the fae to inhabit requires a great deal of
time and effort, the reward can be well worth ir.

Earthbound

Fatetully, it’s also possible that the characters aren’t
the ones who cross through the portal. The future of
characters who remain behind is bleak, but you can tell
grave, pathos-filled stories. Even if it simply means qui-
etly fading away into Banality in the presence of loved
ones, handling a group of Kithain at the end can be a
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rewarding roleplaying experience. Just make it clear that
there will be no 11th-hour rescue. Under those terms,
portraying the world at last succumbing to the smother-
ing chill of Winter can be as compelling as any journey
through the Dreaming.

Scorycelling the Gnd

Directing the end of the world is no easy task. Not
only is your story one of literally epic proportions, but
your players must be both concerned and involved to
make this an enjoyable chronicle. As a Storyteller, the
fate of the world is in your hands. The desired result is
simple: a game exciting enough that the players ralk
about it for years to come. Or perhaps this is a long-
awaited end to a group of well-loved and long-played
characters. Regardless of the background of players and
characters, a chronicle of this magnitude requires special
consideration. Stories about the end of the world can
quickly become frustrating if characters are swept off their
feet by circumstances over which they have no control.
A carefully laid plot could be undermined by frustrated
players who refuse to cooperate. This chapter provides
suggestions on how an end-of-the-world Changeling
chronicle might unfold, as well as some issues to consider
when planning your own personal Armageddon.

An Cpic lale

The first thing to remember about the end of the
world is fairly obvious. This is big. Epic. Earth-shattering.
Now, while this is clear to you, the Storyteller, it isn't
going to be obvious to the players and their characters
unless you call your chronicle “The End of the World.”
The fun part about planning a game of this magnitude is
that your players don't have the slightest idea of what's
going to happen, and their excitement (and their char-
acters’ worry) grows as they unravel the puzzle you set out
for them. Of course, for all this to work you have to clue
them in that something awe-inspiring is underway. While
you could have a Storyteller character run pell-mell
through the streets screaming, “The sky is falling! The
sky is falling!” that is can be an anticlimactic approach.
The players are invested in the story if they put the pieces
rogether, and their character get involved in goings-on of
their own volition.

The question is how to make all that happen. For an
end-of-the-world plot to work, you need to provide two
things: a sensc of scale and a call to action. Sense of scale
simply means the players and characters are convinced
that this isn't your average find-the-enemy-and-smite-it
type of story. Experienced players are used to dramatic
confrontations and threatening creatures that lurk in the
shadows. They need to be convinced that this threat is
somehow different, more encompassing and more dan-
gerous than all others combined. There is so much more
at stake here than in the average chronicle. Once players
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are convinced that they’d better sit up and pay attention,
they need somewhere to start. The concept of Endless
Winter is difficult to get one’s mind around, and it’s very
easy for characters to look at the odds they’re up against
and decide chuck it all. The whole situation is entirely
out of their control. If, however, you give them enough
information to get started on their quest, whatever it may
be, the task looks a little less daunting. Not a lot less, but
at least a little.

All of this is well and good, but how do you make it
happen in your chronicle? In the preceding scenarios, we
discuss some specific signs that might be introduced.
These portents are designed to increase tension and to
show that this is more than just a run-of-the-mill prob-
lem. The goal is to convey an epic feel by which the
players eventually realize the fate of the world is at stake.
If signs provide a little information about the problem,
that helps you point the characters in the right direction.
Forexample, if you decide to runachronicle in which the
Dreaming fades away, having hordes of powerful chimera
wandering the streets might not be an appropriate indi-
cator of your end. Now, the streets could be eerily devoid
of any chimera, or the local Dreaming could rake on a
grayish cast as Glamour leaks away. This sign not only
establishes the appropriate mood but gives characters
some hint as to what'’s going on, and that may be enough
to inspire them to act.

The following signs may be incorporated into your
chronicle. These could be used with the sample scenarios
provided or with stories of your own devising. Once
again, select omens that complement your impending
end and each other, both logically and thematically. The
last thing you want to do is throw your players off track
with a poorly chosen sign.

® The Dreaming becomes stronger or weaker. Evi-
dence of the Dreaming’s change could manifest in a
number of ways. The number of chimera in the area
increases or decreases. Fae seeming could become sostrong
that open-minded mortals can see it, or could gradually
fade to nothing. Trods could suddenly pop up in the
strangest of places or vanish without warning, leaving
travelers stranded on the Silver Path. Cantrips might
become 10 times more or less powerful, to the danger of
changelings everywhere. Imagine what might happen if a
Hopscotch unexpectedly took a poor childling a half-mile
into the air when all she expected was a little bounce.

® The Dreaming becomes erratic or unbalanced.
Perhaps the balance between Seeliec and Unseelie or
Glamour and Banality is disrupted. The trick to planning
these signs is to make their manifestation unpredictable,
but to give them an underlying theme. If the balance
between Seelie and Unseelie is disrupted, indicators
could involve light orshadow. A random group of change-
lings could suddenly be struck blind by a bright flash of
light, or Will-o’-the-Wisps could multiply like bunnies
in the local freehold. For something more serious, per-
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haps the sun simply fails to rise. These could be chimeri-
cal occurrences, or all too real.

¢ Changeling/mortal relations suddenly change.
The fae depend on mortals for their very existence. The
Kithain live as a result of the dreams of unsuspecting
humans. But characters might suspect that something is
awry when humans can suddenly see flashes of their fae
seeming, produce more or less Glamour than ever before,
or give birth to new and interesting types of chimera.

¢ Prophecies come true. This is perhaps a no-
brainer, but witnessing an ominous prophecy come true
can be enough to convince the greatest of skeptics. The
characters themselves could have prophetic dreams. They
get the uncomfortable feeling that someone somewhere
is pulling strings and making things happen, and they’d
best be alert.

The Theme Is the Thing

What kind of story do you want to tell? The overall
theme and tone of your game greatly influences how you
handle plot, pacing and character interaction at the end.
You could run a subtle game in which the little people
fight the most important battles, although their efforts
may be overlooked in the grand scheme of things. Or you
could run an epic game in which explosions rock the
streets and people pray to the gods for salvation while
battles rage around them. One important thing to con-
sider is how mortals fit into your plot. What does it mean
for your chronicle if characters have to hide their doings
from mortals, as usual? What if humans are closely
involved in the fight? How does either approach affect
changelings’ capacity to function without gaining too
much Banality?

[n the first option, most of the “old rules” still apply.
The fae operate outside the supervision of mortals and do
what they like. Banality and the Mists are still major
considerations when they make plans and take actions.
The second option examines what happens when those
rules change. If the Mists fall and mortals are dragged into
the fight to save the world, changelings are no longer
anonymous. They are no longer able to hide in plain
sight. Depending on the changelings (and humans)
involved, mortal awareness could be a positive or a
negative development. Perhaps the groups can reach an
understanding that allows them to coexist peacefully. Or
perhaps an all-out war with humanity is inevitable.
Maybe it’s the final straw that ends the world in a flash of
Glamour or Banality.

Personally Speaking

On a character-specific level, the theme of your end
— personal or epic — helps clarify what players want to
accomplish. Certainly, characters have an opportunity
to save the world, but they can also learn lessons along
the way. Remember that your story is ultimately not
about catastrophe but about the reactions of a small

g‘wy In-Characcer (MDoments

group of people. Even if the characters aren’t successful
in retrieving Caliburn or capturing Duke Dray, they
might still take heart in the fact that, through sacrifice,
they may have atoned for wrongs committed in the past.

Setting achievable, personal goals for characters adds
an intimate dimension to your chronicle, and inspires
some interesting roleplay. How do the characters react
when forced to choose between helping a close friend in
need or going on an important quest to save the world? Do
they attend to selfish business or attempt to stave off
catastrophe to buy time for everyone else! By giving the

1

[t’s easy for characters to be overshadowed by
events in a chronicle of this magnitude. So much
happens and on such a grand scale that the focus can
fall on what happens next. Roleplaying is a group
effort, though. The real issue isn’t the atrocity at
hand, but the characters' experience of it. If you've
taken steps to ensure that the characters are involved
in the action, you're on your way to telling a reward-
ing story. But you may still be able to do a few more
things to make players an essential part of the story.

With an epic tale comes dramatic moments.
Each character should have a chance to shine.
Perhaps one has an unusual capability that is essen-
tial to the success of the mission. Maybe he has the
opportunity to finally reconcile with a long-lost love
after years spent apart. Or the characters sacrifice
themselves for the greater good. Think of your
chronicle like an action movie. The movie doesn’t
end until the hero has had his moment to save the
girl/defuse the bomb/go out in a blaze of glory with
a well-timed witty remark. Your players’ characters
are the heroes (or anti-heroes) of the story, and they
deserve similar opportunities.

options. Some Storytellers choose to throw the rules
out the window for spectacular moments. Given that
this is an extraordinary situation, you may choose to

of a spectacular accomplishment or death scene.
Other Storytellers simply let characters take center
stage and allow players do much of the narration.
The only ironclad rule is: Never ruin a player’s
moment. Although you understandably anticipate
the players’ actions by establishing the framework of
the story, that's no excuse to rush or dismiss events.
Give each player his moment. If someone asks you
about a rule just as the motley’s eshu has fallen to his
knees to beg forgiveness from his long-lost love,
quietly inform the intruder that this isn’t the right

because those are the ones they'll remember for years.
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characters a choice, you let players examine what makes
their characters tick and what is truly important to them.

The basic themes that create this dichotomy of
personal versus global are peace, atonement and closure.
Characters who search for peace might seck out loved
ones, try to come to terms with humanity in general or
give in wholeheartedly to the Dreaming. Those who look
for atonement could ask for forgiveness for past sins. (But
how might they react if that forgiveness is denied?) Those
who want closure may try to complete unfinished busi-
ness or fulfill remaining goals. All of these themes might
apply to the same group of characters or even to one
character, and are dictated by players exploring who
their characters are and where their priorities lie. Your
job is to give them the opportunity to explore these
principles and to present choices.

The Big Precure

Another important point to decide about your
chronicle is what ultimately happens. Generally speak-
ing, your finale is a matter of personal taste. It could be
tragic, but the characters make their peace. They fulfill
personal goals oraccomplish incredible feats, even though
they aren't successful in saving the high king, averting
Winter or hunting down Duke Dray. Or the opposite
could be true. The characters don't reach their personal
goals, but manage to save the world anyway. Although
they’'re world-renowned heroes, are they content with-
out persona!l fulfillment? Any combination of personal
ends and story finales is possible. Just be warned that
players faced with failure on both counts might be dis-
couraged. Setting up a variety of different objectives
gives characters an opportunity to succeed at something,
rather than leaving them feeling impotent.

Happy endings are straightforward. The players avert
the end of the world. They succeed at all tasks, solve all
problemsand stave off Winter. But what if the characters
fail or only do part of what's necessary to halt the end? s
a happy ending still possible? Of course. You can’t have
Spring without Winter. The coming of Winter could
somehow result in a better world in your game. The
passing of the seasons cleanses or alters reality in a way
that’s positive, and those fae who manage to weather the
cold understand that they're part of a natural cycle.
Although Winter is painful and unpleasant, it's neces-
sary to invite rebirth.

Pocenaial Cnds

What does the end mean for changelings? Is it utter
and absolute, or is a new beginning possible? What's in
store for the changeling race? Can the fae survive, and if so
how! Can your chronicle continue even though Winter
has arrived, and what would characters do in such an age?

If Winter is avoided, it’s easy to assume that the fae
have it easy. But consider the repercussions of what was
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done to avert doom. Did the Unseelie seize control of fae
courts in an effort to restore the balance! If so, do the
Unseelie relinquish control at Beltane as they should, or
do they take this opportunity to repay the Seelie for years
of oppression? (It should be noted that, if they attemprt
the latter, it's only a matter of time before this whole
process repeats itself.) Were changelings forced to seek
shelter in the Dreaming or did they have to re-establish
ties with mortals to bolster Glamour? Did High King
David return? Is he in any condition to rule? If Winter
does not come, your world continues and the results of
characters’ efforts may come back to help or haunt them.
Perhaps the characters implement reforms in freeholds
throughout the realm, or work more closely with mortals
in an effort to maintain relations.

A chronicle might continue during the long Winter,
too, but it’s advised that Spring should follow. Your
players want something to work toward, after all. It’s
discouraging to struggle through the Winter only to
watch characters die of old age. The first question to ask
is whether changelings are aware of what's happening to
them. Perhaps they're forced to retreat into their mortal
seeming to survive, and their fae seeming wakes at the
coming of Spring as if from a long hibernation. Or
perhaps they’re aware of what happens around them and
have to seek shelter in freeholds, the only places where a
little Glamour is still available. These chronicles could
involve long, drawn-out sieges in which the fae attempt
to hold on for years against an onslaught of monsters.
Icewyrm roams the skies and Autumn People attempt to
batter down the walls, but the fae hold firm, waiting
(praying) for the coming of Spring.

(Why 1s This happenmg?

Is Winter a natural result when the Dreaming is
endangered? [t could be that Winter is a defense mecha-
nism of dreams. The Dreaming goes into a self-imposed
hibernation, and uses this dormant season to heal its
wounds. Then all it takes is one amazing achievement to
bring the power of dreams back into the world. Or is
Winter a final fate brought upon the world by heinous
acts or bad decisions?

Certainly, dreams have less power over the actions of
mankind than they once did. That might be a natural
phenomenon and a resurgence could be within sight,
unknown to the fae. The Dreaming’s decline could also
be attributed to mortals’ increasing reliance on science
and technology to solve problems. People are less afraid
of the dark than they once were, because they're pro-
tected by house alarms, motion-sensing lights and scien-
tific explanations of the unknown. Perhaps science is to
blame. If that’s true, what can changelings do to counter-
act the trend? How can they impress upon people that
dreams are even more important than figuring out pi to
the 500th decimal point or developing a new chemical
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lawn treatment’ Another potential explanation is that the fae let

do- all this happen. While they were busy arguing amongst

s themselves, mortals continued to exist and grow

\ -« without them. Now people have learned to live

. < - without the direct intervention of the fae. In other

o ) " v words, they've learned that dreams are expendable.

g ' \ ) ’ - Changelings have little other choice but to con-
' [ vince humanity otherwise.

Another potential reason for the coming of
| Winter is imbalance. Winter looms because the Seelie
- . no longer honor the narural order between light and
L . o ' dark. They no longer give up dominance over the fae

; . . courts at Samhain, creating an imbalance in the
.- % Dreaming where the light holds the majority of

/o . ' . the power. Eventually, the disorder is too much
_ v for the Dreaming to endure and it resets to remedy
., . ‘ , | the situation.
PR ' : A final explanation is that changelings are not
U < : , b meant to be on Earth any longer. Arcadia is their home,
Vs . I - , but they have insisted on inhabiting the human world.
- g N ' They're invaders, and the Dreaming did not intend for
S / h » : them to exist so long outside of its borders. Perhaps
: , changelings themselves caused the problem by leaving
' L e o Arcadia, thereby fracturing the Dreaming and making
‘ v T ! it vulnerable.

- ™ ' ' Any of these options could decide the fate your
— o S b ' chronicle, and they can be combined with the sce-
Ry . : , narios provided or with your own. Of course, if you

. - M ] decide that the end is brought on by the assassination

_ S \ , . f of High King David, then it’s most logical to say

' |7 P that the fae damn themselves, rather than blam-

S ing it on humans. Deciding on a reason for the

end strengthens your grasp of your chronicle and

"~ allows you to create a fitting framework for the
A _ . . ' characters’ dying efforts.

N

P T (Waking up
. S T ‘ - A world without dreams. It’s a difficult con-
P ' ! cept to contemplate. A world where wishes and
s o Co e '+ hopesdon’texist. Where children don’t throw coins
N N - _ ../ into fountains or blow out their birthday candles.
' ' ERA Where Santa Claus is never conceived and the spacc
) under a bed can only be empty. There’s no music, only
I I T < silence. Without hope, without longing, without delight,
< - " laughter and sorrow dry up and fade away. There’s nothing

.- \ left but a bleak existence that only becomes more so.

S l We hope that the plot devices and ideas presented in
;o A - this chapter help you plan a spectacular chronicle, but
‘ 4 . - * they're ultimately just tools. If we are to take anything
R S = "~ from the fae, it’s that dreams are the heart of a story.
' ' - Without them, a game becomes nothing more than a
: , v . series of connected events gauged by probabilities.
. = I That is the challenge of Changeling. To dream. To
- -7 - hope. And, above all, to believe.
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[ am Alpha and Omega, the beginning and the end.
— Revelation 21:6

The end of the world is not an ambiguous menace
.in Demon: The Fallen. As architects of Creation and
Irebels against the mandate of Heaven, the fallen are in
many ways the end of the world personified. They carry
within them the secrets of the universe and the passion
— or madness — to use that power to exalt or extin-
guish humanity. The moment the fallen escaped the
Abyss, the apocalypse became an inevitability. Caught
between the Earthbound and their Abyssal overlords,
the fallen face a tinal, cataclysmic battle for the souls
of mankind. The world as humanity knows it will end.
The question is what will come after: Hell on Earth, or
the birth of a new, better age? That depends on the
choices and sacrifices that each tallen makes once the
final battle is joined. The angels of the Abyss know
better than anyone that as long as there is faith, there
is hope for tomorrow.

This chapter presents outlines for three scenarios
that you can use to bring about the end of the World

ot Darkness in your Demon chronicle. These stories
are constructed to provide you, the Storyteller, with
the most freedom possible to insert each major event
into your game as appropriate. We've painted the
scenarios in broad strokes and allow you to fill in the
details you need to make them relevant to your troupe.
As ever, the Golden Rule applies. Take these guide-
lines and alter them as you see fit to tell the story that
works best for you.

The material presented in this chapter is obviously
for Storyteller eyes only. If you're a player who's going
to run a character in a Demon end chronicle, read no
turther than the articles and news bites presented
below. These are in-game “artifacts” that your charac-
ter might discover, but even they only hint at the
approaching apocalypse. As your game unfolds, watch
for these and other signs warning of the coming end,
and choose your character’s actions well. The fatc of
the world hangs in the balance.
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CREATING SIGNS
OF THE ZAPOCALUPSE

Apocalyptic texts from Revelation to the prophe-
cies of Nostradamus are full of signs and portents that
the end times arc at hand. Weaving such images into
your chronicle is an excellent means to build tension
and gradually paint a picture of the unfolding apoca-
lypse. Initial signs can be small and subtle, such as
strange shifts in the weather — late season snows or
especially severe summer storms that meteorologists
are at a loss to explain. As events progress, people
notice other signs that the natural world is growing
increasingly unstable. Bizarre volcanic eruptions cause
the seas to boil or they shower fire and brimstone down
on cities. Animals lose their fear of man and find their
way into densc urban areas, preying on the lost and
homeless. As events gather speed, propelling the char-
acters into the final days, reports increase in frequency
and struggle to describe the supernatural. The skies
rain blood. Cemeteries are found empty of the dead.
The moon is full night after night.

Signs and portents are effective storytelling tools,
because they heighten characters’ awareness that events
have global implications. As the size and scope of
omens increase, they raise the ante — it’s clear that
time is running out, and the characters must act now
or not at all. It’s an effective way of hinting at the
significance of events yet still maintaining an aura of
mystery and mounting danger.

This section contains tips and guidelines for creat-
ing signs and portents specific to your Demon chronicle
—specifically, omens focusing on the Earthbound, the
Greater Demons and Lucifer himself.

O/‘\I:,N-SOI}/I‘HEEZ\I\'I\I'IBQ([ND

Of all the demons, the Earthbound are the best
integrated into human society. Their activities trigger
all manner of strange events in the mundane world
that canny fallen may recognize. Although the Earth-
bound are usually masters of indirect action, there’s
only so much plotting they can do without creating
ripples for observers to notice.

Mortal Society. The biggest indicator of Earth-
bound activity at the end is the behavior of the social
institutions they control. Hint at these spirits’ increas-
ing influence and ultimate agenda by having various
mortal power structures change attitudes. Under Earth-
bound sway, governments become cruel and
authoritarian. (And at the same time, favored thralls
get away with astonishing breaches of the law.) Fallen
resources are targeted for se »otage or destruction.
Companies are nationalized. Allies are arrested, dis-
creditedorkilled in “accidents.” Lucrative corporations
~are bought out or di olved. These alarming events
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don’t need to rarget the players’ characters directly,
although they should suggest that something sweeping
is happening behind the scenes, and it’s not good.

Earthbound Activity. As the Earthbound prepare
to launch their bid for ultimate power, most of them
are concerned with securing bases and making delicate
strategic moves. The Earthbound are the oldest power-
players on Earth. Entities so canny aren’t interested in
taking unnecessary risks on the eve of success. Fallen
who've observed the Earthbound likely recognize that
their direct activity is more careful and restrained than
ever. Previously active spirits may even fall silent
altogether; a veritable quiet before the storm. At this
stage, none of the fallen are in a position to see the
whole picture, so changes in Earthbound behavior are
simply another clue that something big is going on —
or about to happen.

OMENSOF THE ARUSS

Ifyourend of the world involves the most powerful
demons breaking their bonds, they trigger their own
signs and portents. The symptoms are most obvious
within demonic society itself.

Demonic Atrocities. As more and more powerful
demons escape the Abyss, they go unrestrained by any
of the humanity that saved the fallen from perdition.
Reports trickle in of atrocities perpetrated by identi-
fied demonic powers. These should be events that
would normally drown ademon in Torment, making it
clear that no ordinary being performs them. Increase
the frequency of these events as your Judgment story
arc approaches, intensifying the sense that something
calamitous builds, but try not to reveal the specific
nature of the high-ranking demons until necessary.

Master and Servant. The most powerful demons
are served by fallen subordinates, beings ordered to
secure freedom for their masters at any cost. As your
story unfolds, these agents’ activities increase. Charac-
ters may not know these demons’ specific motives, but
the agents are busy trying to free their masters and
establish a strong power base that will protect their
Abyssal lords upon their return. Preparations lead to
infighting in the infernal courts, as servants squabble
over resources. Such events should be interspersed with
reports of the demonic atrocities discussed above. The
characters thus get a feeling of impending doom rather
than being handed all the clues on a silver platter.

OMENSOF LAICIFER

Aswith the Earthbound, Lucifer’s power rests in the
mortal world. With the end of the world at hand, he
prepares for his last crusade and the effects of growing
taith are obvious. Lucifer may not wish to reveal himself
until he’s ready, but he must take some steps.to prepare
humanity to fight against his former brethren.

TivuE oF JUncyENT

Evangelism. Growing faith in the world leads to
any number of signs. Financial contributions to reli-
gious groups are way up. Church attendance is the
highest it's been in centuries. “Strong moral values”
are on the comeback. The shift should be sudden
enough that the characters notice it, but it shouldn't
be so blatant that fallen feel compelled to investigate
immediately. The momentum does suggest a culmina-
tion, however, as if something is about to burst.

The Supernatural. The collective faith of so
much humanity may engender “miracles.” This is the
place to employ biblical prophecies and supernatural
signs. Statues of saints cry blood, while people witness
haloes and wings on previously ordinary folks. Whether
these are hysterical visions or true manifestations of
faith is up to you, bur as with all omens of the end, they
set the scene for doom or destiny.

T WiLIGHT
oF THE Gops

“Twilight of the Gods” explores one of the central
themes of Demon: devotion to a cause, even one that
seems hopeless. In this scenario, the world is brought
to the brink of destruction by a most unlikely alliance.
The Earthbound, demonic monsters who claim the
Earth as their own, unite against the intruding fallen.
The resulting struggle shatters the world no matter
who triumphs. The question is, do the characters stand
against the Dread Kings regardless of the odds? [s it
better to die as an angel than live eternity as a demon?

The fallen cannot remain aloof any longer. Every
demon must choose her own fate and resolve how she
wishes to be remembered by history — if anyone is left
to remember. The characters have to decide whether
their place is standing against the wave of destruction,
oracceding to the inevitable and wresting what power
they can in the world’s final days.

Throughout history, the Earthbound have been
each other's worst enemies. Selfish and Machiavel-
lian, few have brooked any intrusion by others of their
kind. They have fought tooth and nail over every prize.
Cooperation between these monsters, as in the case of
ancient Rome, has been the exception rather than the
rule — until now. Faced with competition from the
newly freed fallen, the reawakened Earthbound are
forced to set aside their feuds and destroy the fallen
before the newcomers grow too strong to overcome.

OV ERVILW

This scenario is less about the battles characters
fight than the choices they make as Armageddon
unfolds. The best they can hope for in a battle against
the Earthbound is a Pyrrhic victory, with the few
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survivors heir to a ruined world and a human race on
the verge of extinction. The alternative is to abandon
former peers and join the ranks of the Dread Kings’
infernal servants. The latter offers a much greater
chance of survival, and even the possibility of earthly
rewards once the battle is won, but at what cost to the
characters’ souls?

There are two main courses for running this sce-
nario as the finale of a Demon chronicle. The first makes
the characters actively involved in the fate of the world
from the outset, allowing their actions to drive the story
and the fate of reality. The characters recognize the
momentum building during an early encounter with the
Earthbound, and they can choose how to pursue the
clues before them. This path is well suited to action-
oriented, epic games of bravery and bloodshed.

The second path presents the characters with each
major milestone on the road to destruction as a sepa-
rate, isolated event with few clues as to the greater
caraclysm looming. An insightful character might
uncover hints and suggestions along the way, but she
has to work hard to discover more than the basics.
Characters might also notice a pattern to events, but
by the time they have enough pieces to perceive the
puzzle there may not be much time left to act. This
approach calls for milestone events to be interspersed
among other, unrelated story development. This ap-
proach is better suited to mystery-oriented games with
more uncertainty and horror than battles.

Tue Rise or THE OLD GODS

The characters may have had run-ins with the
Earthbound and their minions before. This scene is
meant to reveal the first signs that the Dread Kings
increase their efforts to control key positions in gov-
ernments and corporations. The characters should
come away from this stage with troubling hints that
the Earthbound actually seem to be working together.

The central element here is the meteoric rise of a
man or woman into a position of power or influence in
the characters’ home territory. Perhaps the city’s mayor
is forced out of office in the wake of a sudden, devastat-
ing scandal, and a dark-horse candidate literally comes
out of nowhere to win aspecial election with a mixture
of political skill and magnetic charm. Or an individual
with a mediocre education and limited business expe-
rience manages to pull off the hostile takeover of a
powerful corporation. The Earthbound thrall could be
a complete unknown, or better yet someone the char-
acters have known quite well over the course of the
chronicle and have routinely dismissed for one reason
or another. Choose the circumstances and cast mem-
ber who is the most appropriate to your chronicle, so
long as the position and person are sufficiently odd

1

that they gain the characters’ attention. If the charac-
tersdon’t notice (or the players simply write the person
off as another demon’s minion and go about their

business), you can have the thrall use his newfound *°
power and influence in a way that impacts the charac-

ters' mortal lives. Perhaps the new mayor uses his
authority to enact draconian city ordinances that
target areas where the local court has influence. Or the
corporate exec buys contacts at city hall and acquires
properties belonging to local demons. Have the thrall
take actions intended to undermine the local court,
including the characters.

BEHIND THESCENES
The thrall has been chosen by one of the Earth-

bound to build a power base in the characters’ home |
territory. The Dread King may or may not be aware of " !

the presence of fallen in the area — it may simply be
out to grab wealth and influence as a stepping stone to
other, bigger things.

The characters may not choose to investigate the
minion at first. Let them continue with their own
agendas while the agent builds a foundation, extend-
ing his influence into other parts of the city’s
government and business. If the characters aren’t
interested in the thrall, it’s possible that members of
the local court or a ministry asks the characters to look
into the intruder’s past (see “Involving the Charac-
ters,” below).

It the characters still refuse to investigate, that’s

fine. Someone inevitably does, and resulting discover-

ies will be big enough that the characters hear .

second-hand, at the least.

Any exploration of the thrall reveals the following
dertails. He is, in fact, the servant of a powerful Earth-

bound demon. This is an alarming revelation all by |
itself, but to make matters worse, careful scrutiny of the  «

thrall’s records reveals that his rise to power was
financed primarily by loans, gifts and powerful insider
connections of a network of similar thralls scattered
across the country. As well placed as the thrall is
locally, he is only a part of something much more
bigger — something growing.

MAJORPLAUERS

The two major players at this stage are the thrall and
his Earthbound master. You can spin the Earthbound in
one of two ways: as a distant, almost disinterested
antagonist, or you can lay the groundwork here to make
the Dread King a prominent antagonist for the rest of
the chronicle. Either approach has itsadvantages. Mak-
ing the spirit distant and anonymous makes this episode
ominous and creepy. The characters play a tiny role in
something much larger and more threatening. What
could await them? Conversely, using this scenario as a

1

»



62

1
»

springboard to introduce a recurring antagonist helps
build continuity and focuses the characters’ future con-
flicts on a single foe, which makes the battle that much
more personal.

As stated previously, the thrall can be a total
stranger, but it works best if he’s someone they've
gotten to know over the course of the chronicle and
never thought much about until now. That makes the
thrall’s change all the more dynamic, and adds a level
of tragedy to the situation. The characters find them-
selves pitted against a former friend or acquaintance,
or someone whom they could have dealt with before,
once and for all.

INVOLYING THE CHARACTERS

There are any number of ways to immerse the
characters into the thrall’s investigation. The first and
most likely is simple curiosity — the circumstances of
his sudden rise scream infernal influence. Fallen with
a stake in the region may want to know who this new
competitor is. Another possibility is that the thrall’s
actions directly affect the characters’ agents or other
mortals for whom the fallen feel responsible. Perhaps
the thrall-CEO lays off half the town, compelling the
characters to try to save the livelihoods of their asso-
ciates. Or the thrall-mayor enacts laws that allow the
police to persecute segments of the population who
just happen to be thralls of the fallen. Finally, if the
characters have an affiliation with the local court they
may be asked to look into the situation by superiors, or
ordered to remove the threat before the troublemaker
can gain too much power.

FavLoar

The most important outcome of this episode is
that the characters glimpse the growing web of influ-
ence that the Earthbound constructs. The fallen get
some hints as to the Dread King’s identity (and possi-
bly its general location), but its overriding agenda
remains a mystery. If the characters attempt to remove
the thrall from his position, the Earthbound is willing
to sacrifice its pawn rather than expend resources to
oppose the characters. If the thrall is driven off or
killed, the Earthbound pulls back, taking notes and
biding its time until it can counterattack.
Damaar, CONTROL

The only thing that can really go wrong at this early
stage is if the characters completely ignore the thrall,
regardless of temptation or requests. If they choose this
course, you can leave the thrall in place to amass power
and later compile information on the local fallen, or you
can have another group of demons confront and destroy
him. If you choose the latter, the characters may learn
about the agent’s Earthbound ties through associates.

' : TivEoF JUncugNT

A
CHAINS OF SLAVERU

The second part of this scenario develops months
after the first, ideally after the characters’ (and players’)
tears of the Dread King have been supplanted by other
concerns. Though the characters may have driven the
thrall from his position of power or destroyed him, his
master has not been idle, continuing to build a network
and establishing ties with other spirits in the region.
Now it has forged an alliance with another of the Dread
Kings to stage a lightning raid on the characters’ home
territory to gather slaves and take revenge.

The raid is the first real test of the alliance between
the two Old Gods. The first being provides crucial
informarion about the local fallen, while its ally con-
tributes a number of experienced hunting parties to
capture prey. The hunters’ orders are to capture as
many fallen as possible and take them to designated
holding areas to await enslavement. Any targets that
prove too tough to capture are to be banished.

If the characters simply investigated the Dread
King's thrall in the previous episode, but otherwise left
him alone or ignored him altogether, they now have
good reason to regret their decision. If they did succeed
in taking him out, his master has since gathered
information through covert reconnaissance.

BEHIND THESCENES

The raid takes the local fallen completely by
surprise. Hunting partiesstrike simultancously at nearly
a dozen different individuals, capturing most and ban-
ishing the rest. The mortals are careful to target
relatively weak demons in the area, going for the
easiest prey at the least cost to themselves. At first, the
local court is thrown into chaos and the attackers take
advantage of the confusion to pull down yet more
victims. The mortals strike in shifts, some operating by
day, others by night in order to keep the fallen reeling.
[t's only a matter of time before they try their luck with
the characters.

The general strategy of hunting parties is to keep
the local fallen on the defensive with aggressive,
round-the-clock tactics. As soon as the demons in the
area manage a serious, organized response, the raiders
pull out, taking slaves with them and banishing any
other prisoners they haven’t been able to break. (For
details on the enslavement process, sce Chapter Four
of Demon.)

Major PLAUERS

Primary participants here are the Earthbound from
the previous episode and its new ally. Characters are
likely to learn about the latter only by inference during
the course of the raid or upon talking to rescued cap-
tives.Ifthe thrall from the previous scene was notdriven
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off, he assumes covert control of the hunting parties and
becomes a major participant as well. If he's a corporate
figure, it's likely that captured demons are taken to
warehouses or industrial facilities that he controls.

Hunting parties are comprised mainly of thralls
from the Dread King’s new ally, although some ser-
vants of both are included in each team to share the
risks (and to ensure that captured slaves are shared
evenly). One way to suggest that there are two Earth-
bound at work is to have the thralls of each demon
manifest distinct mutations that suggest two separate
factions operating together.

INVOLYING THE CHZ\P\?\CTEP\S

If the characters don’t take an active hand in
confronting and defeating the raiders, there are a
number of ways to get them involved. If they owe any
loyalty to the local court they could be ordered to go
after the invaders and rescue hostages. If they aren’t
the sort to take orders, they might feel compelled to
retrieve friends or companions. If all else fails, the
characters’ names show up on the atrackers’ list sooner
rather than later.

FaLLour

Captured fallen are held in carefully warded enclo-
sures that keep them from being tracked, or from
participating in invocations. That said, there should
only be ahandful of places in the area where the raiders
can discretely imprison several dozen demons and
perform binding rituals on them. The characters have
to find the prisoners by mundane means, but the list of
likely locales is short. Finding the victims is fairly easy.
Fighting past numerous guards to perform a rescue is
the hard part. The raiders expect attempts by small
groups of fallen. The solution, then, is to get a large
group of fallen together and take the prison by storm.

With time running out, the characters must as-
semble as many demons as they can to stage a mass
assault on the holding area. Doing so should involve a
lot of negotiation and diplomacy on the characters’
part, possibly evenstriking hasty truces with old adver-
saries in order to get the job done. Such bridge-building
is important, because it increases the characters’ stand-
ing in the aftermath, granting them some notoriety
and respect. It also forces local fallen to deal with the
Earthbound problem with a (mostly) unified front.

The attack on the holding area should culminate
in a grand battle that could go either way until one of
the fallen manages to break the wards holding the
prisoners. The raiders attempt to flee. If the characters
haven’t yet realized that two Earthbound are behind
the attack, allow one or more ene' 1y thralls to be taken
prisoner and reveal what's goiag on after a lengthy
interrogation. Not only dothey divulge that the Dread

Kings are working together, but that similar efforts are

being carried out across the world. What began as a

local problem suddenly assumes global implications.

Damaar CONTROL

The easiest way to keep this episode on track is to
keep the characters moving. The pace is frantic, with
squads of kidnappers harrying demons all over the city.
It the characters are tempted to wander off on tangents
or do something completely inappropriate, don’t give
them time to think. Throw dangers at them and keep
them busy to maintain their focus.

Ifbad luck dogs the characters and they're taken by
Earthbound forces, they can be rescued by other de-
mons or can try to escape on their own. Outside rescue
should be a last resort. Keep the focus on the characters

by giving them subtle opportunities to strike against "

their captors (perhaps freeing other demons at the
same time). The resources of a junior Earthbound
could easily be stretched thin by keeping numerous
fallen imprisoned at one time, and defenses have a
weak point somewhere.

ScorcHED EARTH

The Earthbound raid and its implications of
broader, concerted efforts by the Dread Kings spurs
high-ranking fallen to warn other courts. The minis-
tries launch a number of investigations aimed at
uncovering the scope of the enemy alliance, poten-
tially involving the characters. Overaperiod of months,
word spreads to fallen courts across the globe, and
information accumulates to paint a picture of Earth-
bound conspiracy. But just as the fallen begin to
uncover the Dread Kings’ agenda, an insidious coun-

teroffensive is launched, striking not at the fallen |

themselves, but at their thralls and mortal holdings.

BEHIND THE SCERES

The Earthbound effort is intended to distract the
fallen from their investigations and to weaken their
power base. Hunting parties stage fast, destructive
raids to destroy people and property. At this stage,
minions do not act against the fallen themselves, bur
focus on mundane resources. At the same time, the
Earchbound ply political influence to weaken demons’
standing, damaging their mortal credibility and mak-
ing the rargets vulnerable to future atrack or corruption.

Many fallen are weakened significantly as their
crutches in the mortal world are denied them. The
characters — indeed, all of the fallen — are undoubt-
edly on the defensive forseveral weeks oreven months.
Keep the characters reacting, running around their
networks and holdings putting out fires. Just as they
solve one problem, another crops up. A valued infor-
mant goes missing. Justas a character rescues him, she’s




notified that her assets have been seized pending an
IRS audit. Once she’s talked or bribed her way out of
that situation, rioters loot the warehouses of her ship-
ping company and take the expensive computer
hardware inside.

The purposes of these events are manifold. They
create a global problem that draws courts together.
The campaign knocks the fallen off-balance and keeps
them there, placing the overall advantage in the hands
of the Dread Kings. The fallen (and characters) are
encouraged to revisit their feelings toward humanity,
as their thralls and possibly loved ones are targeted by
the enemy.

MAJORPLAIERS

The most prominent figures of this chapter are
Earthbound agents who use their power to undermine
the fallen. These can be corporate or government
figures who challenge or shut down various enter-
prises. Minions could also be military or police who
organize strike teams to destroy the foundations of
“dangerous terrorists.”

[NVOLVING THE C[‘l?\l\?\c I'ERS

[f the characters have managed to avoid events up
to this point, they have little choice but toget involved
now as their thralls are rargeted. Carefully cultivated
resources evaporate before their eyes. Contacts ignore
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them. Allies vanish. Bank accounts dry up, all of which
is enough to rouse any demons to action. If the char-
acters have actively opposed the Earthbound all along,
they are the objects of special focus by the Dread Kings’
hit squads.

FaLLour

This scenario should make it painfully clear how
far the influence of the Earthbound extends. The
Dread Kings’ thralls aren’t just fringe cultists in blood-
slathered basements. They're stockbrokers, politicians
and judges. Through them, the Earthbound have the
power to make the characters’ lives very uncomfort-
able. It’s at this point that most demons realize that the
Earthbound are on the move to seize the world (assum-
ing they haven’r already). What the fallen choose to
doabout it is up to them. You can increase the tension
by having a representative of an Earthbound approach
acharacter who might sway in his resolve to defend the
world. Power and safety is offered in return for joining
the “winning team.”
DAamaae CONTROL

The worst-case scenario here is if the characters
give up or actively join the Earthbound. If the former
situation seems likely, give the characters some av-
enues to fight back. Perhaps they can go to the media
with information on a corrupt politician who makes . .
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their lives hell, or they find a way to conceal their
thralls. The aim is to stress and harry the characters,
not to dishearten the players to the point of quitting.

If one or more of the characters chooses to join the
Earthbound, the Dread Kings demand half of a
character’s True Name as a gesture of fealty. If this still
doesn’t dissuade him, the Earthbound seeks to use the
fallen as a spy and eventual traitor once the full battle
has been joined. By that point, it’s likely that the
Dread Kings have the character’s full True Name. This
situation creates the possibility of great tension and
drama as the rest of the scenario unfolds and the
character wrestles with his decision. Once the charac-
ter has sold out, the only way to redemption is to
sacrifice himself in some heroic fashion, thus returning
to the Abyss and out of the Dread Kings’ grasp.

Tue InoNFisT

[f the fallen haven't extrapolated local troubles to
a global scale, they do by the end of this episode. In an
extension of the previous chapter, world governments
enact oppressive anti-terrorist measures, initiating a
witch hunt against “public enemies” who are demons’
closest allies.

The extent of Earthbound influence over mortal
government, and therefore the world, becomes appar-
ent when seemingly independent authorities target
fallen thralls, largely with circumstantial or false evi-
dence. The most important mortal power structures
are firmly under Earthbound control, and no longer
maintain even the pretence of fairness or impartiality.

BrHsn tHEScr sES

The Earthbound have nearly finished spinning
their web of secular and mortal power. They wield
these weapons against the fallen, rooting out and
neutralizing groups of mortals who provide power and
faith. Meanwhile, the Dread Kings’ influence is suffi-
cient to ensure that their own followers have virtual
diplomatic immunity.

MAJOR PLAURRS

Again, many of the major figures here are mortal
power-players. Other fallen are too busy protecting
their own assets and thralls to have much overt impact
on the characters. The characters may also want to be
careful; any drastic actions might attract all the more
attention to them and their own supporters.

INVOLYING THE CHARACTERS

Faced with an attack on the sources of their faith,
combined with apparent Earthbound interference in
governments worldwide, the characters must work to
protect themselves and save what they can or be
subject to destruction. The characters can react to this

. 4

threat in a variety of ways. Socially oriented beings
might counter the measures politically and seek to
have them lifted. Others might manipulate indepen-

dent authorities to turn the campaign on Earthbound

assets. Demons could seek to slip under the radar by
bribing or blackmailing officials to ignore their follow-
ers. Characters who favor investigation can turn their
scrutiny on world governments to learn just how far
Earcthbound corruption reaches.

FaLLout

The characters can choose to be aggressive at this
stage, attacking Earthbound followers in an eye-for-
an-eye struggle. Depending on the target in question,
reaction is frenzied aggression to remove the charac-

ters before they can do any more harm, or a cautious i

retreat from public scrutiny to lick wounds and bide *

time before striking back. Whether the fallen take the |

fight to the Earthbound or not, they’re run ragged by
defending the mortals with whom they've forged pacts.
Even the most careful and meticulous fallen are
provoked to action by attacks against their power
bases, and by proof that the Earthbound are positioned
far more insidiously than anticipated. It’s time for the
characters to defend what's theirs, to remove the
Dread Kings before they can do any further harm.

DAmaGE CONTROL
[t’s fairly easy to keep the characters from throw-
ing the story too far off track when you've got the

resources of all the world’s governments with which to

confront them. The biggest risk at this point is that the

characters could make enough of nuisance of them-

selves that the Earthbound must take decisive action.
At some point, it’s no longer plausible for the Earth-

bound to “let the characters off the hook” without °

good reason. Fallen who get too troublesome may be
arrested or accosted just like their thralls. Yet, the
Earthbound still see the fallen as potential slaves, and
prefer not to exhaust such potential resources until
they must.

STRIKING BACK

After suffering so many attacks and abuses, the
fallen decide it’s time to strike back before their assets
are eroded to nothing and their strength dwindles
irrecoverably. Although it’s not aunanimous decision,
infernal courts and factions all over the world reach
the same conclusion: They must strike the enemy with
all the power they have left, before it’s too late to act.

The war is intended to be a multi-pronged effort.
Manipulative demons will work to undermine the
Dread Kings' support networks, while champions of
the War of Wrath will assault the strongholds and
fortresses of the beings themselves.

{

l

L

i



(

(

. i
N L]

The plan is risky, but it’s the only option remain-
ing. If the Earthbound aren't stopped, their former
comrades will fall before them and then no one will
remain to protect the world from the menace and
oppression of the ancient spirits.
BEHISD THE SCENES

The fallen are desperate at this point, but believe
they still hold the upper hand by virtue of numbers.
What they do not know is that the Earthbound have
used their worldwide influence to infiltrate govern-
ments, militaries and police agencies to a much greater
degree than the fallen realize. What's more, they have
several traitors hidden within the fallen camp, leaking
vital information. When the fallen strike, they ftace
not only the Earthbound and their agents but literally
armies of deceived mortals. What begins as a glorious
final assault ends in defeat for the fallen.

MAJOR PLAUERS

As demons are involved in a cooperative global
effort, the big names among them emerge to lead the
host for the first time since the rebellion. Feel free to
include any of the heroes of the War of Wrath here, as
described in City of Angels or Houses of the Fallen.
(An interesting side story for the characters might be
the search for a lost leader of great renown who is
believed to have returned to Earth. To further compli-
cate the story, the leader may have succumbed partially
to his Torment, putting the characters in the difficult
position of recruiting and redeeming him.)

INVOLVING THE CI’IZ\I\Z\C’TEI\\S

When every fallen across the world is called to
arms, it shouldn’t be too hard to involve the characters
in the coming battle. By this point they should have a
number of scores to settle and lost friends to avenge,
plus their liege lords in court are certain to ask for their
assistance and expertise. Failing that, there is the issue
of basic survival. If the fallen lose, the characters are
faced with an eternity of servitude, assuming they
aren’t simply eaten first. Characters who have sold out
to the Earthbound are commanded to join the army
and betray any battle plans to the Dread Kings.

Asthe fallen move to battle, old legion allegiances
may assert themselves. The courts are for governing.
The factions are for politics and ideology. But the
legions are tools of war. As their day dawns again,
many fallen gravitate toward their comrades from the
war rather than to those of later alliances. That could
mean long-time rivals suddenly become compatriots,
and old friends find themselves in opposite camps.

Make sure to keep the characters centrally in-
volved in events rather than relegating them to the
status of spear-carriers. By this point they're likely to be
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fairly experienced with the powers and capabilities of
the Earthbound, and their efforts against the Dread
Kings may have garnered them considerable renown.
They might be chosen as champions of their respective
legions or courts, as grand strategists for the host, or
they might serve as viral mediators who use their
prestige to keep the fractious army unified.

FaLLoar

If any of the characters have switched allegiances
and joined the Earthbound, they are pressured to leak
any sensitive plans to their real masters. By this point
the Dread Kings know the True Names of their defec-
tors, and use them to command obedience. (See
Chapter Nine, p. 255, of the Demon rulebook for more
details on the effects of True Names.) If a character
complies, his information is used to assist in the defeat

of the fallen.

The fallen’s initial attacks seem to be successful,
but quickly encounter sharp resistance. What was
intended asa campaign of lightning-fast surgical strikes
bogs down as each rarget turns out to be defended by
alert and determined mortal and Earthbound fighters.
Realizing that they have gone too far to stop now, the
tallen throw their reserves into the fray and strikes turn
into pitched battles. Fighting spills out into the streets
in full view of horritied mortals. Powerful rituals sear
the skies and roil the earth. Casualties mount by the
hour as increasingly powerful weapons are brought to
bear. An operation that should have taken mere hours
drags out into days, and cities across the world become
funeral pyres.

Eventually it becomes clear that all is lost. The
demons’ desperate gambit has failed. Instead of strik-
ing a knockout blow, the Earthbound have lured the
host into an open conflict that the fallen have no hope
of winning. Now it’s only a matter of time and attri-
tion, while the world burns.

Damaar. CoNTROL

The war being fought leads to a final battle, ad-
dressed below. Gains or losses suftered now have little
impact on the final confrontation to come. Try to
avoid excessive character casualties by giving the
group a specific role, say targeting a single Earthbound
that operates behind the U.S. government. That way
characters may have the opportunity to see — and be
central to — the last stand.

TogHT FALLS

Asthe fallen struggle through their ill-fated cam-
paign against the Earthbound, skies burn and seas
boil. The Earthbound offer no quarter and demons
find themselves in the final confrontation they'd
hoped to avoid.
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Earthbound thralls and minions attack from all
sides, while their masters enact horrifying rituals from
the safety of their strongholds and bastions. Though
fewer in number than the fallen, the Dread Kings have
literal armies of mortals to hurl against the infernal
host, dragging demons down under the weight of
bodies if necessary.

As the battle rages, the numbers of the fallen
dwindle. Though they are not without resources of
their own, from human cults to mutinous army units to
government agents, they can’t prevail against the
Dread Kings' forces. For every enemy human or infer-
nal servant disposed of, 10 more take his place. The
damned cannot prevail and there is nowhere to re-
treat. Yetsurrender isunthinkable. The fallen can only
fight to the last, trying to take as many of the foe into
the Abyss with them as possible.

As demons become increasingly desperate, every
battleground is wracked by the most powerful evoca-
tions of each lore. Reminiscent of the most spectacular
battles of old, caution is thrown to the winds —
survival first, discretion later. Feel free to pull out all
the stops on both sides, because this is most demons’
last chance to use the mightiest powers at their dis-
posal. From winged figures with flaming swords to
teams of modernized demons with assault rifles and
body armor to powerful rituals and cataclysmic evoca-
tions, this last battle has it all.

BEHIND THESCI NES

There is one option left to the remainder of the
host. While they cannot defeat the Earthbound at this
point, they can deny them victory. Now that the
Earthbound are fully committed to battle, their hidden
sanctums blaze with energy and are visible forall to see.
By attacking the Earthbound directly with the most
powerful weapons left at their disposal — possessed
relics, nuclear weapons, mass rituals — the fallen
might be able to pull down the Dread Kings’ reliquaries
before being overwhelmed. The cost is certain to be
terrible. Many demons would likely be utterly de-
stroyed in the monumental release of energy. And
humanity, if it survived at all, would be reduced to a
fraction of its number scattered and suffering across a
blasted world.

But what's the alternative? Eternal slavery to the
Earthbound. Humanity preserved as nothing more
than grist for terrible rituals as the Dread Kings remake
the universe in their own image. An utter perversion
of everything that mattered about the fall.

The characters should be the first to reach this
grim conclusion. They should be the first to debate
their choices amid the carnage of apocalyptic war. If
they decide it’s better to die as angels than ro-live as

demons, it’s up to them to convince the rest of the host
of the same. It will be their finest hour.

MAJOR PLAUERS

Every demon and every Earthbound, and a lot of
mortals as well. Even the most monstrous of the recent
Abyssal escapees — the most powerful of the fallen —
may be reminded of their angelic nature when faced
with the evil of the Earthbound. This is a time forevery
former hero to prove herself worthy of her name.

InvoLyING THE CT IARACTERS

The characters are the first to grasp the one tactic
that may defeat the Earthbound, if they have the
courage to attempt it. If they choose to act, there are a
number of crucial roles they can play in the outcome
of the battle. The challenge of convincing the rest of
the host tosacrifice themselves for the sake of love and
honor falls to the characters. They have to pull out
every vestige of rank, reputation, skill and logic at their
command to win over their allies.

If the characters don't feel they're up to the chal-
lenge, they can entrust the insight to other fallen and
take up an equally bold endeavour. Perhaps finding a
way to preserve as many mortals as they can from the
final battle that is about to occur. If they follow this
course, they will have to shield their mortal flock from
the whirlwind unleashed by the host. When the smoke
finally clears they will be the shepherds of a tiny,
frightened band of survivors in a ruined land, with
nothing left bur to begin again.

If the characters elect to simply keep on fighting
and hope for the best — or worse, surrender to the
Earthbound in hopes of cutting a deal — the final
defeat of the fallen comes to pass. The host is broken
beneath wave after wave of human cannon fodder, and
the survivors are hauled off to pens to await enslave-
ment. The Earthbound rise from their reliquaries, their
astral forms looking out over the wasted landscape and
pronouncing it a good beginning.

FaLLoar

No matter who triumphs, the world is broken,
perhaps forever. Humanity is all but annihilated,
plunged into a dark age from which it will not recover
withoutaid. It is either the end of all things, or the start
of a new, sombre day.

[f the fallen carry the battle to the Earthbound and
the characters lead the way, there should be many
opportunities for heroism and glory. Maybe the char-
acters are tasked with carrying a nuclear device to the
foot of Belial’s reliquary, or they hold off the ravening
hordes of Dagon to buy time for the vast ritual that will
turn his mountain sanctum to glass. Characters who
turned traitor have the opportunity to redeem them-
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selves with a grand sacrifice. Virtually all of the char-
acters should give their lives. Whether they are borne
back to the Abyss or lost forever depends on the
circumstances and the tone with which you want to
end the chronicle.

If you want to continue your game past the final
bartle, feel free to have the characters survive, even if
by all rights they should have been destroyed. They
find themselves in a ruined world, spared by tate — or
perhaps a merciful God — to take mankind by the
hand and build again, having expiated their sin of
rebellion in a final act of sacrifice.

INVOLYING THE MORNINGSTAR

Lucifer is a central figure in every story about
demons, often as notable by his absence as by his
presence. He is unlikely to let the end of the world pass
without getting involved. He has closer ties to the
world than any other demon, having lived through all
of its history without surcease. It you wish to introduce
Lucifer as a power-player in this story, here are sugges-
tions for appropriate points at which to do so.

Watched by the Morningstar. If the characters
are proactive and visible at the forefront of fallen
investigations into the Earthbound threat, they are
noticed by Lucifer. He may reveal himself to them,
probably through agents, and offers to share resources.
This gives you a way to direct the characters’ focus and
activities without Lucifer overwhelming the plot.

Hunting the Morningstar. The characters may
decide that they need powerful allies against the Earth-
bound. In the absence of their own superiors still
trapped in the Pit, the only demon with the power to
advise and guide them is their former leader. The
characters may have dealings with the Luciferan fac-
tion, which is considered closest to finding the truth of
the missing Morningstar. If you wish to introduce
Lucifer this way, the characters may be approached by
Luciferans and persuaded to help search for him,
which puts the faction in the characters’ debt when
they need allies most.

Hunted by the Morningstar. As battle escalates
and the world recognizes the supernatural struggle
looming, Lucifer cannor help but be aware of the crisis.
Dismayed by the lack of foresight demons display, and
horrified by any reluctance to take up arms against the
Earthbound, the Morningstar perceives the fallen as
just as much a threat to the world as the Dread Kings.
Lucifer is likely to allow the Earthbound and fallen to
harm each other as much as possible, while he protects
the rest of the world from the excesses of both. He may
be sighted at conflicts that spill out into the world at
large, doing his best to contain combatants and shield
humanity from collateral damage. If the fallen wish to
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sway Lucifer, they have to prove that they’re not the
monsters that the Earthbound are, that they’re willing
to serve as the angels they once were.

BETTER TO
RuLr on Earrs

“Better to Rule on Earth” is an endgame scenario
that focuses on the ultimate escape of the greater
demons of the Abyss and their struggle for dominion
over the world. Life on Earth goes on and the charac-
ters are responsible much as they were when they were
angels, seeking to protect humanity. By the time the
chronicle ends, all the basic rules and assumptions of
Demon change. If play continues, which is possible if
you so choose, the characters undergo truly transfor-
mative experiences (perhaps even their True Names
change) and it is no longer the same game.

This scenario begins with two events: the destruc-
tion of a powerful Earthbound and the incarnation of
one of the greater demons of the Abyss. The exact
settings and circumstances of these events are left to
you. The characters should be the foremost partici-
pants in events, but should realize the full ramifications
of their actions only after the fact.

VicToru

“Better to Rule on Earth” begins with an epic
confrontation: a great victory over one of the Earth-
bound. The monstrous demon’s lair is located and
attacked, and its reliquary is destroyed, hurtling the
spirit back into the waiting clutches of the Abyss. The
characters are the key figures in this struggle, whether
organizing the forces of their court to root out the
menace or single-handedly hunting the monster and
dispatching it. The victory is significant for more than
merely personal reasons. The characters gain fame and
prestige among their kind, and the atrack provides
them with a treasure trove of information on the
monster’s peers. This success makes the characters
prominent figures in future battles with the Dread
Kings, setting them up to fill prominent roles in
unfolding events.

BEHIND THE SCESES

This scenario assumes that the Earthbound are far
too caught up in personal megalomania to work to-
gether in their own defense. Any alliances among
them are oo little, too late. The reason information on
other Earthbound is found in the lair is simple: This
being took pains to keep track of its enemies. The most
powerful Earthbound are Belial, Abaddon, Dagon,
Asmodeus and Azrael. The five archdukes should not
make an appearance at this stage, but their activities

-



Graprer 2: Doy Tie Faniey

can be foreshadowed. Amid the characters’ discoveries
can be hints to the archdukes’ locations and plans.
INVOLVING THE CHZ\P\?\C'I‘EI\S

The Earthbound are among the primary antago-
nists of Demon, and it’s quite possible that one of the
spirits is already prominent in your chronicle. If the
Dread Kings do not currently figure into your game,
the characters could be pitted against such a being at
the behest of their court. Alternately, a newly risen
Earthbound could make its presence known in the
characters’ home city, aggressively seeking infernal
slaves to bolster its fledgling cult.

When designing the spirit, consider that its pow-
ers and cult resources should ensure a worthy foe, but
one that can still be beaten. For examples of Earth-
bound adversaries and their mortal followers, see
Demon, Chapter Six.

FaLLour

Following the characters’ victory over the Earth-
bound, they are asked to assist other beleaguered courts
against their tormentors. The appeals likely come by
way of faction or house connections. Indeed, if the
charactersalready belong toa court, others may attempt
to woo them away, whether for short periods or perma-
nently. In all this communication and intrigue lie the
seeds of a coordinated effort among various (or all)
courts. Offers of power, prestige and material rewards
may be enough to tempt even the most reluctant char-
acter to accept the role of “Earthbound hunter.”

INCARNATION

Following in the wake of the characters’ victory
and prestige comes an even more significant event: the
successful incarnation of a greater demon, an overlord
or baron on Earth. She is the highest ranking demon
yet to escape the Abyss, either summoned by loyal
fallen retainers or having forced her way through the
widening cracks of Hell’s gate. After her arrival, the
demon sizes up the world and invites the most re-
nowned fallen — including the characters — to
assemble under her banner.

This being, possibly with the characters’ guidance
oracting as their patron, considers it her duty to unite
the fallen against the Earthbound. By allying the
courts and integrating the existing structures of demon
organization, she claims the Earthbound can be eradi-
cated and the fallen can gain real temporal influence.
They fallen could then be secure to make their pres-
ence openly known to humanity. They could arbitrate
disputes between nations. They could ensure the equi-
table distribution of worldly resources. They could —
and even the most tormented fallen prick up their ears
at this — re-ignite the faith of the human race.

INvOLVING THE CI”IZ\I\?\C’I‘E[\\S

[tisn’tabsolutely necessary to have the characters
directly involved in the manifestation of the greater
demon. Their participation is a dramatic and straight-
forward way of cementing the relationship between
them and the powerful newcomer, however. There are
a number of different ways to accomplish all this. The
demon can be the former liege of one of the characters,
and fellow retainers contact the character for help in
the mistress’ summoning. The characters’ court could
demand (or needs) their involvement in a summoning
ricual. Or the characters can investigate a series of
strange occurrences — sacrifices, missing persons —
that lead them to a cult in the process of returning the
great demon back to Earth.

The difticulties and dangers of summoning greater
demons are covered in the Demon Storytellers Com-
panion. The newly freed demon may have to change
bodies every year or so, or a host may mutate strangely
over time, but for the sake of the chronicle she should
have a human body and not a reliquary.

T ROUBLESHOOTING

If the characters believe the summoning is a bad
idea, they can attempt to oppose the manifestation. It's
necessary for this scenario that they tail, however. The
important thing is that they are involved and witness
events. If there are no other promising avenues, the
characters’ previous assault on the Earthbound could
coincide with an attempt by that Dread King to sum-
mon and enslave its former overlord. This places the
characters in the unenviable position of rescuing the
overlord from her fate. This wrinkle would intensify
the drama of the assault on the Earthbound, making it
much more important than mere victory or defeat for

the characters. Perhaps the characters even enlist the -

overlord's help in destroying their mutual enemy.

The greater demon should be designed to encour-
age character interaction with other fallen. If they are
already established as agents who travel between courts,
they automatically become important to her agenda of
uniting the world’s demons. The mistress may also
encourage the characters to assume heroic positions
among the fallen to rally others to their (and her) side.
The demon lord seeks to allay characters’ apprehen-
sions; she is open to their suggestions, and even
appreciates their courage and honesty if they were
opposed to her summoning. Indeed, they may be the
only fallen she feels she can trust.

During this period, the characters make crucial
decisions about the roles they will play in events to
come. The advantages of uniting the courts should be
clear, along with the power and standing that the
fallen can obrtain from it. The characters should have




roles as diplomats, warriors or investigators (or, if
nothing else, deep-cover agents in this dangerous new
movement). The characters should certainly travel
well beyond their normal range, to foreign courts and
places where the Earthbound have become entrenched,
and in circles they never imagined before.
FaLLoar

The impact of the greater demon on the fallen
political scene is immense. Members of her house are
jubilant, and some abandon their current courts or
factions to serve her directly. If she does not immedi-
ately espouse a faction, many seek to supplicate her,
although the existing factional hierarchies may have
serious reservations about dealing with so powerful an
individual. Of course, now that such a tremendous
incarnation has been proved possible, fallen who hoped
to summon their own house stalwarts and factional
leaders redouble their efforts, leading to the escape of
increasingly powerful demons from the Abyss.

CRUSADE,

As the number of greater demons gradually in-
creases across the world, the Earthbound recognize the
return of their former brethren and step up their cam-
paign to enslave the fallen. Groups of Earthbound
thralls atrack demons, sacrificing themselves by the
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scores to wear down their quarry. Many of these battles
are foughrt before human witnesses (Earthbound thralls
understand how human disbelief inhibits the use of
fallen lore), feeding the flames of human hysteria ig-
nited by the Devil's Night earthquake in Los Angeles.

As these events unfold, the characters’ patron and
liege decides to take the initiative. Before the Earth-
bound can capture too many of the fallen (and before
someone more powerful than she claws free of the
Abyss), she launches an aggressive campaign to unite
the courts against the Dread Kings. As her most valued
retainers, the characters are set to be pivotal forces in
this global movement.

BEHIND THESCENES

Nearly all the fallen agree that destroying the
Earthbound and revealing themselves to humanity is a
good thing. But what exactly isangels’ purpose here on
Earth? Are the fallen the proper servants or masters of
humanity, or has their fusion with mortal identities
opened some new possibility? In any case, to what
extentshould the fallen influence and organize human
society! Should they present themselves as angels
when the time for revelation comes? How did they all
manage to escape from Hell in the first place? These
are issues that the fallen as a whole, and the characters
in particular, may explore. Debates when the charac-
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ters visit other courts, discussions berween allies, and
above all conversations among the characters should
be encouraged.

This episode of the scenario actually covers aseries
of stories that can range from missions of diplomacy to
conquest to assassination. By capitalizing on their
reputations as champions, the characters can gain
access to the highest levels of the world’s infernal
courts, and can take an active hand in the unified
regime that their overlord seeks to create. Tailor these
connected stories to your chronicle and to the style of
play your troupe prefers. The events of this chapter can
occur over a couple of months or several years of your
chronicle, depending on how much time you feel is
needed to bring the courts together and to give the
characters an opportunity to develop their capabilities
(and to tie up loose ends story-wise).

TROUBLESHOOTING

The characters should be given as much freedom
of action as possible, to coincide with the other events
that set up this scenario. Let them raise and resolve
their own dilemmas. What's important is that they
become aware of the scale on which events occur, and
of the questions that are raised as a result.

REVELATION

The apparition of Lucifer that appeared over Los
Angeles on Devil’s Night was the first attempt by one
of the fallen to awaken mankind to the peril in its
midst. As the battle between the fallen and the Earth-
bound grows in intensity and involves increasing
numbers of human witnesses, mankind is forced to
accept the existence of the divine.

The key event of this stage is a climactic battle
fought in full view of the population of a sizeable
human city. It could be a struggle between fallen and
Earthbound, or between individual factions of demons
jockeying for position amid worldwide unification.
Though not as powerful as Lucifer’s revelation, this
divine event unfolds not in a single moment but over
the course of an hour or more. Human witnesses have
no choice but to accept what they see as nothing less
than a battle between divine creatures, and thisrevela-
tion sends shockwaves across the globe.

Both the fallen and Earthbound hasten to capitalize
on what has begun. Further revelations and some disas-
ters occur. By increments, the existence of the fallen is
widely acknowledged. Most of the courts find it neces-
sary to approach and work with human governments to
ensure that their efforts against the Earthbound are
effective, as large numbers of trained troops are needed
to scour the countryside for hidden ='ts. The paradigm
shifts and for the first time since their escape, it becomes

possible for the fallen to feel the faith of the multitudes. |
Some fearing, some adoring, but all believing.
[RVOLYING THE Cl‘]]\l\}\CTEl\S . ‘

Given the characters’ tasks of unifying the world’s
infernal courts and battling the servants of the Earth-
bound, itshould be easy to involve them in arevelatory
event. The attempted conquest of a city’s court turns
to open warfare as the court’s tyrant vows to fight to the
last demon. Or the Earthbound ambush the characters
in an attempt to sabotage their diplomatic efforts.

BEHIND THE SCENES

When glowing, winged beings battle before a city of
onlookers, and prominent people are revealed to belong
tosome cult, does human life continue on its merry way?
More than any other factor, mankind’s response shifts «
the scale of this scenario to the truly epic. \

Human reaction to angelic manifestations and
mind-numbing supernatural revelations should be as
realistic as possible, and appropriate to the surround-
ings. Most nations have organizations such the United
States’ FEMA, which have procedures to deal with
natural disasters and civil unrest. Having the Vatican
unleash asecretforce of SAS-trained priests with Faith
5 is all well and good, but it should be balanced in-
game with national leaders making televised
statements, the Dow Jones dropping dramatically, and
widespread looting — the things that would happen.
Religious bodies do take action, but such efforts are
also likely to come in the form of televised statements,
mass prayer/meditation, and the organization of aid to
those injured and made homeless by events. Mortal
reaction spreads from there to wildfire discussion and
to fear of and hope for divine powers. No matter what,
though, the existence of angels is undeniable. 1

Perhaps the first tangible sign of a general increase
in Faith is that further incarnations of powerful de-
mons succeed. More lords and masters from the Abyss
emerge on Earth. The characters need not be involved
directly, but they certainly hear about it.

FaLLout

People tend to go to extremes in difficult and
frightening times. Naturally, different religions and
cultures have different opinions about what's happen-
ing, and some struggle over who's right, whether with
debate or violence. Human groups or authorities may
react aggressively toward the emergence of supernatural
beings, perhaps with less discrimination and compas-
sion than the fallen. As the truth becomes known —
that demons masquerade as human beings and some-
times share their power with people — paranoia and
persecution may run rampant. These are difficult times
for fallen who maintain a human identity. They're
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confronted with a choice: reveal themselves as more of
the angels, or hide from condemnation and hope that
loved ones will also be overlooked. Times are tough for
thralls as well. They have allegiances to the fallen. If
those ties are revealed (or not protected), these people
may be victim to persecution, too.

Paranoia and violence is one human reaction to
the revelation of the divine. Other people may accept
the fallen with open arms. Most likely, a gamut of
reactions is run. Fallen characters, their loved ones and
their thralls may be welcomed and condemned, all in
one city. The characters’ campaign against the Earth-
bound may still continue, but now with the support (or
interference) of humans.

SURPRISE, AT TACK

Despite the general galvanizing of humanity — or
perhaps because of it — the characters’ efforts and
those of their liege are ultimately successful. The
patron and her allies approach remaining fallen hold-
outs and call for a truce to hold a grand council of all
the Earth’s courts. The characters are at the forefront,
possibly forging the diplomatic ties that make the
meeting possible. [t's a difficult, delicate process, but
the vast changes that have swept the globe since the
return of the characters’ liege offer a degree of leverage
overremaining demons that ultimately persuades them
to toe the line.

Once the final pieces are in place, all that remains
is to settle upon a neutral meeting place. In adisplay of
her increasing power, the characters’ mistress raises an
island from the Polynesian chain in the Pacific Ocean
and creates a bastion after the citadels of old. The
event is covered worldwide by human media sources as
the high and mighty of the fallen meert in all their
tattered finery. The event touches off another wave of
awe and hysteria among mortals. More and more men
and women believe that the end is nigh. Yet, even
their worst fears pale before the reality that unfolds on
live television. The bastion’s defenses are compro-
mised by an agent among the fallen ranks, and the
Earthbound launch a massive assault.

BEHIND THESCENES

The focus of the meeting is all the newly incar-
nated greater demons. It’s their existence and desire to
speak together that finally tips the balance. No fallen
on Earth can resist attending or bearing witness to this
assembly. The lords want to discuss freeing the remain-
der of those in Hell. There still seems to be an upper
limit on the ranks that can be summoned. Some
theorize that the ambient faith of the world, although
increasing, is still too low to permit the remaining
dukes to manifest. Or maybe something else prevents
their release.

[l
[
The characters may have already noticed that the
more tenuous a demon’s hold on a human body, the
less humane she is in attitudes and actions. Even their

: . ]
own patron’s standards may seem to slip, especially

when she thinks she is unobserved. No matter how
diplomatic or impressive these demons may be in
public, their unguarded behavior is alienating at best.
At worst, it tends toward monstrous.

The incarnated greater demons should not be
presented as a monolithic power bloc. There are dis-
agreements among them. Indeed, the characters
themselves may be powerful by now, and have even
more experience with being fallen than do their an-
gelic overlords. But greater demons have sufficient
power that they cannot be ignored in council, nor
when the Earthbound attack. Their behavior serves as

a warning to what the highest ranks of the host will be '

like if they're ever freed.

The attack on the council meeting involves a com-
bination offorces—say, combat-enhanced thralls, infernal
slaves, technological chicanery and a tidal wave — all of
which are arranged by the Earthbound archdukes. The
attack also coincides with strikes against key resources
possessed by the most prominent courts. Characters are
therefore endangered whether they attend the meeting
or are abroad. The archdukes intend to throw the new
alliance into confusion and demonstrate to the world that
the fallen are not indestructible. They proclaim them-
selves the real powers that be, ancient gods, and promise
destruction to all who stand against them. Meanwhile,
those who return to the fold will know paradise.

FaLLour

The archdukes have vast, secret reserves of wor-
shippers, deals made with the dictators of small
countries, and deep-cover agents by the score. They
fight for their survival. The real battle is joined. It
begins at the island, but is waged worldwide and may
proceed for some time.

Running a global war may seem intimidating, but
fallen ractics may be distilled to these basics:

¢ Increasing their influence over humanity, creat-
ing safe zones that may be relied upon for Faith.

¢ Uncovering and neutralizing traitors and be-
trayers within safe zones and courts.

¢ Locating Earthbound reliquaries and destroying
them by any means necessary.

There is also the vital concern of human nuclear
weapons and the demonic capacity to trigger plagues,
earthquakes and tidal waves. Is hampering the opposi-
tion by wiping out worshippers justifiable? The
Earthbound don’t suffer these qualms, and this may be
where the inhumanity of greater fallen demons be-
comes an immediate concern for characters.

73



The characters can become involved in this war in

+, whatever capacity best suits them and your chronicle.

" There may be an immediate struggle for control of the

, courts and command of the war. As the fight continues,

there should be plenty of opportunities for characters to
strut and preen, spread their wings and to throw tall
buildings around if they like. Let the characters flex their
muscles if it suits their identities. Tempt them with the
prospect of being counted among the rulers of the world.
But never let the characters forget the consequences of

RISING.STAR
Where is Lucifer in the midst of all of this?

TheMorningstar’s intentionsdepend on what's
happened up till now. Has power become concen-
trated in demon lords’ monstrous hands, the human

have seen at a distance on several occasions. In any
case, great care should be taken with his character-
ization. It is here that the characters face the paradox
of needing to draw on the faith of people in order to
free them, but still allowing humanity faith in itself
in order to be truly free.

Lucifer’s primary goal is to deal with his one-

time lieutenants, the newly arrived lords and the
archdukes among the Earthbound. Their presence
is his doing and he seeks to resolve it. He may wish
to give them one last chance to repent. He may be
willing to use himself as bait to lure them to
destruction at the hands of his allies, or to seal
them back in the Abyss (see “The Gates of Hell”).
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their actions in terms of human death, hardship and
refugees. Despite the harm done to them, many people
swear allegiance, make blood sacrifices and perform any
acts demanded of them. They forfeit their own will and
identity, an obvious contrast to what defined humanirty
before, and an indicator of how the divine violates
mankind. Alternatively, people may be willing to do
anything for their masters in return for such basics as food
and shelter — further proof of the harm that the fallen do
to the world.

THE GATESOF HELL

Assault by the Earthbound sets the stage for the
final act of Armageddon. The Dread Kings unleash
every force at their disposal to vanquish the leaders of
the united courts. Thunderous waves strike the tiny
island. Fire and brimstone plunge from the sky and the
earth heaves with the spirits’ fury. Human servants
(some using fearsome mortal weapons such as chemi-
cal, biological or nuclear weapons) are hurled into the
fray, heedltss of the casualties or the widespread havoc
they cause. Members of the council, though initially
taken by surprise, react mercilessly, hurling thunder-
bolts of their own. The betrayal of the council results
in widespread casualties among the dignitaries, but
even worse their intended unity is shattered by the
knowledge that there is a traitor among them. Just
when the unity of the courts is needed most, fear and
mistrust threaten to undermine it in the final hour.

The surprise attack itself is only the opening salvo
of this apocalyptic struggle. More assaults are staged
worldwide, or Earthbound attackers are defeated or
driven off and surviving fallen return to their courts
and lash out at their perceived enemies — fallen and
Earthbound alike. Human governments are subordi-
nated and their militaries used to root out enemy
sympathizers (real or imagined). Armies strike sus-
pected Earthbound lairs with everything in their
arsenals. Millions die in the crossfire, and their loss
unleashes an enormous amount of Faith that only
serves todrive the combatants’ rituals to greater heights
of destruction.

The Earthbound have struck a mortal blow against
their enemies in more ways than one. Though they
suffer at the hands of the fallen, the war as a whole
works in their favor. The council, riven with paranoia
and mistrust, tears itself apart even as it tights the
Earthbound. All the Dread Kings have to do is ride out
the storm (and perhaps betray another rival or two to
the enemy), and then rise up to enslave the survivors.
Humanity, its spirit broken in the maelstrom, will be

bent to Earthbound will. A Hell on Earth the likes of

which no mortal or demon can imagine is about to ]

unfold unless something is done to stop it.



Coater 2: Desos: The F e

BEHISD THESCENES

This is it: the end of the world. Whole nations are
consumed by fire as Earthbound and fallen vie for total
mastery. The characters are caught in this vortex, but
as retainers of ostensibly the most powerful fallen on
Earth they are in a unique position to shape the future.

A number of momentous choices lay before the
characters. Do they attempt to overcome the divisions
between council survivors and lead them in a doomed
battle against the Dread Kings? Or do they use what
power they can assemble to break the gates of the Abyss
once and for all, freeing the remainder of the host?
[xvoLvisa e Cl'l?\RZ\C'[\El‘\\\:

As the Earthbound and the fallen thrash about
with everything they have in a last bid for dominance,
the characters can be key participants. They're en-
trusted with the authority and power of their liege, and
empowered to defeat the enemy by any means neces-
sary. The characters have access to everything at their
lord’s disposal — more power in supernatural and
mortal terms than any other overlords and Earth-
bound. They have to use that power in the best way
possible. Inaction is not an option. It’s just a delaying
ractic for the end, when enemies can overcome even
the characters.

FavLLour

As stated previously, there are some broad solu-
tions to the Earthbound menace. The council is in
tatters and the world is in flames. Defeat is certain
unless new allies can be forged to defeat the Dread
Kings. With the resurgence in human Faith, a group of
fallen in the council’s service believes it can perform a
ritual to break down the final barriers of the Abyss and
free the remainder of the host. With their numbers
thus bolstered, victory for the fallen would be ensured,
but the Earth would fall under the rule of demonic
powers potentially just as monstrous as the Dread
Kings themselves. Humanity would survive, but at
what cost?

Anotheroption is even more grim. The characters
can attempt to unify council survivors and make a last
stand against the Earthbound. The resulting battle
would be utterly destructive. Victory for the fallen
would mean world devastation as every remaining
weapon and relic would be brought to bear. The fallen
might survive, but humanity might not. The charac-
ters must decide whether it’s better to live under the
yoke of their Abyssal overlords or to risk existence
itself ina near-hopeless battle. Is it better for humanity
to live as slaves or die as free beings?

If the characters elect to free the Abyssal dukes,
they are crucial participants in the great ritual, whether

i
v

as contributors, guardians or coordinators. Successful
completion of the ritual is not the end of the struggle.

Battles are still fought as the reinvigorated fallen host 1 [

seeks out and destroys the Earthbound across the
globe. Eventual victory is assured, however.

If the characters decide to fight the Earthbound
without the aid of the Abyssal lords, they must unite
surviving council members and lead them in the final
struggle. With the resources of their liege at their
disposal, the characters should have a chance to defeat
the remaining Earthbound, though the cost is truly
terrible. By the time the last of the Dread Kings fall, the
Earth lies in ruins. Entire continents are burned to
cinders and humanity is reduced to a few thousand
scattered souls. It’s the end of the world as the fallen

and mankind know it, but those who survive are free to

decide what the future will bring.

T NeEw (DORLD

Whether the Abyssal dukes manifest or the Earth-
bound are destroyed at last, the Earthly paradigm is
malleable in fallen hands. There is sufficient ambient
Faith for demons to no longer require physical an-
chors. The Earth is a burning ruin and humanity is
reduced to virtual extinction, but where there are
angels, even fallen ones, there is hope for the future.

Can Earth be remade into Eden once more? It
depends on the characters. Can human beings exist
with some dignity, or does survival consist of encamp-

1

i
ments where wretched masses shelter from the collapse -

of their one-time reality? Do the characters cast off

their human bodies and take to the skies with their .

brethren? Or do they choose to remain bound to
humanity and become some new kind of being that
can at last fulfil the rebels’ dream of interacting with
mankind and guiding people toward their full poten-
tial? The path ahead may be far from clear. The fallen
may have lost the guidance of Lucifer forever. God and
His purpose may still be a mystery, but there are
wondrous millennia ahead.

Parapise Won

The final end scenario of this chapter focuses on
the theme of personal redemption, and by extension
the redemption of the fallen asa whole. Rather than an
apocalyptic struggle against the Earthbound or the
greater demons of the Pit, “Paradise Won” depicts a
climactic struggle between the fallen and an army of
human believers led by none other than Lucifer him-
self. After centuries of battling the Dread Kings (for
more details see Chapter One of The Earthbound),
the former Prince of the Fallen regards recently freed
demons as no different from his ancient enemies. The

4

70



only way tosave humanity from destruction (or eternal
enslavement) is to restore its waning faith and wield it
as a weapon against demons worldwide. Lucifer means
to raise a modern crusade that will drive Earthbound
and fallen alike back into the Abyss, and seal the
prison shut forever, even if it means destroying the
world in the process. It is a last-ditch effort to save
humanity from the fruits of his rebellion, and an
attempt at redemption on the part of the First Angel.
Whether Lucifer and his mortal army can be stopped
— or if the Morningstar can be convinced that at least
some of the fallen can be saved — lies in the hands of
the characters themselves.

A\
SEEDS OF ARMAGEDDON

Revitalizing humanity’s lost faith after hundreds of
years of steady decline is not something that can happen
overnight. This scenario postulates that Lucifer begins
his campaign the moment the first fallen return to
Earth. The Morningstar’s plan is comprised of two grand
phases. The first is a global campaign of angelic revela-
tions and miracles designed to shock humanity from its
collective cynicism, and to awaken it to the peril in its
midst. The second phase involves creating militant
religious groups that will be the core of his human
crusade. The key to the second phase is the involvement
of the imbued — men and women who are aware of the
existence of demons and who possess miraculous powers
capable of combating such beings.

In the past, the imbued have suffered from lack of
organization and direction. Their mysterious benefac-
tors have been content to alert and empower mortals,
but to otherwise leave them to their own devices. As
phase two begins, Lucifer presents himself as the power
behind the imbued, aptly playing the role of an
otherworldly Herald to unite as many as possible under
his banner. The imbued act as Lucifer’s shock troops,
their sacrifices being a shining example for the multi-
tudes of the faithful to follow. For basic information on
the imbued and their capabilities, refer to Chapter
Five of the Demon Storytellers Companion. For more
details (including a comprehensive set of powers and
a breakdown of the hunter types) feel free to use the
cxpanded rules provided in Hunter: The Reckoning.
If you haven't included the imbued in your Demon
chronicle before, you can introduce them now as
mortals empowered by Lucifer himself, or you can
simply disregard them altogether and have the
Morningstar rely entirely on faithful mortals.

Lucifer’s effort gets underway with his fiery appear-
ance at the height of the Devil’s Night riots in Los
Angeles (foradertailed timeline of the riots and Lucifer's
actions, see Chapter One of City of Angels). This
revelation sends shockwaves throughout the religious
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community as priests and theologians struggle to under-
stand the significance of the glowing figure replayed
endlessly in news footage. In the weeks and months that
follow, more stories surface of strange and wondrous
sightings — even miracles — taking place all over the
world. The vast majority occur in the presence of only
asmall number of witnesses, and few if any are caught on
camera as was the dramatic event in Los Angeles.

The intent of these small but more numerous
encounters is to create the impression that acts of
divine revelation can happen anywhere, at any time,
and that these are experiences are meant for only a
select few. The idea is to galvanize religious individuals
to revisit their beliefs and stoke the fires of faith in
hopes of being the next to experience divine interven-
tion. Lucifer tailors hisrevelations forareas of increased
Faith, thus perpetuating the cycle of belief.

[t’s important that the characters hear about a
number of these spectacles over the course of your
chronicle in order to properly set the stage for this
scenario. You can't credibly have the collective Faith
of mankind make a dramatic leap overnight and set the
masses against the fallen. The characters should learn
of events after the fact, as news reports, hearsay or
whispered rumors among faithful mortals. The charac-
ters (or any other demons) are not present to witness
any of these revelations first hand. Lucifer is very
careful to avoid revealing himself to the fallen or their
thralls to avoid playing his hand. That said, if the
characters explore the supposed miracles you can use
the opportunity to tell small, investigative stories that
reveal few hard facts but that point to an ominous
momentum building across the world.

The power and scope of Lucifer’s revelations in-
crease in intensity to match mankind’s growing belief.
The following are some suggested spectacles that you
can share over time to build a sense of tension.

¢ Instances of Divine Providence and/or Divine
Justice (early phase). In the early part of phase one,
dozens of stories circulate of fortuitous events or in-
stances of divine justice that suggest the work of
supernatural forces. Children lost in the wilderness
wander right up to searchers’ base camp. A family of
four living on the street finds a discarded lottery ticket
that pays enough money to get them out of debt. A
corrupt politician brags about his recent dirty deals to
an attractive young intern — who turns out to be the
sister of a FBI agent.

® Reports of Revelatory Dreams (early phase).
Another form of revelation involves vivid dreams
warning of a coming apocalypse. In each case the
dreamer is addressed by a towering, angelic figure who
declares that the human race will be forced to choose
between survival and damnation. The rash of dreams
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gains broad attention when people worldwide come
forward on radio shows, internet chat rooms and in
online journals to describe the same dream (or series of
dreams) in minute detail.

 Reports of Bizarre Meteorological Phenomena
(early phase). The press reports eyewitness descriptions
of rivers turning to blood, of a dark shadow passing
before the sun, and of villages pelted with a rain of hot
sulfur (brimstone). Each instance lasts only a few mo-
ments and defies any attempt at scientific explanation.

e Signs of Stigmata (mid-phase). Devout reli-
gious figures from bishops to rabbis to mullahs manifest
signs of stigmata — bleeding from the hands, forehead
and eyes. Individuals with high Faith potential fromall
beliefs and walks of life are similarly affected. The fact
that the phenomena occur across religions touches off
astorm of debate and speculation in churches, mosques
and temples.

® Reports of Angelic Visitation (mid-phase).
Ordinary people, from the devout to professed atheists,
report encounters with a fiery, angelic figure reminis-
cent of the being seen during the Devil’s Night riots.
The angel warns that the end of the world is at hand.
But rather than make a call to repent, the angel
commands people to “prepare for the coming battle.”

® Sanctification of Holy Sites (mid-phase). Scores
of holysites, from churches to ordinary roadside shrines,
suddenly become palpably sanctified — holy ground in
more than just name. Visitors immediately sense tran-
scendent strength and an almost electrical tingle of
power. Most sites gain a Faith potential of 1 for
determining damage to a demon.

* Empowerment of Mortals (late phase). Mortals
in desperate circumstances who pray to their respec-
tive deities find themselves momentarily gifted with
superhuman ability. A woman cradling her baby leaps
10stories from her burning apartment and lands on her
feet without so much as a scratch. A man trapped
under a two-ton boulder is able to push it aside and
walk to the nearest highway. A researcher working on
a cure for AIDS is struck with sudden clarity that
allows him to make a crucial breakthrough.

e Divine Acts of Healing and Resurrection (late
phase). Mortals who pray for healing or to save the life
of a loved one are visited by a luminous figure who
fulfills their wishes. A child dying of a brain tumor is
healed with a single touch. A man bleeding to death
from a mugging is healed in his fiancée’s arms. In rare
cases, individuals who have died and who are just
beyond reach of medical resuscitation are brought
back to life.

e Revelation of the Existence of Demons (late
phase). In the final weeks of phase one, Lucifer uses his

_ power to reveal the existence of demons to mortals

with sufficiently high Faith. Lucifer uses a specially
designed ritual to affect the sight of mortals who have
a Faith potential of 3 or higher. When a subject
encounters one of the fallen, he or she sees the demon's
revelatory form rather than the demon's human ap-
pearance. When an affected mortal encountersa thrall,
he or she sees the mortal’s demonic master superim-
posed over the thrall’s features. If the demon in question
is an Earthbound, the image is a terrifying one, indeed.
It your chronicle includes other supernatural creatures
such as vampires or werewolves, the ritual reveals their
existence as well. The purpose of this stage is to
reinforce Lucifer’s previous warnings of acoming apoca-
lypse, and to generate a climate of fear and need among

the faithful.

The amount of time it takes Lucifer to raise enough
Faith in enough people to move on to phase two
depends entirely on the timing of your chronicle. 1f
your game is well established and you're ready to
proceed with cataclysm, skip ahead to the late-phase
revelations. Characters’ research can uncover docu-
mented evidence of previous early- and mid-phase
revelations that had simply been too scattered or
irregular to have been picked up by the mass media. If
you don’t plan to end your chronicle for some time,
introduce the occasional early-phase event to lay the
groundwork for what's to come. When the time is
right, up the ante to mid-phase events with a corre-
sponding increase in frequency. Late-phase spectacles
should occur in rapid succession over a period of
months or even weeks prior to phase two.

Momrrown MIRACLES

The first milestone of this apocalyptic scenario
takes place near the end of phase one. As divine events
increase in number and intensity, a global movement of
the faithful spreads the good word. The group calls itself
the Order of the Herald. Its ranks include men and
women from all races, religions and walks of life. Chap-
ter houses spring up in cities and towns, including the
characters’. The local house opens overnight. Its founders
arrive in town, move into a building purchased in
advance, and begin their work the next morning, spread-
ing Lucifer’s warnings to the masses, running a soup
kitchen and visiting local hospitals. Before long, their
activities include genuine acts of faith — healing the
injured, curing mental illness and empowering the weak
and crippled. Before long the chapter house reaps a
harvest of eager converts and gains the attention of
every demon in the city, for good or ill.

BEHIND THESCENES

The chapter houses are intended tospread Lucifer’s
message and build an infrastructure for the coming
crusade. Each is run by one to four individuals with

1
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Faith potentials of 3 to 4. Thay have been enthralled
by Lucifer and gifted with the capacity to heal. These
thralls also have exceptional Physical, Mental and
Social Traits, as Lucifer uses their full Faith potential
to reshape their bodies and souls, while taking none for
himself. These thralls are in turn supported by any-
where from 10 to 20 normal order members, individuals
with Faith potentials from 1 to 3 but with no special
capabilities. Subordinate members’ jobs are to spread
the word, perform good works for the community and
induct as many new members as possible.

How local demons react to the chapter house is the
central conflict here. Many view the order as a poten-
tial goldmine of mortals ripe for thralldom. Others see
the house as a potential threat, fearful of the power

,behind the order. Still other demons consider the

institution to have the potential to do a lot of good in
a dark and despairing world, and seek to form some
kind of alliance.

INVOLVING THE CHARACTERS

There are a number of ways to tell a story based on
these events, depending on the characters’ perspec-
tives. The can investigate the force behind the chapter
house. The building is holy ground (Faith potential 1).
Unless the characters have very low Torment they
can’t simply sneak in and rifle the offices for clues.
They have to dig up information on order members
and interview recent converts to understand how the

. organization operates.

N

If the characters view the house as a potential

. source for high-powered thralls, they face the chal-

lenge of tempting and converting fairly strong-willed,
devout individuals — and fending off other demons
from doing the same. This kind of story could bring the
characters into conflict with potential rivals in the
local court, possibly even the local tyrant himself.

If the characters consider the chapter house a
threat to be eliminated, they have a challenge ahead of
them. At the first sign of demonic challenge, house
leaders can increase the Faith potential of their site
from 1 to 3, making a direct confrontation disadvanta-
geous for the fallen. Order appeals to the “angel” for aid
resultinaseries of visionsdirected atany imbued in the
area, summoning them to help defend the site. (If you
don’t want to use the imbued, Lucifer dispatches a
large group of high-powered thralls to reinforce the
chapter house.) The result is a proxy war of sorts, as the
characters may attempt to eliminate the house through
thralls or mortal allies.

Ideally, the characters view the chapter house as a
force for good in the community (Reconcilers and
Luciferans may be particularly partial to it), and decide
that it’s worth protecting from the depredations of
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monstrous powers. The result could be a series of
stories as the characters are pitted against a variety of
threats, from local demons to religious extremists to
politicians threatened by the order’s growing influ-
ence. Forging a direct alliance with the chapter house
isextremely difficult; Lucifer’s thralls have been warned
to avoid temptation from “demons bearing the guise of
angels.” It may be possible to forge ties (and Faustian
pacts) with new converts, though such allies need to
keep their relationships with the characters a closely
guarded secret. Members of the order found to have
ties with “demons” face instant expulsion. Still, the
characters could view any relationship with the order
as a possible route to redemption.

FaLLour

The results of this episode depend on the charac-
ters’ actions. If they choose to investigate the order,
they learn anumber of important facts. Chapter houses
appear all over the world, crossing national, cultural
and religious boundaries. The order doesn’t claim an
ofticial birthplace or founding date. Rather, it seems to
have sprung up spontaneously in at least a dozen
scattered locations. Senior members of each house
claim to have been visited by an angel warning to
prepare for a coming apocalypse. Finally — and per-
haps most importantly — each senior member is a
powerful thrall (which can be determined with a
successful Supernatural Awareness roll if a fallen is
present when a thrall uses one of his gifts).

Considering Lucifer's appearance at Los Angeles,
it’s reasonable to assume that the Morningstar is the
power behind the order. That insight could affect the
characters’ views on the organization for better or
worse. Insightful or patient characters may realize that
by studying the thralls over a period of time they might
learn a portion of the Morningstar’s True Name, an
asset few would be willing to overlook. No order
members know how to find or contact their “angel.” In
fact, few have seen the celestial figure more than once.

If the characters attempt to use the local chapter
house as their own private preserve of thralls (and
manage to keep other poaching demons at bay), they
enjoy initial success if they're capable of passing them-
selves off as other angels. It's easy to gain willing
servants from the crowd of would-be converts, though
i’s difficult to persuade them to leave the society.
Clever characters are all too willing to leave thralls in
place, gaining eyes and ears (and hands) within the
chapter house itself.

If the characters attempt to eliminate the chapter
house and are successful, the survivors (ifany) flee town.
They return several months later, however, accompa-
nied by a large, well-equipped group of imbued. Rather
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than set up in a single locale, they operate more surrep-
titiously, pursuing activities within the community and
holding impromptu gatherings to spread their message
in city parks and community centers. At the same time
they actively investigate the identities of possible fallen
and their thralls, withholding the information until
they receive further instruction from their “angel.”

If an attempt to eliminate the chapter house is
only partially successful (or fails), the survivors de-
velopasiege mentality, hunkeringdown and venturing
out only to get supplies or make occasional visits to
area hospitals.

If the characters choose to protect the chapter
house from threats, they don’t reap any noticeable
benefits beyond the satisfaction of taking a stand to
make their home a better place. Order members avoid
any relationships with the characters, and refuse any
directoffers of help. At best, the characters become the
chapter’s guardians, watching from afar.

The one benefit to all of these approaches is that
the characters emerge with valuable experience with
and information on the order. Gains that prove impor-
tant in the future.

DAMAGE CONTROL
There is lictle that can actually go wrong at this
stage; it’s mostly about the relationships that characters

1

establish with the order. The only possible problem is if
the characters ignore the chapter house altogether.
There are a number of ways to focus their attention. If ||
they’re members of the local court they could be called |
upon by ministers or the tyrant to look into the problem.
Alternatively, the order could make itself difficult to
ignore by gaining influence in one or more areas impor-
tant to the characters — gaining converts in political or
corporate offices or possibly even converting one or
more of the characters’ thralls. A final option is to have
characters’ rivals take a direct interest in the order, with
the clear intention of using the group as a weapon
against the characters.

THE CARTHROUND ATTACK

This scenario occurs several months after the
emergence of the chapter houses. The order has
grown, spreading to every major city, and its chari-
table acts have gained it a huge following. Its ranks
include celebrities, prominent executives and a
handful of young, idealistic politicians, all of whom
use their varying levels of influence to spread the
group’s message that mankind must prepare for the
final days.

Since Lucifer’s appearance in Los Angeles, the
Earthbound have watched the revitalization of
mankind’s faith with satisfaction, seeing the potential
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for a return to the glory days of human worship. The
rise of the order, however, is a very different matter.
The Dread Kings have learned painful lessons battling
the Morningstar, and see the danger posed by Lucifer’s
strategy. The spirits realize that they must strike before
the Morningstar can marshal an army of humans. In
the months over which the order spreads, the Earth-
bound forge temporary alliances and gather their own
forces, planning on a pre-emptive strike. It's a strara-
gem Lucifer counts on.
BEHIND THE SCENES
The Earthbound plan to launch simultaneous at-
tacks on all of the order’s chapter houses, striking with
teams of heavily armed thralls and enslaved demons.
There’s no attempt at subtlety or finesse — the attack-
"ers hit with bullets and firebombs, and hunt down any

| remaining members left in the area. The move is

intended to assert Earthbound power in a direct and
traumatic way, crushing Lucifer’s effort in a single,
bloody stroke and commanding the worship of the
terrified masses.

But the Morningstar is prepared for just such an
attack. He realizes that the chapter houses are bound
to force the Dread Kings to act. He intends to use the
battle as the rallying cry for his planned crusade.
Perhaps only the fallen, situated between the two
forces, are caught unawares.

Lucifersenses the positioning of Earthbound forces

~around the world and warns the order. Instead of
achieving quick, brutal strikes, assault teams face pre-

. pared, fanatical defenders equipped with everything

from blessed swords to assault rifles. The attacks are
repulsed with heavy losses, but the Earthbound know
it’s now or never and redouble their efforts. They send
in reinforcements, even using their own powers to
pummel strategic cities with earthquakes, horrific
manifestations of chaos (see Demon: The Earth-
bound for details on Earthbound lore and rituals) and
unnatural storms.

The characters’ hometown is no exception. The
earth trembles, thunder splits the sky and the servants
of the Earthbound rampage through the streets, slaugh-
tering any member of the order they can find. Both
sides are equally matched in determination and feroc-
ity — it's the characters’ actions that turn the tide for
one group or the other.

The Dread Kings' assault provides the characters
with an opportunity to choose between redemption or
personal interest. There are three courses of action to
follow. The characters can lend support to the Earth-
bound, attacking order members in hopes of removing
any future threat to the fallen. They can side with the
order to defeat the Earthbound, preserving the local
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chapter house. Or the characters can attempt to play
both sides, helping each just enough to ensure that the
battle exhausts their strength and leaves them helpless
against the city’s fallen.

This milestone can be presented asa single story or
as a series. Order members fight hard but are careful to
avoid casualtiesamong innocent bystanders. The Earth-
bound, of course, have no such compunctions. Property
damage is massive. If the characters seem reluctant to
enter the fray they may be persuaded to once they
realize that there may be nothing left of their home if
the battle rages too long.

FaLLour

If the characters commit to supporting either side,
the fighting runs its course in a matter of days. There
are numerous public displays of celestial power. Lucifer’s
campaign to reinvigorate the faith of humanity inures
the public to divine displays. Mortals are immune to
the effects of Revelation (see Demon, p. 253), and the
fallen do not suffer penalties for performing evocations
before mortal witnesses.

If the characters support the order, the Earthbound
put up a fanatical resistance, but are not able to fend off
both opponents. They’re slowly but steadily wiped out
in a series of hard-fought battles. If the characters are
careful to fight by the same standards as the order
(avoiding the loss of innocent life at all costs) and/or
have aided and protected a chapter house since the
previous episode, society leaders grudginglyaccept them
as allies. If the characters’ actions represent a change of
heart from the previous episode, the order reacts to them
with suspicion but not outright hostility.

If the characters support the Earthbound, the
order puts up stiff resistance for a few days, and then
crumbles as food and ammunition runs out. Mem-
bers of the local chapter house flee the city and the
Earthbound hunt them through the streets like
animals. Those caught are tortured to death and
their mutilated bodies are crucified atop telephone
poles as an example of what happens to mortals who
defy the Dread Kings. A week or so after the battle
more Earthbound teams arrive, led by a band of
demonic servants who claim the characters’ town in
the name of their master.

If the characters try to bleed both sides to exhaus-
tion, the battle lasts much longer, as much as a month.
There is massive loss of life among civilians, and
property damage runs into the hundreds of millions.
When the characters (and presumably other fallen in
town) attack the weakened forces, the move comes as
a total surprise. Both Earthbound and order forces are
driven out within 24 hours, leaving the characters in
full control of a burning ruin.
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Many similar dramas play out across the world as
the Earthbound and the order tear at one another.
Both sides have access to military hardware thanks to
their worshippers. The overall result is inconclusive.
The order wins in some cities, the Earthbound win
others. Millions of mortals around the world cry out for
salvation... and Lucifer smiles grimly.

The time is right for a crusade.

Damaar CONTROL

Again, there’s little that might go wrong in this
milestone. Once the characters chose which side of
the battle they join, the die is cast. The only possible
stumbling block is if they choose not to act at all — a
bewildering choice in the face of open warfare, but
possible nonetheless. If the characters do not act they
stand to lose all their mortal possessions: their homes,
mortal families, contacts, allies and thralls. If you make
this possibility clear it should go a long way to persuad-
ing them to act.

CRUSADE

During the first major lull in fighting, news ser-
vices still running in Los Angeles receive word of a
glowing figure hovering in the night sky above a plaza
near city hall — the same location of the Devil’s Night
revelation. News crews rush to the scene, and the
angel waits in silent majesty as they set up their
equipment. Once they're ready, Lucifer begins his
rallying cry to the world. At the same time, every thrall
in the order hears his voice thundering in their heads,
their mouths rallying the faithful to battle.

The Lightbringer delivers a short but impassioned
speech infused with all the power and charisma that an
angel of the First House can muster. He pronounces
that the final battle has begun, and that humanity
faces a choice: fight back against the legions of hell or
become slaves for all time. The Morningstar urges
every able man, woman and child to join the order and
participate in a crusade “that will drive the forces of
wickedness from the world and seal them up in dark-
ness forever.”

With that, the former Prince of the Fallen raises a
glowing hand and the earth beneath the plaza heaves.
A single tower of black stone rises into the sky, gleam-
ing with celestial power — the beginnings of a new
Gehinnom. Lucifer hides among mankind no more,
taking his place as the leader of a new army in a war
against his former compatriots.

Faced with the horror and destruction wrought by
the Earthbound, few people need much in the way of
persuasion. Terrified mortals flock to chapter houses.
The injured are healed and the able are sent to the
front lines.

1
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[t’s only a few days after Lucifer’s call to arms that
crusade leaders are put to the test. Belial, the Great
Beast, former champion of the infernal host, appears in
Los Angeles at the head of a small army of demons,
thralls and cultists, howling for the Morningstar’s
blood. This time Lucifer accepts the Great Beast’s
challenge, and the whole world watches as the two
former friends fight to the death. It’s a battle out of the
War of Wrath, a titanic struggle that lasts for seven
days and seven nights, crushing everything in its path.
The struggle reduces the city to rubble save for the
Morningstar's spire. Lucifer himself receives seven
terrible wounds, but Belial falls in the end.

BEHND THESCL LS
Lucifer’s stratagem has worked. The Earthbound

have given him the spectacle he needs to rally human-

ity and begin his crusade. Even the fight with Belial is
part of his campaign — a final showdown anticipated
for millennia. In truth, Lucifer is gravely wounded.
Belial’s hate eats at the Morningstar's flesh like acid,
and the seven great wounds never fully heal. But the
victory is enough to send a message to both the Great
Beast’s followers and enemies: The crusade will not be
stopped by anyone or anything.

The campaign takes shape, directed from Lucifer’s
spire and initiating acoordinated movement against the
Earthbound. It presents the fallen with a golden oppor-
tunity to eliminate some of their deadliest enemies by
aiding the order. While much more numerous than the
Earthbound, the mortals still have a hard time holding
their own against infernal servants, something the char-
acters are well-equipped to handle. This episode is
meant to consist of a series of stories (it could be a mini-
chronicle) covering the struggle against the Earthbound.

If the characters fought alongside the order before,
they can join the chapter in the local effort against the
Earthbound. The target could be along-time adversary
that has plagued the characters, or you can create a
new antagonist who has assaulted the town.

If the characters sided with the Earthbound previ-
ously, those alliances may collapse now. Prior to
Lucifer’s announcement, the Dread Kings and the
characters were undoubtedly successtul in overcoming
the local order. Alliances mean nothing to the Earth-
bound thereafter; they have what they want and turn
on the characters. The fallen are hunted in their own
hometown, trying to avoid capture teams and keeping
their mortal loved ones and thralls out of the Dread
King’s camps. After Lucifer’s announcement and a
renewed war with humanity, the order launches a
campaign to reclaim the city. The characters may now
redeem themselves by fighting a guerilla war against
the betraying Earthbound occupiers.
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If the characters fought both sides in the last
episode, both the Earthbound and order perceive the
characters as enemies. This milestone focuses on sur-
vival as the characters struggle to protect their mortal
allies and themselves from slavery and banishment.

The strategy of the bolstered order is ruthless and
methodical, drawing on Lucifer’s ancient experience in
tighting the Earthbound. Groups of imbued identify and
destroy enemy thralls by using their powers of detection,
and then target the Dread Kings’ cults. The cultists are
much more difficult to uncover, requiring mundane
tactics of investigation, interrogation and execution.
The effort calls for an organization in the order that
bears a frightening resemblance to the medieval Inqui-
sition. Once the Earthbound lose all their sources of
support, the order goes after the spirits and their de-
monic servantsdirectly. The process takes time (months
or even years depending on how long you want to
stretch things out), but it’s ultimately effective.

Not that the Dread Kings go quietly, of course.
The world is wracked by a war more terrible than any
in human memory. Every conceivable weapon is used
by both sides — chemical and biological agents ravage
human populations. Several Earthbound reliquaries
are destroyed by nucleardevices. The death toll reaches
the billions, and much of the world is laid waste.

Damaar CONTROL

At this point the characters must fight or die —
the choice is up to them. If they don’t act they'll lose
everything that matters to them, from mortal friends
and allies to their very freedom.

Tur HUNTED

The crusade gains momentum with every victory
over the Earthbound. More and more mortal survivors
throw in their lot with the order as the only way tosurvive.
As the movement grows in scope and intensity, Lucifer
oversees a gradual transformation of human civilization,
creating a new society that mirrors the meritocracy of the
Age of Wrath. The burgeoning new society brings much-
needed law and order to the remnants of humanity, but
italsohasadark side. Crimes are punished ruthlessly, and
paranoia runs deep in areas tainted by hidden Earth-
bound cultists. Mortals keep tabs on their neighbors, alert
for any signs of suspected Earthbound worship. An Inqui-
sition takes shape to “protect the true believers from the
sin of demon veneration.” Fallen thralls are caught in the
Inquisition’s net and are dealt with just as mercilessly as
Earthbound cultists. While the overall Faith potential of
mankind increases dramatically, it's exceedingly chal-
lenging for the Earthbound to forge new pacts in a
totalitarian world order. Lucifer setts the stage for part two
of his campaign.

Y TMEOF JUDGMENT

The hunts begin without warning. Veterans of the
Earthbound campaign are recalled from current as-
signments, are replaced with others recruits, and given
a new mission: hunt the fallen and destroy them
wherever they’re found.

BEHIND THESCENES

Lucifer has now entered the final stage. With the
Earthbound on the verge of total defeat he believes he
has the strength to eliminate the fallen as well, orga-
nizing hunting parties to arrest and execute thralls and
banish demons.

If the characters have supported and protected the
order for some time, they get at least a few hours’
advance warning before the purges begin. If they were
initial opponents of the order or only recently took
humanity's side in the war, the change in tactics comes
as a complete surprise.

This milestone should cover a series in which the
fallen face the dark side of Lucifer’s crusade. Though
mankind has the upper hand over the Earthbound,
humanity lives in a police state similar to Nazi Ger-
many or Soviet Russia, with informers, secret police
and summary executions of “enemies of the race.” Now
the characters and their mortal allies are the hunted,
trying to survive a merciless worldwide blood hunt.

The fallen have some advantages here that the
Earthbound don't, however. They’re much more flex-
ible in the way they gain Faith, and are much more
adept at blending in with society. These benefits allow
the fallen to gain a number of early victories in the
purge, but the sheer weight of the crusade makes total
victory impossible. Demons are forced onto the defen-
sive, smuggling themselves and their supporters out of
harm’s way and resorting to refuges in the wastelands
beyond surviving cities. Some fallen hope that if they
remove themselves from the remainder of humanity,
Lucifer will ignore them. Most realize that it's only a
matter of time before the final showdown.

FALLout

The telling blow comes when Lucifer unveils a
new tactic in the war against the Earthbound. Taking
his cue from the human capacity to disrupt demonic
evocations through disbelief, Lucifer trains whole bri-
gades of mortals to use their Faith and will to achieve
the same effect, nullifying his enemies’ greatest weap-
ons. (This system works identically to the one in
Demon, p. 254. Make a Willpower roll — difficulty 8
— for every trained mortal in the area when an
Earthbound or demon attempts to invoke a power.
Each success increases the ditficulty of the evocation
by one.) With this new tactic and thousands of willing
mortals to draw upon, the crusade’s final victory is all
but assured — and ready to be redirected.
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Desperate times make for desperate measures. The
crusade drives the fallen into the countryside and the
Earthbound, whittled down to a bare handful, are
scattered across the globe. The Dread Kings and re-
maining demons thus find themselves in an uneasy
alliance. Eager for any chance to avoid an eternity in
the Abyss, the two forces launch a last-ditch plan to
break the crusade.

The last story of this stage involves sending the
characters on a desperate mission into the heart of enemy
territory — the ruins of Los Angelesitself. The characters
are chosen because of their wealth of experience dealing
with the order. If the characters have maintained covert
ties with one or more sympathetic order members, they
might even get assistance into and out of the city if it
means ending Lucifer's oppressive regime.

The purpose of the mission is to recover the body
of Belial, hidden by surviving members of his army. If
the characters can return with the corpse (orat least its
heart), aweapon can be forged that can kill Lucifer and
shatter the crusade.

DAmAaGr CONTROL,

Again, the characters have little choice but to
tight or die. The only point that could derail events is
refusal to embark on the mission to recover Belial’s
body. In that case fallen leaders find another team to
recover the Great Beast’s mortal shell, and then pres-
sure the characters through shame, fearordirect threats
to take part in the culmination of the plan.

Tur DINALSOLUTION

Once Belial’s body is recovered it's handed over to
infernal servants of the Earthbound. These Malefac-
tors, the finest surviving, create a terrible weapon: a
dart of bone, infused with the essence of the Great
Beast’s hatetul heart. [t’s a tool designed with only one
purpose in mind — the death of the Morningstar.

BEHIND THESCENES

The fallen know that defeat and the Abyss are
imminent. With nothing else to lose, they plan on a
desperarte assassinationattempt. If itsucceeds, Lucifer’s
thralls will lose their gifts, crippling the order and
hopefully dealing a fatal blow to their morale.

The attempt comes in the guise of a surrender plea.
The characters are chosen because of their experience
with the order, their knowledge of Los Angeles, or in the
interests of involving as few conspirators as possible. The
characters are to go as emissaries of the remaining fallen
and Earthbound, begging a personal audience with Luci-
fer to discuss terms. Once in Lucifer’s presence, they are
meant to strike him down with the dart and hopefully
fight their way out in the resulting confusion.

FaLLoar

The plan has every chance of succeeding. Lucifer
agrees toan audience. [t's in his best interests to end the
crusade while there’s still some habitable parts of the
Earth left. Surrounded by the faithful, he can be sure
that the emissaries won't be able to use their evocations,
and even in his wounded state a physical confrontation
with the First Angel has no chance of success.

The dart, once thrown, flies unerringly to its
target. Driven by Belial’s implacable enmity, it bur-
rows to Lucifer’s heart, destroying the Morningstar
torever. The resulting shock and dismay may allow the
characters to escape.

The question is not whether the characters can
succeed. The question is will they use the dart or not?
That's the question on which Lucifer hangs, too. He
anticipates that the emissary-characters plot murder.
He wouldn’t be the First Angel it he did not know.
What remains unknown to him is whether the charac-
ters will use their weapon and damn themselves and
their kind, or prove once and for all that the fallen can
be redeemed. Essentially, the Morningstar’s whole
crusade has led up to this telling moment of free will.
The characters' decision will prove that the rebellion
was just or a tragic mistake.

The characters decide the fate of Creation as they
know it. [f they strike down their former prince, they
verify Lucifer’s long-held fears. The fallen are no
longer angels, but monsters concerned only with their
personal interests. If the characters stay their hand,
they prove to the Morningstar that there is hope to
save the angels of the Abyss.

If the characters choose to not use the dart, they
can instead use the audience to plead with Lucifer to
end the crusade while there’s still a world left. If he’s
shown how easily the characters could have killed
him, he’s willing to listen to their pleas. In truth, the
Lightbringer is not hard to persuade. The horror and
destruction of the crusade reminds him too much of
the War of Wrath, and he’s sick of fighting. If there's
a chance that the fallen can be redeemed, he's willing
to take it.

If the characters are successful at securing peace,
the alliance between the Earthbound and the fallen
collapses. The Dread Kings refuse to submit to the
Morningstar and fight to the very last. There will be
more loss and heartache before the crusade is finished,
but now there is hope for tomorrow.

AFTERMATH

Depending on the characters’ actions, the world dies
or is born again. If they choose to assassinate Lucifer, the
crusade is dealt a killing blow, but it isn’t enough to save
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the survivingdemons. The faithful hurl themselves at the
fallen and Earthbound with fanatical zeal, using every
weapon remaining in theirarsenal. When the dust finally
settles, no more demons remain and mankind is a tattered
handful of maddened, starving souls.

It, however, the characters succeed in securing
peace the ravaged world has the potential to be re-
made. Lucifer and the remaining fallen have the
combined power to eventually restore Creation to its
former glory — even ushering ina new Age of Wonder
as mankind tests the limits of its restored faith.

The last remaining challenge to overcome is the
Abyss itself. Are its gates sealed up forever by the force
of mankind’s devotion, or is there a better solution?
Can the remaining imprisoned demons be allowed to

" return to Earth over time, into a world that is ready for

them and prepared to heal them of their pain? Only
time will cell.

STORYTELLING
THE dPOCaLyPSE

The end of the world shouldn’t be a dread event in a
Demon chronicle. Rather, itshould stand as the culmina-
tion of the characters’ individual stories, the ultimate test
of their convictions and beliefs. As beings who laid the
foundations of the Earth and breathed life into humaniry,
it'sonly fitting that the fallen play a prominentrole in the
destruction of both — and that they can offer hope for
potential rebirth. Getting the most out of an apocalyptic
end requires a lot of careful thought and preparation,
choosing just the right theme, mood and style of play to
highlight the conflicts that each character must face.
Then comes the challenge of setting the stage for the
event itself, gradually building tension while giving the
players enough time (and warning) to make final prepa-
rations before the climactic battle.

The following sections offer comprehensive guide-
lines for Storytelling an apocalyptic finale to your
Demon chronicle. Although numerous references are
made to the preceding scenarios, this material can be
used as a basic outline for any closing story that you tell.

SAWITABLE T HEMES
FOR THE L ND

First decide what themes you want your final story
(orstories) to address. A resonant theme creates a sense
of continuity between scenes and episodes, and can
guide you in planning the course of events (see below).

The end of the world is a unique, dramatically
powerful development that demands powerful themes
such as redemption, loyalty and honor. This isn’t to say
that you can’t address smaller, more specific themes
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like terrorism or politics, but the more specific your
choices the more likely they are to be overshadowed by
sweeping events. [t’s tough to keep the story focused on
the vagaries of politics when the greater demons of the
Abyss war in the skies overhead.

ReTUrx To EpER

Can the world be remade into the paradise it once
was! This theme has particular resonance as mankind
teeters on the brink of destruction. There are anumber
of ways to explore thisdirection, the most important of
which focuses on the sacrifices that characters are
willing (or unwilling) to make. The characters can be
put in a position to choose the scope and outcome of
the final battle. Those in “Twilight of the Gods,” for
example, must choose to commit themselves to a
Pyrrhic battle against the Earthbound or surrender and
serve the Dread Kings.

If the characters risk everything (including the
survival of mankind) by fighting the Earthbound, you
can explore this theme in stories of diplomacy and
negotiation. They must persuade remaining fallen to
remember their origins and fight for humanity's future.
But when the final battle begins, the characters still
have some painful choices to make. Do they commit
themselves to near-suicidal attacks on Earthbound
reliquaries, trusting other fallen to protect and nurture
mankind in the wake of Armageddon? Do they at-
tempt to protect pockets of human civilization while
others risk their lives in battle? If the characters are
unwilling to fight and die for their beliefs, what does it
say about the righteousness of their cause’?

Conversely, if the characters actually take the side
of the Dread Kings, do they help enslave or extermi-
nate their fellow demons in the hope of ending the war
and preserving the planet? Do they follow orders but
secretly nurture plans to overthrow their oppressors? Is
it better for mankind to live in slavery rather than be
exterminated in a futile struggle’

THEGREATEREVIL

[sit possible to perform evil deeds to serve a greater
good? More importantly, should the characters damn
themselves for the higher purpose of saving the world?
There are a wide variety of ways to address this theme
in an apocalyptic scenario, but the best way to doso is
to present stories that challenge characters to choose
between their ethics and ideals. Again, “Twilight of
the Gods” provides numerous possibilities for explor-
ing this theme. If the characters cannot persuade their
fellow demons to oppose the Earthbound, should they
use their power to force the others to fight? If the
difference between survival and destruction is surren-
dering to one’s Torment, which do the characters
choose! Is it worth pushing the world to the edge of
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destruction to defeat the Earthbound if surviving fallen
are monsters! At what point is annihilation preferable
to damnation?

The same sorts of questions are equally valid if the
characters choose to serve the Earthbound rather than
oppose them. s it more evil to enslave mankind rather
than destroy him? Is survival worth betraying one'’s
former friends, as the characters are commanded by
the Dread Kings to hunt down and enslave — or
destroy — remaining fallen?

AWAROFIDEALS

When the characters first escaped the Abyss, they
faced a test of conflicting loyalties. Were they still
obligated to serve the interests of their Abyssal over-
lords, or were they suddenly answerable only to
themselves and their beliefs? This theme is just as valid
(if not more so) in an apocalyptic scenario, in which
ancient feuds threaten the world’s survival. The best
way to explore this theme is to present situations that
force the characters to choose between their personal
goalsand the agendas of their superiors. “Better to Rule
on Earth” provides excellent opportunities to explore
this premise. The greater demons emerging from the
Pit have the power to rid the world of the Earthbound,
but what does the future hold for Earth and mankind
under the rule of these monstrous demons? Should the

characters unreservedly support their former masters,

or should they band together and assert themselves in
1

the interests of Earth and humanity?

The situation is further complicated when house
politics and infernal factions are added to the mix.
What course is the most valid for each of the charac-
ters! Is it better to follow one’s personal philosophy
rather than honor ancient loyalties? Should a charac-
ter put house obligation above all else, knowing that
his superiors are hard at work sabotaging the efforts of
other fallen for political gain? Are ancient ties of
loyalty and brotherhood still valid after all that the
fallen have endured, or is annihilation really about
breaking old ties and beginning anew?

The PursarT or REDEMPTION

Are the fallen angels or demons? Can they erase
the stain of their Torment? Are they worthy of forgive-
ness! What if the only way to redeem themselves is to
make the ultimate sacrifice! This theme cuts to the
heart of what Demon is about: Can some sins be
undone, and if so, what does that say about God and
mankind? The best way to explore this theme in an
apocalyptic scenario is to present stories that chal-
lenge the characters’ commitment to expiating past
crimes. What sacrifices do they make? What price do
they ultimately pay to @vercome the sins of the past!
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“Paradise Won” is an excellent example of a scenario
that explores this theme. Lucifer raises a human cru-
sade to banish the fallen into the Pit for all time. The
Morningstar believes that all of his former compatriots
arc just as lost to their Torment as the Earthbound. Is
he right? As the situation for the fallen grows increas-
ingly desperate, do the characters draw more and more
on their dark nature to survive, or do they believe that
such acts only make the situation worse? Do they strike
back at the Morningstar and his misguided army before
the whole world is consumed, or do they suffer the loss
of friends and loved ones rather than perpetuate the
cycle of violence? And ultimately, when the charac-
ters literally hold Lucifer’s life in their hands, do they
give in to their anger and fear and slay him or do they
risk their lives on a single act of mercy?

Tur PowrnorFarrn

As powerful as the fallen and Earthbound are,
without the gift of Faith from mankind they are little
more than tortured spirits. Humanity, by the same
token, cannot achieve its true glory without a connec-
tion toits inherentdivinity, as evidenced by the World
of Darkness and its poisonous cynicism. This theme
poses questions about the nature of faith and the
courage to trust in a higher purpose, contrary to all
available evidence. [t works best in stories in which the
characters can overcome the perils of Armageddon by
awakening and empowering a faithless human race.
Instead of pursuing a wasteful and destructive battle
against the Earthbound, the characters are presented

- with the option of showing mankind how to empower

itself to overcome the Dread Kings — and by exten-
sion the fallen themselves. Do the characters cede
their power to mortals, knowing that it will forever
alter — or reverse — their relationship with human-
ity? Do the characters have the courage to place their
future in the hands of mankind? Are they willing to
risk subordinating themselves to their own creations
for the good of all? How far are the characters willing
to go in regard to their fellow demons?Not every fallen
sees the wisdom in surrendering celestial authority to
humanity, especially when there’s no guarantee that
mankind can handle such power. Are the characters
willing to fight their former compatriots to bring their
plans to fruition? Are they willing to accept the con-
sequences if things go wrong?

MarrpLe THEMES

Don’t feel constrained to stick to asingle theme
when planning your chronicle’s end. Multiple
themes add depth and broaden the challenges that
characters face as the game reaches its conclusion.
Themes of divided loyalty and the search for re-
demption can go hand in hand, for example, with

different situations emphasizing different aspects
of the characters’ conflicts. It's a good rule of
thumb to limit yourself to one major theme and up
to two minor but related themes per story. Any
more than that and you risk watering down events’
impact by asking too many questions at the same
time. If your primary theme is redemption, two
appropriate minor themes might be the perils of
violence (anger begets anger) and the need for the
forgiveness of one’s peers. Trying to address re-
demption, divided loyalties and whether it's possible
for the fallen to return the world to an Edenic state
is a lot of ground to cover in a single story.

SUWTABLE, MO0ODS
FOR THE, CND

Where themes help focus the action of the story,
the proper mood brings dramatic weight to the charac-
ters’ conflicts and helps build a sense of tension as
eventsunfold. The following are some suggested moods
that are appropriate in a story of celestial beings
struggling for the future of Creation.

INSTABILITYU

Well before your end scenario begins, it’s a good
idea to hint that the world is coming apart. In the early
stages you can emphasize societal details — an increase
incrime, aslow decline in the effectiveness of the police,
increasing corruption at city hall. As time passes, this
instability grows in scale. National governments are
mired in scandal and elected leaders behave erratically.
Tensions between nations increase. Diplomatic situa-
tions boil over into outright warfare. Alliances are
broken or cast aside. Traditions are forgotten.

As you relate events leading up to the apocalypse,
this instability becomes more fundamental and pro-
found. Basic services in cities and towns are
unpredictable. Economies plunge. Sickness and dis-
ease run rampant and doctors are helpless to stem the
tide. The rule of law is increasingly discarded in favor
of personal gain.

Finally, when the end is at hand, even the natural
order comes undone. Bizarre weather patterns wrack
the globe. The sun no longer rises at predictable times.
The moon no longer follows its phases. Fire no longer
produces heat, and lights grow a little dimmer with
each passing night.

The fallen should be especially sensitive to these
obvious changes. Each time they use their Supernatu-
ral Awareness ability look for ways to hint that the
fabric of Creation itself frays. Slayers suspect that the
Veil thins no matter where they go, while Scourges
sense that winds Jose their strength or flow in chaotic
pateerns.- Fiends in particulat sense that the Grand
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Design becomes increasingly unstable, like an unbal-
anced gyroscope that threatens to rip itself apart.

SPIRITUALITY

As the world grows increasingly unstable and
human society splinters under the strain, you can
insert a growing atmosphere of spirituality and apoca-
lyptic fever. Books and newspapers focus on the “end
times” and prophecy. The media is tull of reports of
strange cults and religious leaders exhorting the faith-
ful to prepare for a cataclysm. Wild-eyed “prophets”
appear onstreet corners, declaring that time is running
out. Religion becomes a more prominent fixture in
society, but it takes on a dark, fatalistic tone. Look for
opportunities to introduce religious symbolism in the
characters’ surroundings. Prominent churches, reli-
gious graffiti on buildings, and bleak, decaying
graveyards are good examples.

SS

Asthe world’s instability grows and society wrestles
with its belief in the divine, there should be a growing
sense of loss among mortals and the fallen. Beliefs,
customs and institutions that were once fixtures fall
into disuse and decay. People die from sudden illness,
violence or even suicide. Fires and earthquakes con-
sume buildings that have stood for hundreds of years,
leaving nothing burt rubble and no hope of repair.
Governments fail, moral authorities are discredited,
friendships are strained and broken. These can be
personal losses for the characters, or the fallen can
simply bear witness to others’ suffering everywhere
they turn. There should be a growing sense that the
world as everyone knows it is ending, and nothing
anyone can do will stop it. There’s no thought of
looking hopefully to the future, only a sense of mourn-
ing for the past and a growing sense of fear and
frustration as people wait for the next person, place or
thing to be taken from them.

Awr,

Finally, as the apocalypse begins and demons and
Earthbound struggle in the streets, look for ways to
inspire a sense of awe and wonder as celestial beings
walk openly. Powerful demons speak with voices of
thunder that shatter windows. Fiery Devils leave blaz-
ing trails in the sky. Defilers wreath themselves in
robes of mist and lightning. The Earthbound raise
armies of grotesque thralls and frantic cultists. The
Dread Kings themselves manifest their apocalyptic
forms before seas of shrieking worshippers. When
demons and mortals clash, the destruction is enor-
mous. Hundreds die to bullets, claws, blazing swords
and sheets of lightning. Cities become blazing waste-
lands as glowing beings hurl thunderbolts. Malefactors

splinter mountains and rain boulders on their foes. As
the situation grows increasingly desperate, nuclear
weapons are used against Earthbound strongholds or
seats of demonic power. The end of the Earth is a war
of fallen gods, and the characters should be conscious
of the power that they and their peers unleash across
the globe.

INVOLYING THE PLAUERS

Once you've settled on the story, theme and
mood of your apocalypse, the next challenge is to
make the players’ characters an integral part of it all.
With powerful figures such as Lucifer, the Earth-
bound and the greater demons of the Pit squaring off,
it’s easy for the characters (who could be powerful in
their own right, but not that powerful) to be specta-
tors. The best way to make them integral participants
is to confront them with crucial decisions that affect
the whole outcome of the struggle. The characters’
contribution to the apocalypse shouldn’t be about
how powerful they are or how many cities they
destroy, bur about the choices they make. In “Twi-
light of the Gods,” for example, the characters are far
from the most powerful demons in the conflict, but
their experience and stature is such that they can
create a final alliance of potent fallen. In “Paradise
Won,” the characters are the emissaries of the most
powerful surviving demons, but they literally hold
Lucifer’s life in their hands. The choice they make
affects not only their future, but humaniry’s.

Once you identify critical points at which the
characters can affect the ourcome of the apocalypse,
put them ina position to make those important choices.
The best way to accomplish that is to set the stage well
in advance, positioning the characters before the last
story takes place rather than forcing a role on them on
the spur of the moment. There are various ways to set
the stage for the characters’ involvement.
ACENTRALSETTING

The most effective way to make the characters
pivotal is to make their setting central to the coming
conflict. “Betrer to Rule on Earth” accomplishes this by
making the characters’ home the seat of the first greater
demon to escape the Abyss. “Paradise Won” allows you
to draw characters into the action by making the local
chapter house a prominent fixture in Lucifer’s crusade.
This approach requires a lot of advance work on your
part, establishing the significance of the characters’
home (and local court) over numerous stories leading
up to the apocalypse. But as the characters’ ties to the
setting grow (along with their stature and influence),
they are ideally positioned to make important decisions
that affect the chronicle’s outcome.

87



-

88

) —
v

PROMINENT ALLIESOR ENEMIES
The characters’ court superiors, compatriots or en-
emies are central figures in the conflict to come. If the

" characters owe their allegiance to a particular minister

or tyrant who then becomes a powerful vassal to a
greater demon or a leader in the resistance against the
Earthbound, the characters could be called upon to
perform crucial tasks that affect the unfoldingend. If the
characters’ primary antagonist is an Earthbound, for
example, their long-running struggle could lead them to
a position of crucial importance in building support for
afinal struggle against the Dread Kings as a whole. This
option presents the characters’ significance as a logical
and organic product of objectives they've pursued over
the course of the chronicle, rather than suddenly impos-
ing an unfamiliar role on them.

CINTRALBLILIERS

Another way to make the characters a focus of the
apocalypse is to frame the conflict in a way that makes
their individual beliefs fundamental to the conflict.
This approach works best if the characters all adhere to
the same faction or house, but it isn’t absolutely neces-
sary. If the characters believe strongly in protecting
mankind or restoring Earth to its former glory (whether
they're Reconcilers or not), the surviving leaders of the
fallen share the characters’ values and are desperate for
all the help they can get. Or you can create similar
motivation by making the leaders’ beliefs the opposite of
the characters’. Suppose thatsurviving fallen leaders are
Raveners who don’t care how the apocalypse ends so
long as the world is reduced to ashes? This situation
compels compassionate characters to take action for the
sake of their beliefs and charges.

ANSWERING

THE BIG QUESTIONS

As you work out the specifics of your apocalyptic
scenario, you may also want to address some of the
bigger questions posed by Demon. Namely, the role
God and Heaven played in the fall, the Creator’s
subsequent disappearance after the war, and Lucifer's
motives for the rebellion. The end of the world is the
ultimate act of closure. It’s likely that players ask
these questions at some point, so it’s best to decide
ahead of time how they factor into your stories. If you
don’t want to touch on these topics during the course
of your stories, that’s acceptable, too. Preserving the
mystery of the Creator's actions adds weight to the
characters’ dilemmas and makes their choices all the
more momentous.

There are no hard-and-fast answers to the cen-
tral mysteries of Demon. You're encouraged to answer
questions about God, Lucifer and the angels in
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whatever way is most appropriate to your chronicle.
The following are some suggestions to consider,
modify or discard.

Gob

Since the end of the war, the Cryptics have wrestled
with numerous questions regarding the Creator and
His actions. Did He not foresee the rebellion? Could
He not have easily defeated the fallen had He chosen
to! Why entomb the fallen in the Abyss instead of
destroying them utterly? How could His eternal prison
have been broken? And most importantly, where has
He gone? The following are different possible answers
to these questions.

e It was all part of the plan. God did foresee the
fall. Indeed, He wished it to occur all along to create a
situation in which humanity would be forced to choose
between Him and Lucifer. This approach implies that
the War of Wrath was a foregone conclusion, permit-
ted to occur only to make the fallen a credible choice
when compared to the all-powerful but impersonal
Creator. The creation of the Abyss was a means of
keeping the fallen viable as a choice to humanity yet
keeping the demons from interfering too much in the
growth of mortal civilization. The escape of the fallen
was also planned, implying that humanity would be at
a crucial point in its evolution — it would have to
choose one final time between serving the rebel angels
or placing faith in an unseen God. It humanity were to
choose the latter it's possible that Heaven might
finally make its presence known once the apocalypse
had run its course, saving the survivors of the human
race and heralding a new era of existence.

¢ God is dead. God may have foreseen the fall,
but took no action to prevent it, believing that His
angels had to choose to serve Him of their own free
will. When they rebelled the Creator was consumed
with grief and rage, and in his agony smote Creation
with so much of His power that He effectively ceased
to exist asa separate entity. This was the terrible blow
described in Chapter One of the Demon rulebook
that began the slow erosion of Creation. God’s es-
sence suffused the cosmos like spilled blood, finding
its way into every element of existence — including
the souls of humanity. In the wake of His death, the
angels fought the War of Wrath alone, upholding
their duty as the only remaining way to honor their
Creator. It was the winners who created the Abyss,
and that’s why the construct was ultimately imperfect
and doomed to collapse.

Now, as the fallen tearatone another in the throes
of apocalypse, loyal angels look on from the ruins of
Heaven and might intercede once the terrible events
have run their course.
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await the Crearor’s command to save mankind from the
horrors of the final battle, or must be summoned by a

' . . .
| collective plea from humanity itself and thus may or

may not take part in Armageddon.

Laciren

The Morningstar is the source of nearly as much
speculation among the fallen as are the actions of the
Creator Himself. Many Cryptics (and no small num-
ber of Luciferans) have a variety of questions to pose to
their former leader. Did he collude with God all along?
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Didhe cutadeal with the Crearor at the end of the war,
betraying the fallen in exchange for his own freedom?
Did he find a way to escape his imprisonment and has
been working to free the fallen ever since?

The answers to many of these questions are ex-
plored to some degree in City of Angels and Demon:
The Earthbound. If you do not have either of those
books, his actual fate is summarized here.

Lucifer, leader of the rebellion against Heaven,
was notdestroyed by God as many of the fallen believe.
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Nor was he exiled to a separate Hell where the Creator
could take personal interest in His torment. For rea-
sons known only to the Almighty, Lucifer was, like his
fellow rebels, stripped of much of his power but left to
spend eternity wandering the Earth.

For a time Lucifer could only watch helplessly as
God’s angels, like an occupying army, had their way
with mankind. Some civilizations were spared while
others were destroyed. The war was over but the
suffering of mankind continued, to say nothing of the
agonies that Lucifer’s followers endured in the Abyss.
Grief turned to outrage, then finally to bitter hate.
There would be a reckoning, Lucifer vowed. For the
sake of the fallen and humanity, God would answer for
what He had done. From that moment, Lucifer, bringer
of light, became Shaitan the great enemy of Heaven.

Drawing on his experience during the rebellion,
Lucifer resumed his influence over mankind. He knew
humanity’s ability to innovate all too well, and if they
had the right tools they could accomplish anything,
including penetrate the Abyss. Over centuries, Lucifer
cultivated the practice of sorcery, and his patience was
finally rewarded. Babylonian sorcerers pierced the
darkness and summoned five of Lucifer’s lieutenants
back into the world. The five were the first of the
Earthbound, and through them Lucifer intended to
resume his efforts to direct humanity’s evolution and
free the rest of the fallen. But the archangel did not
realize how terrible the suffering in the Abyss was. By
the time he had reached his compatriots they had been
transformed into nightmarish beings. They still under-
stood Lucifer’s plan for harnessing mankind, but their
vision for the future was something more terrible than
even God could imagine. What's more, Lucifer’s ab-
sence in the eternal prison was seen by many as the
worst of betrayals. Where he had once been their
glorious leader, now he was the Prince of Lies. When
Lucifer tried to get the Earthbound to follow his vision
for humanity, they turned on him at once.

What followed was a long, running battle that
has raged across history to the present day. While the
numbers of the Earthbound swelled to 666, Lucifer
fought a losing struggle to contain their influence
worldwide, finally adopting the spiritual equivalent
of a “scorched earth policy” by atracking spiritual
institutions and fostering rational thought over faith.
The greatest feat the devil ever pulled off was con-
vincing mankind that he didn’t exist — though for
reasons that no human in his right mind would ever
have believed.

Based on this background you can approach Luciter
and his motives from a number of different perspectives.

® Lucifer was following orders. The fall oc-

curred because God needed there to be evil in the

universe as an alternative choice for humans. Lucifer
was asked to pose that choice, leading as many angels
into rebellion against Heaven as he could. He did so
believing that once the rebellion was finished the
rebels would be forgiven and humanity, having made
its choice one way or the other, would grow in
accordance with its wishes. What the Morningstar
didn’t expect was the curse of mortality and the need
to constantly tempt succeeding generations of hu-
mans until the end of time. Lucifer feels betrayed by
the Creator and wants to see justice done for his
compatriots. He may consider the fallen to be irre-
deemable monsters, but he will make Heaven pay for
its actions all the same.

® Lucifer rebelled of his own free will. Like
humanity, the angels were given a choice:serve God or
defy the will of Heaven. Lucifer was truly moved by
humanity’s plight and led the rebels out of the belief
that mankind deserved to make informed choices
about its destiny. When the war ended he was left to
wander the Earth apart from his compatriots as punish-
ment for his sins. He could not even share in the
suffering of the fallen, instead becoming the brunt of
their unjust hatred. Now, with the final battle at hand,
Lucifer seeks to redeem himself as well as the fallen,
proving that their cause was righteous all along.

e Lucifer sold out. Lucifer’s initial desire to rebel
was far from altruistic. He was jealous of mankind’s
worship of the Creartor, and deceived the fallen into
rallying under the pretense of giving mankind the
knowledge it deserved. Instead, he sought to supplant
the Creator in mankind’s eyes. He even succeeded for
a time until the Babel Project resulted in catastrophe.
Fearing the Creator’s wrath, the Morningstar tried to
cut adeal with Michael, offering to betray the infernal
host in return for clemency. Michael agreed, and
Lucifer ordered the surrender of his followers. He sat
impassively as the fallen were sentenced to the Abyss,
and when the last of the rebels disappeared into the
darkness he expected a mild punishment and a return
to his duties. Instead, he found himself stripped of
much of his power and sentenced to walk the Earth
until the end of time, when the Abyss would break
open and the fallen would exact revenge for his be-
trayal. Furious at what he felt to be a betrayal by
Michael and the Creator, Lucifer at first attempted to
free his closest lieutenants and renew the rebellion,
only to discover that they had become consumed with
hatred for him. Now the Morningstar struggles to
preserve mankind and banish or destroy the fallen in
an effort to conceal the truth of his crime. If he
succeeds, humanity may eventually become powerful
enough under his leadership to challenge Heaven
once again.
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STORITELLING STULES

Once you've settled on the basics of your apoca-
lyptic story, the final element to consider is the style in
which you'd like to tell the tale. While it would seem
self-evident that any story detailing the end would
naturally require a high-drama, operatic presentation,
you can easily tell a cinematic or apocalyptic story as
well. [t primarily depends on the nature of the charac-
ters’ conflicts and the scope of the challenges you pose
to them. [t’s even possible to mix styles between stories
if you wish, allowing you to explore different perspec-
tives and levels of action to bring the chronicle to a
rousing conclusion.

STORUTELLING AN OPERNTIC ADOCALUPSE

Operatic stories deal with concepts on a grand
scale. The actions and ambitions of the characters are
larger than life, and the consequences of their deci-
sions are monumental. Gritty realism takes a backseat
to bold, dynamic stories in which fallen angels stride
the Earth like titans, and enrire nations are laid waste.
Operatic stories are pure melodrama, but they free you
to concentrate on telling exciting, action-filled stories
that don’t require tons of subtlety or attention to
mundane derails.

Telling an operatic apocalypse seems the most
natural style for the subject matter at hand, at least at
first glance. The stakes of the conflict can’t get any
higher, as powerful demons unleash the most potent
weapons available to annihilate their enemies. If you
want to focus on a story that embodies global conflicts,
and the characters’ actions have consequences for not
only hundreds of fallen but hundreds of millions of
human beings, an operatic style is the way to go. The
sky is the limit. You can equip characters with powerful
artifacts, destroy cities with terrible rituals or devastat-
ing nuclear weapons, and slay Earthbound foes in
fearsome hand-to-hand combat. Mortal concerns are
abandoned and the characters act as the fallen angels
they were in ancient times.

The disadvantage to this style is the fact that
mortal concerns fall by the wayside in favor of over-
the-top action. What's the loss of a character’s human
lover amid thousands of other deaths? Why defend a
single town, even the characters’ hometown, when
armies of demons and thralls devastate entire conti-
nents’ Once the characters become vengeful gods they
lose much of their humanity, which in turn cheapens
the consequences of the choices they make.

“Twilight of the Gods” lends itself very well to the
operatic style of play, particularly as the Earthbound
grow in power and the fallen are forced to make a
desperate choice between surrendering to the Dread
Kings or taking a final stand. The focus of the story is
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global. [t has less to do with the characters’ mortal ties,
and more to do with their nature as angels.

O TORITELLING A CINEMATIC 7APOCALUPSE,

Cinematic stories occupy the middle ground be-
tween the operatic and visceral. The characters are
supernatural creatures with human cares and relation-
ships. In a sense they exist in two worlds, and their
toughest struggles often involve keeping those worlds
from colliding. Cinematic stories contrast the mun-
dane against the supernatural. The fallen fight dynamic,
desperate battles against monstrous demons and the
Earthbound for the sake of the mortals they love. The
struggle to balance the two aspects of the characters’
existence provides a wealth of possibilities for gripping
stories that combine realism and wonder.

Storytelling a cinematic apocalypse provides you
with the best of both worlds. There are opportunities
for epic action in the context of the characters’ mortal
existence. The scope of the action is not quite so broad
or so over the top as an operatic approach, focusing
instead on a local scale that has global implications.
The characters fight huge battles against fearsome
monsters. They may walk openly as mighty demons,
but they retain ties to their human friends and allies,
and the choices they make must take these human
souls into account. Rather than treating mankind as
cannon fodder or a prize to be wrestled over, the
characters consider mortals to be companions with an
equal stake in what happens to the world.

“Better to Rule on Earth” is a good example of a
cinematic apocalypse, with vastly powerful demons
returning to Earth and fighting a climactic war for the
fate of mankind. The characters are caught up in the
epic struggle, but their perspective is colored by their
human memories and emotions. The choices they
make specifically address the future of humanity in the
aftermath of the war.

STORITELLING A VISCERAL ADOCALUDSE
Visceral stories are about human characters with
demons lurking beneath the skin. Rather than face a
world-spanning epic or a clash of titans, the characters
struggle to hold onto their humanity in the face of
supernatural temptation. These stories are about char-
acters’ personal struggles. They work best with a very
tight focus and a small scale, centering on the charac-
ters’ human lives and the effect their true natures have
on everyone and everything around them.
Storytelling a visceral end is about contrasting the
characters’ mortal existence against the epic nature of
the conflict at work. Their feelings, relationships and
inner struggles take precedent over ancient feuds or
vengeance against Lucifer. Rather than focus on con-
flicts thar show how the characters turn the tide in a
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war between demons, you address how the characters
survive the conflict raging around them, and the choices
they make for good or ill. They may not survive.
Worse, they may escape only by sacrificing the parts of
their souls that they hold most dear. This storytelling
style is short on action, but can inspire intense
roleplaying sessions as the characters wrestle with the
monsters within.

“Paradise Won” lends itself well to this style of
play. Rather than focus on the global spread of the
order, you can tell a story focused on the arrival of the
chapter house in the characters’ town, and the changes
it brings. As events progress and mortals’ Faith in-
creases, the characters are in a position to redefine
relationships with thralls and mortal companions.
Then, as the war against the Earthbound opens and
Lucifer transforms human society into a police state,
the characters struggle to protect their mortal charges
from other humans — and possibly each other. Only at
the end of the story, when the characters are sent on a
mission to kill their former leader, does the focus
expand to include more than just the characters’
immediate plight. Even then, the choice the charac-
ters make depends more on the quality of theirhumanity
than on their nature as demons.

COMBINING STULLS

As stated previously, don’t feel constrained to
stick to just one style of storytelling for your apoca-
lypse, particularly if you spreading events over multiple
stories. Varying the scope and impact of the charac-
ters’ actions allows you to explore the situation from
differentviewpoints. The trick is to perceive storytelling
styles as a scale or spectrum rather than as three
separate approaches. An operatic story segues well into
a cinematic story, but not directly into a visceral one.
It’s odd and a little jarring for characters to lead an
army of demons and thralls in an assault on an Earth-
bound stronghold, and then turn around and worry
about finding food for their mortal family members.

If you want to combine styles, make it a gradual
progression up and down the scale. You can start with
the characters struggling to protect their loved ones
from cult gangs. In the next story they are summoned
before the tyrant and ordered to confront the cultists
and their thrall leaders in open battle. There's a
progression into a broader campaign against the cult-
ists’ Earthbound master, seeking out its lair and
destroying its reliquary. Once the spirit is destroyed
the characters return to the court and you can tell a
story of infernal politics as the tyrant and his ministers
wrestle with the need to openly seize control of the
city. Finally, with plans underway for an occupation of
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the town, you can return the characters to a more
visceral story. They are faced with the dilemma of
detying the tyrant while spiriting their families away
before loved ones are harmed.

ArTenTHE FIRE

Does Armageddon necessarily mean an end to
your chronicle? Not at all. In fact, of all the World of
Darkness games, Demon is the least constrained by
such climactic events. To the fallen, the end of one
world is the beginning of another. They are not beings
who quail at scenes of global devastation or who are
daunted by the possibility of aeons of struggle to
rebuild Eden. They created the cosmos once. They can
— and will — do it again given half a chance. But it
will not be the same world as before, nor will the
demons’ relationships with humanity be the same.

Any chronicle that continues in the aftermath of
the apocalypse may be as much about the fallen rede-
fining their relationships with mankind as about the
reconstruction of the Earth itself. Humanity has wit-
nessed the wrath of fallen gods, but it's also learned
that people hold the keys to power. Mankind will no
longer submit itself to the fallen in blind faith, offering
the divine spark only for fleeting gifts. If either race is
to survive, they must find new ways to interact with
one another, forging a common destiny that may one
day leave demons behind. If humans have the spark of
divinity within, it stands to reason that they will one
day grow into power and eclipse the fallen. But if
humanity can evolve, can’t the fallen grow and change

. R 1
as well? Mankind has been shown the seed of its own

glory. Could mortals in turn show the fallen a path to
a new kind of existence?

Could that have been the Creator’s plan all along?

"T'nr RoLE OF THE MORNINGSTAR

If you choose to continue your chronicle beyond
the apocalypse, some consideration must be given to
the role that Lucifer plays in the new world order.
Should the Morningstar survive, would he resume his
role as Prince of the Fallen, determined to lead demons
and mortals alike into a new Age of Wonder? Is he
treated like a traitor, possibly even brought to trial for
his actions against humanity? Or does he remain an
enigmatic figure, wandering and sharing his vast store
of experience where it’s needed most? (He has ob-
served and guided humanity longer than recorded
history, after all.) If Lucifer survives the end of the old
world, he's not the sort of character to slide quietly into
obscurity, and hisactions in the wake of the final battle
could provide a springboard for a new series set in a
post-apocalyptic world.

9
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The end has begun.
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He that overcometh shall inherit all things.
— Revelation 21:7

INrRODUCTION

It had to end like this. From the beginning,
Hunter: The Reckoning has pointed unerringly to-
ward the end of the World of Darkness. Maybe the
game and its common-man heroes were fated for such
a finale. Hunters’ emergence coinciding with a flood
of spirits from the next world was both a herald of and
hope against Judgment Day. The dead walking again
was an unmistakable portent of the end of the world.
Yet, hunters’ immediate conflict with restless spirits
suggested that they were intended as a response to
that menace. The appearance of the imbued may
suggest that some force or power sought to help the
world rather than watch it die. Indeed, that helpful
intent was demonstrated again and again, when the
imbued confronted blood drinkers, shapechangers,
wizards and demons.

Whether the existence of the chosen ultimately
marks or mitigates Armageddon is up to you. Like all
chapters of this book, “Inherit the Earth” is intended
to provide ideas and possibilities for how your chronicle

might close — or how it might take a whole new
direction. Maybe hunters’ efforts to destroy monsters,
to save monsters or to see a bigger picture beyond
them is enough to stave off ruin. And even if it’s not,
perhaps a new world can rise from the ashes of the old.
Whether it will contain monsters and unlikely cham-
pions depends on the successes that hunters achieve
now. While the fate of this world might be sealed,
hunters could stop corruption from spreading to a
new Golden Age. If they can, their struggles, loss,
pain and suffering are not in vain.

This chapter is intended for Storyteller eyes only.
If you're a player who's going to run a character in an
end chronicle, come on. You know better than to read
this stuff. What you can check out is the next few
pages’ worth of documents and artifacts from the
fading world. They're items that your character may
lay his hands and eyes on. It’s probably best to check
with your Storyteller, all the same. You don’t know
what surprises he has in store for you, and you shouldn’t
ruin any of them. They could be your last in the World
of Darkness.
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The hunt is over.

No more little battles. No more secret wars. The
final days are upon the imbued, and the rules have
changed forever — or, at least, until the end of the
world, which may be sooner than anyone expected. But
as the fires of Armageddon rise and the secret masters of
the world prepare to bring it all to a close, there’s still
room for normal men and women to make a difference,
to draw a line and hold fast against the darkness.

This world is ending. But the imbued are the ones
who will determine how the next world, if any, will begin.

The following scenarios are presented for Storytell-
ers who wish to end their chronicles with a bang, ringing
down the changes, ushering in the last days — and
putting the imbued at center stage for one last, all-
importantstory. These scenariosare outlines, not detailed
instructions, and need to be fleshed out and modified to
suit your chronicle and characrers.

All of these scenarios are developed in a similar
fashion. An overview sums up the direction of events.
Situations with which hunters must deal are then devel-
oped into a framework upon which Storytellers can
expand. Each scenario focuses on a specific Virtue —

ENDING ALL YHE STORIES

With a chronicle’s end comes the end of all the
individual stories of the imbued. Storytellers should
not neglect the small, personal stories of players’
characters — the son estranged from his mother,
the businessman whose company was taken over by
demonic thralls, the former junkie trying to rescue
his lover from a blood cult.

These stories can easily be swept aside and forgot-
ten in the chaos of the final days, but that would be a
shame. Now more than ever, these “little” events are
important to characters. These personal matters are |
last chances for revenge, forgiveness or simply closure
before everything burns away.

Storytellers should look for opportunities to in-
clude characters’ personal stories, plot hooks and
unresolved issues in the finale of the chronicle. These
stories don’t have to end happily or cleanly. There are
bound to be tragic, terrible conclusions to some. Say,
aloverkilled by monsters out of spite. Others may end
well, even in the chaos and horror of the last of days.
A distant child may forgive his mother in the face of
Armageddon. If the hunters are to face the threat of
eternal night and march toward an uncertain tomor-
row, it’s best if lingering matters are resolved so they
don’t hold anyone back. Best for the characters, best
for the players, and best for your final story.

!
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Zeal, Mercy or Vision — and the demands made of that
Virtue'’s adherents in the end times. But each plort also
provides details on what hunters of other Virtues can
accomplish. Finally, there are notes on how a scenario
might end, and what characters’ success or failure may
mean for humanity.

Oeeansime Fires

Overview: As civilization crumbles into anarchy,
supernatural creatures operate openly, claiming victims
and running death camps to house their prey. The old
order is gone, and with it the need for restraint. Now is
the time to rise up and take the bastards down, cleansing
the city — and perhaps the world — of evil.

“Cleansing Fires” is a scenario that emphasizes the
Zeal Virtue. In the final days, the monsters and super-
natural creatures grow desperate, throwing away their
disguises and political power struggles. Now they fight
for survival any way they can. The characters have a
chance to throw the monsters down and destroy them,
clearing their city of the supernatural so that predation
and horror finally cease. Negotiation and redemption
are no longer priorities — it's all-out war. This is a
straightforward, fairly linear story, one of warfare. Com-
plexity doesn’t derive from events. It arises from the
personalities and actions of the hunters themsclves, and
from the choices they make.

T uimgs Eact Arary

Society has collapsed. The corruption of the super-
natural, hidden under the skin of civilization for so long,
has finally burst forth and infected reality. Undead
hordes rampage through the streets, killing and destroy-
ing in mindless rage. Vampires wage war with each other
for supply of precious blood and slaves. Witches throw
off their guise of normality and attempt to win over
armies of acolytes in their quest for ultimate power.
Monsters and nightmares rip cities apart and murder
thousands, even millions, in pursuit of incomprehen-
sible horror. The truth is revealed, showing the sick and
impossible face behind the lies.

Government, business and society crumble with
the revelation of the supernatural. Riots and mass sui-
cides are just the start. What really causes society's
downfall is the disintegration of its support structure as
hysterical and angry citizens stop obeying the rules and
believing in the law. Like a nation that’s lost a war,
society lies in ruins, and formerly happy and affluent
citizens scramble for basic survival.

Across America — across the world — the situa-
tion is the same. Governments still control weapons
and armies, police and firemen, but now they are
openly in the service of dark powers. The media, if it
still exists, broadcasts nothing but propaganda. But
since few cities have electricity, few can hear the lies
anyway. Money means nothing, prestige means noth-
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ing, hope means nothing. All that matters is food,
shelter, weapons and endurance.

Hunters are not protected from civilization's destruc-
tion. They may even contribute to it by exposing the secrets
of the supernatural. Their jobs are gone, their homes
destroyed, their families starving. All that they had sought
toprotecthasbeen washed away inaseaof chaos and blood.
Storytellers may wish to spend several chapters simply
dealing with matters of mundane survival, testing the
mettle of the imbuedinaworldin which the certaintiesand
protection of modern life has disintegrated.

R Catt vo Arws

As the imbued attempt to survive and protect them-
selves and their loved ones, a bigger picture emerges.
Monsters are in the open now, preying upon surviving
humans. If the hunters want to make a real difference,
they have to take their fight home. The Storyteller can
use any of the following hooks to get the scenario started.

® A character's friend, family member or ally is cap-
tured by a monster, becoming a shapechanger’s brood mare
orademon’s worshipper. In rescuing the friend, the hunters
see that the creature dispenses with secrecy and seeks to
rule the ruined city with an iron fist. The only way to fight
back effectively against the creature (and the other horrors
overtaking the city) is to use the same tactics.

e Another hunter asks the characters for assistance in
fighting back against monsters, or gives them information

-

about the way the horrors now operate. (The email from
Dictatrix12 earlier in this chapter is a good example.) The
needy hunter is convinced that the rules have changed; it's
time to fight the darkness publicly. The characters must be
careful, however, that their ally’s information isn't slanted
toward her own agenda.

e Hunters of the Zeal creeds or with a high Zeal
rating receive a vision, in which the city is razed to
the ground. From the rubble erupts a geyser of blood,
from which leap hideous, shadowy forms. Out of the
wreckage emerge human forms, wreathed in flames
and wielding weapons of light, to do battle. Many of
the human forms are destroyed, but the shadows are
wiped out. In the aftermath, the flaming warriors lead
a stream of refugees to the outside world. Along with
the vision comes a message: “STAND AGAINST
THE DARKNESS,” “WIPE THE CORRUPTION
FROM THE WORLD,” or “CLEANSETHE EARTH
THAT IS TO COME.”

It’s time for the last and final battle with the forces
of darkness. And this time, the imbued have an advan-
tage they didn’t enjoy before. All the impediments to
the hunt that civilization once posed are gone. No
police toavoid. No skepticism to overcome. No need for
secrecy. This is open warfare, not a covert operation.
The characters are free to break the rules with impunity.

Of course, so are their opponents.
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Just what kind of opposition the hunters face in this
war depends on the events of your chronicle to date. As
Storyteller, you've already developed a picture of what
creatures and forces exist in the characters’ home city,
forces they may have contended with frequently in the
past. New creatures and dangers may appear to take
advantage of the chaos, and some established horrors
could fall in the first days of anarchy. But for the most part,
the creatures arrayed against the hunters now are those
that have dominated the chronicle todate. What changes
is the methods and openness of these creatures, who can
now commit atrocities without the need for secrecy.

The biggest thing that’s likely to change is the
creation of territories — districts openly controlled by a
monster or group of monsters, where any human survivors
are enslaved or murdered. Almost all the creatures of the
World of Darkness need humans for some reason — food,
energy or simply for the gratification of desires. Similarly,
creatures crave power and influence, perhaps in hopes of
saving themselves, or because ruling a pocket kingdom or
tattered empire satisfies their obsession with dominance.

The following creatures all have reasons for taking
territories throughout the city. Other beings may also
try to stake out turf for their own reasons — or may
simply rampage through the city, killing and destroying
anything in their path.

Ghosts/Walking Dead: The spirits of the dead draw
strength from human emotion, especially negative emo-
tion. Ghosts may assemble cults of followers, possessing
hosts temporarily and drinking the pain and misery of
their slaves. Walking dead are inclined to simple de-
structionand the terror their victims feel. The territories
of these beings are probably the most disorganized and
chaotic of all, and are focused on graveyards, cemeteries
and disaster sites.

Vampires: The bloodsuckers may now act openly,
without fear of discovery, but they must also compete
with their own kind for precious blood. Competition
between vampire warlords is likely to be fierce, and
territories are patrolled by well-armed ghouls and slaves.
Some vampiresset up “blood camps,” prisons for survivors
and mortals. These camps, established in defensible loca-
tions such as hospitals and jails, are packed with mortals
that are (comparatively) well fed and protected — until
undead commandants come to claim more victims.

Shapechangers: Were-creatures draw power from
nature rather than from humans, and set up territories in
parks and wild spaces with their sacred places at the
center. Shapechangers do need humans for one reason,
though — as breeding stock, the mothers and fathers of
anew generation of monsters. While were-creatures are
unlikely to try and expand their territories, they aggres-
sively raid human refuges for new breeding captives or
simply for prey. ‘ :

Warlocks: Manipulators and wizards lose many of
their advantages, influence and purpose with the fall of
the civilization that concealed them. But now they can
practice their magic freely, unfettered by the collective
disbelief of human civilization. In these horrific end
times, people realize that anything is possible. Warlocks
left in the city attempt to gather acolytes who can assist
in magic rituals and protect their masters from danger.
Witches may also gather legions of followers with prom-
ises and bribes, but aren’t likely to be aggressive or
expansionist against one another, unless a warlock sends
out raiding parties to steal food, supplies or artifacts
needed for his magic.

Demons: Demons gather armies of followers. The
damned need mortal faith and can win worshippers with
promises of salvation or power. If there are demons in
the city they may be the most dangerous opponents
hnnters face, because they can lure away humans who
might otherwise support the efforts of the imbued, and
because they aggressively address rivals' followers and
resources. Hunters who fight demons risk hurting or
killing mortal followers whose only crime is the need for
something to believe in when all else seems lost.

An Army of Darkness: For most chronicles, a city
isn’t home to just one kind of monster, but many
different ones that all prey upon and enslave human
survivors. Different creatures establish different bases,
territories and agendas, and may war with each other. Or
they may ally in order to destroy hunters and their
growing support networks, or to put down rival monster
groups. Playing one sect of monsters againstanother can
be an important strategy for the imbued.

Btock ey Brock

Once the characters have identified their enemies,
the task is simple. Simple, but not easy. Taking back the
city is a matter of strategy, supply lines and zones of
control — reclaiming locations that monsters control
and destroying their power bases. This, of course, is
casier said than done. The hunters are guerillas taking
onaninvadingarmy, or invaders themselves. They need
every weapon they possess to reclaim their home.

Taking a territory involves more than just guns and
fight scenes. The creatures controlling and patrolling
these kingdoms have a great deal to lose, and they guard
themselves with defenses, soldiers and mortal hostages.
The three Zeal creeds have different roles to play in this
war, and an effective campaign against the darkness
demands that hunters do what they do best.

Of course, skill and personality have at least as big a
role here as a hunter's creed. A Martyr might possess
ractical skills and an insightful mind, and play the part
of aleader in the war. An Innocent may care so much for
the refugees in her care that she does anything to protect
them, fighting attackers in the manner of a Defender.
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The creeds have natural ability in some areas, thanks to
their Virtues and edges, but that doesn’t override the
identity of a person or make a hunter “wrong” for the role
he assumes.

Avengers: These hunters are the frontline soldiers
of the war, the first in and the last out. With their
offensive, combat-focused edges, Avengers are those
best suited to one-on-one combat with the supernatural
and its minions. Before that point is reached, however,
Avengers need to focus on gaining access to an enemy's
territory, scouting out possible avenues of entry (and
escape), and on slowly wearing down monsters’ follow-
ers and defenses. These are the most hazardous roles a
hunter can play in this scenario, and an Avenger who is
careless or lacks dedication will soon be killed. Avengers
who want to survive must explore their anger, that need
for vengeance, burning away their human weaknesses
— and running the risk of losing their humanity in the
process. The war will bring many opportunities for these
hunters to gain Conviction and increase their Virtues.
Madness may be an inevitable side effect of victory.

Defenders: While Avengers are charged with de-
stroying the enemy, Defenders have an equally important
task: protecting the home front. The protectors of the
war, Defenders must safeguard hunters’ own territory
from attack and reprisal. That role places them in
constant danger — and may drive them to madness
before the war isdone, too. Defenders are also invaluable
in rescuing people who have been captured or enslaved.
Rescuing the downtrodden is a challenging obligation,
involving anything from silently leading chains of refu-
gees through the sewers to ramming barricades with
trucks and pulling hostages out through a hail of gunfire.
And once refugees are safe, Defenders must continue to
protect them so that former captors (or other creatures)
cannot take advantage again.

Judges: If Avengers are soldiers and Defenders are
guardians, Judges are officers and leaders, the tactical
planners and decision-makers of the war. It falls to
Judges to decide how to conduct attacks, what defenses
and resources to target, and how to weaken the enemy
before the final confrontation. This role demands data
and intelligence. Judges need to endanger themselves to
ferret out enemies’ secrets. Judges may also decide how
a group's resources are best used and maintained, and
must consider how to keep the imbued supplied and
protected. Judges aren’t as prevalent on the front lines as
are Avengers or even Defenders, but their role is de-
manding nonetheless. As the commanding officers of
the war, Judges are called upon to make the hard choices
— who undertakes missions, who gets rescued, who gets
left behind, who lives and who dies. It’s a role that can
take a heavy toll ona hunter’s morale and sanity. Judges
may be pushed to the edge and beyond by the burden of
their responsibilities.

Ttz Ovier Crecds
“Cleansing Fires” emphasizes the role and pur-
pose of the Zeal Virtue, to wipe away the infection
of the supernatural from this world and prevent it
from corrupting anything that rises anew. But the
other creeds and Virtues have a part to play in this
war. There are many opportunities for non-Zealot
characters to get involved in this scenario.

The Merciful: These hunters focus on aiding
the war effort through intelligence, diplomacy and
providing hope when all seems lost. Innocents can
gather information through scouting raids, and may
be able negotiate with one enemy to fight another.
Martyrs could rally hunters and ordinary people
alike, filling hearts with hope through courage and
sacrifice. Redeemers may tend to the wounded and
persuade enemies to surrender or withdraw with the
promise of forgiveness or salvation.

The Visionary: War is more than fighting, it’s
information. It's purpose, and that’s what these hunt-
ers provide. Hermits can hang back and gather
insights with their edges, providing the data needed
to draw up battle plans. Visionaries may develop
long-term strategies, coordinating their fellows and
making sure each battle is a step toward winning the
war. And Waywards could inspire and direct from
| the front lines, demonstrating savage power (al- }
though the price of that effectiveness could be
ordinary people, their lives used as bait or weapons).
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War Srorics .
As the scenario progresses, the characters might

make headway against the monsters, retaking territory ‘

and casting down their dark masters. But a story that’s

simply raid after raid is both boring and unrealistic. The

following are suggestions for developments and events

to keep the story moving, issues with which hunters |

must deal on the way to the final chapter, the final battle

with the darkness.

Supply Lines: To continue the battle, the imbued
need constantaid and supplies: weapons, medicine, equip-
ment and simple food and shelter. These resources must
be found or created; searching for them can take up all the
“spare” time a hunter might have. And once these neces- I
sities are found, they must be protected lest the enemy —
or other humans — steal them for their own use.

The Home Front: Casting an undead tyrant downis =
just the beginning of the job. An enemy’s territory can’t !
be left empty — it’s a resource that must be used by the
imbued or else be claimed by a difterent enemy. Oncea . »
territory is taken, it may need to be populated with
refugees and survivors, the human supporters and aides of ‘
the imbued. Resources must be found to feed, clothe and



shelter these people, fresh water and sanitation must be
provided, and borders must be protected from invasion.

New Faces: As one enemy is cast down, another
may take its place. New monsters could enter the city
looking for a chance to grab power, while others (such
as the walking dead) may simply be created in the wake
of a battle. At the same time, potential new allies may
appear — imbued outsiders come to fight for the char-
acters’ cause, or courageous refugees prepared to go
against the enemy. But even these allies can pose prob-
lems as precious resources are stretched ever thinner to
provide for them. And do other hunters really have the
same goals as the characters?

Black Allegiances: Faced with attack from the
imbued, supernatural beings may band together to fight
back. While these creatures may hate each other and
compete for followers and resources, they fear or hate
the characters more. Besieged enemies may attempt to
turn the tables, launching attacks on hunter territories,
or bringing in allies of their own to bolster forces for a
decisive strike.

War's En

The purpose of this scenario is simple: Take back the
city and cast out or destroy supernatural evil. War is never
a simple affair, however. The imbued are likely to suffer
terrible casualties, even if they gain the upper hand.
Success demands sacrifice and brings with it new compli-
cations and obstacles. Ultimately, it comes down toasingle
bid — a last stand, a final battle against the darkness.

No matter how the war has been fought thus far, this
is the hardest battle of all. The final enemy (whoever
that might be) has had the opportunity to conserve its
resources, to prepare and plan for this, its last stand. The
characters, on the other hand, may have fought battle
after battle in their campaign and are bound to have paid
a heavy price in sanity and lives.

As Storyteller, you need to make this battle matter. [t's
time to pull out all the stops and show the hunters — the
players’ characters — the fight of their lives. The enemy
fights dirty, fights desperately, and the imbued must do the
same if they have a hope of winning. This is the final battle
of a war story, and not everyone can make it out alive. In
fact, all of the characters might die. That’s not necessarily
a bad thing. Tragic endings are all too possible in Hunter.
Even if all the imbued die, the battle may not be lost. Not
if the refugees and survivors they have cared for rise up and
fight in memory of their protectors.

When the dust settles and the last of the dead have
been carted from the battlefield, what then? Do the
Messengers appear in a burst of light and say “well done”
to the survivors? Probably not. What's more likely is that
nothing happens at all. The city is cleansed. If other
imbued elsewhere have successfully waged similar cam-
paigns, the country may be free of supernatural
contamination. The hunters have the remains of a
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society under them, a nation of survivors who seek
leaders. The characters can protect that realm and work
to stop the darkness from returning.

Even if the imbued win their battle, the war isn’t
necessarily over. Who knows what's happening across the
rest of the world? Perhaps the end is inevitable; nothing
can hold it back. The hunters may have liberated their
city only to have it be destroyed by an unstoppable
Armageddon. Or perhaps the city is an island of weak and
fading light in a sea of darkness and corruption. And, of
course, there's the chance that the characters fall in battle
and the city is not claimed from monsters.

You decide what happens after the battle. The im-
bued have done alt that they can; all that a band of fragile
and fallible humans can achieve in the final days. What
happens after that may be out of their hands. All they can
hope is that their blood, sweat and tears have wiped the
sins from one world and consecrated a new, pure one.

Gummer of Hove

Overview: As the world burns, a miracle happens.
A power is unleashed that can heal monsters of their
corruption, returning them to a normal human state.
The imbued become the custodians of this power as
supernatural creatures flock to their city to be saved, or
the characters may seek to destroy this new and awe-
some power,

“Glimmer of Hope” emphasizes the Mercy Virtue.
The coming Armageddon shatters the normal bound-
aries of reality. Events that were once impossible now
come to pass. The possibility of healing or pardoning
monsters is a reality, and the characters control that
power. But this gift can’t be used on a whim. It’s a
dwindling resource that must be guarded and protected.
To the characters fall the responsibility of deciding
which monsters may be saved and which must be turned
aside — where mercy can be offered out and where it
must be withheld. The story focuses on interaction
between hunters and inhuman beings, on hard choices
and heavy responsibilities.

Migactz 1n THE RFvermarh

[n the terror of the final days, it’s more than just human
civilization that falls apart. The wall between the possible
and impossible crumbles, as does the barrier between the
worlds of the living and dead. Anything can happen, and a
miracle occurs in the characters’ city: The glimmer — a
power that can remove the taint of corruption from a
supernatural creature. Under the glimmer’s light, a mon-
ster iscleansed of darkness, forgiven its sins and returned to
humanity or allowed to pass into peaceful oblivion.

“Glimmer” is just-a convenient shorthand for de-
scribing the power of this scenario. You can call it
anything you like, or not call itanything at all. Just what
form the glimmer rakes is for you to decide based on the

-needs of your chronicle. Here are a few suggestions.
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¢ An extremist Merciful hunter develops the power
to heal monsters as a level-five edge. This may be one of
the players' characters or a Storyteller character. You
should design an edge to encompass the effect, using the
powers in other Hunter sourcebooks as guidelines. Ex-
piate from Hunter Book: Redeemer (p. 77) isa possible
model, only the power at work here could be more
lasting. This edge may come from deep inside the pos-
sessor or from an external source (see Hunter: Fall from
Grace for more details). The power seems benevolent,
but it could be a gift from a corrupt or evil source that
uses the imbued to weaken the supernatural opposition.

¢ An extremist Redeemer battles a powerful crea-
ture, perhaps a demon, warlock or other being with
knowledge of spirit worlds. Both fall, and in their death
throes a fountain of light erupts, birthed from their
spiritual power. This version of the glimmer is a station-
ary field of mystic light. It emits akind of spiritual gravity
that draws supernatural corruption to itself. It might be
tall enough to reach into the sky like a skyscraper or
small enough to illuminate a room.

® A scientist or technically minded hunter discov-
ers a “cure” for supernatural corruption, a serum made
fromunusual ingredients. The treatment shouldn’t work,
butsomehow — in aworld where the laws of physics and
lite fray — it does, purging even dead flesh of supernatu-
ral toxins. The cure cannot be made easily, however.
Perhaps it’s based on chemicals found on assite of mystic
activity, or only the inventor can make it work and she
isn’t sure how.

No matter what the glimmer is in your chronicle,
your hunters are the ones who learn of its existence.
Perhaps the possessor of the power comes to them for
help, ora vision from the Messengers drives them to the
discovery. Maybe they're the ones to create this miracle
in the first place. In any case, the characters are the first
to find out about the glimmer. The first, but not the last.
Heatme Lignr

Whatever form the glimmer takes in your chronicle,
it possesses the same properties — qualities that shape
the course of the scenario. (You may, of course, decide
to change these features to better suit the story you
want to tell.)

It turns monsters into normal humans. Exposure to
the glimmer eradicates any supernatural properties of a
being. (Depending on the form the glimmer takes, some
creatures might be immune. lt’s hard to injecta ghost with
aserum, forexample.) Vampires, warlocks, shapechangers
and other “altered humans” become normal people with
no supernatural powers of any kind. Ghosts and the
walkingdead simply die, their souls going on to some kind
of final reward. Demons, nightmares and other “possess-
ors” are expelled from their hosts (and pass into oblivion
like ghosts), or merge permanently with their hosts to
become normal humans. ‘

It has no effect on the imbued. Hunters are com-
pletely unaffected by the glimmer, in eithera positive or
negative way. If a physical effect like a serum, it has no
toxic or beneficial result when administered. If a spiri-
tual phenomenon like a column of healing light, itis not
affected by edges and appears no different to second
sight than to normal senses. Even if the glimmer has an
effect on normal people, hunters are immune. They are
the custodians of this power, not the recipients, and they
get no benefit from it.

Itis alimited resource. The glimmer cannot simply
be used to cure every monster in the world. Every time
the power is applied, its strength is diminished. The
serum cannot be remade. The light fades. The possessing
hunter’s vitality and sanity erodes. Only a select number
of monsters can benefit from the glimmer, and it falls to
the characters to decide which creatures should be
saved. Most of the drama in “Glimmer of Hope” comes
from the weight of responsibility, in deciding which
monsters will be saved and which will remain damned.

Itattracts monsters. Somehow, the supernatural crea-
tures of the world become aware of the glimmer's existence.
This might be by mundane means, such as rumors of its
power spreading through vampire or demon circles. The
glimmer might send out a spiritual signal of sorts just by
existing; monsters become instinctively aware of its prop-
erties. In any case, creatures soon learn of the glimmer and
come to the city to take advantage of its power.

Thanks to all of these glimmer qualities, the charac-
ters are in control of immense power. But they can't
simply use it for their own advantage or as they please.
They must decide which monsters are deserving. And
they can’t simply hide it and not use it, because monsters
come to them demanding to be healed (or to destroy it).

PILCRIMAGE

Attracted by the promise of salvation, creatures flood
into the city, demanding or begging for the release of the
glimmer. The hunters have to deal with this influx, con-
trolling not only access to the source but also the damage
creatures inflict on human refugees and inhabitants.

The following are some of the issues with which
hunters may deal. Others may emerge, depending on
what beings come for the glimmer’s blessing.

If monsters flock to the city, they have to stay
somewhere. What effect does this sudden influx of people
— not just monsters, but perhaps their human followers
— have on the ruined infrastructure of the city? Monsters
such as vampires and ghosts that prey on humans to
survive can’t just stop while waiting for a chance at
redemption. The hunters have to police their émigrésand
prevent them from destroying what'’s left of the city.

Where do the creatures stay in the city? Some don’t
need shelter or food, but want to stay close to the glimmer
lest they miss a chance to be blessed. A shantytown of
monsters and their followers may spring up around the




glimmer’s location. Such a town is a tense, dangerous place
as its inhabitants vie for position and precious resources.

Monsters who come to the city may not leave their
old grudges and agendas behind. Rivals and bitter en-
emies may be forced to wait side by side for access to the
. glimmer. Violence between creatures is inevitable, and
such clashes are bound to have a toll in human lives.
Perhaps those outbreaks even injure or destroy other
creatures that deserved the glimmer’s healing.

Of course, some monsters refuse to wait meekly for
their turn at forgiveness. They try to take control of the
glimmer in some way, by seizing it or capturing the hunter
that channels the power. More subtle creatures may
attempt to win the characters’ favor, directing the
glimmer toward their allies and minions and not at
their enemies — or vice versa. The hunters need
to defend the glimmer from the efforts of those
who would steal or corrupt it.

And what of the glimmer’s recipients, the
creatures who are blessed? These newly normal
humans need food, water and shelter, resources
that are already scarce in the damaged world of
the final days. They may also need protection
from their enemies. Monsters (or other hunt-
ers) may seek tostrike at a recovered monster
now that she has lost her power and defenses.

Guarning Hoee
Not every creature in the world wants to be
saved or cured by the glimmer. Many monsters
are so corrupt that they relish their supernatu-
. ral existence and perceive the glimmer asa
¢ threat. The glimmer is destruction, nota
. reward, and they seek to lash out
‘., against it any way they can. They
. aren’t alone, either. Some hunters
7 “+ . may attempt to destroy the glim-
"% mer rather than permit the
forgivenessof theirhated enemies.

Protecting the source from
attack plays a major part in this
scenario. The following are
some possible issues involving
the power’s defense.

3 The simplest form of attack
4 is, of course, direct physical
4 force. Less subtle monsters or
creatures with powerful physi-
cal abilities may try to destroy
the glimmer. This could mean
murdering the hunter who chan-
nels the power or blowing up
'€ ,‘ the location that houses the
S ' s | nexus. Depending on the mon-
sters involved, this could be a
surgical strike by an assassin or
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demolitions expert, or an all-out assault by a horde of
creatures and their followers. This kind of direct physi-
cal challenge can be bloody — and not just for the
hunters. Normal people and saved monsters might be
injured or lost in the battle.

Cunning monsters such as vampires, warlocks and
demons may put subtle schemes into play. A monster
mightstrike at the glimmer by capturing ahunter's family,
threatening to kill loved ones if the power is not de-
stroyed. Another option might be to distract the hunters
with minions or other monster groups, leaving the glim-
mer unguarded. Monsters that influence governments,
police or other institutions — even damaged as these
groups are in the final days — could use them to harass,
arrest or destabilize the characters, their allies or their
friends. In response, hunters must draw on their own
ingenuity and diplomatic skills rather than firepower and
edges. They have something or someone personal to lose.

Depending on the nature of the glimmer, the hunt-
ers may not be able to defend it against certain attacks.
If the power flows from a crack in reality or a spirit realm,
the imbued cannot enter such an alien plane — but
monsters such as demons, ghosts and werewolves can,
and might strike at the source directly. The hunters may
have to approach former or current enemies for aid,
asking one set of monsters to fight another. But even if
other creatures agree to help the characters, they're
bound to demand a price. Can the imbued grant the
blessing of the glimmer to creatures who don’t deserve it
— or withhold it from beings who do — in order to buy
another day of protection?

Beyond monsters, another threat is posed to the
glimmer: other hunters. Some chosen (especially those of
the Mercy creeds) may see it as a boon. Others can see it
as aget-out-of-jail-free card being handed out to monsters
that deserve punishment, not forgiveness. These angry
hunters may want todestroy the glimmer and any imbued
who protect it, or use it as a weapon, a way of stripping
creatures’ powers before murdering the beings. Like mon-
sters, enemy hunters might be overt or subtle in their
attacks on the glimmer. Guardians might have to justify
their actions to former allies in a calm debate, or they
might have to find God45 before the Wayward detonates
a dirty nuclear bomb in the middle of the monster
shantytown. How far are the hunters prepared to go to
defend themselves against erstwhile allies, and how do
monsters react to inter-hunter conflict?

T we Quativy oF Merey

The control and protection of the glimmer falls
primarily to characters of the Mercy creeds. Through the
use of the source, the Merciful can fulfill personal goals:
to heal the supernatural corruption of this world and
lessen the taint thatspills into any subsequent world. It’s
a daunting task — the Merciful can never completely

heal the world or negate the supernatural — but if the-

right monsters can be redeemed, if enough can be done
with the glimmer before it fades, then the hunters might
make a difference.

The ¢limmer is limited in power and comes closer to
exhaustion every time it’s used. Ultimate responsibility
for it, for making sure it’s used as effectively as possible,
goes to Merciful hunters.

Innocents: These hunters are the peacemakers and
diplomats of the imbued. They might communicate
with supernatural supplicants that seek (or demand) the
glimmer’s touch. When monsters come to the glimmer
like moths to a flame, they may be confused, angry,
violent or suspicious. Innocents could calm these be-
ings, allay their fears that the glimmer is bait, or prevent
them from lashing out at hunters and other people. As
more and more creatures gather around the hunters,
Innocents can spend more and more time interacting
with them. Their duties might include administering to
the growth of a shantytown, mediating a peace between
rival creatures, or helping monsters evade attacks and
reprisals from enemy hunters. Innocents can be the
“public face” of the glimmer, and can bear the attention,
temptation and aggression of unnatural supplicants.

Redeemers: No hunters have a more terrible task
than Redeemers. They may feel responsible for deciding
which creatures benefit from the glimmer's power. Not
every hopeful can be saved, and only the most deserving
may feel the power’s touch. Redeemers are charged with
picking and choosing between monsters, using their
edges, knowledge and instincts to decide whom to
forgive. Some Redeemers may choose to bless those
creatures who are truly repentant, who have worked to
push back their own damnation and who wish for
nothing more than the return of their humanity. Other
hunters might decide to use the glimmer on monsters
who are truly evil and corrupt, to remove their hideous
power from the world and neutralize their influence. No
matter what criteria Redeemers use, no matter what
advice they take, the final choice may be theirs alone.
And if the wrong creature is touched by the glimmer,
they must take responsibility for the outcome.

Martyrs: The blessing of the glimmer is a process,
almost like a 12-step program to forgiveness. Innocents
handle the intake of monsters, Redeemers control the
actual moment of healing, while Martyrs may take
charge of the aftereffects, the return of former monsters
to humanity. This is a time of confusion, weakness and
simple emotional suffering for a creature. No hunters
understand pain and suffering better than Martyrs. It’s
up to these imbued to counsel saved monsters in what it
means to be human, to protect them in their time of
weakness, and to bring them back into the community.
Martyrs also play astrong part in protecting the glimmer
from attack, fighting alongside Zealots or on their own,
and inspiring their comrades — and perhaps even the



ranks of former creatures — with their courage, devo-
tion and sacrifice.
Tz Licwy Fades

The power of the glimmer is immense and world-
changing, butit’s not infinite. Sooner or later, depending
on how heavily the characters draw upon it, the phe-
nomenon is spent. The healing energy runs dry, the
serum reserves are exhausted or the extremist is con-
sumed by her own power. The glimmer is gone and the
story draws to a close.

A story that results in the loss of the glimmer ends
in a climax. The hunters have fought to control the
power of the miracle, to heal willing (and perhaps
unwilling) monsters of their unnatural state, and to
make the final days less terrifying. They've probably
suffered losses and setbacks, but they’ve (hopefully) also
had triumphs. Have their actions made the next world

* acleaner, less corrupt place’

If you don't wanr to wrap up the story there, a
number of stories and situations can spin out of “Glim-
mer of Hope.” Consider the following issues:

L

T e Ovhick Oreeds

“Glimmer of Hope” emphasizes the role and
purpose of the Mercy Virtue, to heal supernatural
beings and in turn diminish their influence upon
this age and that to come. But the Merciful aren’t
alone in their fight. Other creeds have a part to
play in this scenario.

The Visionary: Using the glimmer on every
monster that stumbles across one’s path isn't a wise
way to share a miracle. To have a true impact on the
world and to make areal difference, hunters of Vision
may direct the glimmer where it can best be used.
Hermits can gather information about monsters and
supplicants to the power, finding out which creatures
have honest intentions and which are hopelessly
corrupt. Visionaries look at the big picture, predict-

ing what effects will follow the salvation of this
monsterrather than that one. Asfor Waywards, while
the mad hunters can use their gifts to guide the use of
the glimmer, they'’re likely to use it as a weapon, a
means of crippling the powers of the supernatural.

The Zealous: Some see the glimmer not as a
beacon of hope, but as an abomination that must be
destroyed or as a resource to be exploited for their
ownends. Adherents of Zeal are called upon to fight
such aggressors. Avengers can take the fight to the
attackers, striking at monsters and rogue hunters.
Defenders protect the glimmer and the Merciful
from harm, holding attackers at arm’s length until
help arrives. Judges determine battle plans, map-
pingout tactics to remove a threat while minimizing
the toll on mortals and hopefuls alike.

1 - .

¢ What happens to monsters who are human again?
Can they be integrated into normal human society or
whatever society exists after the final days? Some of
them may have a change of heart once they experience
all the bad aspects of being mortal and seek to return to
their damned state, or take revenge on the hunters.
Others might become targets of their old enemies or of
humans wanting to punish their former dictators.

® What about the monsters that didn’t receive the
glimmer, who were rejected or turned away by the
hunters? These creatures may seek revenge on the
people that denied them salvation. Alternatively, some
might pursue other means of redemption — means that
may be true blessings or false promises held out as a
monstrous trick. What do characters do if they learn
that a demon is undoing all of their efforts by drawing
repentant monsters back into damnation?

® For that marter, are there truly other means of
salvation out there that the hunters can put to use! The
glimmer wasasingular power, but it might not be unique.
If another similar force exists, the hunters may be able
to find it and this time avoid any mistakes made before.
Of course, other forces — from monsters to other hunt-
ers to former creatures of darkness — are desperate to
find and control this new power, too.

Winbs of Cange

Overview: The old rules have broken and now
seemingly small changes can sweep the world. When
normal humans are motivated to hew closer to the
imbued and acknowledge the protectors in their midst,
it’s a golden opportunity to make a real difference. But
to do so, the imbued must finally unify and dedicate
themselves to a single cause.

“Winds of Change” emphasizes the Vision Virtue.
The imbued have always been held back by the inability
of humanity to recognize the corruption of the super-
natural. But what happens when normal folks start to
believe? With the power of the people behind them,
hunters can act openly, coming together to fight the
darkness. Before that can happen, though, the imbued
must overcome their own differences and agree onagoal
that can be achieved, a dream that can be realized. This
story focuses heavily on interaction between hunters,
other imbued groups and ordinary people. The emphasis
is on planning, leading and organizing, on aiming for a
lofty goal and doing whatever it takes to reach it.

R Crack ik hz MiRrog

For millennia, humanity has lived in ignorance of
the monsters that lurk at society’s heart, that influence
nations and that commit atrocities behind the scenes.
This ignorance is due to supernatural powers of subter-
fuge and disguise, and to these beings’ cunning and
secrecy. But the most important factor is humanity’s
reluctance or inability to believe the truth, even when
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evidence is shoved in their collective face. When con-
fronted with the supernatural, humans tend to rationalize
it away, lapse into hysteria or simply deny the truth.
They want to remain in blissful ignorance.

Not anymore.

“Winds of Change” proposes that normal people are
ready to believe in the supernatural. This change may
come about as a result or side effect of civilization's
destruction in the final days. Or this newfound resilience
is the trigger for the final days and the tearing down of the
old order. In either case, something has stripped away the
human tendency for amnesia. Now when normal people
encounter the supernatural — whether they see aghost in
a deserted house, survive a vampire's attack or watch
footage of arampaging werewolf—they acceptit for what
it is, not for what they've been told it should be.

Of course, all this change doesn’t mean humans can
suddenly detect monsters or see through supernatural tricks.
That capacity remains beyond people, as the burden of
hunters who activate second sight. Nor can mortals read
hunter code or resist a monster’s mind-control powers. Yet,
the underpinning of the world’s corruption — the inability
of the human masses to even see that corruption exists — is
gone. This upset of the status quo changes the world forever.
£anty Davs

The hunters already believe in the supernatural, of
course, so they aren’t directly affected by the change in
the world's rules. The scenario starts with the dawning
realization that reality has changed, that the characters
can take advantage of this new situation. The following
are possible hooks to draw the hunters into the story, but
many possibilities exist.

¢ [n the aftermath of a confrontation with the
supernatural (whether peaceful or violent), the hunters
are surrounded by people who want to know what the
hell that creature was, or what just happened. Accus-
tomed to onlookers panicking or rationalizing away the
supernatural, characters may be startled to realize that
people believe the evidence before their eyes, or at least
don’t instantly reject the notion of the inhuman.

® Footage of a monster fighting a hunter appears on
the Internet or on television. The images are quickly
pulled and the story is buried by the corrupt controllers
of the media, but the damage is done. As they go about
their daily lives, the characters encounter people debat-
ing what the footage really depicted, and whether or not
supernatural forces were involved.

® When a creature (perhaps a warlock or demon)
uses its powers openly in a confrontation with the
characters, mortal onlookers don’t run. Indeed, a mob of
angry people attacks the creature, forcing it to flee or
perhaps giving the hunters a chance to take it down.

These changes in people’s beliefs may occur slowly
over the course of several stories, or it might happen

goblins — were actually hampered by disbelief before.

The grear secret suppressed their supernatural powers
and forced them to work quietly. With disbelief gone,
these creatures are free todo as they wish and put overt
plans and powers into motion. Hunters may set out to
achieve bold new goals only to find some of their
opposition even more powerful than before.

| L
Dousts-Ebged Sword
The fading of the masses’ disbelief isn’t a com-
pletely positive development for the imbued. Some
creatures — most notably demons, warlocks and
i
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overnight. In either case, the change is not just local but
global. Stories of humanity’s acceptance of the super-
natural surface in the media and in underground networks
such as hunter-net, and propagate by word of mouth.

Open acceptance of monsters means that the great-
est obstacles facing the imbued — their inability to act
openly, to gain support from their friends or society at
large —iseliminated. The characters are still vulnerable
to attacks and reprisals from enemies. They may still
have to work in secret to remain safe. But now they can
attract followers and aid, explain their actions to the
people they love, and aim at important goals.

Heagy s and Minds

Individually, each hunter is a lone soldier, peacemaker
or planner. But with a legion of human supporters and
believers behind them, the imbued can now become guides
— leaders of an army, a political revolution or a spiritual
reawakening. If hunters can convince normal people to aid
them, to lend support toa specific goal, the chosen can make
real headway in the struggle. This is a time for hunters
(especially those of the Vision creeds) to set their sights on
major, concrete objectives. [t’s an opportunity to stop main-
taining the status quo and start making a real difference.

It's likely that characters make large-scale plans as
soon as they realize they can gain the support of the
masses. If they don’t, other imbued groups elsewhere do
and the characters may see the results. Perhaps news
reports show riots in other cities, with the ringleaders
holding up banners bearing hunter code symbols. A
politician is torn apart by a mob after other hunters
expose him as a monster. A cult movement forms
around a charismatic preacher who claims that monsters
are real. You can use scenes such as these to light a fire
under players, driving home the point that the old rules
have changed and that great things are possible.

Of course, if hunters want to draw on the strength
and support of the people they need to win that support.
People may no longer dismiss the supernatural out of
hand, but they still need to be convinced that accusers
are right — and be persuaded to aid in any effort. It
doesn’t help that people are still afraid of the supernatu-
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ral, and likely to panic when they encounter monsters.
If the characters want converts, they need to challenge
public fear by motivating normal humans to fight back.

Fear may be overridden with outrage or anger. If the
characters know of a particularly vile or abhorrent
creature, revealing its true nature could infuriate the
public such that they’re more incensed than terrified. If
the hunters prove that a prominent figure such as a
politician or celebrity is a murderer, child molester or
ruthless manipulator before revealing his monstrous
nature, mobs may respond by swarming the creature
rather than running away. Once the furor dies down,
hunters can try to rally the frightened but (hopefully)
convinced and invigorated humans to their cause.

Alternatively, characters might try togain supporters
more peacefully and rationally, convincing them of the
truth intellectually without exposing folks to danger or
terror. For instance, hunters could gather evidence that
the supernatural is real — photographs, videotapes, wit-
nesses, even the corpses of monsters — and present it all
to appropriate people. Taking this material to journalists
is one possibility, but it has its dangers. The media may
still be controlled or manipulated by monsters and their
followers, and hunters’ efforts might only attract un-
wanted attention from dangerous enemies. Another
possibility is for the chosen to personally convince friends,
families and personal contacts, everyone from co-workers
to church members. Word of mouth spreads from there,
from other people who are trusted.

Many other methods exist for hunters to gain sup-
port. They could form a cult, preaching the truth about
the supernatural. They could rally a street gang around
themselves, recruiting new members as society crumbles.
They could even set up a website with photos, docu-
ments and forums, almost like a “civilian” version of
hunter-net, tapping into the rising tide of online belief.

However the hunters approach the task, the process
of gathering followers can occupy several chapters of the
story. Once they win support, however, they need touse
it. They need a purpose.

PersistzneE of Yisio

Goals, plans and foresight are the province of the
Vision creeds, who may have been intended by the
Messengers to lead the imbued into the final days. That’s
not a role that the other hunters have always accepred,
of course, or that Visionary hunters have understood
themselves. Before now, the business of planning and
thinking about where the imbued are going has often
taken a back seat to simple survival, and long-term goals
have given way to short-term successes.

With humanity emerging from its blindness, how-
ever, the situation has changed. It's time for Vision to
take command, and for the leaders of hunters to take
their rightful place in imbued society. But the threc
Vision creeds are very different in their approaches to
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the hunt, other imbued and humanity. Those differ-
ences affect both the goals such leaders choose and the
relationships they form with supporters.

Hermits: Separated from their fellow imbued by crip-
plingheadachesand mental static, Hermits naturally prefer
the company of ordinary people (when they must endure
company atall). Hermits are best suited to working directly
with hunters” supporters. As the imbued form a support
network, Hermits can work within that normal commu-
nity,sharing informationand relaying the general mentality
of the masses to other hunters. Hermits are also vital to
gathering the details needed to develop plans and goals,
using their edges and capabilities to learn and disseminate
information. The challenge for Hermits is balancing any
loyalty to ordinary friends and associates with the overall
sacrifice and loss demanded by hunters’ plans. Can indi-
vidual losses be tolerated for the greater good?

Waywards: Just as Hermits can work withinsociety, so
are the near-psychotic Waywards connected to the im-
bued. Waywards tend to be contemptuous of other hunters,
but at least they recognize that other chosen have a
function. Normal humans, however, may be considered
little more than cannon fodder or bait. That attitude that
can only drive supporters away. A hunter group led by a
Wayward is likely to work toward a violentand bloody goal,
and probably suffers great losses in the struggle to reach it.
Even other hunters may be expendable to a Wayward, and
imbued allies could become enemies once the destructive
plansofa Wayward are revealed. Butin the final days, when
monsters rampage and civilization crumbles, the savage
inspiration and power of a Wayward may be the only means
to fulfilling a goal.

Visionaries: The only truly sane creed following the
Vision Virtue, these hunters are perhaps best suited to lead
both imbued and ordinary people to a dream. With their
predictive and information-gathering cdges, they can un-
cover the data needed to formulate plans and strategies,
while their humanity and inspirational powers can rally
support. But with that purpose and presence comes respon-
sibility, more so than for Hermitsand Waywards. A Visionary
must be the interface between huntersand theirsupporters,
able to lead from the front lines and advise from safety. No
other hunter better understands the price that must be paid
to reach important goals. A Visionary must justify that
price to both imbued and human allies. This is the role for
which seers were created, perhaps the purpose the Messen-
gers always intended. It’s a thankless and punishing task,
however. One that can destroy a leader before her aspira-
tion is fulfilled.

Riming Higu

Great things can be achieved only if hunters strive for
them. Until now, most hunters have had tosettle for small
victories and minor achievements, unable to make truly
significant changes to the world. But now the status quo
has changed, the impossible is possible. Difficult and

to play in attaining the final reward.

The Merciful: To these hunters falls the respon-
sibility of protecting and nurturing both hunters and
supporters — not just physically, but emortionally
and spiritually. Innocents can lift the spirits of battle-
scarred and frightened imbued with edges and sheer
optimism, and can fan the flame of hope in human
supporters. Martyrs may inspire ordinary people with
their courage and readiness for sacrifice, and protect
folks from the terrors of the supernatural. Redeemers
can heal the sick and give strength to the weak,
inspiring loyalty in the most cynical of skeptics.

The Zealous: As the imbued work toward their
goals, monsters lash out against the upstarts. The
Zealous must be ready to protect their leaders. Aveng-
ersare charged with bringing the bartle to the enemy,
taking out creatures that stand in the path of the
imbued agenda. Defenders protect planners and in-
formation gatherers from attack, and shield allies
from harm. Judges can work closely with Visionary
leaders, developing tactical plans to win the battles
that take the imbued closer to winning the war.

T '
dangerous, but possible. With the backing of supporters
and the potential to gain more, hunters can move beyond
their old arenas and set their sights on meaningful and
important accomplishments. Such as? Well, that’s up to
the characters to determine. The central purpose of
“Winds of Change” is to put the imbued in a position to
achieve great things, assuming they have the inspiration
to find a meaningful goal.

A major goal is nothing more or less than changing the
world. This is action on a national or even intemational
scale. Rather than exposing the mayor’s monstrous na-
ture, the characters try to bring down the entire
government. Instead of disrupting vampiric control of a
crime family, the huntersattempt to break the bloodsuck-
ers’ control over the country. And rather than be satisfied
with small glimpses of the truth and the meaning behind
the imbuing, the chosen settle for nothing less than
knowing everything. Major goals arc only conceivable
once hunters know that the masses can accept the truth.
To actually attain these goals — to change the world
irrevocably even as it crumbles around their ears — the
imbued must gain the support of not just a few dozen or
even hundreds of normal folks. They must gain the
support of thousands. This is not something that can be
accomplished alone oratonce. Toattain a major goal, the
hunters must ally with other imbuced across the world.

Y ug Ovuer Oreeds
“Windsof Change” focuses on the Vision creeds,
revolving around lofty goals and the organization
required to meet them. But the Vision creeds are
not alone in this struggle; other imbued have a part
=
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If and when the characters decide to aim for a major
goal and realize that they need help, “Winds of Change”
moves into its final phase. To reach their goal, the
imbued need to recruit other hunter groups (and their
human supporters) to the cause. The greater the goal,
the bigger the network needs to be. In the process of
bringing hunters together, the characters may accom-
plish something even more important — the creation of
a hunter society. And even after the goal is reached (or
perhaps even if the plan fails), that society of hunters,
working openly to change the world, remains in the
wake of the final days. Perhaps that unification was the
unseen, greatest goal possible.

The final phase of “Winds of Change” is open-
ended. The story could wrap up quickly as the hunters
overcome every obstacle in their path, or they're cut
down before their crusade even begins. More likely,
though, is astory told through several chaprers, with the
imbued slowly marshalling their allies. The story ends
when their goal is finally fulfilled or lost. Here are some
factors to consider when developing the chronicle.

Keeping the Faith: To maintain the support of
normal people, hunters need to do more than simply use
edges and fight monsters. People must be protected from
dangerand kept safe from the chaos and terrors of the final
days, evenifitputs hunters at great risk. If some supporters
are lost to violence, the characters have to work all the
harder to preserve the loyalty of those who remain.

Communication: If the hunters want to recruit the
help of other imbued, they need to reach those hunters
somehow. Hunter-net is one means of contact, but it
may not function as society falls apart. Characters may
have to resort to simpler methods such as telephone
calls, face-to-face meetings or even letters. Other op-
tions might be using the media, sending messengers, or
the use of edges and creed capabilities.

Negotiation and Compromise: The characters are
not the only hunters trying to make a difference in the
final days. Other groups work toward their own goals
and may have little or no interest in cooperating with
the characters. Indeed, other groups may try to persuade
the characters to abandon their goal and dedicate them-
selves to a different agenda. If the imbued want the help
of their fellows, they may need to make formal alliances
and deals — quid-pro-quo arrangements to help both
groups achieve their desires.

Killing Rivalries: Some hunter groups have no inter-
estincompromise oragreement. Theirgoals are intrinsically
opposed to the characters’. If one group seeks to make an
alliance with demons to uncover the mysteries of reality,
while another seeks to wipe demons from the face of the
Earth, there can be only conflict between them.

Monstrous Reprisal: Of course, the supernatural
corrupters of the world do notsit idly by while humanity

unites against them. Even in the final days, monsters
influence society, control gangs and police forces, and
possess terrible powers. United and public hunter groups
make themselves — and their supporters — targets.

Success: If, despite all these obstacles and compli-
cations, the hunters finally reach their goal and change
the world, you don’t have to stop there. Anything is
possible in the final days. Perhaps the characters, backed
by aweb of imbued and a nation of supporters, can do the
impossible. Maybe they can build a new world for
humanity, free reality from corruption and truly inherit
the Earth. At the very least, they can try.

STORYTELLING THE EXD

The end is nigh. The Book of Life is about to slam
shut. Welcome to Armageddon.

Man has long predicted its coming. The Aztecs said
the world would end in 2012. Romans believed that 12
mystical eagles revealed to the founders of the Empire
the exact date when civilization would collapse around
their ears. The Book of Daniel and the Book of Revela-
tion both pull back the curtain to show exactly how
God’s wrath will send sinners to Hell and believers to
salvation. Modern-day doomsday prophecies suggest
that we will die by meteor, comert, plague, biological
warfare, nuclear winter, terrorism, or by a thousand
other ways to meet our proverbial maker. Man has
predicted Armageddon time and again, and each time
we were wrong.

Not this time.

Hunters have a special relationship with Armaged-
don. Unwittingly, the imbued are both signposts marking
the demise of the world, and key participants in the
approaching doom. Those brutal taskmasters, the Mes-
sengers, seem to have chosen certain people to be their
eyesand ears during the last days— perhaps not tostop the
end of the world, but to simply diminishits impact. The very
appearance of hunters is indicative that the end is on its
way, and now that it’s all hitting the fan, the chosen may
have todecide. Do they help cushion the fall of mankind,
refusing to accept that the finale is necessary and unstop-
pable?Or do theystand aside and let annihilation happen,
leaving reality to sink into oblivion?Is it possible that the
end can be stopped, that it can be denied and defeated in
the last critical hours? It’s time to find out, because the
final nails in humanity’s coffin are about to be driven.

Gawe Qver?

This chapter is about storytelling the end in a
Hunter: The Reckoning chronicle. A story like this is
ostensibly the summation of hunters’ very existence; the
very presence of the imbued is tied closely to the end of
the world. Everything else up to this point — the plague

“of walking dead, leeches feeding on the defenseless,
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wizards toying with mortals — has been practice. This is
what hunters were made for.

Giving the players a game of this magnitude is no
small task. It’s not a one-shot session in which you
quickly close the doors on the World of Darkness. This
kind of story is meant for a series of game sessions over
which the characters take center stage against a back-
drop of civilization’s demise. While some characters
may have anticipated the last days, players don’t typi-
cally expect you to run a game in which the world ends.
No longer is it just about a desperate struggle against a
single monster, or a story about the salvation of a
handful of spirits. This is an epic game told in the simple,
humanist clothes of Hunter. You may tell a tale of an
imbued army marching on a monster-controlled city,
while ancient vampires and powerful, long-dead spirits
consume the masses. Or maybe the characters gain the
attention of and communicate with the Messengers in
an effort to bring salvation to all creatures. It’s even
possible that the hunters in your game find some means
to help avert — or at least soften — the final blow.

Any tale of this magnitude is the culmination of all
the themes inherent to Hunter — fear of the unknown,
the battle of the underdog, and the value of the individual
and the group.

Prorrme vhe Lasy Davs

The end times don’t have one conclusion or one
road to that destination. There has always been a loose
metaplot to Hunter, one that may have directed the
actions of individual chosen through aspecified cosmol-
ogy. But the metaplot has existed to serve asan example,
not the rule. The same applies here. Nothing requires
you to impose a canonical wrap up on your troupe. The
circumstances surrounding Armageddon (how, when,
why) are up to you, not us. What’s presented in this
chapter is little more than suggestion, ahand to help you
carry your players and characters into the mouth of
catastrophe — and possibly back out again.

Burt one of the things that should be in your game is
a consistent story arc. A story arc is, of course, a general
design that you devise for the tale, with a beginning,
middle and end. Along the way, you come up with
“seminal” plot points — events that mean something in
the grand scope of this apocalyptic game. These seminal
developments could be “the death of a loved one,” “be-
trayal by astaunch ally,” or even “assistance from a former
enemy.” [t’s the overall epic of how your chronicle closes.

You can fall into a trap when creating an arc and plot
points, however. Sketching out a rough plan and detailing
key events sometimes leads you to believe that these things
have to happen, regardless of the actions or interests of the
players. The characters are the ones in the spotlight; your
storyarc is merely the stage on which theystand. It’scritical

to be flexible in telling this kind of story. Say, for example,
that you have a terrible nihil open in Times Square, and
from that tiny pinprick between worlds a whole hoary host
of vengeful spirits comes forth. Maybe you think the
characters need to close the breach, but they try tomanipu-
late another hunter group into doing it, instead. Or maybe
they try to wade in and redeem as many emerging spirits as
possible, potentially sacrificing themselves in the process.
Perhaps you didn’t expect that response. But just because
youdidn't expect it doesn’t mean you should try to stop the
characters from doing it. Nor should you rule out the
possibility (however difficult) that they could succeed.

The characters are not mere puppets caught up in
the violent throes of the world’s last gasp. They're active
participants in Armageddon. [t’s particularly important
to make the players realize the importance of their
creations. A game about the end times may be frustrat-
ing. Hunters could feel as if there’s nothing they can do
to plug the dam. As Storyteller, you need to show players
that their characters have absolute free will in your
game. You can do that by letting them respond to
catastrophic dangers as they like, and you respond to
their actions rather than force their hand.

Once you have a sense for the flexibility needed in
a chronicle of this caliber, you should define two things
before plotting out the actual events of the last days. You
need to establish your inner story and outer story.

Most stories, whether writers are conscious of it are
not, demonstrate these two elements. The inner story is
the plot of individual characters. The outer story is the
over-arching development of a setting that's external to
the characters (potentially a town, a city or the whole
world). The outer story of Star Wars details the rebellion
against the Empire, but the inner story is about a boy’s
coming of age. The outerstory of the movie Signs is about
strange aliens that have left behind navigational marks
in the form of crop circles, and now they use them to
invade. The inner story is about a man, his family and
the renewal of his lost faith. In a Hunter-style Armaged-
don, the outer story is about the world coming toan end,
and certain men and women have been “chosen” to
avert or lessen the impact. The inner story is about the
handful of individual characters played by your troupe.

In an “end of the world” game, the outer story
assumes that these are the last days. Beyond that, the
outer story is entirely up to you. All the variables are in
your hands. Why is it happening? When is it happening?
What actually happens? Does a meteor strike the Earth?
Does the Creator send fire and burning pitch from the
sky to “cleanse” humanity? Has too much evil been
allowed into the world and now the Earth grows sick
from the corruption? All of this is up to you, but it all
comprises cosmic events and repercussions. Designing
the outer story involves you coming up with the reasons
behind and seminal events-in these days of reckoning.




The inner story is just as important (if not more o).
This is the tale that keeps players invested in their
characters, because this story is specifically about them,
even when set against the backdrop of the end. The inner
story features events that are personal to the characters.
Perhaps one of their mothers, daughters or friends dies.
While thousands of others may perish, the loss of a loved
one stands out as a significant part of a character’s
personal story. Maybe the group finally has a chance to
deal a long-standing enemy, with no consequences be-
yond themselves. It could be that one of the hunters has
adesire to reconcile with an estranged brother, or decides
to ask his fiancée to marry him “in what time we have
left.” It’s all about the intimate stories of the players’
characters. While the events of the world certainly have
bearing on the lives of all the imbued, the inner story
focuses specifically on the players’ characters.

The trick of creating a compelling cataclysm is
combining the two separate styles of story into a seam-
less whole. In Star Wars, Luke Skywalker’s teenage
rebellion echoes the universe-spanning rebellion against
the Empire, and the two stories become intertwined.
While the family in Signs has no direct affect on the
events of the outer story, their experience is still a part
of it, a microcosm of planetary invasion, finding faith
and the defeat of the aliens. Hunters in your game
should be no different. Imbued working together on a

small problem and seeking to destroy, understand or
save a single monster are still representative of the
whole. Characters using their personal experiences to
fuel a greater mission (such as learning more about the
end, joining an army of other hunters, or destroying the
ruling body of bloodsuckers in a town) is a case of the
inner story feeding the outer.

Several of the scenarios proposed previously in this
chapter rely on inner and outer stories uniting. Charac-
ters act locally, but their actions can be a reflection of
other imbued activities occurring globally. Characters’
struggle to claim a city or to select the most deserving
monsters to be spared can suggest (or be impetus for)
wider phenomena. The imbued collectively free or losc
the earth once and for all, or make an impression on the
powers that be with their charity.

Example: A Defender with strong family ties and
natural lcadership may apply those strength to direct
disparate groups of chosen and mortal “resistance.” An
Innocent in prison may find the place suddenly aban-
doned, the doors blown open. He is free to go back into
the world and pay true penance for his crimes, helping to
salve the pain of the coming Armageddon. Or maybe a
Visionary who has long had problems finding her role
among hunters is granted visions and secrets from the
Messengers that pertain to the last days. Her charge is to
carry them to the rest of the imbued. In each of these cases
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isasmall story and a large one. The first focuses on the life
of the individual while the second applies to the wider
changes underway. When these connect, make a whole,
they unify inner and outer developments in a story arc.

T HE NAYURE OF THE CND

A lot of options are available when plotting the last
gasp of the world. What follows is a brief discussion of
some design choices that may help you decide exactly
what mood, theme and style of Armageddon youwant to
occur in your chronicle. You don’t need to decide on a
single element; most of these can be combined to create
your own approach.

Navurat ok Moxsrous !

Creatures poison the foundation of the world, cor-
rupting society and bleeding the planet of its mystical
resources. A monstrous Armageddon is directly caused
by and involves beasts. Vampires enslave humanity.
People who die end up as the walking dead. Werewolves
breed uncontrollably, plaguing the civilized world. All
of these are examples of a monstrous end.

A natural end quite literally involves the natural
world going berserk. Earthquakes shatter cities, chaotic
weather systems ground planes and sink ships, the ice
caps melt and oceans rise over coastlines to drown
humanity. The monstrous angle is seemingly put aside as
the world veritably rejects its inhabitants.

The question is why would you choose either end? A
monstrous one is intuitive for Hunter. The characters’
ongoing struggle reaches its climax. But maybe you don'’t
want your game to end ona predictable note. Maybe there’s
beenanundercurrent ofadifferent, morc ominous problem
inherent to the characters’ dealings with creatures. What
might be the thematic purpose of setting aside the conflicts
of man versus monster in favor of man versus nature?! Do
you want to imply that nature is a deciding force in the
world and it’s decided? Or perhaps Mother Nature was
really the number one enemy all along.

Ultimately, a natural end presents a problem: Can
anything really be done about it? Do the characters have
any hope of stopping a tidal wave or typhoon? One
option is that cosmic forces bringing about Armageddon
may forestall natural disasters if hunters present a strong,
hopeful or moral example, argument or rationale. Or
perhaps you want the helplessness intrinsic to a natural
Armageddon. Perhaps such an ending affirms that mon-
sters and humans are an affront to nature.
£»1¢ o8 Human?

Anepic Hunter game hasn’t been touched on much
in other supplements, but a story set in the context of
Armageddon is a good chance to finally play one. Epic
tales unfold in grand spectacle, not with small steps. The
imbued may literally go to war, assaulting a wizardly
powerbase in a major metropolitan area. Shapechangers
and bloodsuckers clash openly under a blood-red moon.

The skies darken with spirits, damned creatures howling
over the wind. An epic tale involves hunters actually
having a place in the end, not simply being anonymous
participants. The characters themselvesaffect the course
of the world, perhaps even whether everything is de-
stroyed or humanity somehow endures. You allow the
characters to take center stage as heroes — troubled
heroes, flawed heroes — but heroes nonetheless.

A human approach to the end times is subtle. The
world probably falls apart around the characters’ ears,
but they’re not central to Armageddon itself. They're
still the focus of your chronicle, but the story is personal.
Instead of marshaling a troop of Zealots against a blood-
sucker stronghold, the hunters may finally go up against
a long-standing, single enemy. They don’t go to the
front lines to heal fallen comrades. They tty to make
their neighborhood better in these last days. This hu-
man angle is a microcosm of what's going on in the
broader world. Chaos ensues and everything falls apart,
but the hunters deal with only one small portion of the
chaos, trying to keep friends, family and themselves
from being victims.

[t's also possible that epic and human styles can be
blended. The hunters still have theirhuman, innerstory
of making peace with loved ones and enacting ven-
geance (or salvation) upon long-elusive enemies, but
this “small” story contributes to the larger whole. Hunt-
ers “just doing their part” in their hometown may earn
the direct attention of the Messengers and are “re-
warded” with significant power provided they go out
into the world to usc it. Or maybe characters who have
longattempted to discover the secrets behind a slumber-
ing vampire learn that the leech is not only awake, but
rallying hundreds of other vampires to its side. Personal
stories contribute to bigger victories and apocalyptic
developments, and characters may be swept into events
that never involved them before. And from there comes
the chance for salvation or a “stay of execution.”

The combination of epic and human themes returns
to the point of creating a game that tells inner and outer
stories. It lets hunters remain human and humble, yet
immerses them in world-spanning events.

IweoseD or Scee-Inbuced?

One of the questions that needs to be answered is
what caused this? Armageddon doesn’t just happen. Some-
how, somewhere, there must be a reason, however
inscrutable, behind the coming of the last days. If the
end of the world is self-imposed, humanity is responsible
for bringing it down on everybody’s head. If it’s imposed,
the cause of the end is outside humanity's control, and
more importantly not mankind'’s fault.

In a self-induced scenario, man brings about his own
undoing. Perhaps our dark side was long ago made
manifest in monsters, and now the damning repercus-
sions are felt. It could be that humanity’s compulsion to
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Banc on Whmeer!

In his poem “The Hollow Men,” T. S. Eliot
writes: “This is the way the wotld ends. Not with a
bang buta whimper.” How will your game world end?

Bangdenotesabig “event” chronicle. Happen-
ings are overtand obvious. Demons wage war in the
streets, the sky rains blood, a hunter sets off a
suitcase nuke in downtown Philadelphia. Whimper
is a subtle (and arguably creepier) Armageddon. It
builds slowly. Events are hidden and covert. The
crickets stop chirping. The moon turns red. The
Messengers communicate through every billboard,
magazine cover and street sign.

The more obvious chronicle plays to an “action-
horror” style of game, a lot of “run-and-gun,” so to
speak. It relates to the epic style discussed near here.
The subtle version (relating to the human approach)
works well when you want to achieve a paranoid,
conspiracy-horror angle with a more Lovecraftian
and less Resident Evil mood. Perhaps an ideal game
combines both. The slow and subtle elements de-
velop overtime intoa more obvious, bang-zoomstyle,
or perhaps you simply intersperse overt and under-
stated elements to mix things up. Do what works best
for your game and the mood you desire.
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dominate the world and tap its resources causes global
death. Or maybe mankind has simply created too many
havens and weapons for the creatures (industry, politics,
disease, war) and becomes a victim of its own handi-
work. Thematically, using this scenario makes man the
architect of his own unmaking. That's the bad news.
The good news is that perhaps there’s a chance to turn
things around (which s where hunters come in).

[t's also possible that hunters are somehow at fault
for impending doom. Perhaps their creation comes at a
price, tearing the last of the Seven Seals that keeps
demons at bay. Or maybe the rise of infernal hunters (a
marriage of demonic influence and Messenger power)
heralds annihilation. Can hunters, realizing that they
are inherently complicit in the end, orchestrate a way to
undo what’s been done? Maybe they have to kill or
silence all the infernal imbued — or their own kind —
for the world to remain.

If the end of the world is imposed, some outside force
has levied an abstract judgment on civilization and plans
to destroy it for some reason. Humanity is essentially
without blame. If a host of primeval vampires awakens
and sets in motion a plan to enslave mankind, the end is
imposed. [t's not humanity’s fault if werewolves “cull the
herd” andkill people or put them inslave-labor camps. Or
if a conspiracy of magicians decides to assassinate major
political figures in an effort to trigger World War II1.

In the classic Hunter situation of man-against-mon-
ster, the end is imposed by the beings that the imbued face.
[t instills a sense of desperation, giving characters a feeling
that things were never in their control. But, alternatively,
it motivates them to take control back. Indeed, imagine if
some outside cosmic force levied judgment on the world—
humans and monsters. The imbued could work with crea-
tures to combat the external threat.

A self-induced game turns the typical Hunter
chronicle on its ear. The enemy is no longer other,
externalized, but the self and internalized. Characters
have to ask what they need to change about themselves,
loved ones and humanity to save life on Earth. Is it
possible that working with monsters is fundamental to
finding salvation?

Ttz £8D or Hew Becinning!

Depending on how true to Hunter cosmology your
chronicle is, the imbued may never have been created to
stop Armageddon. The Ministers chose people knowing
that the end of the world would be unavoidable. Armaged-
don is part of a cosmic cycle — fall becomes winter, day
turns to night, stars burm out and die. When it’s finished,
the world will entera new age as the cycle turns. A dark age
will set in, followed by renewal and a new golden age. The
problem is, if the coming storm is too terrible, too potent,
it could destroy the whole cycle. Hunters may have been
chosen to cushion the blow and hold things together just
long enough to allow the cycle to turn. You get to decide
how effective the imbued are, perhaps even more so than
the Ministers could have imagined.

Ina final end chronicle, hunters fail at the Ministers’
task and the world ends in oblivion, never to enter
another age. In a new beginning game, the storm comes
and destroys the world as we know it, but then moves on
and the wheel turns to a new era. Hunters are successful
in softening the impact; oblivion is eluded.

What's the purpose of playing a chronicle that
culminates in annihilation? Characters who discover
that there’s really no hope, no light at the end of the
tunnel may feel that the only option is to eata bullet. Or
maybe not. Seeing that the true end nears, hunters may
seek to make peace with the world however they can.
This could mean reconciling with lost family, obtaining
a long-sought answer from a reluctant monster, or driv-
ing a truck full of explosives into a creature’s stronghold.
It's also possible that characters learn of the final end
and refuse to believe it, continuing to rage against the
dying of the light. A strong sense of dramatic irony is
achieved when players believe that the end is coming
but their characters do not.

A new beginning is the intended outcome of Armaged-
don, at least according to the Ministers’ designs. Currently,
the world is in autumn and the end times are winter. If
hunters do their job, winter ends and spring becomes the
“new beginning.” Sure, the world is changed and there’s no
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telling how little of the population might remain, but the
point is things don’t truly end. Storytellers using this
scenario may want to continue the chronicle ina“what if?”
capacity, offering an altered world in the wake of the last
days. This scenario allows for more hope than the previous
option, because hunters can make a difference.

And vyet, a third option exists. Maybe your game
doesn’t follow Hunter canon or you simply want to allow
for more possibility. In this case, hunters surprise or defy
the Ministers and are actually able to stop Armageddon
before it’s too late. How? It depends on the nature of the
end in your game. If a triumvirate of wicked spirits is
behind events, the characters might lead an army against
the beings’ anchors (a graveyard, a decrepit factory and a
burned-down elementary school), separating the spirits
from the material world. Also consider the possibility that
the characters are watched by the Ministers. Maybe if the
characters’ actions are deemed worthy, the forces decide
that the cataclysm is stopped. This kind of “judgment”
puts the characters and their actions at center stage.

Revetarions

The end of days has arrived. In Storytelling it, you're
the one who determines how it might all play out. The
end of the world isn’t likely to just start one morning and
finish by evening. It builds, grows and changes. Like a
train on aone-way trip, the story passes some unavoidable
landmarks that you create. How can you show the players
and their characters that something is horribly wrong?
What elements of the last days play out over the course of
the game before the hunters’ eyes? There's the build-up to
events and then the events themselves. The variables for
each are limitless, but we've hammered out a few to
considerand use, or that may foster new ideas of your own.
CYENTS

The events that lead up to and demonstrate the end
times should be somewhat hunter-specific in order to get
the message through to characters. That way they can
see it coming and act accordingly, rather than just be
victims of it all like every other person on Earth. Several
conditions of being imbued, as hunters know them, may
change to suggest that something big is underway.
£hees

A hunter’s edges are among his few unprecedented
tools available for dealing with monsters. At the end, all
bets are offand the circumstances of cven the supernatu-
ral are in flux. Hunters’ powers are alrecady mysterious
andfrightening. Almost anything could happen to them
when any and all rules are broken in the last days.
Hunters may lose all of their edges as their connection
to the Messengers is severed. The Heralds may seek to
strengthen the connection, hoping to infuse the chosen
with a greater sense of purpose and ability. Perhaps each
character gets an additional dot in her primary edge path

(and points in the Patron Background), increasing her
preternatural aptitude. Or the Messengers go all out and
every hunter is afforded the sudden opportunity to
advance to the level-five edge in his primary path; the
cap on level-five edges is lifted. Characters whose goals
and calling doesn’t compel them to such extremity
might aim for more subtle effects (Virtue points can be
spent on more and different creed paths). Maybe the
cost to purchase Virtues is halved (or doubled).

You need to decide: [s hunters’ spiritual weaponry
fortified at the end times. Or are the imbued no longer
“necessary” according to the grand design and their
supernatural arsenal is weakened or severed?

Huver Code

The hunter code allows for mysterious, clandestine
communication between the chosen. Whether sprayed on
awall or printed in a classified ad, the code allows a certain
level of covert contact among the imbued. But it’s not
learned, it’s intrinsic to the chosen from the very moment
of their change. And that means the hunter code is a
spiritual entity, another gift from the Heralds. What does
the advent of Armageddon do to the code?! Again, are
hunters' bestowed capabilities weakened, strengthened or
do they simply become erratic? Does the code explode with
hundreds — or thousands — of new symbols, becoming a
tull language? Or does it cease to make sense, becoming
meaningless to any hunter who sees it? Maybe only those
imbued with level-four or five edges can read it, implying
that the Heralds demand powerful soldiers in these grim
times. Or is it possible that normal humans can suddenly
understand the signs? Or worse, maybe monsters can read it.
What happens when the enemy can suddenly tap into the
secret cipher shared by the imbued?

Messengers

No hunter exists without the guidance of the Mes-
sengers. Some may consider communication “from
above” gospel. Others believe it to be little more than
hallucination. One hunter may have aconstant connec-
tion, while another may have suffered otherworldly
intrusion only once, at the imbuing. The Messengers
exist beyond this reality, but they are still affected by it.
When Armageddon builds and hits, the “transmissions”
hunters receive are sure to be altered. Perhaps all (or
onlysome) chosen experience a disturbing escalation in
the number of messages they receive (imposing or in-
creasing Patron scores). It’s also feasible thar hunters
could lose points in Patron as their connection falters.
Or hunters’ Background scores might remain the same,
but the messages change. They become louder, more
obvious, more persistent. The communication comes
across more clearly or transmissions are garbled, mean-
ing the messages are more inscrutable now than ever.

Minisvers ;
The distinction between the Messengers and Min-
isters is uncertain. The terms are relative. The former



was invented by hunters online to hang some identifier
on the force, persona or phenomenon that changed
them. The latter was invented in game text toartificially
differentiate between otherworldly forces and agents.
(For a concrete explanation of these agencies and the
game's tentative metaplot, see “Hunter: The Whole
Story” on page 14 of the Storytellers Handbook.) For
our purposes, the difference between Minister and Mes-
senger is unimportant. No matter what they are, the
beings behind hunters’ imbuing are inscrutable. They're
utterly unknowable beings from beyond space, time and
rational mind. Are they angels? Extraterrestrials? Or are
they the souls of ancient hunters and heroes trying to
enact holy justice on an unjust world? Whatever the
Ministers are as far as Hunter metaplot goes, they can be
anything in your game. The question is how do you want
to portray them?! Do you even want to reveal their
identity or does their unfathomable weirdness and dis-
tance serve your game just fine?

What's important is what the Powers That Be do at
the end. They’ve foreseen these developments for a long
time (hence the creation of hunters in the first place). So,
what are they doing? How do they affect annihilation?

One significant possibility is that the Ministers
sever their connection with hunters altogether. Perhaps
they no longer need the assistance of the imbued at all
— their goals at the end have been accomplished.
Hunters have already made the impact that was hoped
for, the these powers seek to wash their hands of the
chosen. Or what if hunters have failed in their intended
task, are taking too long or the end is happening too
quickly. The Ministers come to fight theirown battles as
a result. Does the world suddenly see a proliferation of
“angelic” or “alien” beings that come to Earth to clean
the slate in a spate of tabula rasa destruction? Depending
on your vision, the Ministers may not be heavenly atall,
but hideous and terrible like the Horsemen of the
Apocalypse, riding in on waves of fire and causing
widespread devastation.

Of course, those options are severe and may be
over the top for your game. Alternatively, the Minis-
ters may “visit” individual (or all) hunters instead of
relying on messages. These visitations can manifest as
visions, hallucinations, or dreams. (For an example of
possible Minister contact, see Chapter 2 of Fall From
Grace.) Or maybe these entities possess hunters and
make them high-Virtue extremists for a time. The
Ministers may even gift characters with new and differ-
ent capabilities to offset or survive Armageddon. The
chosen could gain two extra Bruised health levels, or a
hunter may be able to soak lethal damage when Con-
viction is expended to activate second sight. The
Powers That Be may make impromptu modifications of
the hunter “blueprint,” observing the rule that desper-
ate times call for desperate measures. ’

Bysvanbzns

One who flinches in the face of the imbuing can
become a bystander, but even that fleeting glimpse of
the truth eradicates a person’s ignorance. “Duds” can
attempt to live quiet, sheltered lives thereafter, but
many fail. Over time, some bystanders may emerge as
members of hunter circles, often as assistants but occa-
sionally as leaders. What other hunters do, bystanders
sometimes attempt. But with the last days, bystanders
pose unique possibilities that the imbued may not.

O —— -

Severing Gomncertons

One of your apocalyptic options, as suggested clse-
where, is severing the connection between the
Messengersand the hunters. The end interferes with the
hunter—Herald relationship, the powers revoke their
blessings or the imbued are deemed no longer necessary
and are left to contend on their own. This severance is
also proposed in other chapters in this book; beings lose
their connection to the source of their capabilities at the
end of the world. If you decide to go that route for the
denizens of your World of Darkness, it’s recommended
that hunters retain a thing or two.

Any derangements a hunter suffers due to his

| imbuing or high Virtue scores should remain. Such
ailments are for all intents and purposes imprinted
on his brain.

A hunter should retain access to second sight.
Once a person has seen the truth, there's no closing
thatdooragain. Since Conviction isno longer needed
to “fuel” hunters’ lost powers, second sight can be
handled in a couple different ways. You can decree
that the sight always on. One of the chosen can’t turn

it off (a la Wayward). It always reveals monsters as
wrong everywhere the imbued turn. The second
option is to replace Conviction with Willpower to
activate the sight. It’s no longer a matter of tapping
bestowed reserves to see monsters for what they are,
but an act of inherent human determination.

While second sight can persist, hunters may no
longer receive its associated protection against mon-
sters’ mind-, emotion- and fear-controlling powers.
Activating second sight may reveal monsters for
their true selves, but it no longer buffers the chosen
from creatures’ supernatural capabilities. You may
allow a limited version of such resistance using
Willpower, though. A hunter with his Herald con-
nection eradicated may still have some strength to
deny a monster’s influence. You could allow a Will-
power roll (dlfﬁculty 7 or higher) for a hunter to
resist a creature's dominating effects.

Ulrimartely, edges, hunters’ greatest powers, are
gone. The chosen are left to their own devices and
experiences when dealing with the other side.
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These arc terrible times. Existence itself isastruggle.
Hunters, having struggled with monsters for potentially
months or years before the end, bear the scars of their
battles. They show the signs of stress and injury and
begin to crack physically and mentally. The end of the
world may be too much for some of them to bearand they
snap altogether. That can make hunters a dangerous,
unpredictable lot. Bystanders, on the other hand, don’t
have quite the same problems. Where logic and ratio-
nality can abandon the imbued, bystanders can take
them up. People who know about monsters’ existence
can become the voice of reason among shaken and
scattered hunters, giving the chosen purpose and goals
on which to focus at this, the worst of all times.

Assuming monsters don’t openly do battle in the
streets, humanity at large may still need to be shown the
truth in the last days. Bystanders could be the agents who
go among the masses, revealing events and showing indi-
viduals for what they are. Bystanders could also be charged
with organizing informed people intoa revolutionary force,
and be better at it than the imbued. Hunters may think of
themselves as human, but the trials they have faced may
have distanced them from their former mindsets. The
chosen might not have the patience or sanity to educate
ordinary folks gradually, in a manner that they can digest.
And in the end times, hunters’ potentially flaring powers
and otherworldly contact could certainly put their human-
ity in question. Bystanders can therefore bring the message
to the masses, human to human.

[t’s also possible that you just want to show bystand-
ers to have had an important role after all, perhaps
foreseen or intended by the Heralds. Before the end, the
majority of bystanders remained on the sidelines of the
hunt. Now they may organize. They may go to battle
with the chosen or form their own circles who assume
roles and fill holes that hunters cannot. They can spread
information, provide support to wounded chosen, ground
the imbued who teeter on madness, and exemplify what
ordinary people are capable of.

There are other, more... extreme options, as well.
Consider what might happen if all bystanders are given
something of a “second chance.” Perhaps they're al-
lowed to turn and face the truth and become full-fledged
hunters. Or perhaps they aren’t given the choice and are
simply forced into a second imbuing, one they're unable
to deny. If this last case, how is their creed determined?
Are they oddly without creed, able to assume any com-
bination of virtues and Edges? Or maybe they're not
miraculously “promoted” after all, but given limited
access to a few hunter powers. Perhaps they gain second
sight or a single dot in a single creed path. It's even
possible that bystanders do not become hunters, but raw
conduits for information sent directly from the Messen-
gers. What happens if bystanders lose all sense of self and
identity and their personalities are subsumed by one

personality from beyond? What happens when bystand-
ers summarily lose their humanity?

Monsvers

Without monsters there would be no imbued. Men
and women are chosen for the sole purpose of dealing
with creatures by one means or another. But at the end
of the world, what are monsters doing and how might
hunters get involved to stop the beings? The following
are ideas for creature activity in the end times, whether
as direct contribution to annihilation or as a result of it.
Principle antagonists in your chronicle may have very
specific agendas for themselves and the imbued. Or they
have particular goals based on the Armageddon sce-
nario you choose from those proposed earlier in this
chapter. Other creatures may make their own final bids
or exult in the end in their own personal ways.

Srirrv s awD Watking Deap

Ghosts and zombies are intrinsically related. After
all, most members of the walking dead are little more
than ghosts trapped in sacks of animated meat. The end
times are sure to send reverberations throughout the
spirit world. Indeed, the recent influx of dead into the
lands of living (which also signaled the emergence of the
imbued) may have been asign of the end. Do spirits look
torward to and help shepherd the end times, seeking to
bolster their armies with fallen spirits? Or does the final
reckoning mean that even the dead will be judged and
sent screaming into the void?

There are other spirit matters to consider, too. For
instance, is the spirit world summarily destroyed? Does that
cataclysm send all ghosts across the membrane separating
realities, anchoring them firmly in the living world? Do
ghosts all get thrown into rotting corpses, making zombie
armies rise from the grave! Do ghosts stand a chance for
salvation or are they beyond deliverance?

What is the hunter reaction to such activity? A
potential flood of ghosts and walking dead — even
compared to what the imbued have known — may
distract hunters from the big issue. It’s hard to help stave
off cataclysm when a character can’t even drive into
town without being swarmed by the walking dead.

Zealots may respond fanatically to a flood of spirits,
putting down offenders and guarding the living. Spirits
may have been a concern for the Merciful before; many
ghosts may have seemed like little more than regular
people denied their final resting place. But now the
forgiving have their hands full with a new proliferation
of spirits. Visionaries could use the chaos caused by a
flood of ghosts as cover to stage operations against other
monsters. Visionaries might also gain information from
spirits, whether about what's going on in the spirit world
or about the impending fate of all possible worlds.

Stranger still, what does it mean if spirits and zombies
don’t proliferate at the end, but disappear altogether? They




gofrom hunters’ most common antagonists to nonexistent.
Do the chosen mistakenly consider this absence a triumph?
Or do they see it as the bad omen it is? Are even the dead
able to die? Worse, did something destroy them, something
far worse than the very menace of the living dead?
Yameiges

The last days are chaos incamate. Do bloodsuckers
take advantage of it or are they punished by it? At this time,
an offense such as forcing oneself on someone and drinking
his blood may go unnoticed against the backdrop of social
and physical upheaval. Why care about a few exsan-
guinated bodies when an earthquake just decimated the
whole town?! Vampires can capitalize on such disorder and
grow fat on the blood of the defenseless. But it could go the
other way. Times of such discord are cause for heightened
alert and security. A city or country may invoke a form of
martial law and have the military (or at least vigilant
police) on every street corner. An 8 PM curfew makes it
hard for a leech to go out in public and find blood.

Other questions arise, too. Do vampires reveal them-
selvesto the mortal masses, droppingany pretense of secrecy’?
Or do they have to remain hidden, avoiding the mobs that
fill the streets in search of the cause of society failure?

Most important, how can hunters respond to vampire
activity!Rather than react to bloodsuckers tactics, hunters
could be proactive and take advantage of the chaos to deal
with their enemies. They may attack vampire havens or
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interests (corporations, warehouses) under the guise of
“looting” or “terrorism.” Alternately, hunters may see this
as a time to build bridges. The Merciful may save vampires
from angry mobs, and Visionary hunters may recruit the
undead for information — or be recruited by vampires to
get close to other monstrous targets.
SHAPECHANGERS

Most shifters exist apart from or on the fringes of
human society. Many have also predicted — and feared
a global Apocalypse. So, how do they react when it's
here? And what can hunters do to counteract or facili-
tate shapechangers’ actions?

Do changers enter mainstream society? Do they
declare war on humans, hoping to remove them from
the world so as to truly save it? Or do the creatures hope
to announce their existence to ask for — or demand —
cooperation in salvaging reality? Some shapechangers
{be they werewolves, ratmen or cat-changers) may de-
cide to damn it all and attempt to hasten coming doom
rather than allay it, in search of a clean break.

Do hunters attempt to stem the tide of beastmen with
violence? Do they see these aberrations and decide that the
monsters have brought about the last days?Or is it possible
that the two could form a tenuous alliance? Both consider
themselves protectors of the world, at least more so than
many denizens of the world do. Hunters have some domain
over protecting people, and werewolves have some domain
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overprotecting wild places. Would this commonality allow
an alliance? If so, how long is it before such an alliance
breaks down with members on one or both sides dead?
Regardless of Armageddon, shapechangers are still mon-
sters in many hunters’ eyes. Do imbued take this “fact” as
evidence that no alliance can work? Perhaps Zealots seek
out all shifters’ sacred places and raze them to the ground,
leaving the monsterslittle inspiration with which to charge
their powers. Visionaries could hold such “holy” places
hostage in an effort to negotiate some kind of deal with
werewolves. And the Merciful could seek out these mon-
sters to turn them away from their bestial ways in this dark
time, or to seek out information on the last days from a
wholly different perspective.

Wiven:s

What could Armageddonspell formanipulators’Many
witches seck out global “ascension,” which involves the
masses suddenly awaking with belief and acceptance that
reality is utterly flexible. Do these last days provide mages
with that possibility? Can they open collective human
consciousness! Does cataclysm blast open the doors of
perception for every human being? Would such awareness
allow people to see monsters for what they are and free
hunters to operate openly? Could public understanding
leave monsters exposed and vulnerable, making wizardly
and hunter goals akin at the end of the world?

It could go the opposite way, too. The end may
clamp down on such free beliefs with fear and depriva-
tion. In this case, do mages lose all hope? Do they go
mad? Perhaps they lose control of their magic or are
denied it altogether.

Manipulators are a rare encounter for any hunter, as
their numbers are significantly smaller and better hidden
than most monsters. Yet, Armageddon may draw them
out like roaches. The limits on their magic may be lifted,
allowing them to perform whatever miracles or abuses
they like, which cannot be overlooked or missed. Or if
mages make a bid for widespread awareness, do they play
their hand and expose themselves to hunter attention?

How do hunters react to mages who make their
existence known, whether toall of humanity or to imbued
eyes only? Do Zealots recognize a sudden emergence of
witches and decide that mugicians’ dabbling triggers the
end? Do the Merciful see manipulators as prospective
allies oras “cultists” in need of “deprogramming”? Vision-
arics may consider an increase in mage encounters a
critical connection to the end times and seek out magi-
cians for information, whether on how to change the
world or how to stop what other wizards have in store.

Ultimarcely, if previously ordinary people start awak -
ening into magical powers, how do hunters respond? Is
the phenomenon indicative of the plaguc of monsters
that rises out of Armageddon?Or are these newly made
mages friends, enemies or something to watch from a
distance? What if hunters’ friends or loved ones awaken?

Manipulators, often obsessed with their own per-
sonal agendas, can be ignorant of the goings on of much
of the rest of the world. But their magic gives them an
opportunity not afforded to some other supernatural
beings. It can allow them to perceive things that others
can’t, if they take the time to look, and that might
include hunters’ existence. A few mages suspect that the
chosen exist, though they have guessed incorrectly
about imbued identity, assuming that hunters are little
more than creatures’ puppets. With the end times, do
warlocks become more aggressive toward hunters? Per-
haps they see the imbued much as hunters may see them,
as a possible key to understanding the last days. Is it
possible that manipulators capture hunters for informa-
tion or are able to mask their presence among the
imbued for a time? Could mages actively decipher the
hunter code! If any of this happens, decide whether
manipulators make hunters friends or foes. Or worse, do
mages see them as pawns? Is it possible that mages think
hunters are a phenomenon of mass-awakened human-
ity, of pcople becoming magicians, a sign that ascension
has begun? Does such mistaken identity help or harm
relations between wizards and hunters in the final days?
Dewons

[t's possible that hunters were created with the task
of stemming the tide of demons ready to be freed from
their prison. Some theories hold that hunters may have
been a “pre-emptive strike” against the coming infernal.
Demons are a personification of the end times. Their
very existence could imply that the thread holding the
tapestry of reality together is quickly unraveling.

What role to demons take in Armageddon? Is this the
ruin they've sought for ages? Do they stalk the streets openly
displaying their natures, demanding belief from cowering
mortals? It could be that the end is an obstacle to their
individual bids for power. Afterall, it humanity dies, who will
worship them? Do demons rally against the comingend inan
effort to keep some scrap of humanity alive (and enslaved)?

If hunters are the antithesis of demons, they could be
called to action by the Messengers or by their own need
to act. But what form does that action take? Zealots may
sniff out the trails of the infernal, putting demons (and
their cultists) to the torch. The Zealous might also keep
mortals close, in an effort to protect people and to have
the support of an army. The Merciful may seek to undo
much of what demons accomplish. They might search for
demonic slaves or worshippers and attempt to “show
them the error of their ways.” Particularly brave or com-
passionate Merciful might attempt to salve the souls of
demons themselves, drawing them out of their tormented
furies and into some kind of reconciliatory light. Vision-
aries may take note that there is at least some connection
between the sudden emergence of demons and the signal
ofannihilation. Do these hunters search heretical texts to
find some way to stave off the end by using demons? Do




they try tofind the infernal and remind them of the divine
path, hopetully saving the world in the process?

Demonsand huntersalso share aspecial relationship.
The damned can ostensibly tempt hunters, leading ob-
sessed, lost or broken imbued down a dark path, enticing
them with undreamed of achievements or forbidden
power (possibly in the form of level-five edges). Typically,
demons can deliver the height of power only to chosen
who have reached 10 in their primary Virtues. During
these last days, however, it's possible that devils can share
such power to hunters of any caliber. Do many hunters
accept demonic offers in hopes of doing good? Is there a
sudden proliferation of infernal chosen, making life diffi-
cult for other imbued and for demons who oppose their
masters? For more information on playing and portraying
infernal chosen (and their other extremist kin), see
Hunter: Fall from Grace.

Huwrers

Hunters are driven by their individual personalities,
first and foremost, but secondary are their Virtues and
creeds. The imbued are people, yet their very outlooks and
predilections establish guidelines and suggestions for how
they react to monsters and cope with the hunt. Creeds and
Virtues derive from such identity and can be used to
estimate how a hunter might think and behave. Someone
might be foresightful, suggesting Vision, or dedicated to
protecting friends, suggesting Defense, or if she is predomi-
nantly hopeful and good-willed, she could be an Innocent.

So what general roles do hunters of different Virtues
and creeds assume at the end of the world? Do they remain
individuals working separately from each other, or can
they find some common ground and cause? Can they set
their differences aside or are their seemingly insurmount-
able differences part of some grand plan? Do Zealots stand
in the way of the Merciful at every turn, and is that how
the Visionaries want it! Here are a few ideas on what
hunters of the three Virtues may do during the last days.
Mzreirut

While the Merciful can pursue any agendas that are
important to them individually, the Messengers gener-
ally choose them with a common goal in mind: To heal
the world. To alleviate the pain and suffering inflicted
and felt by monsters. By accomplishing these humani-
tarian feats, the Merciful might mitigate the sins of this
world and allow for a new, pure one.

In the end times, the Merciful are plagued by two
problems. They're needed now more than ever. The world
is falling apart, monsters are rampant, and justicc and
compassion are endangered. Their ministrations seem
required at every turn, to help this person, to alleviate that
being. How does one do greater good when so many smaller
— yet no less important — acts of charity are required?

The second problem is that the Merciful must ask
themselves, “Am [ doing any good at all?™ When the
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world is going to shit, it’s hard to see the light at the end
of the tunnel. Do small or large sacrifices, pardons or
reassurances mean squat! Does each act matter in itself
or will it all come to naught?

The Merciful have a hard road, one that may lead to
the other side of destruction. But helplessness, depres-
sion and futility are distractions from that path. Can the
Merciful heed the call and do what needs to be done
despite mounting oppression and cynicism? Or do they
falter and allow other imbued to dominate the “war,”
relegating the Merciful to little more than supporting
rather than guiding roles?

Redeemers sense that something has to be done. They
can’tusuallysitidly by; their personalities and capabilities
tend to motivate them to help at every turn. Such calling
certainly makes them needed. Humans get hurt, monsters
go mad and others hunters exhaust themselves and their
resources. Redeemers are there to help, rejuvenate and
forgive. But does their mission demand too high a price?
Those on the path of Redemption may become obsessed
with saving everyone. Everywhere they look is pain, loss
and suffering. The inability to save everyone may drive
Redeemers to dangerous lengths. They may over-extend
themselves orfall to addictions such as drugs to stay awake
or to numb their pain. It's also possible that they could go
insane through a messianic complex. They may believe
themselves divinely inspired “saviors,” placing them-
selves at the center of their own mythology and religion
that must save the world.

A group almost bound to push itself too far, too fast is
the Martyrs. These hunters have no shortage of demand
(especially in their own minds) during the end. They may
take on any mission, from getting food to a group of hungry
children to strapping C4 to their bellies and walking into
apenthouse filled with vampires. But at what cost? Martyrs
can go beyond the distance, resisting the need for sleep,
sustenance and shelter. But can they have long-term
usefulness in the last days if they manage to restrain any self-
destructive tendencies? Why would they preserve or pace
themselves? The clock is ticking and there’s little time left.
With little to lose except a chance to maybe make a bigger
sacrifice tomorrow, what holds these masochistic hunters
back today? And what happens when a Martyr starts to
appreciate the end of the world and his place in it? Could a
hunter of thisstripe actively work to oppose too much good
so he can fully embrace his calling in this dark time?

Innocents may be able to see some good at the end,
atleast in theory. While not necessarily eternal optimists,
many believers cling to the hope that something watches
out for the world. If they can honor and share that belief,
maybe there will be a reward after so much tribulation.
(And if not, isn’t making the final days better reward in
itself?) Innocents can assuage people’s fears and offset the
erratic, angry behavior of some monsters. A vampire may
be lost in temporary madness, caught in the throes of fear
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and dread, and an Innocent could help the being resist its
destructive instinct. The hopeful can also be useful in
information-gathering and performing thankless tasks
due to a willingness to go places few else will and to trust
those whom others refuse to.

One of the traps an Innocent needs to beware is
guilt. Other hunters might make tangible differences —
protecting a group of people at a boarded-up store, or
saving a child-like monster from itself. But Innocents
tend to proceed with intangible proof of their worth.
The value of their efforts may be questioned by them-
selves and others. What happens when believers decide
that their own contribution is meaningless? Do they
exile themselves? Or what happens when an Innocent
believes herself the very model of compassion and tem-
perance! Does she become dictatorial, attempting to
force the masses into a peaceful next world?

Yistonrizs

Are those of the Vision Virtue — specifically Vision-
aries — truly meant to be leaders? Or scholars!? Or
strategists? Or are they simply insane people unraveling
enigmas with little idea as to how or why? The Ministers
ostensibly have a mission for hunters of this creed, and it
relates directly to the end. They are intended to uncover
means of saving (or more appropriately, surviving and
rebuilding) the world, and to lead others tosuch solutions.
[t can seem as if these seers are made for times like these.
They are often chosen for their curiosity, drive, foresight
and imagination. They can study monsters and pick apart
the causes and effects of the end times. These dark days
call for answers and Visionaries might provide them.

But metaplot aside, Visionaries can fill any number of
nichesinyourgame. They can be hoarse-throateddoomsayers
walking the streets, screaming their prophecies to anyone
who will listen. They might be investigators acting in the
shadows, secretly researching (through books, monsters or
dreams) the path destruction might take and how best tostop
(orencourage) it. They could be strategists for other hunters,
sketching a blueprint for success. Or they could be the
generals of the chosen, marshaling the forces of the imbued
community, rallying them to battle against the inhuman
denizens of the world. The clarity and focus that these
imbued often possess can give direction to disparate hunters,
allowing all to work toward some goal before time runs out.

Orther options exist for Visionaries, though. They
may be treated with special care or given unique gifts
because of their roles. Perhaps they gain enlightenment
that other creeds do not. They may be bestowed new
edges or simply a greater wealth of “direct” communica-
tion with the Heralds. Unfortunately, it’s also possible
that these hunters endure more and more derangements
as the price of their “insight.” How much is too much to
pay for the sake of wisdom and the world?

(For discussion of Hermits and Waywards, sce “Ex-
tremists,” below.) :

Lentovs

Sometimes forgiveness isn’t enough. A rot strong
enough to smash through a brick wall and with a taste for
the flesh of children is beyond clemency. Prophetic
insight has its place, but it can just as easily tell a hunter
what he already knows: “This monster is beyond help and
will kill again given half achance.” Thus, members of the
Zealous creeds tend to find their purpose. These are
people of action. To them, the only way to “save” an evil
thing might be with a shotgun. The only way to “lcarn”
about it is to demand answers under the knife. And that
is what the Ministers intend for the Zealous. The world
might be saved only through purification — cleansing
fires — and destroying monsters could sanctify reality. At
Armageddon, such purity may be needed most.

There’s no end to Zealots’ “task.” Monsters un-
doubtedly smell the last days on the wind just like
everyone clse. Sensing their own demise, there’s the fear
that creatures will intensify their abuses of humanity —
whether out of spite, hunger or sheer panic. How do
Zealots respond or try to counteract the enemy? Do they
continue on as they always have, merely maintaining
their vigilance? Do they gather with various other hunt-
ers to create a well-balanced force of reckoning? Or do
they perceive the charitable and curious behavior of
other chosen as misplaced in this time of tragedy, es-
chewing imbued who don’t see things their way? But
then, of course, not even the Zealous form a unified
front. No single course may appeal to them all, so is even
purification enough to unite these imbued?

Avengers may assemble cults of personality, per-
haps comprised of other hunters, but it's possible that
normal people heed the summons in this apocalyptic
age. The vengeful may point to religious evidence (Book
of Revelations, the Koran) to “prove” the righteousness
of their call to arms. Do Avengers endorse extreme
violence, engaging in and encouraging wanton destruc-
tion (as opposed to the calculated levels of devastation
aimed for by Waywards)? Or is it possible that an
Avenger’s faith in his “crusade” falters with the end?

Many Defenders may do what they've always done,
only ever more intently. They can hole people (includ-
ing friends and family) up in safe and remote locations
to “weather the storm.” Some protectors may attempt to
save humanity from the depredations of monsters and
other hunters, fearing that something must be saved
before all is lost. Guardians’ “line of defense” can be
drawn anywhere — at a door, a city block or at a town’s
limits. If the time comes that a safe house is violated,
these hunters assume responsibility for leading the their
charges to new, safer places elsewhere. Defenders are
anchors against the storm, but their value assumes
something will survive to see the next day’s calm.

Judges may find, their impartiality useful in de-
ciding which monsters, hunters and people are
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worthwhile in the madness of the end. They can
decide what must be saved and what must be tossed
overboard in order to remain afloat. They can make
the split-second decisions that mean life or death,
moment to moment. But what happens when these
decision-makers go too far!? Do they form cults based
on their own megalomania? Do they become jury
and executioner, too, taking their brand of condem-
nation to the undeserving! Or do they judge
themselves too harshly and are left ineffective and
indecisive when others need them most?

EXTREMISYS

When the shit hits the fan, hunters undoubtedly
want everyone to stand together. But with the ex-
tremists of the imbued community, that’s just not
going to happen. Extremists aren’t just a downside of
the hunter phenomenon. They're tormented, ob-
sessed and insane imbued given license to exist and
carry out their severe tactics. The Messengers still
communicate with them, and even allow them to be.
Surely they fit into the scheme of things somehow.
The roles of individual extremist “types” are impor-
tant to consider, at the end times more so than ever.
Not only are there Waywards and Hermits, but high-
Virtue (and compromised) chosen who endanger
monsters, other hunters and regular people.

Waywards are capable of carrying out intricate plots
of deliberate devastation in an effort to harm monsters.
To them, Armageddon is a grand guignol of possibility.
Creatures are everywhere, and Waywards couldn’t turn
off their sight even if they wanted to. Do these people
finally marshal the troops as was their original intent?
Maybe world devastation is a sufficiently desper-
ate situation ro warrant other hunters to follow
a Wayward tead. Perhaps God45 and
Peleus assemble a small army of other
extremists and carry out brutal atracks
on monstrous holdings everywhere.

Whether Waywards act as leaders
or contributors to (or obstacles of) -
movements doesn’t change the fact
thatthey’re utterly dangerous. They're
capable of amassing and acting on
terrible knowledge of destruction.
What happens when one of these
crazies discovers how to make a
bomblike the oncused
in Oklahoma City?
Oriftheyusebio- . A : ‘
terror tactics / AT RN A - iy
and drive a ' \
garbage
truck full
of small-
pox-laden
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corpses into the Mall of America! Waywards — and all
extremists — are wild cards that you can play in your story
to make sure nothing goes predictably.

Hermits, too, must have a place in the end. They
have an intense connection to the Maessengers, butit’s
usually incoherent babble. What happens if the con-
stant messages start making sense?! Do Hermits become
prophets among hunters, delivering the “truth” to any
and all who will listen!? Waywards may stand in the way
of other hunters with their violent designs. Hermits
may also stand in the way, but in a different manner.
Possibly believing themselves the mouthpieces of the
Heralds, Hermits may disrupt other hunters’ efforts
when they go against the “plan” (which potentially
exists only in an intruder’s mind). If a group of imbued
is about to sneak into a slave-labor camp and a Hermit
sees the act as contrary to Messenger desires, he may
purposefully blow the hunters’ cover.

What happens if the limitations on a Hermit’s
proximity to hunters and monsters suddenly disappear!
With that barrier gone, these extremists could become
an active part of hunter society. Their edges allow them
access to unforeseen places, except now there would be
no static stopping them from leading allies into the fray.
Hermits can be excellent strategists, except now they
don’t have to guide efforts from afar. Yet, old habits die
hard. They may be relieved of the static but choose to
remain aloof, and need to be drawn out of their shells by
other desperate imbued.

Hunters of any creed with high Virtue become
extremists, and are certain to have arole in the last days.
These chosen can go supernova; burning hot and fast,
and dying not long after “accepting” a mission. They
might not be so disposable during the end times, how-
ever. Allies might try to keep them grounded so as to
continue with the effort and bring the agents’ consider-
able powers to bear. Or such obsessive hunters may now
see new opportunities, setting themselves up as emper-
ors of the imbued or are called to abusive and deranged
duties never imagined before. These hunters can be in
the grip of their own madness or be direct pawns of the
Heralds or demons, so they cannot be taken lightly.
What happens when one or more are loosed on the
streets and actually achieve some kind of organization?
Could they help destroy a corrupt government infra-
structure, or do they seek to replace it? Do they act with
singular purpose, or have they lost all purpose and need
to be taken out before they hurt those who need to be
saved? Extremists’ sometimes brutal tactics may be used
or directed to do good at the end times, destroying or
rescuing monsters or people, but these deranged hunters
often run the risk of becoming monsters themselves.

Perhaps extremists aren’t just a threat to players’
characters, butare players’ characters. They may be players’
long-standing hunters finally driven over the edge at the

end, or you might have players assume the roles of these
imbued to experience them when the world falls apart.
Hunter: Fall from Grace explores the goals and motiva-
tions of various kinds of extremists, as do Hunter Book:
Hermit and Wayward. It’s important to decide what such
unusual characters seek to accomplish at the end, and the
means by which they're willing toachieve it. [t may be that
such extremity is exactly what the end demands, and no
“lesser” hunters can hope to cleanse, heal or find an
alternative to the world we’ve always know.

Mogvats

There are six billion people on Earth. Humanity has
unwittingly had a relationship with monsters for its
entire existence. People are food for vampires, breeding
stock forskinshifters, playthings for manipulators, sources
of passion for spirits, and worshippers for the infernal.
And yet, mankind has remained ignorant of the abuses
that it’s suffered. We've been kept confused and igno-
rant, always left to wonder why a little voice warns us to
be afraid of the dark. With the end times here, does
humanity’s place change?

Now is the ideal time to shatter mankind’s ignorance
of monsters. Any mystical veil keeping people deaf and
dumb may simply collapse, allowing the masses to see
creatures for what they are. (This wouldn’t be the same
thingas hunters’ second sight, but people would no longer
forgetorrationalize seeingaman change intoawolf. They
would remember it in terrifying detail.) This revelation
might allow hunters to rally people to their cause. The
outrage and revulsion experienced by the masses could be
harnessed and turned against the supernatural. Bur it
could backfire, too. Fearful (or enterprising) folks, always
afflicted with self-interest, may side with monsters in an
effort to pick the winning “team.” What can hunters do
when regular people, untouched by monstrous taint,
stand in the way of their goals? Can regular folks be spared
or do they need to become casualties of war?

Or you may have the masses remain in complete
ignorance of the truth. Mankind’s long-standing blind-
ness may be resilient, even when monsters and hunters
actopenly. The supernatural veil may keep people blind
or they may subconsciously refuse to see what goes on
before them. The world is falling apart, but in “under-
standable” terms — earthquakes, civil strife, war. It’s
certainly not due to “monsters.” It could be that crea-
tures still operate in the shadows. They conduct
annihilation unseen, except by the imbued. If monsters
fear thar warring in the streets may cause the human
herd to rise up and destroy them, beasts may continue
their secret maneuvers, now intended to save them-
selves at the end or to emerge as the new powers that be.
And then, there’s a certain comfort and confidence that
comes in pulling puppet-strings from behind the scenes.
Some monsters have done it for so long they know no
other existence and can’t help themselves now, even




when their doom is imminent. The result is a humanity
that unwittingly remains controlled up till the last.

INYERPREYRYION

For those gifted (or paranoid) enough to see them,
there are hints of the impending end in all things. In the
books of the Bible, the patterns of birds in the sky, in the
headline bar on CNN. Armageddon is coming, foreshad-
owed through secret warmnings and premonitions. As
Storyteller, you may want to use such tools as the Book of
Revelations or Fyodor's Apocrypha as evidence for charac-
ters that the last days have truly arrived. Application of
these interpretive signs gives an apocalyptic chronicle
weight. Instead of being some random, haphazard affair,
the end feels like something that's been planned by a
calculating hand and has culminated for ages.

Hunters (those of Vision creeds in particular) may
seek out such prophecy and portent in hopes of under-
standing and averting the end. Those without the
background or access may not be interested in the signs of
literature, but may build theories based on news reports,
public trends or urban legends. At first, these omens may
not seem too serious, at least until they start coming true.

For some ideas on how these signs and portents can
emerge and develop in-character, refer to the reports,
emails and letters that appear at the beginning of this
chapter. By all means, let players read these artifacts,
whether all at once or piecemeal as the end comes to a
head. The items can even be handed out as in-game
props seen by characters. Suggestions for more signs and
ways to handle them are presented here.

PROPHECIES

“Apocalyptic Literature” is a style of writing that
began with the Bible and that has branched into practically
every realm of the written word. Books such as Daniel,
Ezekiel and the mother of all apocalyptic literature, Rev-
elation, arc all commonly used to “prove” that the end
times are either swift approaching or have been upon us for
years. Of course, the Bible isn’t the only source that can
authenticate Judgment Day. Countless non-canonical texts
are not included in the Bible. The Book of Enoch, for
example, details angelic prophecy about the start and end
of the world. Outside Christianity, look at Viking myth for
Ragnarok, in which all the gods and monsters come
together in a cosmic conflict. The Koran provides Muslims
with evidence of the end. Even the Aztecs had detailed
calendars that plotted the end down to the tiniest detail.

You could intentionally place imagery from any or
all of these prophetic texts in your game. It’s possible
that characters draw such parallels without your inter-
vention. Whether you mean for prophecies to be
legitimate or hoaxes, it’s important to nail down what
some of them could mean. Is the innocent “lamb” con-
quering the beast in the Book of Revelation actually

Jesus Christ!? Or could it be hunters? Or humans suc-
ceeding where hunters fail? Are the angels “pouring
wrath” upon the world actually the Messengers or hunt-
ers themselves? Revelation mentions the Great Harlor,
the Dragon and the Antichrist. Are these figures promi-
nent monsters in the world? They could be an ancient
vampire, a powerful demon and a primeval spirit.

The Koran posits several signs indicating the end:
moral and social decay, natural disasters and cruel poli-
tics. (Sound familiar?) The Koran also states thatan evil
tempter similar to the Antichrist, called the Dajjal, will
emerge. This dark lord will be defeated by the Mahdi, a
messianic figure sometimes believed to be Jesus, other
times believed to be a “holy warrior” of Islam. Could this
figure be a hunter!?

[t’s also possible that all of this is complete and total
bunk and has little relevance to the actual occurrences
of your game. Just understand that some hunters cer-
tainly believe it all and are on the lookout for such
portents. The characters in your game may not be
millennialists, but they may run afoul of such people. Do
these prophets seem opposed to the coming end, or
perhaps agents of its arrival?

What else can literary “signs” mean for hunters?
Apocalypticism parades the belief that during the last
days, good and evil will do battle and the Creator will
intervene to wipe the slate clean and usher the moral
masses into a new age. Those who are allowed passage
into this new world will be the “elect,” and all else will
be base, vile sinners. What do hunters think? Do they
believe they are the moral agents of good doing battle
against evil (i.e., monsters)! Or do they see themselves
as sinners just trying to make the world better for others?
Their attitudes may inspire a messianic complex or
motivate them to become self-sacrificial. So, are these
prophecies capable of giving hunters hope when all else
is dark ! That somehow these texts imply there's some-
thing worth striving for when all else seems lost?
Fyobors Rrockypha

The Visionary Fyodor is responsible for the rambling
collection of prophetic musings typically called Apocry-
pha. The Hermit Violin99 is responsible for putting the
collection together and disseminating it to the general
hunter population. The haphazardly termed “book” reads
like a lunatic’s rumination on what it means to be chosen,
what the history of the imbued might be, and where the
future of the world could lead. It’s this last part that’s
potentially important to your game.

Fyodor describes many scenarios — both beginning
and end — that could come to pass in an apocalyptic
chronicle. A character with a copy of the book could
interpret just about any occurrence in the last days as
applicable to the warnings in the text, no matter how
coincidental or damning the comparison. You, as Story-
teller, may want to orchestrate events that match the
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prophecies. Do you follow Fyodor’s events to the letter,
making them fairly obvious? Do you allow the events to
occur but disguise them behind metaphor and musing?
Do you invoke one or two events but allow the rest to fall
to the wayside, leaving hunters confused about what
could happen next? What events from the book happen,
and how do you present them in-game?

Corruption of the Imbued. Fyodor speculates heavily
on the infernal (and potentially other) corruption of
hunters. He cites that the chosen will receive offers of
“help, support, money or the capacity to perform miracles.”
Should they accept such gifts, they will be made stronger,
but yet more help will be needed. A hunter seeking such
gifts walks a slippery slope and falls to demonic corrup-
tion. Fyodor suggests that over time, hunters will become
suspicious of one another because many will be corrupted.
Hunters will kill hunters. He writes, “The darkness will
own us, body and soul, and set us on an insane quest to
slaughter our own, always making us suspicious of the ones
who are pure.” Once the darkness knows of the imbued
and corrupts them, how evil can hunters become? Is it
possible that the monsters aren’t really the cause of
Armageddon, but the chosen trigger it?

Fyodor’s First Sign. He writes of five signs building
up to the end. Violin99's notes speculate that the first sign
occurred when JFK Jr.’s plane went down. But that
needn’t be the case in your game; Violin99 could be way
off the mark. The first sign may not have happened yet. It
details the striking down of the son of a Golden King of
the New World. The New World may mean the Ameri-
cas, but what favored son could die and “rob the world of
a spark of hope that could have helped keep it alive”? Is
there a person in your game — a prominent politician’s
son or the son of a beloved movie star — who could die
horribly and disquiet the world? Or could the “son” be a
metaphor? Perhaps it's a corporation owned by a bigger
one, and when the corporation folds (“struck down”),
millions of jobs are lost and the economy takes a plunge.

Fyodor’s Second Sign. The Visionary points to “the
root of all evil” coming together in the “lands that gave
it birth,” and this union threatens world balance. And
when this equilibrium is threatened, evil can take hold.
Violin99 believes that a coalition of creatures could take
hold of the area of the Golden Age (Egypt, Mesopotamia).
The cradle of civilization would seem to be the Middle
East, although you may have the “root of all evil " birthed
inanother place. Maybe the dark depths of Lake Vostok,
Africa or even in America. Does the sign imply that
monsters will rule? Or could it be that this “union” will
bind human nations, not monstrous ones? A federation
of terrorist forces, perhaps, or some combination of
dictatorships bent on bringing the world to its knees? Or
could this union be a merger of corporations that seeks
toexploit the world’s natural resources and cause Mother
Nature to rear up and destroy her children?

Fyodor’s Third Sign. Based on the line, “Mother
Nature will turn her head from humanity and her cup will
run dry,” Violin hypothesizes that a drought will strike
Africa. But there’s nothing to say this drought has to be
limited to Africa, or even occur there at all. A major
drought across Europe, China or America could cause
massive problems — more so than in Africa, where such
phenomena are somewhat more commonplace. Fyodor
speculates that hunger and desperation will cause death
and suffering (and the demise of “good warriors,” presum-
ably meaning hunters). Is this even a drought? Does it
simply stop raining/snowing across the world? Or does
nature turn from humanity and no longer afford mankind
her protection? The natural world could simply go mad —
storms, earthquakes, blizzards, extinctions. Does nature’s
madness translate over to humanity’s madness? What can
hunters do? Will monsters take over amid the chaos?

Fyodor’s Fourth Sign. Here, Fyodor writes that “Mighty
Jupiter will stretch forth his hand and with a single casual
blow of his hammer he will obliterate the city at the foot of
the world.” Millions die. What can this mecan? Violin99
suggests a natural disaster in a major city. What city lies at
the “foot of the world”? Does this mean the bottom of the
world? Perhaps somewhere in Australia, South America or
South Africa. Or maybe the phrase implies the age of acity
or civilization. Could Calcutta, Cairo, Beijing or Baghdad
be old enough to be the target? What form does the
destruction take? Jupiter was Zeus, which could imply
“death from above.” Meteors arc sometimes referred to as
“hammers” of the sky or God. But Jupiter’s mythological
hammer represented thunder and lightning, and he was
considered a storm god. Could a horrible storm raze or
drown an entire city? Does Jupiter being a Roman god
imply that the city to fall will be Rome?

Fyodor’s Final Sign. The events of the fifth sign may
take place in the course of asingle day or night. (“In the time
it takes for the sun to travel the sky.”) Darkness falls after
“three of the brightest jewels in the crown of the Earch”
perish. Violin99 posits that this could be a triple-assassina-
tion, perhaps of world leaders or even of three of the greatest
imbued. Okay, but who? Are there three chosen who have
taken the lead in your chronicle whose deaths could count
toward such prophecy? Maybe three prominent figures (phi-
lanthropists, humanitarians, scientists) are snuffed out. Or
maybe the threc “jewels” aren’t humans at all.

Consider that earlier, Fyodor states three places
(the plain of Gizeh, the Cambodian temple complex of
Angkor Wat, and the Nazca desert drawings) are the
“sacred keystones” in the “crown of power” that keep the
darkness imprisoned. Could he mcan that these three
places are destroyed, which blows the doors off some jail
keeping the most ancient and evil monsters from the
world? What could destroy these places? Nuclear war? A
meteor strike? Or could it be as simple as tourism or
industry tarnishing their purity?




Miscellaneous. These signs are not the only portents
available toyour cataclysmic chronicle. Fyodorofters proph-
ccy throughout Apoerypha. He receives several visions from
shadowy figures — a man with an opal ring and a woman
witharuby one. These dreamsare increasingly obscure and
potentially mired in metaphor. What is the wooden boat
with the golden crucifix? Perhaps treasure-hunters “find”
the original and complete Cross of Christ. What about the
city that rises out of death from the sands of the empty
desert? Is this a city of ghosts, or simply an archeological
find of some prominence (one that has sccret treasures
foretelling the end or that triggers an ancient plague) ? Does
Fyodor'’s description of the Golden Age suggest a potential
future for the shattered world? Or do ancestral memories of
that time flood the minds of all hunters, giving them a new
reason to fight — and a new reason to remain pure in the
face of all-consuming corruption?

Sciener

Science, whether it means to or not, does a lot of
doomsaying. For every article or pronouncement that
researchers work toward a new drug or cure, there’s a
declaration that a meteor is heading toward Earth, that a
new form of pneumonia spreads like wildfire, or that no
country in the world is prepared for a biological or chemical
attack. Science, in conjunction with mass media, con-
stantly predicts our demise with what would appear to be
hardevidence. This isn’t some guy onan island spouting off
about a Great Dragon trying to seduce the moral majority.
These are presumably erudite, academic individuals who
hold “truth” in their hands. The question is, can you use
this kind of fatalism in your end chronicle!?

Science is more or less the new global religion.
Everybody pays attention to it, whether they want to or
not — hunters included. You can use science to play on
characters’ paranoia and to foster vague predictions about
the last days. Take, for example, a lot of the articles about
close calls the Earth has with passing asteroids. We all
have alittle fear in our hearts that one day a near-miss is
going to be a big-hit and a chunk of space rock is going to
plummet into us. You can saturate the media with this
kind of talk, and then one day grimly announce that
CNN has learned of a collision course. Hunters who look
through a telescope could even see the little red light in
the sky that’s supposed to be the asteroid. Armageddon
can then be triggered by panicked people and monsters,
whether the reports of the rock are genuine or not.

Then again, you don't need to resort to such drastic
scientific proclamations. An intensification of “weird”
stories on the news might do the trick. You can use real-
world examples such as the strange half-extinction of
honeybees a few years ago, outbreaks of weird diseases like
hantavirus or cholera, or an increase in shark attacks. You
can also make stuff up. What if birds start acting weird,
attacking people like in Hitchcock’s film? What if a promi-
nent constellation such as Orion just up and disappears
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from the sky? What happens when dolphins go extinct, a
new communicable discase is discovered or crops across the
Midwest are inexplicably wiped out? All of these things,
which arguably have scientific explanations, offer fore-
shadowing. You can use these events as imagery to imply
the coming end, or youcan have such tragedies occurduring
Armageddon as a sign that things have really gone wrong.

Dmens AND PORTENT'S

Indications of the end aren't decided by written
prophecy or science alone. They're also inspired by super-
stition, perhaps passed culturally like urban legends. A
simple omen, one most everyone knows, is it’s bad luck for
a black cat to cross your path. The message is simple,
direct and somewhat foreboding. These kinds of ill-fated
occurrences can pepper your game before Armageddon
begins, and continue to happen thereafter.

Signs pointing to the last days could involve any-
thing: a blood-red moon, a drastic increase in crime rate,
a funny taste to the water. And don't be afraid to make it
personal, going so far as to encourage players to explore
their own superstitions. Does an Avenger feel a sense of
cosmic apprehension when his favorite sturdy weapon
falls apart in his hands? Does a Defender who loses her
good-luck charm sense some intrinsic warning’ A Re-
deemer may freak out that no monster has been able to
look her in the eye for the last month, like they're all
afraid. A Wayward may be convinced that he has to walk
out of each battle with a new scar. He’s come out of the
last several fights clean, and that’s a bad sign. Shadows
look a little darker, the sun constantly seems dim, police
sirens sound throughout the night like they never have
before. Maybe local hunter activity seems overly frenzied
and bloodthirsty. Almost any ominous event or trend can
suggest bad tidings to sensitive imbued, hinting at what's
to come in an Judgment Day chronicle.

Gumesine vie Y RUTH

You have a plan for how your game world will end. The
question is just how much of the plan do you show the
characters!Certainly, they'llseewhat Armageddonis, whether
it's fire and brimstone, witches rewriting reality or the
vanquishing of daylight. But will you show them why it’s
happening? Whose hand guides the ship toward the rocks?
Ending your game with the characters completely ignorant
of the final plan could cause frustration among your players.
But the other end of the spectrum — revealing too much —
ruins the mystery and desperation implicit to the last days.

As such, you need to strike a balance in allowing
glimpses into the grand design. Think of it as giving the
characters a peek through the keyhole into the horror
that awaits in the next room. They see something of
what’s there, but the rest remains fearfully unknown.

How do you accomplish all this? Well, the Heralds
don’t need to descend from the clouds to “explain”

L4

Armageddon like a villain in a James Bond movie.
There are more subtle techniques.
Messages

Intrinsic to Hunter’s mythology are the Messengers
— unfathomable forces from beyond that give obscure
direction to the imbued. We've already posited the pos-
sibility that the Heralds may “amp up” their
communication and share more information with hunt-
ers. Perhaps they offer ambiguous — as opposed to overt—
insights into the fall of the world. Assuming there’s some
truth to Apocrypha, maybe hunters have visions of some
of Fyodor’s prophecies, such as the pyramids, the constel-
lations, or even the man and woman with the bejeweled
rings. A hunter may see these things on a billboard while
driving past, or hear static whispers break through a radio
transmission. She may even have dreams conveying such
information. While such intervention doesn’t provide
hard-and-fast data, it offers a taste of the who, where and
why of Armageddon, which could be enough to inspire
hunters to seek further understanding.
Husver—Hex

Every hunter is like a small piece of a riddle’s answer,
written on slips of paper and cast to the wind. They're all
over the world, and may individually hold one tiny part
of the truth. Each hunter potentially knows a little bit of
their collective nature and the fate of the world, and each
imbued has a different answer — some right, some wrong.
Hunter-net is useful because all of these little truths can
come together and provide a better (though incomplete)
answer. You can also use hunter-net to disseminate the
“realities” of Armageddon. What one hunter encounters
in Sacramento is probably quite different than what
another undergoes in Jerusalem. The first may see a
“plague of flies” descend upon his hometown, while the
other may write about a magician that spoke of the
“approaching Lord of the Flies.” A potential connection
emerges, but only a tenuous one that requires characters
to explore and research further. What clues to the end do
different posters offer, whether they know it or not, and
how can those pieces be sorted out?

Hunter-net is also an excellent place to disseminate
false or misunderstood information, or to lead characters
astray about the truth of the end. What if the aforemen-
tioned hunter mistranslated what the magician said? Or
what if an extremist like God45 writes a grand disserta-
tion on the “cancer of the president” and demands that
the leader of the free world be assassinated? Could even
the most conservative hunters fall in line with amadman’s
online explanation of Armageddon?

The artifacts at the beginning of this chapter in-
clude some hunter-net posts just like these that offer
hints on what the last days are really about.

Monsvers
This is the World of Darkness. Monsters are prob-
ably complicit in the end to some degree. If they’re not
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the cause, they're a symptom. It’s possible that some
monsters may be able to purposely or inadvertently
give hunters insight into the architecture of the last
days. Granted, they don’t have to be right. While
monsters may have their own glimpses, they should be
far from the whole picture. But such suggestions can
hold the seeds of truth and be springboards from which
hunters see more of what's really going on. The Mer-
ciful may learn from shapechanger kin about some
awful “red star” in the sky that’s secretly the eye of an
ancient beast coming to consume the world. Zealots
putting the torch to a nest of leeches may find blood-
spattered graffiti — urban prophecy about vampires
rising up against humans. A Visionary reading forbid-
den texts stolen from a demon may learn secrets about
the end of the world. Monsters have their own dis-
torted views of Armageddon and its causes, and hunters
can be exposed to them, but the imbued must always
remember the source. God forbid that a monster's
insights into the end might actually hasten the last
days when acted upon.
Rrocryrha

Fyodor’s collection of notes is a storytelling device,
one that presumably continues beyond its original in-
carnation. Other pages show up here and there, offering
information not contained in the original “bundle.”
There’s nothing stopping you from coming up with your
own pages of Apocrypha to put into character (and
player) hands. (The opening page of this chapter is one
such document.) Feel free to emulate his writing style
and scribbling and pass such props around the table.

Fyodor's visions are disturbingly foreboding, and yet
still vague — perfect for conveying answers without
diminishing the mystery. You can use new visions to pull
back the curtain a little bit on whatever modus operandi
is at work for the end of your game world. Not only do
such discoveries help the characters understand some
small part of the puzzle, they offer a more unified por-
trayal of the World of Darkness, as if your version is the
“way it’s meant to be.” If the world succumbs to plague,
maybe you can circulate a note from Fyodor detailing a
“coming corruption of the soul, spirit and body of all
mankind.” If the end is brought about by the waking of
ancient vampires, Fyodor might write, “Thirteen dead
devils rise from the grave to consume their young and
shackle the weak.” Such lingering prophecies provide
insight, but their veracity remains elusive. It’s up to the
characters how to act on them.

Y tie Doy Arver

While your chronicle details the last days, they
don’tliterally have to be the last days. Should characters
or your game be particularly endearing or noteworthy,
you and your players may not want to put a punctuation

mark on them. No matter how bad Armageddon is, it
doesn’t necessarily have to crack the planet and reduce
the population to ash. Even the worst nuclear, biologi-
cal, weather-related or monstrous threat can leave some
semblance of the world behind. No matter what hap-
pens, catastrophe leaves humanity and the globe changed
in some fashion, but to what degree is up to you. Will it
be adegree that allows you to continue your game? If the
chronicle does go on, what's the world like in the wake
of obliteration?

If your story doesn’t lead to utter ruin, what
remains! Maybe humanity is enslaved by demons,
discarnate spirits or by ancient vampires. What place
do hunters have in this grisly New World Order? Are
they hunted in turn? Are they enslaved along with
everyone else, but might lead a revolt? Do they oper-
ate in clandestine cabals and guerilla groups, making
attacks on monstrous overlords? Alternately, do hunt-
ers and humans cooperate to break monsters’ grip on
the world? Is it creatures who are destroyed or en-
slaved? Perhaps monsters are left scattered, going to
ground to rise again onc day.

If monsters are all destroyed, driven off or placated,
does the world assume an Edenic state? What does this
new utopia look like? While characters may seek such a
“happy ending,” they also may have no place in it — at
least, not as imbued. Are their gifts revoked once the
menace is thwarted! Perhaps they’re allowed to return to
normal, ordinary lives (if that’s even possible after all
they've seen and done). Or maybe hunters are given a
new task by the Messengers — as leaders. Could the
Heralds charge the imbued with the responsibility of
shepherding society into a new Golden Age. How suc-
cessful might they be! Do hunters assume the role
naturally, or do they sink into megalomania and wear
the mask that monsters once did? It’s possible that
hunters cannot agree and disparate groups fall into civil
war. Does one hunter side fight for humanity and an-
other for the “right” to abuse the mortal populace? Ordo
all groups simply wage war over a selfish slice of the pie,
just as monsters once did? Do bystanders become the
new hunters, going against the monstrous heirs of the
new order!?

Ultimately, anything can happen after Armaged-
don is more or less “resolved.” The world could be
half-dead and left in a nuclear winter, countries may
dissolve and reform with new names and new bound-
aries, or whole new breeds of monster may crawl from
the corpses of the dead. A post-apocalyptic scenario is
limited only by your vision. Provided that you reserve a
place for the chosen tokeep players entertained, you can
open a door to an entirely different chronicle and
Hunter experience. The end of the world doesn’t need
to mean the end of your game. The path is wide open and
the territory uncharted.
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“May you live in interesting times."
— Chinese curse

HoLow Vijcrorjes

“To Victory!”

Crystal glasses clinked gently in the high-class office.
Its broad windows afforded a spectacular view of San
Francisco Bayand the city spread out below, lights glittering

in the velvet darkness, reflecting the stars in the clear sky
above. The glasses were filled with blood, still warm and

fragrant, and adecanter of the same sat on the antique side -

table. To the cold lips it touched, the blood tasted fiery

and potent, stronger than thefimest liquor, better than the

best vintage the wine country to the north had to offer.

Jochen Van Nuys, the former prince of San Francisco,
lowered his glass, savoring both the taste and the moment.
He couldn’t restrain asmall smile, glancing in the direction
of Sara Anne Winder, the current prince of his city. Ah,
but for how long, dear Sara, he thoughe, for how long?
Winder caught the smile and its implications, and shot
Van Nuys a glare before raising her own glass.

“Here is to a victory hard-won,” she announced the
people gathered in the room. “The Cathayans and their so-
called ‘New Promise Mandarinate’ have been driven from

our shores. What was once ours is ours again. Tonight is -

indeed a night for celebration, but we shouldn’t allow
ourselves to become complacent. It’s just when you think
you’ve won that the unexpected occurs. We won’t repeat the

mistakes that allowed San Francisco and Los Angeles to fall

_ intoforeignhands. To victory, and tovigilance.” She returned

Van Nuys’ look with equal measure as the high-ranking
Camarilla of San Francisco sipped from their glasses.

As the knot of guests broke up and mingled, Van Nuys
noticed his aide, Peter Kwan, standing discretely near the
door of the suite, unobtrusive as a piece of furniture. Kwan
caught his eye and Van Nuys made his way over.

“Sire,” Kwan said in a low, formal tone.

“What word, Peter?”

- “Nothing as yet,” he replied. “No word from the

scourges investigating Bayview. It may be that there are

packs of Sabbatactive there, orpossibly some Cathayans.”

Van Nuys nodded gravely. “Inform me as soon as
there’s any news.”

“Of course,” the young man said as he turned and left
the suite.

Kwan waited until he reached the elevator before he
took the cell' phone from his jacket pocket and dialed the
number he had committed to memory, rather than to
speed dial.

“Well?” the voice said on the other end.

“They don't su.pect.”

“Good. We'll see that it remains that way. Will
you be missed?”
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Kin-jin will help us with our...

e

“Not for some time.”

“Then come and meet us here. Your knowledge of the
guests; | want to make
them-as welcome as possible.” '

“Yes, Master,” Kwan' replied, before folding the
phone and slipping it back into his pocket. Soon he was
walking out of the lobby, headed for the car that would
take him to Bayview for a meeting with his true lord,
Chan Te of the Hollow City wu, Warlord of Mikaboshi,
the Yama King and Lord of the Wicked City. He paused
to glance up at the lights in the high glass tower. The

Kindred partying there believed they'd liberated the city

from the Cathayan invaders, assured they had everything

under control.

“It’s often just when you think you've won...” he
muttered; echoing Prince Winder'’s toast. The Kindred
would soon discover the truth of those words, just as the
Kuei-jin were learning now.

K K%

Jiejie Li, known as Elder Sister Plum, Bone Flower
Ancestor of the Extraordinary Commission, sat as still as
death. Only fitting, as the elder sister had been dead for
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quite some time, and it was the topic of death that was
foremost on her mind. She felt the stillness of her heart,
the stillness of her breath, and mirrored them with a
stillness in her mind.

I am the Black Metal Egg, she thought, repeating the
mantra to herself. I am the Cold Mind. I listen'in the stillness
and hear the song of the shadow.

Her dark eyes opened slowly and looked upon the
scattered, dead cherry blossoms on the perfect white
sheet. The air stirred gently like the world sighing. In that
moment, the Bone Flower ancestor heard the song of the

shadow. The darkness filled her and she understood. She

plucked asingle withered petal from the cloth and brushed .

it gently against her cheek, feeling the last traces of life in
it, feeling it wither in her grasp.

She almost did not hear the others approach. Then
came the noise of slippered feet on ancient stone and the

whisper of silk as the Honored Ancestors of the August-

Courts appeared. They approached in perfect step, like a
dragon twining its coils across the plaza: They stood in a
row in front of the spot where Jiejie Li sat. They bowed,
and Elder Sister Plum nodded in return. Then she took a
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folded piece of rice paper from the sash of her pure white

robe, unfolding it with slow, crisp motions, still holding

the petal between her fingers. She lowered the paper to
her lap and began to read softly.

“[ heard the words of - darkness within me, and I knew -

“those words.
It was the true voice of my heart.
- And [ was enlightened.”

Then the page and the petal slipped from Jeijei Li’s
slender, pale fingers, swept up in the wind that whispered
through the square. The row of ancestors stood silent. If

they noticed that the elder sister’s final words were a -

reading from a heretical and forbidden text, they did not
show it. What did it matter now? One by one, they turned
" and silently walked back toward the shadowed doorway
from whence they came.

From the shelter of the shadows, the honored ancestors
watched as the sky lightened and became the color of the
dried blossoms: The sun crested the horizon. As its first
rays touched her, Elder Sister Plum did not cry out or even
- move from where she sat, serenely composed. She remained
so as the brightening rays slowly withered her smooth
flesh. Her skin went gray, then black in the light. The
 flesh rotted from het bones as she faced the judgment of
the Eye of Heaven. Nearly half the sun’s disc cleared the
horizon before a gentle wind caused the corpse: of the
Ancestor of the Extraordinary Commission to fall into
dust, scattered along with the dry petals.

HH K

Chan Te, Warlord -of Mikaboshi, looked over the
bodies of the Kin-jin chained to the stark gray walls of the
old warehouse. The building had been refurbished into
expensive office space in the ‘90s, and then promptly lost
any potential clients when the dot.com bubble burst. The
space still served the Hollow City wu well enough. The
Kin-jin knew nothing about it, and by the time they
discovered it, it would be far too late.

Tjun-tjun laughed brightly as she brushed a hand

across the bare chest of one of the western vampires, -

bending to lick a trickle of blood from the welts there.

“IPsonlyataste,” shesaidat Chan Te'sdisapprovingglare.

“Be sure that's all it is,” he said, and the Indonesian
woman laughed again. Chan Te was about to warn her of
the dangers of underestimating the Kin-jin when the door
opened and Peter Kwan entered with a respectful bow to
the leader of the wu. He didn’t even glance at the Kin-jin
prisoners, his attention focused on Chan Te.

“Peter, how are things with the victors?”

“As expected,” the young man replied. “Winder is.
taking full credit for the victory and she clearly expects Van
Nuys to go away. He clearly has no intention of doing so.
They're practically at each other’s throats now that the
immediate threat of the invaders is out of the way. They're
both looking for ways to turn the situation to theiradvantage.
Van Nuys is the definite underdog. He intends to address
matters in Bayview as a means of assembling support, but I
think he hopes the problem will solve itself.”

“Oh, it will,” Tjun-tjun said, “but not the way he hopes.”
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Chan Te nodded. “And" the Kin-jin do not sense

anything... amiss?”

Kwan shook his head. “No, nothing at all. We Kindred
are nowhere near as attuned to the flows of Chi as your
august selves. Regrettably, we are no more aware than most
mortals, maybe even less. From what I've seen, the Kin-jin
will attribute any unusual feelings to recent events. After
all, most of them don’t even believe in the philosophies of
the Kuei-jin. Van Nuys is a potential problem, though.”

“Go on,” Chan Te said when Kwan paused.

“He... paid close attention during his time with the
New Promise Mandarinate. While I don’t think he
understands the nuances of the dragen nests or feng shui,
heis-aware of the concerns :he Cloud Mandarins had
about Bayview. After all, he was involved in trying to
resolve matters. He might not agree with their views
about bad joss or poison arrows, but he’s at least aware of
them and might figure things out.” ’

“Then we’ll just have to see to it that he doesn’t have
the time,” the warlord said. He picked up a curved knife -
from a table beside one of the Kindred prisoners and toyed
with it as he thought.

“Prince Winder is well guarded” he asked idly.

“Extraordinarily well guarded,” Kwan said. “That
bitch Caravaggio is constantly on guard. She hasn’t relaxed
abit. Infact, I'd say she’sbecome even more paranoid. She
knows Van Nuys wants his domam back. She seems to
expect foul play.”

“Perfect. We'll confirm her suspicions and give borh
the current and former prince reason to focus on each
other. That will give us the time we need. Time is on our
side, Peter. Just a little longer and the broken mirror will
extend beyond the reaches of Bayview into the rest of the
city. Then....” He punctuated the thought with a flick of
the knife and a wicked smirk.

“We'll use one of these!?” Kwan asked, turning in the
direction of the prisoners for the first time.

“Of course,” Chan Te said. “You can help Tjun-tjun
choose one, preferably with known sympathies for Van
Nuys. An assassination attempt against the prince by one
of her own kind should keep the Kin-jin occupied.”

KKK

The young man walking away from the abandoned

office park would rate little notice, which was just as he

intended. He couild have been a student at a local college,
in his leather jacket, jeans and sweatshirt. But his green
eyes suggested more-experience than his apparent 20-
something years. Lifetimes more experience.

Yulan-tao was certain, the akuma had infiltrated the
ranks of the Kin-jin. He didn’t know for certain if they
had aided the western vampires, but he knew full well
that the servants of the Yama Kings were responsible for
the state of the Bayview district. Although he wore a
westerner’s body, Yulan-tao had been born in the Middle
Kingdom, died there, and took the Second Breath there.
He wasa wandering ghost, a spirit with no body to truly
call his own, although he had mhablted the one he wore
now for many years.
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| saw the coming of the Sixth Age, and these shall be
its signs to you:

The Eye of the Demon Emperor will look down
upon the Middle ngdom from the sky, mockmg the
Eye of Heaven.

The grasp of the Yama Kings will tighten upon the
souls of Yomi Wan. Fewer will escape their net to take
the Second Breath. The ranks of the Demon People
will diminish. :

The Running Monkeys will disregard tradition and

the words of their elders, following their own counsel to -

their own ends.

The ancestors will turn from their duties to pursue
their own affairs, putting aside responsibility and tradition.
They will extend their reach while their house decays
around them.

The wheels of spirit and matter will turn independent
of each other, and the Mirror Lands will reflect nothing of
the Middle Kingdom.

The influence of Yomi will be felt everywhere, the hands
of the Yama Kings grasping as the Demon Emperor rises.

The August Personage of Jade will quit the throne
of Heaven and throw down the wicked and the
unworthy. Terrible will be the wrath and vengeance of
Heaven as Ten Thousand Demons are unleashed upon
the world. 7

The Demon Emperor will ascend the throne to rule
over the Age of Sorrow, but in the turning of the Wheel
and the passing of the Age, as in the last moments of life,
the veil will be lifted and the way up the slopes of Mount
Meru will be clear. In the embrace of the Dark Jade
Lover, in the nothingness between lives, in the end we
will be enlightened.

Tie Broxen MiRROR

A newspaper article from the San Francisco Chronicle

Seven brutal murders have oecurred within a 15-
block radius in the Bayview area of the city over the past
two months. The most recent victim was discovered
Tuesday. All of the victims were killed in what police
describe as a “ritual” manner, their bodies drained of
blood that was not found at the scene of any of the crimes.
The SFPD informs citizens that it is following “all pessible
leads” in the case of the so-called “Bayview Killer,” but
admits that it hasn’t made much progress.

Police forensics experts believe that the klllmgs are
the work of a serial killer, possibly more than one, and
have suggested that the initial murders may have inspired
“copy-cat” killings. Police also say there is no evidence of
more than one suspect at this time.

Residents and those working in the Bayview
district remain in their homes and workplaces as
much as possible while police investigate.. Rising
tensions have led to an increase in domestic violence
and public disturbances, and angry citizens demand

police action before they take matters into their own-

hands. The police department-warns that vigilantism
will not be tolerated.
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From a report to the Cloud Mandarins of San Francisco
Honored mandarins, it 1s clear that the killings that
have taken place in the Bayview Munificent Transition
Sector are the work of one or more Kin-jin defying the
edicts of the New Promise Mandarinate. All efforts to
locate the perpetrators have been unsuccessful. The Kin-
jin' we have questioned deny any involvement in the
killings, or knowledge of them. Although many of them
are quick to accuse others of their kind, we have found no
evidence that these accusations are anything other than

attempts: to assign blame and to put an end to our

investigation. Some Kin-jin believe that a sect of their
kind called Sabbat is responsible for the killings, but we
have found no evidence of their involvement.

[t is clear that many of the Kin-jin in the Bayview M-T
sector are nearly as concerned about the killings as we are,
although for somewhat different reasons. Kin-jin feeding has
become increasingly difficult, because mortal authorities
and inhabitants are almost constantly on guard. This has led
to demands that the Kin-jin be allowed to leave the sector in
order to hunt. Border guards report that more Kin-jin have
attempted to slip out of the sector. Incidents of violence
among the Kin-jin have increased despite our best efforts.

I must once again humbly suggest that the only means
of effectively dealing with the Bayview problem is to
either move the Kin-jin residents to another M-T sector
until the investigation can be concluded or eliminate the
Kin-jin in this sector in hopes of eliminating the responsible
party. Systematic executions might encourage the Kin-
jin to turn overany culprits and-put an end to the matter.
Otherwise, we must remove the Kin-jin from Bayview if
we-are to-have any chance of resolving matters quickly.

Tie Grear Lear Outwarp

From a letter by Jiejie Li, Bone Flower Ancestor of the
Extraordinary Commission

Sorne animals, when hungry or thirsty enough, will
gorge themselves to the point where they become sick or
even choke and suffocate. By trying to secure success, we
have sown the seeds of our own failure and destruction.

" My opposition to the Ash Plan of the Foreigner-

Vanquishing Crusaders is well known and described in my
other writings. | believed then as | believe now that a crusade
against the Kin-jin is ill considered and ill timed given the
threats that face the August Courts much closer to home.
The call for a foreign war is often used to conceal other
problems that warmongers cannot or do not want to face.

Once the Kin-jin hold over Hong Kong was broken,
once the foreign akuma were driven from the Flesh Court,
the August Courts were still plagued by corruption, hidden

“akuma and a poor understanding of the demands of the

modern age. All of that allowed the Kin-jin to accomplish
so much in such a relatively short time. The need for

“reform in the Middle Kingdom was clear, but those in

power chose todirect the righteous anger of the Wan Kuei
at the Kin-jin. Itis akin tohunting animals digging in your
garden while your house burns behind you.

War against a clear enemy is easy. Battling enemies
within is difficult. And so, the Glorious Ocean-Crossing
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Warriors reached out and seized one of the North American

cities of the Kin-jin. When their invasion went awry,
other forces needed to step in to secure Los Angeles and
ensure victory. When negotiations for peace ended in
violence, we were forced to take another city and hold it
where we only planned to hold one. We trapped ourselves
on a boat rushing down the river of time toward destiny.
All we could see to do was hold on a little further just a
bit more, and it would be done. '

What we do not see are the sharp rocks waiting at the
bottom of the falls. Even though 1 will be dashed upon
those rocks, others will not see it. They will continue
down the river, continue fighting in the burning house,

until the few who remain look around, find themselves -

alone and wonder what has happened. How has it come
to this? Itis nothing more or less than our own blindness
that will be our undoing, as it has been since the fall of the
Ten Thousand Immortals.

Heavin’s VENGEANCE

From a letter sent from central China to Hong Kong

[ had the dream again last night. [ hear the trumpet
callingfaraway and feel like I've awakened from a deep sleep,
even though I'm-actually still sleeping. I feel like I'm young
again. More than that, [ feel strong, filled with purpose, like
[ can overlook the last 20 years of fighting and killing.

[ start climbing the hill and I notice there are others
walking with me. Some of them I recognize, like you and
Xiu Ping. Others | don’t know, but [ know that we’re all
Shih, and everyone seems to feel the same sense of

_purpose, the same sense of empowerment. '

Then we come to the top of the hill and see them,
the demons. It’s an army stretching out as far as the eye
can see. Some of them look like people. Others are like

rotted corpses or monsters with four arms and three .

flaming eyes. Some have weapons, like we do. Others
have claws and fangs. They're strangely silent, and we
just stand there for a moment, looking at each other.
Then they roar. They charge, screaming for our blood,
and the battle is joined.

[ know that [ am going to die, but I keep fighting like
[ was taught. [ see others fall, but [ keep going. I lop off the
head of one demon and another takes its place. There’s
blood everywhere and the smell of burning flesh. Cries
and the ringing of metal. Then the trumpet sounds again
and there’s a moment of stillness. Everything stops as we
search for the source of the sound.

The sun breaks through the clouds, shining down on
us. I feel on fire, filled with Chi, and the demons shriek
and recoil from the light. I raise my sword to Heaven,
shout and we charge forward into their lines, cutting with
blades on fire, cutting through their ranks like ascythe.
The trumpet sounds again and I wake.

[ was ready to dismiss it all as the madness of an old

woman who has seen too much blood and death, except-

for this: | met another of us earlier today, the only other
Shih I have seen in five years. | realized that I'd seen him
before, in the dream. When I told him about it, he was
startled and said that he had the very same dream.

Te oF )uw

AN Enp TO ORTHODOXY

From a letter to the Ancestors of the August Courts
of the Quincunx

If you wish to speak to a peasant farmer in the heart of
Yang-tze Province, you had best speak in that peasant’s
language. Speaking to him in formal Mandarin will only
earn you an uncomprehending stare. So this letter is
penned in proper language in brush-strokes that have not
changed in centuries, so that the Honored Ancestors of the
August Courts can-recognize and understand it for what it
is. Through the power of the information age, however, this
letter is also being distributed to Kuei-jin across the world
sothatthey canalsoappreciate and understand its contents.

You see, the time is past when the August Courts and
the Bestowed Ancestor can dictate truth to the Wan
Kuei. The nights when the Quincunx could burn heretical
documents and heretics to ensure that they would never
been seen are past. Now such knowledge can have alife of
its own, -beyond the reach of those who would see- it
suppressed. No longer can the mandarins of the courts
reign in silence.

[ am not akuma, although the August Courts will
name me so. My true name is not important. The message
that [ deliver is. I call to my fellow Wan Kuei to awaken,
to cast off the bonds of tradition placed on them, and to
see that now is the time for action, not contemplation.
Our Honored Ancestors may have been content to
meditate and study ancient lore for centuries, but those of
us who have taken the Second Breath in this day and age
no longer have the luxury. The August Courts have
squandered what time they had to prepare, and now the
time is upon us. The Sixth Age has come.

It is no longer a time to debate the merits of Dharmas
or to enforce orthodoxy. It is a time to recognize the true
connection between us all, the common link that we who
have taken the Second Breath share. We are dead. We
have seen the hell that awaits us in the Age of Sorrow. |
know you remember the screams and torments of Yomi,
because | know that [ will never forget them. They are like
scars on my soul, always there in the darkness and silence.
They are what awaits the world if we do nothing, if we
abandon our one chance at redemption and allow the
Yama Kings to drag the world down.

“Damn redemption!” you say. I know that many
Kuei-jin care nothing for the judgment of Heaven, so
consider your own existence. Will the Yama Kings
tolerate those not sworn to their service once the Demon
Emperor assumes his throne? Do you wish to return to

‘the torments of Yomi that you fought so hard to escape!?

If not, then you must act for your own sake if not for the
sake of the world. _

Iwas taught that the Wan Kuei are fallen and dishonored
heroes because our ancestors failed and suffered Heaven’s
punishment. So I ask, should we allow bitterness, despair
and shame to chain us and keep us from acting, or should
we overcome the failures of those who came before us and

stand against the forces of hell before they consume the

world? Put aside these petty matters of politics and let the
Ten Thousand Demons unite against the Lords of Yomi!
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A memorandum distributed to top/rankmg agents of
~Strike Force Zero

This document is to inform you that Operatlon
Night Frost has begun: Our organization has gathered

--extensive information on the activities of the gaki over.
the past decade and now the time has come for us to move

against these enemies of humanity and end their threat,
once and for all. You have trained and prepared for this
~ time and I know that you will not fail.

The operation will proceed in stages, as outlined

below. Stage one begins immediately. Your assignments . -

will be forwarded to you along with this document. 1
would wish you luck, but there is no room for luck in our
careful planning. The hopes and future of humanity go
with you.

Stage 1: Simultaneous strikes against known gaki
lairs in major Japanese urban areas, along with efforts
to restrict enemy communication and reaction. Agents
are instructed to neutralize any hostiles by whatever
‘means necessary. »

- “Stage II: Pursuit of surviving gaki subjects, along with
coordinated- follow-up sweeps through surrounding
suburban areas, extending outward into- the rural and
wilderness areas of the Japanese Islands. The agency will
have the assistance and cooperation of conventional
authorities in these matters, but agents are instructed to

maintain secrecy and handle matters w1th the absolute
minimum public exposure.

Stage I11: Cooperative operations with international
intelligence agencies against gaki worldwide. This stage
will begin when the security of the Home Islands is
assured. Agents will be briefed on their assignments at the
appropriate time.

Tie Sounps or WaR
An e-mail sent to a server in Hong Kong
It is confirmed. They have it. .

It was almost certainly built by the North Korean:

government, probably using materials and information
acquired from various sources. Although there’sbeen nottest,
all the information I've seen says it will work: The Heavenly
Devils certainly seem to think so. As much as | want to
believe they won’t use it, | know they will, and soon.

We are working as quickly as possible to discover the
intended target, but we have only theories right now.
Most likely it is intended for a strike against heretics in the

Infinite Thunders Court, but it may also be intended for .

somewhere in the Golden Courts or perhaps even in the
domain of the Kin-jin. Such a strike would fulfill certain
prophecies and sutras of the Burning Wind sect, bringing
the wrath of Heaven to the wicked and unleashmg the
power of Hell on Earth.

The only thing that I am certain of rlght now is that
they have the weapon and they intend to use it. There can
be no doubt. The Sixth Age is upon us, and it is only a
matter of time before the forces of Heaven's vengeance
are unleashed.

_-#— —— -
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Throughout their tormented existence, the Kuei-jin
have sought peace and enlightenment, harmony between
the divided halves of their nature: Hun and P’o, Yin and
Yang. There are many stories of bodhisattvas finding the
hidden path to the slopes of Mount Meru and-attaining
the enlightenment of the Hundred Clouds, but are they
just tales, stories for damned souls with no hope of
redemption? With the portents of the Age of Sorrow all
around them, the Kuei-jin hope that there is more to their
Dharmas than merely holding the demon within at bay
another night. It seems they may be right.

JNTRODUCTON

It ends, not with a roar, but with a sigh, like the
resigned last breath of a dying man. The Sixth Age arrives
in a form quite unexpected by the Kuei-jin, and they are
forced to adapt to a diminished existence in the Age of
Sorrow or accept Final Death at last.

The changing of the Age comes with the strengthening

“of the Wall between the Middle Kingdom and the spirit

worlds. It grows from a barrier to.an impassable gulf,
closing off-the realm of spirit from the realm of matter.
The shen, denizens of the Yin and Yang Worlds, withdraw.
With the rise of the Demon Emperor, the Yomi World is
sealed off and the Yama Kings are no longer a threat. The
inhabitants of the Middle Kingdom, Kuei-jin and mortal,
are left alone with an uncertain future.

Buammr, THE DrAGON Wau

The first sign of the coming Sixth Age is the

- strengthening of the Wall between the material world

and the spirit world: Kuei-jin should netice a gradual
increase in the Wall rating of certain areas, making
access to the spirit worlds more challenging. It beginsin
places where Wall ratings are already high. Places with
initial ratings of 8 or 9 become completely impassable.
The barrier between the worlds is simply too thick for
any force to overcome it, Kuei-jin who have passed
through the Wall in those regions may need to travel

. some distance to find other'spots where they can return

to the Middle Kingdom.

- Then the Wall begins to grow stronger in places more
attuned to the Kuei-jin and the forces of Chi. Not only
does the Wall become stronger; but the ambient Chi in
those places grows weaker as the spiritual is closed off from
the material. Kuei-jin sufficiently advanced in_their
Dharmas to draw Chi directly from the environment find
it more difficult to-do so. This denial forces elder Wan
Kuei to feed through crude means (such as breath or

* blood-draining).or tounleash their P’o to tear through the

Wall and get at a place’s Chi, defiling it (see Kindred of
the East, p. 138, for details). The increased need for
mortal Chi is felt throughout the Middle Kingdom, as
elder Kuei-jin must hunt for sustenance once more.
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What begins as a troublesome phenomenon becomes
a serious concern when the Wall strengthens more and
more. Soon, all urban areas are completely impassable and
the Chi of even wild places and dragon nests is reduced
from wellsprings to mere trickles. Passing through the
Wall isn’t easy anywhere, and Kuei-jin notice that the
Wall seems thicker, the spirit worlds more distant as if
they are drifting further and further out of reach.

|

Tue Wi;an or Deamh

The strengthening of the Wall has a number of effects
on Kuei-jin in the Middle Kingdom and throughout the
world. Feeding becomes more challenging for elder Kuei-
jin as they’re cut off from the Chi of the spirit worlds. The
ability to traverse the paths of spirit is hazardous, depriving
the Kuei-jin of a valuable weapon in their arsenal. An
increasing number of undead look to their elders for
guidance, but receive none.

The difficulty of obtaining Chi from dragon lines

- forces elders to hunt again. The result is a rise in Kuei-jin
activity, particularly in places where elders are most
concentrated, such as with the Five Courts of the
Quincunx. Competition for Chi becomes intense.
Although there are still plenty of mortals on which to
feed, the increased activity is noticeable, as the Kuei-jin
soon discover. :

Of greater impact is-the loss of the capacity to
traverse ‘spirit-world paths. That capability has been
one of the keys to the Great Leap Outward and the
Kuei-jin struggle against western Kindred. Unable to
simply slip into the spirit worlds to appear and disappear
as they wish, the Kuei-jin must rely on conventional
means of travel. The Kindred have an easier time
tracking and containing Kuei-jin, and Kuei-jin have
difficulty moving reinforcements into place in Los
Angeles and San Francisco. Nor can they rely on aid
from the spirit worlds as other shen become increasingly
scarce and hard to contact.

With thesituation surrounding the Two- FangSerpent
Plan growing increasingly unstable, and with Kuei-jin
around -the world concerned about the unexplained
intensity of the Wall, the ancestors of the courts are
expected to act. They do, but not in the ways that might
be expected.

PNVOLVING THE Cluucrns

' The events of this part of “The Rising of One Hundred
- Clouds” are best incorporated into-an ongoing Kindred of
the East chronicle as background material and a new
wrinkle in whatever challenges the characters already face.
For example, they might notice an increase in the difficulty
of overcoming the Wall in some places, followed by even
greater challenges. Perhaps an attempt to enter or leave the
spirit worlds fails unexpectedly, forcing the characters to
improvise. Spirits and other shen known to them are
suddenly absent ormore difficult to contact. Those places

where shen have typically gathered are deserted.
The characters may notice more Kuei-jin hunting
than usual. Perhaps they even come upon an ancestor
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known to them who feeds by breath-draining, an unusual
actforanelder. There's increased concern over protecting
dragon nests, and there are hints that activity among the
Kuei-jin might draw undue attention from outsiders.

A wu involved in the events of the Great Leap
Outward and the occupation of Los Angeles and San
Francisco may face trouble when access to the spirit
worlds becomes unreliable or impossible. The Kindred
quickly take advantage of any perceived weakness in
Cathayan enemies, pressing the Kuei-jin, possibly trapping

them in the cities with no means of escape. Such

developments can lead to a siege or even a heroic escape
as the Kuei-jin are forced to withdraw, save for the leaders
of the New Promise Mandarinate and the Foreigner-
Vanquishing Crusaders. Those who most strongly support
the Great Leap Outward choose to face the Eye of Heaven
rather than suffer the shame of failure.

A forced evacuation of Kuei-jin from North America
can signal the beginning of the end for a chronicle about
the Great Leap QOutward. Alternatively, the characters
may choose to mount a heroic last stand against the Kin-jin
or meet the Eye of Heaven themselves rather than retreat,
in which case" you should arrange a suitably climactic
ending. Survivors (if any) can witness the remainder of
events leading up to the dawn of the Sixth Age.

ConrronTiNG THE EYE OF HEAVEN
As the gulf between the spirit worlds and the Middle

Kingdom widens, events gain momentum and the Wan

Kuei are in dire need of leadership and guidance in what

is their most desperate hour. They do not receive it from

their elders, however, who begin to vanish or fall into
despair and Final Death, Characters cannot find allies or
shelter with the other shen of the Middle Kingdom, who
depart into the spirit worlds. This exodus leaves young
generations of Kuei-jinalone toface their various enemies.

CLoups GarheRr

As the Wall becomes impassable, ancestors of the
Kuei-jin courts disappear. It’s only a few at first — elders

who have stepped into the spirit worlds and are unable to -

return. Rumors spread that they investigate the cause of
the gulf between worlds, or are engaged in other important
business of court. When these elder Kuei-jin fail to return,
their subordinates do the best they can tofill the vacancies,
but more and more ancestors go missing.

Realization of the dawning Sixth Age proves a

tremendous moment of insight for the eldest of the Kuei-
jin, allowing some of them to achieve the enlightenment
of dah. They ascend to the Hundred Clouds. Like the spirit
worlds, they leave the Middle Kingdom and the young
Kuei-jin behind.

For other elder Kuei-jin, the rising of the Wall means
something else. The Yama Kings call the hidden akuma of
the courts home. Some ancestors walk into Hell willingly,
while others are dragged there to pay their debts to the
Lords of Yomi. Either way, these elders do not return.

If the characters have an ancestor mentor, ally or
even enemy, they should be witness to that bodhisattva’s

151

departure. The elder comes to the characters and tells
them that the Cycle of the Great Wheel is turning, that

the next Age is coming, and that it will be their destiny to

deal with it in their own way. Even if the elder was
antagonistic toward the characters before, the time for
enmity-is past. Then the ancestor steps across the Wall
(regardless of the local difficulty of doing'so) and vanishes
into the spirit worlds.

1 Facing THE JUDGMENT oF HEAVEN |
* Ifyou prefer a less pleasant fate for ancestors and
bodhisattvas than attaining the Hundred Clouds,
you can decide that the separation of the spirit |
worlds from the Middle Kingdom drives elders into
profound despair. It’s proof that all their struggles
and the philosophies of their Dharmas have been for
naught. Ancestors watch their goals drift further and
further out of reach until there is no hope of ever
attaining them, until it’s clear that the Middle ,
Kingdom will be cut off from the spirit worlds
altogether. Rather than wait for it, the Kuei-jin
choose Final Death. They face the Eye of Heaven or
face some other means of ending their unliving
existence, freeing themselves from the Wheel of
Karma before the end comes.
( Perhaps suicide turns out to be the actual key to
enlightenment. The willingness to accept death
rather than cling needlessly to unlife, allowing elders | |
toascend to the Hundred Clouds. Or maybe Kuei-jin
| elders face the final test and fail. At the end, they |
- falter, choose death and their souls suffer in Yomi '
throughout the next Age. That may also be the1
meaning of the prophecies of the Sixth Age. Perhaps ;
- those Kuei-jin who bravely face what the future
holds are the ones who finally climb the slopes of |
Mount Meru and reach the Hundred Clouds, or at
least achieve the release of a true and honest death,

{ allowing them to begin the cycle anew. \

FouowinGg THE Bobwjsartva’s Pamn

The departure of so many ancestors and bodhisattvas
throws Kuei-jin courts into chaos. Young mandarins and
jina attempt to step in and take up the reins of power, but
many factions seek to do thessame. Remaining Kuei-jin

are divided, pursuing various goals. Some wish to follow in

the footsteps of the ancestors to find their paths to Mount
Meru. Others try to seize the opportunity.to attain power
and influence, even control over the courts now that the
ancestors are gone. Finally, some Kuei-jin see separation
from the spirit worlds asasign that they will never achieve
true enlightenment, or that they will achieve it only
through death; and so set out to destroy themselves and
possibly the world. The characters may try to follow any

" orall of these paths, and might get entangled in the efforts

of other Wan Kuei.

¢ Seeking Enlightenment: Many Kuei-jin believe
that the vanished ancestors have achieved the
enlightenment of the Hundred Clouds, that they
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have discovered the secret of true immortality and
freedom from cursed unlife. These young vampires
diligently pursue the same goal, usually by renewed
dedication to their Dharmas and efforts to explore the
paths of the spirit worlds before they are lost altogether.
There may be an exodus into the Yin or Yang Worlds
before the Wall closes them off forever. Even more
Kuei-jin depart the Middle Kingdom, never to return.
Extremists and would-be gurus among the various
Dharmas become common.

* Secking Power: The departure of the ancestors
represents an unprecedented opportunity for young Kuei-
jin toseize power. Some ancestors carefully set their affairs
in order and appoint successors to their duties. Others do
not and some successions are disputed. Shadow wars break
out among all courts as mandarins and jina struggle for
power and control. If the Great Leap Outward hasn’t
already collapsed from the growth of the Wall, it almost
certainly does once the August Courts turn inward,
consumed by their own affairs. The power struggles of the
Cathayans can form the basis for a short chronicle, or they
can quickly erode the structure and. traditions of the
courts, expediting the chaos of the Sixth Age.

¢ Seeking Death:Finally, some Kuei-jin are taken by
despair and hopelessness. With the signs of the Sixth Age
all around them, these vampires follow the examples of
ancestors who choose Final Death. They face the Eye of
Heaven or find other means of ending their existence.
Some Kuei-jin might not deliberately seek death, but find
it anyway when their enemies move-against them. -

HERESIES AND THE ﬁvt»rom Pam

The various Dharmas — and the factions within

them — interpret and react to the signs of the impending

Sixth Age in different ways. For the heretical Dharmas,
this is an opportunity to press their-own ideals as the
Dharmas of the Fivefold Path struggle to maintain their
positions. Here are some suggestions on hc w the Dharmas
might react to events in this story.

* Howl of the Devil Tiger: The Heavenly Devils are
confused. It wasn’t supposed to be like this. The end of the
Age of Darkness was supposed to come with a glorious
battle in which they would rise up against the legions of
Yomi and cast them back into Hell. It was supposed to
come with the destruction of the corrupt world so that a
new one would take its place. It wasn’t supposed to be this
lingering weakness. Some Devil Tigers decide to take the
conflict to their enemies, punishing the wicked in
increasing numbers — and fighting demon hunters and
others who would prey on the weakness of the Wan Kuei.
For others, the revelation of the number of akuma in the
ranks of the Dharma is disheartening. Of all the Dharmas,
the Devil Tigers are most likely to take extreme action
when faced with the arrival of the Sixth Age.

* Way of the Resplendent Crane: The Resplendent
Cranes do their best to maintain order in the courts, but
loss of their elders hamstrings their efforts. The Shining
Ice Guardians also see the opportunity to reform the
courts to better suit their own goals and ideals, although

Time or junguenr

they must overcome opposition from other Dharmas and
factions to do so.

¢ Song of the Shadow: The separation of the worlds
is devastating to the Bone Flowers, who are cut off from
the Yin World and the voices of the ghosts who advise and
guide them. Many Bone Flower arhats and masters
disappear into the Yin World before the Wall rises too
high. The Bone Flowers that remain attempt to deal with
the changes in their usual dispassionate and efficient
manner, but the ranks of the Dharma are depleted and the
Cold Mind favored by the Song of the Shadow grows
brittle under the stress of the Sixth Age.

¢ Path of a Thousand Whispers: More than any
other Fivefold Dharma, the Rootless Trees disappear en
masse from the Middle Kingdom: Rumors abound that the
Wise Centipedes have merely gone -into hiding, using
their skill in subterfuge and disguise to conceal themselves.
Others claim they have found the way to enlightenment
at last, completing the lessons of their thousand different
lives, or that they have fled into the spirit worlds and are
now trapped on the far side of the Wall, beyond the reach
of any in the Middle Kingdom. The Rootless Trees that
rémain continue to pursue their own agendas, as always.

¢ Dance of the Thrashing Dragon: The Thrashing
Dragons are perhaps the least affected by the changes of
the Sixth Age. Although loss of contact with the Yang
World is troubling, it allows followers to focus their
attention on the material world, something they are
inclined to do anyway. The thinning of the Dharma’s
ranks is not as pronounced as others’ (either because the
Thrashing Dragons had fewer ancestors or akuma than
was claimed). The greatest challenge faced by the Golden
Courts comes from demon hunters stalking Kuei-jin,
which can easily erupt into open war.

¢ Flame of the Rising Phoenix: Asthe Wall growsand
the spirit worldsdriftaway, Kuei-jin in the Infinite Thunders
Court note that followers disappear in increasing numbers.
The masters of the Flame of the Rising Phoenix vanish
without a trace, but always after making arrangements and
provisions for their mortal relations. Assumptions spread
that they have achieved enlightenmentand left the material
world. Others claim elders have reincarnated and returned
to the Wheel, having expurgated the Karma that weighed
tl.em down into Yomi. Even more scandalous are claims
that some junior members of the Dharma have actually
become mortal again. Although all such:Phoenixes died
shortly thereafter, they died ordinary, mortal deaths, and
many believe their souls have passed beyond the reach of
Yomi. Such stories can inspire other Kuei-jin to abandon
their Dharmas in favor of the Rising Phoenix. A story could
be dedicated to a wu trying to regain its humanity and the
chance for a mortal death.

» Tempest of the Inward Focus: The balance of this

~ Dharma becomes virtual paralysis in the face of the Sixth
Age. Followers of the Tempest, unwilling to compromise

their carefully cultivated existence, remain aloof to the
political struggles of the courts, while espousing their
beliefs to any who care-to heed them. Unfortunately,
others are not as willing to allow these heretics to stand by
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the wayside. They are the targets of demon hunters and
other Kuei-jin.

® Face of the Gods: Many of the Divine Ones vanish
- from the Middle Kingdom, leaving cults run by young
followers of the Dharma. These new leaders proclaim that
their elders have ascended to Heaven on the prayers of the
faithful. Denied access to the spirit world, young gods
struggle amongst themselves for control of their cultsand
a shrinking number of mortal faithful. Being somewhat
high profile, they also face some of the fiercest attacks
~from demon hunters and Kuei-jin such as the Devil
Tigers, who are whipped up into crusades against heresy.

o Spirit of the Living Earth: The Age of Sorrow sees
the end of the Cerulean Veils altogether. The followers of
this Dharma walk paths into the spirit worlds before the
Wall gets too high. Or cut off from the kamuii and any
opportunity for enlightenment, they choose Final Death,
facing the Eye of Heaven or otherwise committing seppuku,
sometimes in small groups in hopes of releasing their spirits
from their mortal corpses and passing beyond the Wall.

® The Scorpion Eaters: The Scorpion Eaters adapt
well to the demands of the Sixth Age. Without the Yama
Kings or the spirit worlds to trouble them, they delight in
the chaos brought about in the courts and seize any and
every opportunity for power and influence. Their greatest
challenge is that they become the focus of many akuma
hunters and mortal demon hunters. Still, the Scorpion
Eaters have dealt with both before. They believe the
Sixth Age is their time, stripped of the pretensions of
spirituality, when they will be free to use their powers to
satisfy their every desire.

Tie Barpep Gares or Hewl

Perhaps the most important effect of the Wall’s
growth is that it closes off more than just the Yin and
Yang Worlds. Like the Great Wall protecting China
from the invasion of barbarians, it closes the Middle
Kingdom off from the Yomi World, forever. The Yama
Kings and their demons are barred from influencing
material reality any further. Their akuma servants are
either drawn into Hell to serve their masters there for all
time, or are abandoned to their fate (which is inevitable
Final Death at the hands of former enemies). Although
one of the Yama Kings must assume the throne of the
Demon Emperor as foretold, the hosts of Yom1 Wan are
no longer a threat:to the world.

Of course, this also means that no souls return from
beyond the Wall to inhabit their corpses and rise as
Hungry Dead. From the moment the gates of Hell close,
no more Kuei-jin arise in the world and no more will ever
arise. The Wan Kuei are the last of their kind. If mortal
souls are still drawn into Yomi upon their deaths, none of
them return to tell of it. -

Tue Havier Faurs
Disarray among Kuei-jin courts does notgo unnoticed.
The growth of the Wall and the increased need for Chi

that it creates among elders attracts the attention of those
aware of the Kuei-jin, notably the Shih and western
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Kindred. Both see the opportunity to seize upon their
enemy’s weakness. With so many bodhisattvas and arhats
gone, the enemies of the Wan Kuei strike.

® The Shih: Demon hunters become increasingly
active following the growth of the Wall. The powers of
the Shih arenot overly affected: As living creatures, their
Chi is their own to harness and cultivate: In fact, the Shih
become more of a threat to the Kuei-jin, since the vampires
lose a measure of their own power. If the rising Wall is
merely the first sign of all supernatural forces fading from
the world (see below), the Shih eventually lose their
powers as well, but not before they inflict as much damage
as they can against the Kuei-jin.

o Strike Force Zero: Like the Shih; Strike Force Zero

. become._ increasingly active as the remaining Kuei-jin are

weakened by the loss of elders and their connection to the
spirit worlds. SFO agents follow up on reports of increased
Kuei-jin huntingand other activity, and take full advantage
of the disarray. Depending on how you intend to end this
story, Strike Force Zero may simply be another threat
posed to the diminished Kuei-jin, ora significant agent of
change (see below).

® The Kin-jin: Largely unaware of the spirit worlds
and rooted solely in the material, the Kin-jin notice the
growth of the Wall only because it limits the power of their
Cathayan adversaries. Western vampires take the offensive
once more, and eastern vampires -have little choice but to
fall back. The Great Leap Qutward is- abandoned along ’
with Kuei-jin possessions in North America.

Concws;ous

You can take this end scenario in several different
directions, depending on the outcome you prefer. The
Sixth Age-can spell the end of the Kuei-jin and all
supernatural forces in the World of Darkness. Or it might
mean a significant change only in the world and the
existence of the Hungry Dead.
RATS jN THE Waus

Once the Wall cuts off contact with the spirit worlds,
things may settle into a new status quo among surviving
supernatural beings. True, no more Kuei-jin take the Second
Breath, and most of the shen are gone, but the vampires that
remain are still immortal. Even faced with demon hunters

‘and other enemies, they can survive for quite some time,

continuing to follow their Dharmas and their own agendas,
while reconstructing Kuei-jin society as best they can.
Survival can lead to a new and different Kindred of the
East chronicle in which Kuei-jin are not so numerous or
powerful in a- world from wkich they slowly fade.

Alternatively, the rise of the Wall may be the
beginning of the end for the Kuei-jin as they are hunted
down and destroyed. Without the power to escape into
the spirit worlds, forced to steal Chi from other creatures,
with no new Kuei-jin to replace them, the surviving
Wan Kuei are the last of their kind. A concerted effort
on the part of the Shih, Strike Force Zero, the Kin-jin,
chi’n ta or some combination of Cathayan enemies
could wipe them out.
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Fabjng Away

The rise of the Wall might be the first sign of ultimate
victory for Strike Force Zero and the Zaibatsu. Namely,
the elimination of all supernatural forces in the world.
- Loss of the spirit worlds and rarified shen are just the first
steps. The Kuei-jin lose the ability to drain Chi by breath,
and Disciplines become less reliable and effective. Then
they cannot drain Chi by blood, but must eat flesh. Soon,
not even that provides sustenance, and the Demon People
of the Middle Kingdom starve until they are forced from
existence like the forgotten myths they have become. The
world is left safe for humanity, the sole survivors of the
Age of Sorrow. - o

FURTHER STORjES |

Events in “The Rising of One Hundred Clouds” open
up some possibilities for chronicles set in a Sixth Age, in
which the Kuei-jin (and other shen) are reduced to a tiny
handful, struggling to exist in a world that no longer
believes in them. Their powers are diminished, as is thejr
influence, although characters no longer need to deal
with the structure of the courts or with elders. They also
know there will be no other ghosts or Hungry Dead. A
chronicle set some time after the coming of the Age of
Sorrow may feature a wu made up of the only remaining
Kuei-jin in the world, the very last of their kind:

SerPENT BitEs THE Hanp

The struggle between East and- West, between the
Kuei-jin and the Kindred, has been a theme of Kindred of
the East from the very beginning. The conflict heated up
with the Great Leap Outward and the Two-Fang Serpent
Plan thatsent Kuei-jin to the west coast of North America,
where theyseized control of Los Angeles and San Francisco.
The invasion provoked a shadow war between the eastern
and western vampires. Now, with the coming of the Sixth
Age, that war draws to a fateful conclusion.

JNTRODUCTION

The Tremere clan of Kin-jin has become the focus of
the conflict between the Kuei-jin and the Camarilla. Not
only have the Tremere been instrumental in the
Camarilla’s counterstrikes against the invading Cathayans,
but Tremere Oliver Thrace has also apparently betrayed
the Camarilla to the Quincunx in order to save his own
skin. That violation has placed certain Kindred secrets in
Cathayan hands and given them an advantage over their
western enemies. But the Kuei-jin have underestimated
Oliver Thrace. Theirerror in judgment will cost them and
the world dearly.

Thrace has used his time as a “guest” of the Quincunx
to study the Kuei-jin and learn ‘about them. He has
discovered how the Asian vampires come into -being
through a descent into Yomi and a return to the world
when they take the Second Breath. More importantly,
Thrace has reached out to the Yama Kings and made a
devil’sbargain. He has pledgedservice to Yomi in exchange
for the means to ensure permanent defeat of the Kuei-jin.

‘ﬁ:

Time or }umur

With Thrace’s aid, the Tremere perform a powerful
ritual that severs ties between the Kuei-jin and the
material world, banishing the Cathayans back to Yomi
and preventing any new souls from taking the Second
Breath. The Kuei-jin are decimated and in dangert of
becoming extinct as the ritual spreads. The Kindred
have won, but they have also been deceived. The
destruction of the Kuei-jin and the collection of so
many powerful souls grants the Yama Kings what they
need to open the gates of the Yomi World. The
Tremere become the akuma pawns of the Thousand
Hells, with Oliver Thrace as agent of the Demon
Emperor. The Kindred can either bow to their new
master or be hunted down and destroyed along with
his other enemies.

Wmsrzns rrRoM HELL

Oliver Thrace (from World of Darkness: Hong
Kong) has studied the Kuei-jin for a considerable time.
Chosen to head the Hong Kong Chantry of the Tremere,
Thrace seized the opportunity to learn more about the
mysterious Cathayans and their arcane secrets. He also
concealed the fact that he studied diabolism and Dark
Thaumaturgy from his clan’s elders. His position with the
HongKong Chantry afforded him an excellent opportunity
to experiment away from the watchful eyes of his superiors.
Eventually, Thrace discovered the existence of the Yama
Kings and rituals that allowed him to contact them. He
negotiated with both Mikaboshi-and Tou Mu for arcane
knowledge and power, believing he could play the two
demons against each other.

When the conflict between the Kuei-jin and the
Kindred in Hong Kong escalated, Thrace was faced with
a difficult choice. If he fled with the other Kindred, he
would lose his opportunity to learn more about the Kuei-
jinand he risked his infernal studies being exposed. If he
remained, there was a danger that the Kuei-jin would
destroy him once he’d outlived his usefulness. Thrace
decided to risk danger and bargained with the Kuei-jin
of the Blood Court for sanctuary in exchange for
information about the Kindred. They agreed, and the
Tremere warlock defected to the Quincunx to become
an “honored guest.”

Since then, Oliver Thrace has played a precarious
game. He has provided his Kuei-jin hosts with enough
information to ensure that he is useful to them, but not
so much that the Kuei-jin can overwhelm the Camarilla

" too quickly or decide that they don’t need him any

longer. He has also studied the Cathayans closely, and
learned all that he can about them. Most importantly, he
has quietly drawn the attention of akuma within the
Blood Court. They recognize in Thrace an opportunity
foretold in prophecy that may seal the victory of the
Yama Kings.

At the beginning of the scenario, Thrace makes his
pact with the Yama Kings, engineers his escape from the -
Quincunx, and makes his triumphant return to the
Camarilla with the secret of how to eliminate the
Cathayans, once and for all.
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How early the characters get involved with Oliver.

Thrace depends on their relationship with the Tremere
and with the August Courts of the Quincunx. If Thrace is
already a recurring character in- your: chronicle, the
characters may be involved when he finally plays his
hand. This scenario is particularly appropriate if Thrace
has been a regular antagonist for the characters.

If the wu has not encountered Thrace before, or
members are not in the good graces of the Quincunx, you
need to introduce the characters to the Ventrue and the
threat that he poses. There are a number of ways todo so.

o Investigating Thrace: The Quincunx may assign
the characters the task of guarding, interrogating or
watching Thrace, allowing them to learn something of his
plans. The mandarins of the August Courts expect
treachery from the gweilo vampire, just not in the measure
that he has planned. The wu may be told to. get more
information from Thrace to support the Great Leap
Outward. They may have the duty of guarding Thrace
against assassins trying to destroy him. Maybe one of those
would-be assassins knows something of the Tremere’s
plans  and reveals it to the characters to win - their
complicity. Finally, the wu may have the task of
investigating Thrace’s activities, discovering forbidden
texts in his quarters or evidence of arcane rituals performed
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there, perhaps even notes for the ritual that can be pieced
together to reveal the warlock’s plans. Also consider that
corruption has grown deep roots in the Quincunx. Any
one or more of the elders who assign the wu its task may
be in league with Thrace and the Yama Kings.

¢ Demon Hunting: The wu might approach matters
from the other side, working to root out akuma and the
growing influence of the Yama Kings in the August
Courts. They may do so as agents of the ancestors or as
outsiders seeking to restore the courts to proper balance.
When they find and eliminate a nest of akuma, they
discover evidence of a plan involving Oliver Thrace.
They pursue the information just as Thrace makes his
move and leaves the hospitality of the Quincunx.
Depending on how the characters investigate, they may
have the best opportunity to pursue the Tremere, or they
might be interpreted as his accomplices and detained long
enough for him to make good his escape.

¢ Pawnsin the Game: Togive the charactersan even
greater stake in the matter, they could be pawns whom
Thrace intends to use to win freedom. The warlock may
contact the characters, telling them some plausible lie to

-get them to help him, such as offering to aid whatever

Kuei-jin faction they favor (while embarrassing the
Quincunx), or giving them clear evidence of akuma
activity within the August Courts (which, in a way, he
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will). He may evenset things up to look like he’s returning
to the Camarilla as a double agent for the Kuei-jin, going
with the ancestors’ blessing. The key is to convince the
characters that they should help Thrace escape and return
to his clan. When his treachery is revealed, they have a
personal stake in stopping Thrace s plans: restormg their
own honor.

Turace’s Escare

Once the characters are introduced to Oliver Thrace
(and possibly the danger he poses to the Kuei-jin), the
Tremere escapes from the Quincunx and makes his way
back to his clanmates. Thrace’s means of escape is up to
you. What's important is that he escapes before anyone
can prevent it, although the characters may pursue once
theydiscover thathe’sgone. Some potential routesinclude:

® Rescue: Thrace is freed with the aid of others,
either akuma accomplices within the August Courts or
Kin-jin agents, possibly both. The Kindred believe they
rescue¢ Thrace from the clutches of the Cathayans to
ensure that no further information is leaked. They intend
to bring Thrace back to find out how much he has told the
enemy, and what he knows about them that the Camarilla
can use. This approach may lead Kuei-jin characters to
believe that Thrace’s escape is merely part of the ongoing
struggle between the Kuei-jin and Kindred, rather than
part of a more sinister plot. :

¢ Ritual: Thrace may use any ofa number ofrrtuals
or vampiric Disciplines to aid his escape. He may
augment his powers of Obfuscate to the point that he
can simply walk away with no one the wiser. He may
use a rite that allows him to step into a shadow and
disappear, or change his form to allow him to slip away
in disguise (perhaps even disguised as one of the players’
characters, giving them good reason to investigate).
Characters can find evidence of the ritual Thrace uses
to get an idea of how he escaped: .

* The Spirit World: Thrace uses a ritual to step into
the spirit world, most likely the Yin World, and makes his
way out of Kuei-jin custody unnoticed. He may receive
aid from akuma within the August Courts to do so. They
provide a distraction or ensure that the path Thrace takes
is free of any obstacles. Characters who pursue Thrace can
try to follow his trail in the spirit world, encountering its
denizens along the way.

o The Yomi World: His alliance with the Yama
Kings may permit Thrace to open a portal into Yomi to
escape, traveling through the depths of Hell to return

safely to the world. This route makes the Tremere warlock -

virtually impossible to follow, except by the most
experienced and powerful Kuei-jin. Characters may quickly
determine Thrace’s true loyalties, or they might believe
that agents of the Yama Kings abducted the Tremere. In
either case, the involvement of Yomi is revealed fairly
early on and the characters have to wonder what this most
“inauspicious portent means. '
* Spiritual Transfer: Only Thrace’s spirit escapes
from the Kuei-jin, not-his body. The Tremere warlock
uses Thaumaturgy to transfer his essence into an object

Thax oF JuogmMent

and arranges to have it smuggled to allies elsewhere. The
wumay be Thrace’s chosen agents, transporting hisessence

. out of the Middle Kingdom and into the hands of the

Tremere. Alternatively, they may be assigned the task of
finding something stolen from Thrace’s haven after his
sudden and mysterious demise, leading them to discover
that Thrace has actually escaped. Thrace inhabits a new
body provided by the Tremere. Choose the new host to
suit your chronicle, although a former enemy, ally or
loved one of a character is a good choice.

Cuasing Thrace

Characters may pursue Thrace followmg his escape. If
the wu guarded Thrace or inadvertently aided his escape,
members may go after him out of duty. If the characters
follow clues that lead them to Thrace right before he
escapes, they may pursue him because they have some
idea of the danger he poses. Finally, ancestors may assign
the characters’ wu the task of finding Thrace and destroying:
him before he can reveal all that he knows to the Kin-jin
(or worse, if they have some inkling of Thrace’s true
allegiance and intentions).

Where Thrace flees and how much of the chase to
play out is up to the needs of your chronicle. The pursuit
is likely to take place in short hops, with the vampires
seeking shelter from the sun by day and traveling by night.
It can be a drawn-out journey if it takes place overland, or
be a relatively short plane trip to aforeign land. The point
is that Thrace leaves the Middle Kingdom for some place
where the Camarilla (particularly the Tremere) is strong,
such as Europe or North America. The characters are on
foreign soil and in enemy territory. Theyneed to intercept
Thrace before he reaches a safe haven.

Ideally, the characters come close to catching Thrace,
but he leaves traps, distractions and minions on his trail
to delay them long enough for him to escape. These
dangers can further implicate the warlock in an alliance
with akuma and the Yama Kings. You'can even have the
characters catch up to Thrace and capture or destroy him,
believing that they have succeeded. They later discover
that they eliminated a decoy or that Thrace’s spirit
survived and now possesses a new host, allowing him to
continue his plans (see “Spiritual Transfer”).

This is a good point for a break in the story. Thrace
has either escaped the characters or they believe they’ve
dealt with him. After laying the foundation for forthcoming
events, it may be worthwhile to play out a few other
stories, with additional portents of the coming storm,
allowing time for Thrace and the Tremere to prepare the ir
dire ritual.

And then the Kuei-jin begin to fall.

The ScreaMing PLAGUE

Oliver Thrace teaches the essentials of the Ritual of
Breaking the Demon Bonds to other Tremere, or at least
enough of it to convince them that the ritual can work
and that they need him to perform it properly. Eager to
eliminate the Kugi-jin threat, the Camarillagrants Thrace
permission to conduct the rite, beginning in the occupied
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RerLACING THRACE

It’s possible that another fate has already befallen
Oliver Thrace in your chronicle. He may have met
his destruction at the hands of the characters, the
Quincunx or his fellow Tremere. Or you might not
want to use Thrace as the prime mover in this story
forany number of reasons. Youcansubstitute another
character, filling the same overall role in the story.
Good potential substitutes include Wan Zhu,
Thrace’s childe who defected to the Quincunx. She
might be corrupted by the Yama Kings (or perhaps
even possessed by Thrace’s spirit if his corporeal
body is destroyed). Luna Demain, the Tremere Regent
in San Francisco, and her protégé Martin Franckel,
both of whom diligently study the Kuei-jin, are
possibilities. The akuma Chan Te of the Hollow City
wu isanother candidate, although he is more suitable
as an emissary from Mikaboshi, offering assistance to
the Camarilla. These characters are detailed in San
Francisco by Night. You may also have another
suitable Tremere character in your chronicle who
can be used.

areas of California. The ritual breaks the ties holding
Kuei-jin to their mortal corpses, sending them back into
Yomi exile. To observers in the material world, the Kuei-
jin simply keel over and rot away, their spirits dragged
screaming back to Hell. The Wan Kuei call this the
Screaming Plague,-and find that no defense is sufficient
against it. Kuei-jin meet Final Death by the dozens, then

the hundreds, as the Tremere perform the ritual and its

power expands.

DragGep jNTO Hewr

The characters should be among the first to witness
the effects of the Screaming Plague. They may be in San
Francisco or Los Angeles on other business when the

Tremere ritual strikes, perhaps even following a lead that

Thrace is in the area. _
~ The characters are in-the presence of other Kuei-jin,
perhaps elders welcoming them to the city or who hear a
report of the wu's activities. Suddenly one of the Kuei-jin
convulses, screams in agony and collapses. The corpse rots
into dust almost immediately. Then another collapses, arnd
another. Fortunately for the characters (but unforrunately
for Kuei-jin at large), the Tremere ritual is most effective
* against elder Cathayans who carry the greatest weight of

years upon them. So, the first vampires destroyed are the -

oldest in the city, throwing everything into chaos as young
mandarins and jina are forced to assume control, only to
eventually fall victim to the same fate.

The characters are left without the guidance” of
ancestors, but do have the opportunity to take charge of
the situation, if they can. There is little they can do except
try to find out what's happening and to help organize an
evacuation of remaining Kuei-jin. (The ritual destroys
the eldest vampires on the first night, then slowly builds

qhmr

“until noKuei-jin cansurvive in the area.) Young vampires
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manifest signs such as permanent Yin imbalance (Kindred

" of the East, p. 139) after the first day. Even the youngest

Kuei-jin in the city is destroyed after seven days.

What happens next depends on what the characters
do. They may try to find a way of stopping the Tremere
ritual, they may seek a cure or defense against the Screaming
Plague, or they may be willing to bargain with one of the
Yama Kings to ensure their own survival (and/or. that of

their kind):
 QUINCUNX COUNTERSTRIKE

Ifthe charactersbelieve (correctly) that Oliver Thrace
and the Tremere are responsible for the Screaming Plague,

- they may try tostop the Kin-jin. Kuei-jin may discover the

origin of the plague through their own rituals or occult
knowledge. Means of overcoming the rite is a far more

_complicated matter, particularly given the loss of so many

ancestors and mandarins. By the time the remaining
Kuei-jin figure out a defense, it may be too late.

One possibility is tosstrike against the Tremere and
stop them from continuing the ritual. The Kuei-jin may
make a concerted effort to launch an attack on every
Tremere chantry that they can reach. The primary problem
is that the ritual has an extensive reach and the Tremere
are well guarded by their Camarilla allies, who intend to
buy them time to wipe out the Cathayans. So, any attack”
on a chantry has to be well coordinated and quick, and
Kuei-jin face Kin-jin defenders.

This response allows you to run some.battle scenes
between the Kuei-jin and theirenemies. Out of desperation
to survive, the Kuei-jin may even ignore the usual efforts
to hide from the mortal world, compromising the existence

“of vampires among mortals.

DeviL’s Bu(wn

While remaining Kuei-jin don’t have the time or the
means to create a defense against the Tremere ritual, they

~ dohave one option: bargaining with the Yama Kings who

gave Thrace the rite in the first place. Striking a deal
requires the wu to travel into Yomi or to summon a Yama
King to Earth, neither of which is a particularly easy task.
They can try to negotiate a bargain with the Yama Kings

SURVjvalL OF THE YOUNGEST

If you plan to continue a Kindred of the East
chronicle after the events of this story, you may allow
the characters to avert the full effects of the ritual and
have some Kuei-jin escape destruction. In this case,
the chronicle resembles the situation described in
“The Rising of the Hundred Clouds,” with young

generations surviving, but without elders or any new
Kuei-jin coming into existence. You can easily base a
new chronicle on a wu struggling to restore order to
what's left of the Middle Kingdom. Perhaps the
characters are among the oldest and most experienced
(and also the last) of their kind.
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who gave Thrace the rltua[ (M[kaboshl and Tou Mu), or

they can contact one (or more) of the other Yama Kings.

The latter is the characters’ best chance, since the
other kings are concerned that the ritual will ensure
Mikaboshi and Tou Mu of victory. One of the other kings
can give the characters a counter-reasure to the ritual,
but they must perform it in one of the Tremere ritual
circles. It doesn’t reverse the effects of the ritual, but it
does ensure that the Tremere can no longer maintain the
Screaming Plague, and it saves remaining Kuei-jin from
Final Death. The YamaKingdoesn’t even ask anything in
return, claiming that the opportunity to disrupt a rival’s
plans is enough. (That isn’t the entire truth, of course.)

Ideally, the characters disrupt a ritual orchestrated by
Thrace. That way they get to watch him burst into flames
and burn to ash, followed by his fellows, when the power

of the characters’ rite is unleased. Unfortunately for the

characters, the souls of all the Tremere become the
property of one of the Yama Kings, which serves much the
same purpose as the original ritual. It does, however, mean
that some Kuei-jin continue to exist to see the coming of
the Sixth Age.

Mikaboshi and Tou Mu aren'’t inclined to help the
characters unless something worthwhile is offered.
Characters willing to pledge themselves to the service of
the Yama Kings may receive mercy and the means to
disrupt the Tremere ritual, as above. Alternatively, the
Yama Kings may simply toy with the Kuei-jin until it’s too
late for them to do anything and the: characters are
trapped in Yomi by the Tremere ritual. Since the characters
are trapped along with their physical bodies, they may be

able to escape and return to Earth, making them the last

remaining Kuei-jin (at least, the last not under the
domination of the Yama Kings).

Whiar jr THE Craracters Do NotHiNG ?

If the characters are simply clueless about the
cause of the Screaming Plague, or choose to do
nothing about it, you have several options. You can
give the players hints to guide them in the right
direction or you can simply let them do whatever

- they want in response to the decimation of their
kind. It’s possible that ambitious jina see this as an
opportunity to seize power, although they should
realize that they are not necessarily immune to the
Screaming Plague. Playing out the struggles of awu

making a power play as the world crumbles could be
interesting.

If you want to encourage the characters to act
against the Tremere, you can offer them clues.
They may discover or decipher some of Thrace’s
notes on the Ritual of Breaking the Demon Bonds.
A dying akuma may mock them with the imminent
victory of its master. A dying elder Kuei-jin may
discover something and manage to gasp it while
rotting away before the charcaters’ eyes. In any
case, do whatever is the most interesting and
enjoyable for your chronicle.

T or }unqmm'_i

Rajsep vpPoN
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The purpose of the Ritual of Breaking the Demon Bonds
is actually threefold. It allows the Tremere to eliminate the
Kuei-jin, sending theirsoulsto Yomi. Butit also puts the souls

of destroyed Kuei-jin into the hands of Mikaboshi and Tou

~ Mu, greatly increasing their power. And it corrupts the

Tremere and binds their souls into the service of the Yama
Kings. As the ritual nears its conclusion (marked by the
destruction of all Kuei-jin), the Sixth Age dawns and the
Yama Kings come to claim their rightful throne.

The Tremere chantries where the ritual is performed
become broken mirrors, gateways into the Yomi World.
The fabric of the Wall is ripped by the passage of so many
Kuei-jin torn from their corpses and cast back into Hell.
Corrupt Chi wells up from these sores, spreading outward.
The Tremere are the first to be corrupted by it, and they
become demonically tainted servants of the Yama Kings,
but that’s only the beginning. :

Nearly invisible waves of cotrrupt Chi spread a pall
across the world. Despair and corruption intensify. Riots
and small wars break out as mortals are influenced by Yomi.
Violence and crime skyrocket: The authorities respond
with increasingly brutal countermeasures. Despite -their
best efforts, supernatural beings such as the Kindred can do
nothing to stop this surge of destruction. In fact, they’re
caught up in it as childe rebels against elder, anarch against
Camarilla, all turning on each other like rabid dogs.

The characters may still try to ‘stem the tide of
Yomi’s victory. They may be able to seal one of the
hellgates, whether with a ritual of their own or through
self-sacrifice. If they're successful, they create a small
island of untainted Chi, which might become a
stronghold to oppose the Yama Kings. Otherwise, the
place is merely a fading remnant of the Fifth Age that
eventually yields to the inevitable.

As the violence peaks, Yomi floods into the world
Hordes of demons and ghosts are loosed. Millions die at
the hands of creatures from Hell, and their souls swell the
ranks of the Yama Kings’ armies. The Sixth Age comes

- and the victorious Yama King (that with the greatest

number of souls reaped from the rituals) claims the title of
Demon Emperor, ruling over the world until the Wheel of
Ages turns once more.

FURTHER STORjES

Although this story spells the end of the Flfth Age,
it does not necessarily have to spell the end of your
chronicle, particularly if the characters survive the events
of Yomi’s rise. “Serpent Bites the Hand” can be the
beginning of an entirely new-chronicle set in a future
world dominated by the Yama Kings, with players
assuming the roles of the few surviving Kuei-jin' who
struggle against the Demon Emperor and his servants.
Alternatively, the characters could be Shih, the last
defenders of humanity who seek to overthrow the tyrant
Yama Kings (or perhaps to form an alliance with the
remaining Wan Kuei to accomplish the same).
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You can run a long-term chronicle of survival and
rebellion in the Sixth Age, oreven astory that culminates
in victory over the Yama Kings, ushering in a new turning

“of the Wheel of Ages and starting the cycle all over again.

th JNFORMATION

This section covers the game information needed to
run “Serpent Bites the Hand.” You may wish to flesh out
this material using information from other Kindred of the
East or World of Darkness sourcebooks. In particular,

World of Darkness: Hong Kong and San Francisco by-

Night provide useful background information on the
personalities involved here (although many of them may
meet their end early on).

O1jvir THRACE

Background: To all accounts, Oliver Thrace was the
ideal Tremere, a reputation that earned him his place as
head of the clan’s Hong Kong Chantry. In truth, Thrace
has practiced Dark Thaumaturgy for some time, with
ambitions far beyond what any of his elders suspected. He
chose to betray his clan.and the Camarilla for the
opportunity to learn more about Cathayans and the Yama
Kings. Now he’s prepared to sacrifice the Kuei-jin — and
anyone else — on the altar of his ambition. .

Image: Thrace is a tall, distinguished gentleman, w1th
broad shoulders and a thick head of silvery hair. His face is
rugged and stern, emphasized by the scar that runs down his
right cheek, and by the black patch over his right eye. He
dresses in a formal western style with a touch of eastern
flare, and always carries a gnarled, silver-tipped cane.

Roleplaying Hints: Outwardly, youare cool, collected,
intellectual and charming. Inwardly, you are cruel and
ruthless, a seething pool of rage kept tightly under control
except when you choose tounleash it. There is nolimit to
your ambition nor to the lengths to which you are willing
to go to achieve your goals: power and wealth beyond your
wildest dreams.
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Clan: Tremere
Nature: Bravo
Demeanor: Autocrat
Generation: 6th
Embrace: 1496
Apparent Age: 40
Attributes: Strength 4, Dexterity 4, Stamina 4,

Charisma 4, Manipulation 6, Appearance 3, Perception 5,
Intelligence 5, Wits 6

Abilities: Alertness 5, Brawl 3, Bureaucracy 3, Dodge 4,
Etiquette 2, Finance 5, Firearms 2, Intimidation 6,

" Leadership 3, Linguistics 6, Melee 4, Occult 3, Politics 4,

Stealth 3, Streetwise 4, Subterfuge 4

Disciplines: Auspex 6, Dominate 6, Fortitude 2,
Necromancy 4, Obfuscate 4, Potence 4, Thaumaturgy 6
(Blood 5, Elemental Mastery 5, Lure of Flames 5,
Movement of Mind 4, Spirit Thaumaturgy 5),
Thaumaturgy (Dark) 4

Rituals: Thrace knows most of the rituals for his level
of Thaumaturgy, although he specializes in summoning
and binding spirits and ghosts.

Backgrounds: Contacts 4, Inﬂuence 4, Resources 5,
Retainers 5

Virtues: Conscience 0O, Self Control 2, Courage 4

Humanity: 2

Willpower: 10

The TRUMPET
or MounT MERrU

According to legend, the Wan Kuei or Ten Thousand
Demons are the spiritual descendents of the Wan Xian,
the Ten Thousand Immortals who served the August
Personage of Jade in previous Ages of the world. When
the Wan Xian abandoned their appointed duties and
abused their power, the August Personage took away their
ability to breathe, forcing them to subsist on Chi stolen
from others, making them parasites. Now, in the dawning
of the Sixth Age, the noble heritage of the Wan Xian is
nothing but a dim memory for the Kuei-jin. lt soon
begomes something more, though, as the final battle for
the Age is joined.

jNTRODUCTION

The common beliefamong Kuei-jin is that the August

- Personage of Jade, the Celestial Emperor, has turned his

face from the Middle Kingdom as the Age of Sorrow draws
near. The Celestial Emperor must give way to the Demon
Emperor of the Sixth Age. That is the way of things. This
is true, but the August Personage has not abandoned the
fightaltogether. Quite the contrary. The Celestial Emperor
intends that the Age of Sorrow will not come cheaply, and
the traitorous descendants of the fallen Wan Xian will not
be around to see it. o

Toward that.end, the August Personage empowers
the Shih demon hunters, making them the equal of the
legendary Wan Xian. These new Righteous Warriors of



Heaven are set to cleanse the world of the Hungry Dead,
and they fight to the last to hold off the forces of the Yama
Kings. It is a last stand against darkness, to show that the
light will not fade quietly from the world.

This story is equally usable for Kuei-jin characters

from a Kindred of the East chronicle or Shih characters
(from the Demon Hunter X sourcebook), or both, if you
wish. The Demon Hunter X sourcebook is useful but not
essential for running this end scenario.

AnswerjnGg THE Call oF Heavin

~The story begins with the Shih, mortals gifted with
the power of Chi to hunt demons and the Kuei-jin. While
their powers have always been formidable, the Shih have
never been particularly numerous, nor the equal of the
most powerful of the Wan Kuei. That’s about to change.
The power of the Shih grows, and with it comes
reports of demon hunters versed in lore about the Hungry
Dead, and bold in strikes against the Kuei-jin. What was
once a nuisance for the August Courts becomes a matter
of grave importance.
The “Game Information” section describes changes

to Shih capabilities. Essentially, demon hunters have

Timt or Junguent

more Chi at their disposal, which continues to grow over
time. They also gain access to high levels of supernatural
capabilities. Along with these powers comes the willingness
and inspiration to strike at the Kuei-jin and other shen in
ways the Shih have scarcely dared before. In the initial
week or two of the story, news of increasingly active
hunters reaches the August Courts of the Quincunx and
the other courts of Kuei-jin.

- KuEj=JiN CHARACTERS

A Kuei-jin wu may take interest in the activities of
demon hunters, particularly if ordered to. They may be
among the first to feel the power of the Shih when a lone
but empowered déemon hunter attacks:them. A capable
wu should be able to deal with the Shih, even with the
hunter’s increased Chi, but the fight is difficult enough for
them to wonder — and fear — what the Shih at large
might be planning.

Stjn CHARACTERS

- Demon hunters notice an increased feeling of vitality,
wellbeing and strength of purpose. Even the most cynical
and jaded discover newfound energy and direction. Some
Shih even experience dreams of a war against an assembled
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host of monstrous shen, and hear the sound of a distant

trumpet calling them to battle. They may dismiss the

dreams at first, but when they talk to others of their kind
they discover that the visions common to them all.
In addition to their increased power, circumstances

seem to draw the Shih together to the same places at the - -

same times, allowing them to meet and share-their
experiences. This is a good opportunity to get a disparate
group of characters together, allowing them to take on a
wu of Kuei-jin or group of shen with their increased power,
and to discuss what they think it means.

HuNTER CHARACTERS |

Storytellers may wish to involve imbued

story. They can be included alongside the Shih.
Hunters’ Conviction and edges are increased similar
to the Chi and Qiao of the Shih, giving thema y
considerable boost in power and allowing them to
use their capabilities more freely. Hunters may
ultimately serve the same cause as the Shih, making
them comrades in the final battle against monstrous
F - shen of all stripes.

See Chapter 3 for more ideas on stories
involving the imbued that you can weave into
your Kindred of the East finale.

Heavin THonpER HamMER

After a few initial strikes, Shih-activity increases
considerably, and so does their power. As the weeks pass,
it becomes increasingly obvious that the demon:hunters
are more than just bold. They wield power to rival that of
the great arhats and bodhisattvas of the Wan Kuei.
Perhaps the mortals have even more. Demon hunters
stalk and destroy wu and disrupt the very fabric of Kuei-
jin society.

KuEj=jin CHARACTERS

The Shih are no longer a curiosity or annoyance but
aserious threat to the society of the Demon People. Kuei-
jin characters can encounter evidence of the Shih threat
in a number of ways, and may take steps to try and deal
with it, either on their own or under the guidance of
elders. Some possiblé encounters and activities for Kuei-
jin characters include:

¢ Stalking known Shih and keeping tabs on their
activities. This approach allows characters to witness the
demon hunters’ handiwork without being destroyed, so
long as they’re careful not to be detected. They may spy on
various Shih and discover that the hunters gather in
groups, working in pairs and trios that cross paths with and
join larger groups. This cooperation allows the hunters to
pool resources and capabilities, and to take on ever-
greater opponents.

¢ The characters may narrowly survive an assault by
one or more Shih. The demon ‘hunters pursue the
vampires tirelessly, with inhuman determination. The

€

‘characters from Hunter: The Reckoning in this '

Kuei-jin must find a safe haven without leading the Shih
right to the secret strongholds of the courts (which is
exactly what the demon hunters hope for). Maybe the
characters attempt to lay a trap for their pursuers and
turn the tables on them.

‘e A wu is assigned to go to-a noted library (such as
in the Bone Court of Chongqing) to find ancient texts
about battles with the Shih. Elders seek a precedent for
the power the Shih wield, and a méans of dealing with

-it. Of course, other Kuei-jin and'shen are interested in

this information and a large group of empowered Shih

‘chooses the time of the characters’ visit to stage an

assault. The wu might be able to escape with documents
detailing the epic battle between the demon Mu Tong
Pok and four Shih led by the legendary God Slayer. The
battle was fought outside the Forbidden City some 400
years ago. '

¢ In anunprecedented move, awu of Kuei-jin issent
to negotiate with some of the Shih in hopes of ending

“the mortals’ attacks. The demon hunters agree to a

meeting in good faith, and do not intend to betray the

" emissaries, but they also make it abundantly clear that

they do not intend to negotiate. They want the characters
todeliver an ultimatum to the courts. The Kuei-jin have
a choice. They can renounce unlife and accept Final
Death of their own free will, or the Righteous Warriors
of Heaven will destroy them. The demon hunters are

filled with a fanaticism the likés of which the Kuei-jin

have never seen. The Warriors caution that the end of

.the Age is near.

St CHARACTERS

Demon hunters can be involved on the opposite side of
theeventsdescribed forKuei-jin characters,and mayundertake
missions of their own, testing their newfound power and
preparing for the final confrontation to come.-Some possible
encounters or activities for Shih characters include: =~

* Going on increasingly difficult missions against
nests of Kuei-jin. Tearing down scarlet screens. Squeezing
mortal minions for information. Burning out pockets of :
infestation, which leads to more information about the
strongholds of the Hungry Dead. Some of these missions
may be inspired or guided by dreams or visions (particularly
for Shih with high ratings in Yu An and Meng Qiao).

® Coordinating the efforts of young and less
experienced Shih - (for seasoned demon hunters) or
overcoming the cynicism and apathy of elders (for young
Shih). The characters may try to recruit fellow hunters to
work together to stalk and destroy Kuei-jin.

¢ The demon hunters become the hunted when
Kuei-jin assassins target them. Increased power may allow
the Shih to fight off these undead, but more come, from
stealthy Bone Flowers to fierce Devil Tiger warriors and
Wise Centipedes in any of a thousand different guises, all
waiting for the ideal time to strike. The attacks show the
Shih two things. First, their power increases as they deal
with more and more potent Kuei-jin foes. Second, the
vamp1res are afraid and want the hunters destroyed before
it’s too late. :
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® Guided by visjons (and perhaps by the advice ofan -

elderly demon hunter), a group of Shih seeks out the
legendary lost tomb of the God Slayer. They might need
to acquire ancient documents or maps from the clutches
of Kuei-jin scholars, and brave various traps and tests to
weed out the unworthy. If they characters are successful,
they awaken the greatest of the Shih, the chosen warlord
of Heaven, who blows the trumpet of Mount Meru and
leads all demon hunters in a final battle against the shen.

MorraL AuLjes

‘During their struggle, both Shih and Kuei-jin ‘
may recruit and work through mortal allies. A sure
sign of the end is when conflict between the Hungry d
Dead and demon hunters spills outinto the nighttime
streets, in full view of ordinary people. The truth of |
the midnight world of the shen becomes known.
~ Suddenly, Shih are no longer crazed loners
fighting a solitary war against creatures in which no
oneelse believes. Now they’re the heroes of ordinary,
frightened people who look to them for guidance
and leadership. While the Kuei-jin are still-able to
pull the strings of some mortals, the rest of humanity
is either overtaken by shock or rallleb to the side of
the demon hunters.

If you want, the final confrontation between
the Shih and Kuei-jin can include armies of mortal
followers, with the most on the side of Heaven’s
Righteous Warriors. The Shih might have more
than ancient and mystical powers at their disposal.
They could have strength in numbers and all the
modern firepower that their allies can muster.

LasT NjGHTS OF THE Wm*(ﬁzi |

The struggle comes to a head as the legendary God

Slayer returns to lead the Shih against the Ten Thousand

Demons. The Kuei-jin must face the Righteous Warriors
of Heaven as the Sixth Age dawns.

Youcan run the final confrontation in several different
ways, depending on how you want things to go. The battle
may take place all at once or in a series of skirmishes agross
the Middle Kingdom. It’s all-out war or demon hunters

- pick off the courts, one by one. The fight may take place
primarily in the spirit world or in the material world,

possibly in full view of mortals, proving the existence of

the Kuei-jin and the Shih just in time for the monsters to
be wiped out. Or, if you wish, the battle may offer the
Kuei-jin the opportunity for redemption before the end.
When the God Slayer awakens from his long slumber,
the Shih begin an assault against the Wan Kuei in earnest.
Small groups of tremendously powerful hunters strike at
will against the courts, leaving nothing but the ashes and
~dust of destroyed vampires in their wake: Although the
Kuei-jin still outnumber demon hunters, the Shih continue
to grow in power until they are more than a match for the
average vampire, capable of challenging even arhats and
bodhisattvas. Their strikes become more focused as the
hunters systematically wipe out the Wan Kuei.

Thax or ! L
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The Shih strike at the outer, Green and Golden
Courts first. Kuei-jin in China and Japan hear stories of
the bloody battles, perhaps from scattered refugees. In
Japan, Strike Force Zero steps up operations against the
gaki. By the time the Japanese demon hunters move
against vampires, the Kuei-jin have already been weakened
and make easy prey. Then the Shih move against the
August Courts. )

If battles happen in the open, it’s likely that mortal
authorities are involved. Even if every effort is taken to
conceal the truth, the destriction of the courts has

“repercussions for a mortal society linked through scarlet

screens and human pawns. The Shih may lead growing
armies of followers against the Ten Thousand Demons,
gaining in strength with each land they liberate from the
shadowy dominance of the undead.

The end comes as the Kuei-jin must choose to flee
for their unlives or stand their ground and fight the
Righteous Warriors of Heaven. Even: those Kuei-jin
who escape the initial purge are hunted doggedly. It
isn’t so much a matter of whether Shih will destroy the
Kuei-jin, but a matter of where and when. Allow the
characters the opportunity to choose the time and
place of their destruction, when they come face to face
with the empowered Shih.

ArﬁmBAmr

Alternatively, you can'skip right over the buildup and
mové on to a main event in which the Shih and Kuei-jin

‘confront eéach other in an apocalyptic battle at the end of

the Age. This is the time to pull out all the stops for over-
the-top wuxia action. The Shih cut a swath through the
ranks of the Ten Thousand Demons, and the battlefield is
littered with ashes and rotting corpses. The characters

-can go out in a blaze of glory, possibly taking a number of -

enemies with them. Indeed; they might be among the last
Kuei-jin standing, able to make a vahant stand before
they too meet Final Death.

If you want to leave the World of Darkness largely
untouched, the final battle can take place in the spirit
worlds. That setting allows you to chock up all sorts of
special effects to the nature of the Mirror Lands. The rest
of the world never even knows about the battle fought on
the other side of the Wall.

- For a twist ending, you can have the Shih offer the
Kuei-jin a choice: They can fight against the Righteous
Warriors of Heaven and be destroyed, or they can ally
themselves with the Shih to fight against the armies of the
Yama Kings. Some Kuei-jin accept while others refuse,
dividing their ranks and forcing Kuei-jin to fight Kuei-jin
to secure the trust of the Shih. Surviving vampires have
the opportunity to redeem themselves in the final battle
against the legions of Yomi, standing with their backs to
the Wall to hold back the tide of the Sixth Age. While it's
likely that the characters fail, even with the aid of the
empowered Shih, their last stand can be a fitting and
heroic end. The gesture might even be fundamental to the
redemption and re-creation of the Ten Thousand
Immortals in a future Age.
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FURTHER STORjES

Other stories along the lines proposed here may
involve powerful Shih characters fighting in a -world
that grows increasingly corrupt under Yama King sway.
Although the Shih may manage to wipe out the Kuei-
jin, that still leaves many other supernatural threats.
You can run a Demon Hunter X chronicle in which
super-powerful Shih fight to survive in futuristic cities
dominated by the various demon lords.  Heaven’s
Warriors may even find the means of bringing an-end
to the world after it has been corrupted beyond all hope
of salvation, starting the Cycle of the Ages anew.
Maybe the Shih actually succeed in overthrowing the

Yama Kings and restore balance to the world. Afterward

they grow complacent and corrupt, though, suffering
the curse of the August Personage of Jade and leading
to the return of the Kuei-jin and other shen. And so the
Cycle of Ages continues.

GaME jNFORMATION

The following game information is intended for
, Storytellers running “The Trumpet of Mount Meru.”

St PowERrs

The demon hunters in this scenario have powers far
beyond those normally associated with their kind. The
Shih at the end of the Fifth Age gain a tremendous boost
to their available Chi, along with an increase in their
Qiao or “bridges.” Descriptions of the first five levels of
Qiao can be found in the Demon Hunter X sourcebook.

Chi :

A Shih normally has Yin Chi equal to his Self-
Control Virtue, and Yang Chi equal to his Courage
Virtue. Since all this Chi represents the Shih’s lifeforce,
spending it takes its toll on his health. Shih lose one
health level for every two points of Chi spent. Shih regain
Chi at a rate of one point per hour of rest, and regain
health levels lost by expending Chi at the same rate.

In this end scenario, that Chi-pool is multiplied by an
increasing factor each week (and that factor can rise quickly
or slowly, as you wish). At first it’s two, then three and so on
until the multiple equals a Shih’s permanent Willpower
rating. Thus, a demon hunter with Willpower 8 will, after
two months, have eight times his normal Chi reserves.

This extra Chi is a gift granted by Heaven that comes
directly from the environment. Shih do not suffer any
damage from spending it. They still suffer health levels of
damage for spending Chi from their “personal” pools
(amounts equal to or less than their Virtues), but those
points are always spent last.

Qiao

Chi fuels the Qlao of the Shih, their special powers.
All hunters can use I Shen, Mo Kung and Yu An at the
basic (one-dot) level. As the Sixth Age dawns, the Shih
develop true mastery of their Qiao, gaining powers beyond
those described in Dem~n Hunter X. You may permit
Shih players to spend experience to acquire the high
levels of Qiao described here, or may even award these
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powers to characters -as additional gifts from Heaven,

allowing the hunters to fight their final war with the shen.

I Shen (Bridge of the Celestial Gods)
eeeee ¢ Heaven’s Judgment: The prayers prepared

- by this Qiao literally burn Chi out of the body of the shen,

“returning that stolen lifeforce to the environment to -

enliven it."Roll Wits + Occult (difficulty 8) for your
character to invoke these prayers, and spend one Yin Chi.
There is no defense against this attack. Each success
removes one point of Chi from the target’s largest Chi

- pool (Yinor Yang). The Chi leaves the target in a painful

burst of black (Yin) or red (Yang) flames, which inflict a
number of health levels of lethal damage to the target
equal to the Chi points lost. This physical damage cannot
be soaked.

eeeee oo Divine Prohibition: This most powerful
of I Shen techniques cuts a target off from outside sources
of Chi. Spend one point of Yin and Yang Chi and a point
of Willpower, and then roll Wits + Occult (difficulty 8)
as your character casts prayer strips that fly straight and
true. If your roll is successful, the strips strike, expanding
to wrap the target in bands of ghostlywriting that bear the
Judgment of the August Personage of Jade. Make a
Willpower roll (difficulty 7) for the shen. If the shen
generates fewer successes than the Shih, then the rarget is
prohibited from gaining Chi from any source (including
feeding and from the use of powers) for one day per point -
of the Shih’s permanent: Willpower; multiplied by the
number of successes the Shih wins over the shen. The
results may induce conditions such as fire soul or even
starvation in shen.

Mo Kung (Bridge of the Devil Fighter)

seeee o Ten-Ox Strength: The Shih is capable of
momentary feats of super-human strength. Spend a point
of Yang Chi and a point of Willpower. The effect converts
a number of dice from the Shih’s Strength + Athletics
pool equal to the character’s permanent Willpower into
automatic successes. Thus, a Shih with 8 Willpower has
eight automatic successes for any Strength + Athletics
roll (assuming the Shih has a pool of at least eight dice).
Any remaining dice in the Strength + Athletics pool are
rolled normally, with successes added to the existing
automatic ones. The effects of Ten-Ox Strength last for
only one roll.

eeéos oo Dxamond Body: A Shih using this gift
manifests tremendous capacity to shrug off damage. Spend
three points of Yang Chi and a point of Willpower to
convert all Stamina dice for a soak roll into automatic
successes. The Shih can perform this feat only once per
soak roll, but doing so does not require an action or any
effort; it’s areflexive action. The Shih must be aware of an
incoming attack to use this defense against it.

Yu An (The Bridge of Jade Harmony)

e e 0 00 o Sight Without Eyes: Using this technique,
a Shih can see and detect without the use of physical
senses, perceiving with spirit alone. Spend two points of
Chi (Yin or Yang). The character ignores any and all
conditions that limit senses; including but not limited to
darkness, noise, fog, bright light, masking scents and
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impairment or injury (such as temporary or permanent
~ blindness or deafness). The Shih automatically discerns
between real things and illusions or sensory tricks, and
automatically perceives invisible or otherwise
supernaturally hidden thmgs Use of Sight Without Eyes
lasts for one scene.
eeeee oo The Eye of Heaven: A Shih with this
level of mastery can see with the Eye of Heaven, perceiving
any place. The Shih must enterastate of quiet meditation.
Spend two points of Yin Chi and make a Perception +
- Occult roll (difficulty 8). Each success allows the Shih to
perceive the desired place, object or being for one minute
as if physically present. The Shih also knows exactly
where the subject is, if she did not already. The Shih can

follow along with the target if it travels. Otherwise, .

shifting perceptions to another target requires another
roll and Chi expenditure.

Feng (The Bridge of the Phoenix)
eeeee o The Lizard’s Tail: The Shih can actually

regenerate missing limbs or organs; basically any damage
that does not result in death. Roll Willpower (difficulty
8), with each success restoring one health level of damage
(bashing, lethal- and/or aggravated) and regenerating
damaged flesh and bone. Two separate successes are
needed to restore a limb or organ. The healing process
demands three Yang Chi. The power works against all
forms of physical damage. It does not restore damage
inflicted directly against the character’s Chi.

eeeee o0 Ashes of the Phoenix: Shih with true

mastery of the Bridge of the Phoenix can return from - jiack or oppose the character. One resisted Willpower

death. If the Shih is slain, his body bursts into flames as
Chi energy explodes outward. The corpse is consumed,
but -the Shih arises from the flames in a new body,
- completely restored to health. It takes a week for the
Shih to reform. The effect costs a point of permanent
Willpower and all of the Shih’s remaining Chi. The

character reforms with Chi pools of zero and must

recover points normally (or may have a starting pool of

10 each depending on the intensity of gifts bestowed by
the Heavens at that point in your chronicle). The Shih’s
new body is identical to the original, but in perfect
-_health and younger by 10 to 20 years.

Shi (Bridge of the Serpent)

eeeee o Hundred Warriors Strike: Fllled with
furious Chi, the Shih becomes a whirlwind of devastation.
Each time she makes a successful attack on an opponent,
you may spend a point of Yang Chi to make an attack
against another opponent within the Shih’s normal
movement distance. This additional attack is made at the
Shih’s full dice pool, but it must be an unarmed attack
(although the use of other Shi techniques is permitted),
and the Shih cannot attack the same opponent twice in
arow. This assault continues until the Shih either misses
an attack or you choose to stop spending Yang Chi, which
- ends-the use of the technique for that turn.

eeeee oe Heaven Thunder Strike: The Shih can
concentrate Chi into ablow that can sunder stee] or shake
the ground with the force of an earthquake. Spend two

Y‘in Chi. The character’s next unarmed strike -inflicts

T oF jupcranr

aggravated damage and ignores any armor that’s not
empowered by Chi. Or the Shih’s next strike inflicts 10
times its normal damage against any inanimate object.

“The character can essentially split wood, stone, cinderblock

or even steel beams with a single blow.

Chien (Bridge of the Mirror)

e ee e e o Righteous Hungry Spirit: The Shih’s soul
is so empowered that any attempt to drain or steal his Chi
not only fails automatically, but the hunter may steal Chi
away from the attacker. Roll Willpower (difficulty equal
to the attacker’s Willpower), with each success taking a
point of Chi from the attacker’s highest. Chi pool and
adding it to the Shih’sown. Thiseffect occursautomatically
as a reflexive action; mere possessnon of the power means
it's active at all times.

eeeee oo Demon Eating Techmque' The Shih’s
close-combat-attacks (armed an unarmed) against shen
not only inflict harm but dissipate the target’s Chi. Spend
two Yin Chi. The next successful attack causes normal
damage, plus the target loses a point of Chifor each health
level of damage inflicted. These points come from the
target’s highest Chi pool first. A target with no Chi left is
destroyed, even if it has health levels remaining.

Long Ling (Bridge of the Dragon Ruler)

e e e e e o Mantle of Heaven: Cloaked in the divine
protection of Heaven, ademon hunter becomes a terrible
foe in the eyes of shen. Spend two points of Yin Chi and

roll Willpower (difficulty 7). Any shen must exceed the

Shih’s successes on a similar Willpower roll in order to

roll is made for each onlooker per scene.

eeeee oo Divine Mandate: Speaking with the
voice of Heaven, the Shih can command any shen and
expect obedience. This power works like Voice of the
Yama Kings (LongLing ®® e e) except it affects any shen
(not just spirits).

Meng (Bridge of Dreams)

¢ ¢ ¢ 0 ¢ » Mountain Meditation: Shih using this master
discipline achieve a degree of tranquility that makes them
as unshakable as the roots of a mountain. Spend a point of
Yin and Yang Chi. The character is completely immune to
all forms of mental and social manipulation, natural and
supernatural, for the remainder of the scene. Furthermore,
he is unaffected by penalties caused by distractions of any
kind (including wound penalties).

eeeee oo Walking in Balance: The Shlh is so
perfectly balanced between Yin and Yang that she
overcomes any outside attempt todistupt her internal Chi
balance. Any attack or effect that would alter or disrupt
the Shih’s internal Chi balance automatically fails if a
point of temporary Willpower is spent and a successful
Wits + Meditation roll (difficulty 7) is made. Thisdiscipline
requires no action on the part of the Shih (it’s reflexive)
and is in effect as long as the demon hunter has Willpower
points to spend.

Zhu Mao (Bridge of the Resnllent Cat)

eeee0e o Arrow-Cutting: The Shih’s reflexes are
superhumanly fast, capable of deflecting any ranged
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attack, even a hail of bullets. The character can parry
(using Wits + Melee) or dodge (using Wits + Athletics)
each ranged attack that turn with his full, normal dice

-pool, regardless of the number of attacks. Spend three -
points of Yang Ch1 for each turn in which this power

is used.

XXX XX Wmd RacingPrana: Usmg thls power,
a Shih can apply a momentary burst of superhuman
speed. Spend two points of Yang Chi and multiply the
character’s normal movement speed by 20 for a single
~“turn. Alternately, the Shih can cover great distances at
- a tireless running pace. The Shih can run at full,
“normal speed for up to a day without tiring, still at the
cost of two Yang Chi.

Te Gop SLayer

- Background: The God Slayer is a figure out of Shih
legend, a force of celestial power who has aided humanity
in its greatest battles against shen and Kuei-jin. The last
time the God Slayer intervened was 400 ago, in a battle
between the demon Mu Tong Pok and a million demon
soldiers against four Shih who led an army of ten thousand
mortals. The Slayer has never spoken or said anything
about himself, or where he comes from. The Shih only
know that he is the greatest warrior appointed by Heaven
and that he has returned to lead them in the final battle
of the Fifth Age.

Image: The God Slayer is a massive flgure, standing
over seven feet tall and powerfully muscled. His hair is
short and black and his features are Asian. He has a third

“eye in the center of his forehead. He dresses in a loose-
fitting pair of pants belted at the waist, and sandals. He
carries a massive silver-bladed sword that he wields with
devastating effectiveness. -

Roleplaying Hints: You never speak. Actions are
your words. You exist for only one purpose: to protect
humanity against the scourge of the shen that have
abandoned their duties under Heaven. You are the
Celestial Emperor’s vengeance, His chosen instrument,

~’/m/ ‘

Alll\ ,
A .

and you will lead your troops to victory over the forces of
Hell, no matter the cost. ~

Nature: Fanatic

Demeanor: Bravo !

Attributes: Strength 6, Dexterity 5, Stamina 6,
Charisma 5; Manipulation 5, Appearance3 Perception 6,
Intelligence 4, Wits 5

Abilities: Alertness 5, Athletics 5, Dodge 4,
Intimidation 6, Leadership 6 Martial Arts 5, Melee 6,

- Occult 5, Survival 5

Qiao: The God Slayer has seven dots in all Shih Qiao.
For Storytellers using the Mo Chi Kung Fu maneuvers from

‘Demon Hunter X, the God Slayer can use any of them.

Virtues: Conscience 4, Self-Control 5, Courage 5
Humaniw: 9

Willpower: 10

Yin Chi: 50

Yang Chi: 50

Wickep Ciry

For Ages, the Yama Kings have struggled for
dominion oversouls, for greater power both in Yomi and
in the Middle Kingdom. In particular, they’'ve sought
the souls of the Kuei-jin, souls that were once theirs, but
which escaped to return to the world of the living. All of
those struggles have been toward one end: the coming of -
the Sixth Age and the time when one of the Yama Kings
will ascend to the throne of the Demon Emperor. That
time has come and the Lords of Yomi are ready to make
their move.

JNTRODUCTON

Mikaboshi, Lord of the Wicked City, is something
of a non-traditional Yama King. He is fascinated
with the trappings and doings of the modern world,
rather than some hell described in ancient sutras.”
Mikaboshi is a cutting-edge demon, invested in what
he sees as a growth market — one that is about to pay
off handsomely.

Cities and the blight they breed are Mikaboshi’s
stock in trade. For centuries, he has wormed tendrils of
his Wicked City into metropolises across the world. Not

_just in the Middle Kingdom, but in-any city the Kuei-jin

have penetrated. His latest conquests are the North
American cities-occupied by the Ocean-Crossing
Crusaders of ‘the Great Leap Outward. The seeds of

- Mikaboshi’s power germinate throughoutall of hiscities,

in the darkest places of urban decay, and now the time
is right for them to sprout.

One of the seeds that the Lord of the Wicked Clty has-
planted is in the heart of Strike Force Zero, the secret
organization of Japanese demon hunters. The Zaibatsu
considers SFO to be agents for hunting down and
eliminating “reality deviants.” the Zaibatsu is unaware,
however, that the force ultimately serves Mikaboshi by
eliminating potential threats and the pawns of his rivals,
ensuring that the Yama King will rise to power.
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Broren MiRRORS

The first signs of Mikaboshi’s rise appear where Chi
has become so fouled by urban blight that the Wall is
tattered, as thin as rice paper, allowing light and shadows
from Yomi to spill into the material world. These “broken
mirrors” are extensions of ‘Mikaboshi's Hell on Earth,
places where the Wicked City touches the real world and
where it is possible to step between the two, sometimes
without even knowing it.

A wu can discover-a broken mirror in whatever
city it calls home. Perhaps members are asked to
investigate strange portents and sightings, or they do
so on their own initiative. They discover that the
Yomi World presses into the Middle Kingdom like a
cancer, and that it’s growing. In fact, after they’re
discovered, the broken mirrors grow and multiply.
Not only do they-appear in cities around the world,
but some cities are afflicted with more than one, and
the jaws of Yomi yawn wide.

Accusations and counter-accusations fly among
the Kuei-jin. Not only are the broken mirrors extensive,
but there doesn’t seem to be much that the Wan Kuei
can do about them. Rituals to cleanse and balance the
Chi in an area are temporarily effective against newly
formed sores in the skin of reality, but hell-gates simply
erupt elsewhereashort while later and Kuei-jin sorcerers
can’t keep pace.

The signs.are clear. The Sixth Age has come and the
Kuei-jin must prepare for war.

PREPARE FOR.WAR

Although most Kuei-jin — at least followers of the
Fivefold Way of Xue — agree that it is their duty to oppose
the Yama Kings and their akuma servants, the courts of
the Wan Kuei are far from united. Not even the impending
invasion of Hell can force them toset aside their differences,
although characters’ efforts might.

Ancestors and arhats call war councils and meetings
across the Middle Kingdom. Different courts prepare to
repel the forces of Yomi, whatever the cost. After all, the
Kuei-jin have experienced the domain and power of the
Yama Kings firsthand. They know that Final Death is
preferable to existence in a Yomi realm on Earth. Indeed,
some Kuei-jin faced with the Sixth Age might choose
Final Death rather than battle the armies of the Yama
Kings, leading them toface the Eye of Heaven orotherwise
abandon their hold on unlife.

The wu can take part in various war councils. If the
characters are in positions of influence, they might be
entrusted with planning the defense of their area or
domain. If not, perhaps the characters’ superiors fall
victim to attack by akuma or to one of the first assaults
by Strike Force Zero (see below), leavmg the characters
in charge.

Characters can also assume a dlplomatlc role,
going among the different courts to rally support for a
unified defense against the Yomi Wan — or for a pre-
emptive strike, taking the fight to the Yama Kings.

Tise oF jupGMENT

'
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A broken mirror has particular effects on the
material world and its Chi. These phenomena are
explained in detail in Killing Streets, but are
summarized here.

There are no physical signs of a broken mirror,
but some Kuei-jin can sense the foulness that
surrounds and pervades them. A Perception +
‘Awareness roll can be made for a Kuei-jin or other
shen (difficulty equal to the local Wall rating) to
sense the corruption of a broken mirror.

There is only Demon Chi within the domain of
a broken mirror, even if one feeds on the mortal
inhabitants of the area. Kuei-jin cannot acquire Yin
or Yang Chi there, and the difficulties of all shadow
soul rolls increase by two. Akuma within a broken
mirror regain Demon Chi at will if they are capable
of breath drinking or osmosis. The difficulties of their ’
Discipline rolls are also reduced by one; two if they
serve the Yama King who controls the region in 1,

question (that’s rypically Mikaboshi by the dawn of
the Sixth Age). All this means akuma are extremely
- dangerous within the bounds of a broken mirror.
- Bakemono are likewise emipowered by a broken
) mirror. They can easily possess corrupted mortals in
the area, and are not banished back to Yomi when
amortal vessel is destroyed (since the broxen mirror
is'in essence a part of the Yomi World). A demon
spirit simply possesses another host body, instead.
! Kuei-jin find many of their powers weakened
within a broken mirror. Disciplines and rites
involving the spirit worlds always connect to the
Yomi World, instead. The difficulties of Disciplines
that rely on balance or manipulating Yin or Yang
| Chi increase by two, while those of Demon Arts
decrease by one. (Also, don’t forget that shadow
soul rolls are harder for Kuei-jin, as discussed above.)
Mortals living within the bounds of a broken
mirror become corrupt and wicked. Morality melts
and runs under the heat of anger, hatred and
unbridled lust. Debauchery and violence are
common, leading to increasingly wicked and heinous
acts. Such mortals are easily possessed by demon
spirits or influenced by akuma, and offer nothing
‘ but corrupt Demon Chi to Kuei- -jin who attempt to
feed on them.

They can act as representatives of a particular court or
ancestor, or they can go it on their own, trying to put
together an alliance among the paranoid and
treacherous undead. ,

How successful the characters are depends on their
efforts, but even the most exacting plans go awry, and the
Kuei-jin must deal with Mikaboshi’s own pre-emptive
efforts with the Yama King’s secret weapon.
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Zero Hour

Thesecret organization known as Strike Force Zero has
been hunting monsters for years, using high-tech weapons
and equipment beyond that of even the most sophisticated
government black-ops programs. What most of the agents
of SFO don’t know, however, is that their equipment and
mandate comes from the Zaibatsu, the Japanese branch of
the Technocracy, a secret alliance that seeks to define and
control the nature of reality. But not even the Zaibatsu
knows that Strike Force Zero ultimately serves Mikaboshi's
ends. The Lord of the Wicked City infiltrates the technology
and agents of Zero with his corrupt Chi and turn the
hunters into secret weapons.

Asthe Kuei-jin discover and investigate the broken

mirrors throughout the world, they encounter Strike:

Force Zero agents who apparently do the same.
Naturally, SFO forces assume that the Kuei-jin are
responsible for the unusual phenomena and do their
best to capture and interrogate targetsssFailing that,
they attempt to destroy the vampires. See the “Game
Information” of this scenario for the capabilities of a
typical Strike Force Zero agent. These encounters
become increasingly common, and SFO gathers
information about the Kuei-jin and their activities.

The more time SFQ agents spend in broken mirrors,
the more the corrupt Demon Chi of Yomi and the
Wicked City influences them. This taint spreads
among all agents like a plague. Characters may notice
that the mortals behave more callously and violently
than usual. They care less for civilian casualties or the
need for secrecy. They resort to torture, mutilation
and massive collateral damage — whatever it takes to
get the job done.

STRiE FOorcE ZERO CHARACTERS

This scenario also suits a group playing Strike
Force Zero characters in a Demon Hunter X
chronicle. Agents may become aware of the growing
influence of Mikaboshi’s Demon Chi throughout
their organization. Peers they've known for some
time come back from missions changed in some way.
People within Strike Force Zero grow callous and
cruel, and it all seems to trace back to an increase
in unusual occurrences in urban areas across the
world. The characters investigate personally,

potentially exposing themselves to the corruption

of the Demon Chi.

Ultimately, the characters discover the truth
and may go rogue from Strike Force Zero, trying to
figure out what to do now that their organization is
compromised. Do they ally themselves with the
Kuei-jin or try to go it on their own? Is there
anything they can do against a creature as powerful
as Mikaboshi? The agents may try to avert the Yama
King’s rise to the throne or they can form the
nucleus of aresistance movement against Mikaboshi’s
rule if you run a chronicle set in the Sixth Age.

S . S T——
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Rjse or THe Wickep City

Once the broken mirrors-have corrupted most Zero
agents, and the characters have had an opportunity to
rally the forces of the Middle Kingdom, the next step in
Mikaboshi’s. plan gets underway.  The broken mirrors
expand. The Wicked City invades the Middle Kingdom
like a cancer, eating away at reality.

Initially, the broken mirrors are confined to urban
areas incorporated into Mikaboshi's Wicked City. Soon,
all major cities are part of the Yama King’s domain. Shen
inhabiting them have no choice but to flee or swear
allegiance to the demon lord. Any that remain are hunted
down by Demons of Iron and Viiolence (see p. 169) or by
Strike Force agents who become increasingly
commonplace in cities. The same applies to western cities
and their “shen,” whose own squabbles are brought to a
halt by the sudden invasion. Many Kin-jin succumb to the
corruption of Yomi, giving themselves over to Mikaboshi
for the opportunity to feed within his growing domain.

Mikaboshi’s agents hunt Kuei-jin in cities from Hong
Kong to San Francisco. Akuma emerge from the shadows
totake their place at the head of hunting parties. Although
the August Courts attempt to hold back the tide, they are
forced to retreat from urban strongholds at the cost of
many Kuei-jin- destroyed by -Mikaboshi’s mechanized
legions. The same is true for courts across the Middle
Kingdom. The savage Kuei-jin of the Golden Courts fare
slightly better than the rest, able to flee into the jungles,
but the hunters become the hunted even there.

Characters might attempt to defend one or more of
the courts against the invasion of demons, bakemono
and akuma, fighting a losing battle before they are
forced to flee or make a-final stand. Meeting Final
Death in the defense of Kuei-jin history and tradition
isa fitting end for some, while others may help engineer
an evacuation of strongholds, allowing surviving Kuei-
jin to escape for now. ' '

Derenping Dragon Nests

Once broken mirrors extend over all the cities of the
world, their identity changes significantly. Every city
becomes an extension of the Wicked City, abeachhead of
the Yomi World. Buildings grow taller, more jagged, and
loom overhead. They're dark towers that block out the

- sunand leave the streets in perpetual shadow. Architecture

twists and becomes more Gothic, while also taking on a
futuristic Asian flavor. The ‘negative aspects of cities
become more pronounced: Corruption, violence and
malice run rampant. Homelessness, substance abuse,
cruelty and vice are pervasive. Clouds gather day and
night over towers of glass and steel, spitting acid rain on
the masses below.

-~ Citizens are transformed, as well. Some become raw
materials for factories' and chop shops that turn out
legions of Mikaboshi’s Demons of Iron and Violence. The
rest think only of themselves and look the other way as
Mikaboshi works his will on the world. Order in cities is
brutally maintained, while law and order in the countryside
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gives way to fear and panic. (More on the nature of the
Wicked City and the fate of those who reside there can be
found in The Thousand Hells, p. 36.)

- Then the cities grow.

It’s slow at first, but gets faster and faster as urban
centers expand outward hundreds of feet each day. They
send out tendrils of wire, asphalt and steel like roots
digging deep into the Earth. They flow along roads and
rivers, stretching out in' all directions, spreading like
bloodstains in the fabric of the world. Nothing seems able
to halt their “progress.” Indeed, anyone who tries must
deal with legions of the Yama King’s demon-soldiers.

The Wicked City infiltrates and assimilates places
with the lowest ambient Chi first. It then gradually works
its way into dragon lines and nests to consume the Chi
there, feeding the great machine of Mikaboshi’s empire.
Thus, dragon nests are the last havens for the Kuei-jin and
any others who oppose Mikaboshi’s victory. The characters
may attempt to organize the defense of nests, hoping to
save such important locales. Nests also serve as-the last
sources of Yin and Yang Chi for the Kuei-jin, allowing

them to feed for a time without being corrupted by the
Demon Chi of Yomi.
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ConcLusion

“Wicked City” can end in several different - ways,
depending on how you want to wrap up your chronicle.
Remember, even if the situation is utterly hopeless, the
story is about the characters. Their actions and various
ends should matter somehow. Such things certainly matter
tothe players, even if they don’t change the overall course
of events.

® The characters (Kuel -jin, SFO, Shih or what have
you) stage a last stand at a powerful dragon nest as the
forces of Mikaboshi surround and overwhelm them.
Perhaps the characters even manage to reach the slopes of
Mount Meru in the spirit world, protecting the center of
the world against the final assault. Although the characters
are ultimately doomed, this ending allows them the
opportunity todie valiantly, fighting for a cause, struggling
against the coming of the Sixth Age until the very end.

® The wu gets an opportunity to strike back. The
characters discover that Mikaboshi plans a coronation
ceremony in which he will declare his victory over the
other Yama Kings. Rumor also has it that the Lord of the
Wicked City will take his closest rival Tou Mu as his

oM
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Demon Empress, consolidating his power and hold over
the world. The characters have an opportunity toslip into
Mikaboshi’s skyscraper-citadel and assassinate the Yama
King with a powerful jade weapon, kept secret among the
Kuei-jin since time immemorial.

The characters may succeed in destroying Mikaboshi
only to have Tou Mu assume the throne, revealing that she
used everyone to arrive at this destination. Or they might
destroy both powerful Yama Kings, but only succeed in
turning the world into a battlefield between the remainder.

& For a truly explosive ending, the characters get their
hands on a tactical nuclear weapon, “liberated” by the Devil
Tigers from an Asian regime that never got the chance touse
it.Iftheycan get into Mikabashi'scitadel duringhis coronation,
they can wipe out the Yama Kings in asingle strike. Ideally, the
characters should get to confront their enemies personally
before the end. Perhaps thewu bringsasudden end to the Sixth
Age in a blast of cleansing atomic fire, wiping out the Yama
Kings and clearing the way for a new primordial Age to begin.

® The characters find a-way to escape Mikaboshi’s
" iron demons and ¢reate an underground resistance to his
rule (perhaps based on the undercity scavengers of The
Thousand Hells, p. 96). This option is best suited to wrap
up an existing chronicle and to start a new one, as
discussed below.

FORTHER STORJES

In addition to being the end of aKindred of the East
game, “Wicked City” can -serve as the basis for an
entirely new chronicle, one set in'a Sixth Age under the
rule of Mikaboshi and hisbride. The Wicked City covers

the world, paving over oceans and blocking out the sky

with a massive dome. Black, skeletal buildings reach up -

to heavens the color of blood. All creatures are subject
to Mikaboshi’s will, cogs in a vast machme, ruled by
demon lieutenants.

The characters can be Kuei-jin survivors of
Mikaboshi’s purge, rogue agents of Strike Force Zero,
Shih demon hunters, dhampyrs orany combination of the
above. Perhaps the characters are mortals born and raised
in this hellish world, recruited by survivingdemon hunters
* and trained as part of a resistance against the emperor’s
rule. There is a prophecy foretold in ancient sutras that
the righteous will rise up against the Demon Emperor one
day. The Wicked City will be swept away, bringing about
a new Age of peace, beauty and serenity. Perhaps the
characters are those righteous.

C,Am JNFORMATjON
Material in the Demon Hunter X and The Thousand

Hells sourcebooks is useful to expand upon the characters and
options posed here, but are not necessary to run this story.

DEMONS OF JRON AND VJOLENCE

These creatures are tall, cybernetically enhanced

warriors. Many were once agents of Strike Force Zero, -

overtaken by their demon-tainted implants to become
soulless soldiers of the Demon Emperor. The typical iron
demon is three meters tall, covered in armor plating and
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woven with thick cables. Itseyes glow w1th adull red light
and the creature is clad in a translucent rain slicker and

goggles to protect it from the aC1d rain and smog of the

Wicked City.

'Note that in broken mirrors, Mikaboshi’s demons regain-
Chi at will, giving them almost inexhaustible resources. - =

Attributes: Strength 4, Dexterity -4, Stamina 4,
Charisma 1, Manipulation 1, AppearanceI Perceptlon
5, Intelligence 3, Wits 5

Abilities: Alertness 5, Athlet1cs3 Brawl5, Computer
1, Dodge 2, Firéarms 4, Intimidation 4, Investigation 1,
Leadership 1, Linguistics (Cantonese, English, Han,

‘Japanese, Korean, Mandarin, Vietnamese, Thai) 3,

Medicine 1, Melee 3, Occult 1, Politics 1, Stealth 2,
Streetwise 2, Survival 2
 Disciplines: Auspex 1, Black Wind 3, Chi’h Muh 2,
Fortitude 4, Potenceé 4, Protean 2, Yin Prana 2
Backgrounds: Allies 1, Contacts 3, Mentor T
Hun 0, P’o 7, Yin 3, Yang 6, Willpower 5
Health Levels: -0 (x7)/ -1 (x2)/ -2 (x2)/ -5/
Incapacitated L
Possessions: Heavy helical-clip assault rifle (Damage
10, Range 250, Rate 3, Clip 100), protective gear (+2 dice
soak). Some demons have special weapons such as grenade
launchers, flamethrowers and heavy chainsaws on missions.

HewL on En;m

The coming of the Sixth Age in “Wicked City”
means the Yomi World and Middle Kingdom become
synonymous, with the Demon Emperor holding sway.
That means fundamental changes in the nature of Chi
and the powers of the Kuei-jin (and othershen). Once the
Wicked City extends over the world, make the following
modifications to Kindred of the East systems.

Virtues: The Kuei-jin balance between Hun and
P’o is upset. The extent of the Yomi World’s power calls
out to the P’o and strengthens the inner demon. Make

- rolls to resist shadow soul as normal, but if the P’o takes

over; control does not automatically revert to the Kuei-
jin’s Hun nature after ascene. Make a Hun roll (difficulty
8) at the end of the scene, instead, to see if the character
can regain control. If the roll fails, P’o nature prevails for
another scene,at the end of which the player can roll
again. Each day that P’o nature remains in control
increases the difficulty of the Hun roll by one. If difficulty
ever exceeds 9, an additional success is required on rolls
for each further day. If the number of successes required
ever exceeds a character’s Hun Virtue, his P’o assumes
control permanently.

Chi: Acquiring Chiis challenging in the Wicked Cxty
Ormore specifically, acquiring anything other than corrupt
Demon Chi is challenging. Chi acquired from drinking the
blood or eating the flesh of mortals is always Demon Chi,
corrupted by the feng shui of Yomi. Kuei-jin able to feed by
breath or osmosis can attempt to acquire relatively “pure”
Chienergy. Thedifficulty of feeding in this way is increased
by one. A botch means the Kuei-jin acquires a point of
Demon Chi, in addition to any other effects.
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Demon Chi: Demon Chi is easy to acquire in the
Sixth Age of the Demon Emperor. Kuei-jin Demon Chi
poolsare no longer limited by P’o rating, but canrise to 10.
When a character acquires 10 Demon Chi, the player
must make a roll to resist shadow soul. The Kuei-jin also
acquires a permanent dot of P’o upon gaining a pool-of 10
Demon Chi, whether shadow soul is resisted or not.

Meditation: Meditation and achieving inner harmony

are more difficult in the hellish world of Mikaboshi’s city,

limiting capabilities that require peace, quiet and
undisturbed contemplation. The difficulty for such focus
is increased by two unless a character has Meditation 4 or
- more. The difficulty is increased by one at Meditation 4,
and goes unchanged for characters with 5. The mastery
achieved at a rating of 5 is sufficient to block out the
distractions of even Yomi.

Demon Arts: The Demon Arts are generally easy to
use in the Wicked City, but also more dangerous because
of the threat of shadow soul rolls. Black Wind and Demon
Shintai require only two points of Demon Chi to activate,
and they last for an entire scene. The player must make a
roll to resist shadow soul for every three turns that either
power is used.

STORYTELLING
iN THE SjxTH AGE

This section provides advice and information useful
to Storytellers preparing an end for aKindred of the East
chronicle. It offers advice on-how to: wrap up a game
(regardless of what end scenario you choose), and things
to consider for your final sessions. It also includes ideas on
modifying existing rules to suit particular types of finales
(and possibly follow-up chronicles set in the Sixth Age).

ENDING A CHRONjCLE ,
“All good things must end,” they say. Although it’s
possible that a Kindred of the East game might run for

years, even the best ones grow stale and tired over time.

You've told what stories'you can with the characters. The
protagonists have changed and developed, perhaps
becoming quite powerful and influential. The players
have grown familiar with the elements of the setting and
chronicle, and have had a vital hand in shaping them, But
sooner or later, it comes time to bring your story to a close
and move on to other new and gxciting possibilities.

Whay Exp j1?

Why should yourend your chronicle? There are several
reasons. The first and foremost is that the chronicle may
not be fun or exciting anymore. Other reasons include
providing a satisfying ending to the overall story, or
providing a clear break between an old chronicle and an
entirely new one.

The first reason is the simplest. If your chronicle
doesn’t provide your troupe with the enjoyment- it
once did, it’s probably time to wrap things up.
Chronicles sometimes flicker out slowly rather than

The or )unc,umr

end cleanly, particularly if the Storyteller s interest
wanes. Rather than let your game sputter out, you can
have fun with a spectacular closure. Endinga chronicle
can actually invigorate your creativity, since it opens
up so.many new possibilities. In doing se, you may
discover the seeds of a newer, fresher and more exciting
story to tell.

Although it’s theoretically possible for chronicles to
goon indefinitely, it’s often wise to consider an end. Good
stories involve a beginning, middle and end. A resolution
ties up everything that’s- occurred previously, just like the
end of a good-book or film. Thus, it’s rewarding to have
your chronicle go out on a high note, when things are
going well, rather than allow it to run out of steam and die
aslow death. If your end leaves players wanting more, you

- can-always start a new chronicle as a sequel to the old —

with the same characters or different ones — and take
things in a néw direction, knowmg that the ‘previous

- chapter is closed.

THeME
The end of a chronicle should have two foci. First, the
end should uphold the overall theme of the chronicle and
emphasize it in some way. Second, the theme of an end is
just that — a conclusion, whatever that may mean for
your troupe and characters.
- R i
CoNTINUING ON
Kindred of the East comes toaclose with this
book. No more supplements will be published for
* the line. It’s quite possible that you'd rather not
end your game, though. Or maybe you want to run
one in the future and you don’t want to change l
the World of Darkness significantly. Just because
this chapter is intended to help you wrap up the
game doesn’t mean you can't continue on or go
back to it. Your chronicle is your own. [f anything,
this book makes that official, since what happens
from here is up to you.

- Even if you do decide to end your chronicle
with the arrival of the Sixth Age, that doesn't
mean you can’t run a “traditional” Kindred of
the East chronicle later on. You can decide that 1

' the new chronicle has nothing to do with the
old, that it’s set in a different but similar world, 1
- or that it’s set before the arrival of the Sixth Age
and describes “untold events” from your previous
game. You can even say that your new chronicle [
is set in a future (or past) cycle of the Wheel of -
f Ages. The same themes play out, but are slightly I
different from cycle to cycle.

If you enjoy the anime style of Kindred of
the East, much of the same feel is captured
(albeitabit more primordially) in Exalted. Events
of that game can even be assumed to take place
in the world’s Second Age, which you can place

- either before or after the contents of this chapter. *

— p—
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Consider the presiding theme(s) of your chronicle.
What has the series been about and how can you draw
attention to that purpose at the end? For example, if the
chronicle has been about the struggle of young Kuei-jin to
effect change in the tradition-bound and corrupt August
Courts, does the end of the chronicle prove that such
efforts are futile, or that time and effort make them
successful? Perhaps the characters finally get what they
wanted all along, but are faced with the challenge of what
to do with it afterward.

Resolving the chronicle’s theme also offers’

opportunities to tie up loose ends. If the focus of the game
is forgiveness, maybe some of the characters find what
they’re looking for while others do not. Or they all
discover that forgiveness must be given freely rather than
earned. Consider different ways to use the chromcle s
theme or themes to fit its end.

Theend of achronicle is also, naturally, about closure.
The following are some themes you may want to develop
at the end of your game.

¢ Dedication: The end of a story is often not so much
about how things wrap up, but about how the characters
reactand what they choose todo. The coming of the Sixth
Age is something too vast for any individual to prevent or
change. Characters can only hope to survive and change
with it, remaining true to themselves and their chosen

paths. The end of a chronicle offers characters a chance

shine one last time before it’s all over. It can be. the

culmination of all their efforts, brought down to a single -

moment. Does a vengeful character take the opportunity
toseek justice, even if it meansher own destruction? Does
a character continue seeking enlightenment as the world
goes to hell? How devoted are the characters to their
beliefs, principals and goals, even if those objectives
ultimately prove to have no meaning? )

® Change: The turning of an Age is a time of
sweeping transition. Whatever the Sixth Age is like, it’s
certain that the world of the Kuei-jin will never be the
same again. Change is the antithesis of the hidebound and
unliving Demon People. Change isdifficult and frightening
for them, but it is also inevitable. Kuei-jin have
demonstrated that they can change with considerable
effort and dedication. Whether the characters have what

it takes to adapt with the turning of the Wheel of Ages can

be an underlying theme of your chronicle’s end.

¢ Death: Perhaps the greatest change that characters
face is the prospect of death. The Kuei-jin have endured
death and hell to return to the living world. But when
faced with the prospect of Final Death, even they may
turn away, unable to confront the inevitable. It may not
even be a question of whether the characters die at the
end, but simply how they die. Giving the characters the
opportunity to choose the time and manner of their
death ‘is a powerful narrative element. Perhaps one
character prefers todie in battle, taking as many enemies
with him as he can. Another faces the Eye of Heaven in
a solemn ceremony. In eastern stories, death — or at
least the acceptance of mortality — is a key to
enlightenment. Perhaps at the very end, at the moment

ﬂ-—

~of death, characters find what they have been looking

m

for all along.

® Hope: The end of the Age of Darknebb and the
beginning of the Age of Sorrow — the entire Kuei-jin
quest for enlightenment — deals with hope in the face of
doom. Do characters surrender to despair or forge ahead,
secure in their beliefs in the Cycle of Ages and the Wheel
of Karma?

DEALING WiTH JNEV;TABILITY

One particular theme that’s common to
chronicle ends is inevitability, which can pose a,
challenge for players and Storytellers alike. If a game
is going to end anyway, how does any of it really
matter! If the characters are faced with an
overwhelming and unavoidable fate, why should
they continue to struggle? Why not just give up and
accept their destiny?

Characters can do that, but what does it mean for
them and the rest of the world? Rather than treat the
finale of the chronicle as a burden, turn it into an
opportunity. Some of the best stories — particularly in
eastern literature and cinema— are about heroes facing
an ordained end. It's not whether they can avoid it that
matters. [t’s about how they each choose to face it.

An important part of ending a chronicle is giving
players an opportunity to decide when and how their
characters expire. A fitting and dramatic death scene
or other departure from the story can be the crowning
finale for a well played and interesting character.
Consult with your players about appropriate ways to
engd their individual stories, and allow those people to
have their moments.

Moop

The mood of a chronicle’s end is just as important as
its theme. It sets the tone for the conclusion and affects

- how the players and characters react. An evocative mood

is useful for showing characters that the end approaches,
and to allow them to react. The following are some
common moods to evoke the Sixth Age.

¢ Fear: Fear is the strongest element of the end. It
may be, fear of death or fear of eternal torture in Yomi.
Fear of the loss of pride, prestige or honor. Fear of failure
before the August Personage of Jade. Or even fear of the
unknown. Many Kuei-jin think they know what the
Sixth Age will bring, but no one can say for sure. Not
even the wisest arhats know when the Wheel of Ages
will turn. Some bodhisattvas claim to know, and may
even be right, but who heeds their advice in time for it
to make a difference? As signs of the Sixth Age rise, so
does Kuei-jin fear, and acting out of fear may make the
Demon People careless or irrational.

¢ Despair: The Sixth Age is known as the Age of
Sorrow for good reason. Despair is a common mood as the
sense of impending doom looms larger and larger, and
hope seemsallbutlost. Kuei-jin lose faith in their Dharmas.
Jinaand Running Monkeys lose faith in their elders. Kuei-
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jin turn from the Flvefold Path to the Heretical Dharmas
or sell themselves to the Yama Kings in hopes of joining

the winningside. The corrupt and inefficient bureaucracies-

of the August Courts are examples of the creeping effects
of despair. There doesn’t seem to be any point in trying,
in fighting the inevitable, but there are still those w1llmg
to fight to the bitter end if need be.

® Chaos: The Kuei-jin are creatures of order and
tradition. In the Sixth Age, such foundations crack.
Traditions are overlooked or abandoned and the young
turn to a hundred new ways, their energy spent in all
directions without focus. The structures of Kuei-jin
society break down. Factions clash openly and harmony
eludes followers of the Fivefold Way. The ultimate
expression of the chaos may be war, perhaps sparked
by a particular Dharma or faction, or by the Yama
Kings themselves. = -

¢ Transcendence: While most of the moods of the
end are ominous and terrifying, there can be an element
of promise in it all, too. There can be a mood of
transcendence at the end, in which the characters rise
above the chaos through acts of heroism or enlightenment
to find peace at the eye of the storm. It may only be a
moment before the characters face their demise, but it can
be a defining moment, the climax of your game.

Pacing

The timing of your end can be intimidating. You have
a definite finale that you want to achieve, but you don’t
want to reach it too quickly or the story will feel rushed or
incomplete. But if you take too long it feels like you
haven’t really decided to end the chronicle at all, since it
just keeps going!

Once you decide that you're endmg your chromcle,
when do you do it? Games tend to build up a considerable
amount of momentum, just like any story with-a complex
cast of characters. Doing the chronicle justice usually
demands time to tie up loose ends and subplots and to
prepare players for a resolution, provndmg a fitting
conclusion to events:

Take stock of your chronicle for aspects of it that you
need to address and wrap it all up. Whether this occurs in
the midst of an ongoing chronicle or before a limited

series about the end begins, it’s easier to reach your

destinationif you have some sort of map. Maybe characters
need to be confronted by a foe they once thought dead,
and now he’s back in the service of the Yama Kings. Or
one of the characters needs to secretly fall to his own dark
side and lead his-wu mates down the same damned path.
Once you know what needs to be taken care of, you can’
figure out how many chapters or individual stories need to
be told to bring things to a close.

An end is a climax to your chronicle, so you generally
want to speed up the pace of events as you approach the last.
Start out small and gradually increase the flow as events
occur. The ideais to create momentum in the story as it
builds toward a conclusion. The closer you get to the end,
the more eager the players should feel about what comes
next, just like getting close tothe end of a good book.

SuouLp THE PLayers Know?

Should you tell your players that you're ending
the chronicle or not? You may be concerned that
informing them might affect their actions and
enjoyment of the game. If they know that it’sall going
to end, their characters might behave differently
than if they remained ignorant. They might, but good
players can separate what they know from what their
characters know. A change in player behavior might
also be exactly what you want for the end.

It’s usually fairly hard to hide the fact that a
game is coming to an end, especially if all the signs

are there for the characters to see. Players are likely
to struggle against the end, too, if they don’t know
it’s inevitable. While you may want characters to
struggle, making the players feel that their struggles
are futile only frustrates them.

Soit’s probably best to inform your players and
solicit their help in drawing the curtain. Find out
what plot threads and loose ends they want to see
resolved. What do their characters want to
accomplish before it’s too late? You can even get
player input on how they want their characters
written out of the story (if they doatall). Given the
opportunity, many players are quite enthusiastic
about the opportunity to shape the destruction of
their world.

Tying vp Loose Enps

A satisfying end should provide closure for players
and characters. That means tying up loose plot threads.
The players aren’t left wondering what might have
happened, or what that subplot was really all about. It
helps to wind down the game and close things neatly. -

The trick is to not wrap things up too neatly, though.
You don’t want to tie up all loose ends in a single story or
epilogue. It can come off as rushed and artificial. If you have
the luxury of resolving your chronicle in its own good time,
address the various hanging plot points one by one until
they're all done. Take care along the way not to introduce
any major new threads that won’t be finished by the time
the chronicle is done. That way, things draw to a close
naturally as the characters settle their various personal
interests and the overall plot of the chronicle plays out.

EpjLoGUE

You may wish to include an epilogue at the end of
your chronicle. It comes after the climax and provides a
sort of “cool down” from the preceding excitement. An
epilogue serves to answer any remaining questions about
character or supporting cast members’ fate. Maybe that
one enemy lackey who got away is pounced upon by
demon hordes just when he thinks he’s safe. Or a lost ally
looks back down upon the characters from the slopes of
Mount Meru. '

Generally, an epllogue should be relatively brief. The
story is over. All that’s left is to explain a last few things.
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Youmay even wish to simply describe the epilogue to the
players, although it’s best if their characters are directly
involved and they can participate in it.

SYsTEMS

Ending an ongoing chronicle offers a great
opportunity to tinker with the game’s systems and
character capabilities. The Sixth Age may impose
dramatic changes on the nature of the Kuei-jin and their
powers, on the relationship between the material and

spirit worlds, and on the flow and flavor of Chi. Some -

rules that wouldn’t normally be suitable for an ongoing
game can herald the end. If a particular change doesn’t
work, it’s fairly easy to revise it saying that the whims of
karma are fickle in the Age of Sorrow.

Here are just a few ways to change game rules to suit
your vision of the last days. Some of these rules can apply
to the scenarios described earlier, while others are just
suggestions, jumping-off points for you own version of the

Sixth Age.
<]

Chi is one of the primary elements of Kindred of the
East. It's the power that sustains the Hungry Dead and
other shen. Wars are fought over control of dragon nests
“and the dragon lines that connect them. Mortals are
valuable to the Kuei-jin for the Chi they bear, making
people prey. Chi is also tied to the changing of the Ages.
The passing of the Age of Legends came when the August
Personage of Jade cursed the Wan Xian, denying them the
capacity to breathe in Chi from the very air, forcing them
to steal it from others to survive and transforming them
into the Wan Kuei. The modern changing of Ages may
have a similar effect the nature of Chi and the Kuel—] in
ability to gather it.

® Chi Imbalance: The type of Chi available to the
Kuei-jin changes, favoring either Yin or Yang. Forexample,
as the Sixth Age dawns, Yang Chi becomes rare while Yin
Chi, the energy of darkness and stillness, predominates.
It’s hard for the Kuei-jin to maintain Chi balance.
Temporary imbalance becomes common, which means
they risk damage whenever they expend Chi (Kindred of
the East, p. 140). The rare type of Chi becomes precious,
and Kuei-jin are likely to struggle to secure supplies of it.
Consider a shortage of Yang Chi in the Sixth Age, with
surviving hengeyokai or hsien safeguarding the few
remaining pockets. In a Sixth Age with a shortage of Yin
- Chi, wild Kuei-jin may hunt ghosts and stalk the dead for
the power to douse the fires that burn within them.

A lack of a particular type of Chi also makes the Kuei-
jin predisposed toward permanent Chiimbalance. If Yin
Chi is plentiful but Yang is rare, the Kuei-jin likely
become ch’ing shih: decayed, walking corpses. A Sixth Age
glutted with Yang Chi begets wild and passionate Kuei-jin
who are ruled by their emotions and capable of spawning
dhampyrs (perhaps enough of them that the remaining
human population begins to shrink). Such imbalance
creates a unique atmosphere for a chronicle set in the

Sixth Age.
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¢ Demon Chi: The Age of Sortrow marks the rise of
the Yama Kings and the Demon Emperor, and might
herald their dominion over the Middle Kingdom. As the
power of Yomi grows, the world’s Chi becomes increasingly
tainted or defiled — it becomes Demon Chi. This is the
power of the P’o soul (Kindred of the East,p.91). Only
a slight amount of Yin- and Yang- aspected Ch1 may
remain, or. none at all. ’
The pervasiveness of such tainted energy has a
corrupting effect on Kuei-jin. If Demon Chi is the only
source of power available to them, Kuei-jin can gain and
store only as much as their P’o ratings allow. Hungry
Dead with high P'o feed and survive more easily, while

“those who rely on Hun are forced to allow their demon

souls. greater influence or become the prey of more
powerful Kuei-jin.

Demon Chi can be used to fuel Kuei-jin capabilities
in the absence of Yin or Yang Chi, but it still calls for a
P'o roll against a difficulty of Hun +3. Four or more
successes on a roll means a Kuei-jin enters fire soul
automatically. Kuei-jin in'this setting walk a precarious
line between the need to maintain power and the risk of
becoming demonic beasts.

¢ Scarce Chi: In the Sixth Age, Chi may drain from
the world like blood from a corpse, leaving the Kuei-jin to
starve and fade away. As the August Personage denied the
Wan Xian the power to breathe, so the Sixth Age may
limit or deny the Wan Kuei the ability to feed. Instead of
a particular kind of Chi becoming scare, as described
previously, all Chi becomes rare or at least less accessible
to the Kuei-jin. The Hungry Dead must horde their Chi
and are reluctant to spend it unless absolutely necessary.

® Restricted Feeding: A variation on the “Scarce
Chi” option is that Kuei-jin may be limited in their
capacity to feed. This approach can involve variations of
its own, depending on how restricted feeding becomes.
Generally, you can “scale back” the means of obtaining
Chi discussed in Kindred of the East (pp. 137-138). - -

If bodhisattvas and arhats lose the capacity to
acquire Chi through osmosis, they must find prey once
more. That makes dragon nests worthless to the Kuei-
jin as a source of power, although the sites might
remain as gateways between worlds (see the discussion
on the Wall and spirit worlds that follows). Elder
vampires hunting means straifi imposed upon the Wan
Kuei’s chosen prey, humanity. Scarlet screens have to
work overtime to conceal increased feeding — and to
be sources of Chi. Competition for prey causes friction
between factions, and increased hunting may attract
the attention of demons hunters.

Kuei-jin reduced to obtaining Chi from human flesh
are pitifubcreatures, but desperate times call for desperate
measures. If flesh becomes the sole source of Chi, the
Kuei-jin have no choice but to adapt or starve. Sooner or
later, these recourses lead to temptation by fire or shadow
soul, which only indulge hideous appetites. Such a terrible
fate might reduce the proud WanKuei to little more than
a horde of ghouls. The resulting shame could cause
widespread Dharmic degeneration, even among arhats
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and bodhisattvas. Some Kuei-jin become chih-mei, losing
alltrace of humanity. The central struggle of the chronicle
is ‘holding on to any vestige of human-nature while
simultaneously avoiding demon hunters and outraged
human authorities.

It could also be that Kuei-jin feeding is so s limited that
the Hungry Dead can obtain Chi only from other shen,
including their own kind. This fate dooms the Kuei-jin to
civil war. Once the hengeyokai, hsien and other prey are
gone — and most likely even before then — the Kuei-jin
turn upon each other and upon western Kindred in an
orgy. of violence. Eventually, their numbers are pared
down until only a handful remain, each hunting the
others for enough Chi to survive for a few more hours.
Then the last vampire is doomed to-starve.

® Restricted Uses Beyond limitations on obtammg
Chi, Kuei-jin may face restrictions on the ability to
channel and use what Chi they have. The nature of the
Sixth Age may demand more Chi to fuel supernatural

_powers, forcing Kuei-jin to avoid using their capabilities.
How diminished vampires become depends on the Chi
their powers demand. At first, it might be a relatively
slightincrease, an additional point to use a Discipline, for
example. This may increase to two or five points needed
to activate any particular power, or by costs increasing
50% to100% or beyond.

And yet, increasing Chi costs might not affect uses of
Demon Chi, which seems the most economical option.
Resorting to Demon Chi comes with its own risks, of
course, but some Kuei-jin gladly take them to save their
Yinand Yangenergy. This avenue makes the Demon Arts
common, perhaps a major step on the road to corruption
by the Yama Kings.

Tie WaLL anp THE SPiRjT WoORLDS

The connection between the material and spirit
worlds is vital to Kuei-jin existence and capabilities. The
Sixth Age undoubtedly leads to an imbalance between
the realms, making the Wall harder or easier to overcome,
with consequences either way.

® Raising the Wall: An increase in Wall strength
may result from diminishing Chi levels in the world or
from a widening gulf between the material and spiritual.
The Wall may intensify to a particular point and then
stop, or it may become impassable and spirit and matter
are divided forever. See “The Rising of One Hundred
Clouds” for an example of what might happen if the Wall
cuts off contact between worlds, trapping the Kuei-jin in
the Middle Kingdom.

An increase in Wall strength affects more than the

capacity of the Wan Kuei to step from one world to -

another. It affects the ability to feed on ambient Chi,
since the difficulty of doing so is based onlocal Wall
rating. The result is a form of limited feeding, discussed
previously, which leads to an increased need for Chi
among arhats and bodhisattvas of the Hungry Dead.

* Lowering the Wall: Alternatively, the coming of
the Age of Sorrow may batter down the Wall between
worlds, or at least weaken it to a point at which passing
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through is relatively easy for anyone with the means. That
applies to the Yama Kings, too.

EXPERJENCE AND ENLjGHTENMENT

The Fivefold Dharmas of the Kuei-jin are dedicated

.to achieving enlightenment. The end of your chronicle

might signal the completion of the characters’ search for
fulfillment. It can be an opportunity for revelation or
insight that guides characters toward the peace espoused
by their faiths.

Suchmomentous lessons may intensify the characters’
personal development in terms of both Dharma and
experience. This progress allows players to enjoy, however
briefly, the power possessed by arhats and ancestors, to
wield greatstatus and influence. It can be like a time-lapse
fitm of the characters’ progress, bringing them to a point
where they face the challenges of the end head on.

Opportunities for auspicious occasions and acts ‘of

~ blindness (Kindred of the East, pp. 52-53) also suit the

themes of end and transition. These are indeed “interesting
times” for the Kuei-jin, who face unprecedented
challenges. Part of your end story may involve characters
reaching enlightenment or turning away from it because
of the demands of their unlives.

By the same token, the momentous events happening
all around them (and to them) are good reason to grant
additional experience points, allowing characters to
learn from hard or fateful lessons. You can even waive
factors such as training, saying that the Kuei-jin have to
learn by doing, acquiring theirskills the hard way in such
times of crisis.

If you plan to continue your chronicle into the Sixth
Age, consider the effects of -increased Dharma and
experience on the characters. Your troupe might retire

“characters to become the arhats and bodhisattvas of the

new Age, or you can start a new chronicle in which the
characters function on an entirely different level than
before thanks to their newfound insight and capabilities.

The Seconp Breat

A vampire's unlife begins with the Second Breath,
when the Kuei-jin’s divided spirit escapes the torment of
Yomi and rends the Wall to return to its corpse (or
another corpse). Whether the Second Breath is an
opport‘umtyfor redemptionand enlightenmentora terrible
curse, it’s the very foundation of the Kuei-jin. In the Age
of Sorrow, the nature or existence of the Second Breath
may change, taking the Kuei-jin with it. =

* Fewer Return: Fewer souls escape from-the-
clutches of the Yama Kings to return to the Middle
Kingdom. A sign of the dawning Sixth Age is fewer and
fewer Kuei-jin coming into being. As existing ones
meet Final Death, there are fewer vampires are left in
the world. Eventually, the number of Wan Kuei
destroyed might exceed the number that come into
being, diminishing their ranks ever further. Fewer
Running Monkeys might seem a blessing to elders of
the courts, but it also means fewer subordinates to take
on various tasks and missions.
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e None Return: At the extreme end of the

spectrum is no Kuei-jin returning at all. This
phenomenon may spell the eventual end of vampires.
Although they are eternal, even the Wan Kuei meet
Final Death in various ways. With none to replace
them, their ranks thin with the passing of years until
they’re a mere handful. The process may take centuries
or even millennia, but is inevitable. If the Kuei-jin are

still faced with enemies such as the Shih and Kin-jin, -

the inability to replenish their ranks may lead to their
extinction that much sooner.

® More Return: On an entirely different tack, the
Age of Sorrow may arrive when an increased number of
souls escape Yomi. Kuei-jin numbers grow too rapidly for
~ the slow-moving courts to adapt. More and more Running
Monkeys means more potential for imbalance, chaos and
even rebellion as different factions recruit and try to
create political or social power blocs. More vampires also
means a greater threat that mortals will discover the
existence of the Kuei-jin and take action against them.
The ancestors of the August Courts might see the rise of
more Kuei-jin as'an opportunity, sending cannon fodder
off to support the Great Leap Qutward. Or population
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e -
increases could occur outside the Middle Kingdom,
tarnishing the delicate purity of the Kuei-jin.

¢ All Return: What if all souls with ties to the Middle
Kingdom become Kuei-jin after death? This development
quickly and vastly changes the nature of undead existence,

- as the Hungry Dead are recognized throughout Asia and
- the world. Mortal authorities are overwhelmed by savage

and ravenous vampires, and existing Kuei-jin quite unable
to hunt and tame so many chih-meh. Even though many
new vampires are destroyed, those killed take the Second
Breath. The Age of Sorrow becomes a terrible warbetween
the living and dead, between the lands of the Middle
Kingdom and the outside world.

¢ Servants of the Yama Kings: Or the nature of the
Second Breath may change in the Sixth Age. Perhaps the
souls that escape Yomi do not escape at all, but are
released by the Yama Kings to become Kuei-jin, or more
specifically akuma dedicated to demonic service. These
vampires are sworn to obey even before their souls leave
Hell. They rise in control of their vampiric nature and
take up duties to corrupt existing Kuei-jin, reducing all to
servitude. It’sonly a matter of time before unclaimed Wan
Kuei are a hunted minority.






"AND HE GATHERED THEM TOGETHER IN A PLACE
CALLED ARMAGEDDON. AND THE SEVENTH ANGEL
POURED FORTH HIS BOWL AND A VOICE CRIED OUT
FROM HEAVEN SAYING. IT IS DONE’
—REVELATION l6:16

LAST SUNRISE

Hatshepsut, Lady of the Disciples of Anubis, Cham-
pion of Ma’at, Chosen of Osiris, stood on the rooftop in
Cairo and awaited the dawn. She was certain it would
come, but not so certain about the one after that. She
took careful note of each moment. She had seen count-
less sunrises before, but the possibility of there being no
more made this one important. She watched as the face
of Racolored the eastern horizon in shades of violet, gold
and orange before the golden disk of the sun appeared,
sending the first rays of light stretching across the city.

It was not the city — not the world — that she
knew. The buildings were strangely shaped, and tall.
The streets were filled with cars. The air reeked of alien
smells. The people wore strange clothes and worshipped
foreign gods. But the sky, the sky and the sunrise were
still as Hatshepsut remembered them. The light of Ra
was as unchanged by the passage of time as she was.

Evenas the sunrose, Hatshepsut feltachill in the air.
She had clung to the unchanging aspects of the world to
see her through millennia of life and death, and now her
homeland wasalien to her. Even those things she thought
would never change were different now. Nothing, it
seemed, was truly eternal. Not even the gods themselves.
Certainly not those who believed themselves immortal.

“Lady?” the voice of an acolyte interrupted her
thoughts. Hatshepsut turned to see the young woman
standing shyly by the door of the rooftop garden, clearly
wishing that she had not been required to interrupt her
mistress’ meditation. Was I so young once? the Nile
Queen wondered to herself, looking at the girl.

“Whatis it, child?” she asked as gently as she could.

“There is news,” the acolyte replied gravely.
“Please come.”

Hatshepsut knew that her helpers, both mortal and
immortal, had shiclded her from certain aspects of the
modern world. There was simply too much to take in all
at once after lifetimes spent in the shadow world of the
dead, standing guard against the coming of Apophis.
There was so very much to learn, but no time — no time
whatsoever. Hatshepsut learned what she needed to,
and left the rest to the youngsters.

They had shown her the television, and Hatshepsut
understood it at least in concept. The way it showed
images of distant places, and how it was used primarily
for entertainment, presenting dramas and comedies
that were more like dreams made real than plays. Now
the television showed images quite familiar to her.

“The Pyramids,” an acolyte said. “They say people
have seen ghosts, that there is panic and rioting.”

CHAPTER 5 MUMMY: THE RESURRECTION
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Hatshepsut looked at the images of people running
about madly. She listened to their cries of terror and
anger. A voice said something about artempts to restore
order, but she barely listened. The chill she’d felt on the
rooftop deepened.

“What does it mean?” one of her aides asked, and
the immortal Hatshepsut shook her head sadly. She
took adeep breath, momentarily enjoying the ability to
breathe, of being alive, like the last bite of a fine meal.

“It has begun,” she finally said.

“What has, mistress?”

“The end.” Then she squared her shoulders, raised
her head proudly like the queen she was, and regarded
her shocked and frightened followers.

she said. “There is much we must do.”

INTRODUCTION

All things must come to and end, or so mortals
believe. But the Undying, those reborn into immortal
life, know that what secems to be an end can also be a
beginning. Perhaps the beginning of something never-
ending. Andyet, the immortals of the World of Darkness
sec growing portents. The signs suggest that efforts to
restore the balance, to serve as champions of life may
have come too late. Everywhere there are marks of
corruption and the rising power of Apophis. It seems
that the Undying, who once had all eternity stretched
out before them, are running out of time.

This chapter details the end of the World of Dark-
ness as seen by the Undying — the mummies of Egypr,
Asia and South America described in Mummy: The
Resurrection and the Mummy Players Guide. It de-
scribes several different approaches to the last days of
the Reborn, and how they deal with the end of an
existence they once thought would never end. Like all
finales in this book, these scenarios are speculative,
some possibilities of what might happen. As always, the
ultimate direction of your story is up to you.

THEMES

The various themes of Mummy — hope, responsi-

“Come,”

bility and duality — are reflected in this chapter’s
possibilities for the end.
HOPE

How do you maintain hope when faced with the
imminent end of the world? That’s the question the
Undying must answer when face to face with the power
of Apophis the Corruptor. It's easy for characters to
despair, to surrender to the inevitable, but the Amenti

and the other immortals have undergone many trials to
get to where they are. They have passed through death,
terror and resurrection to become champions of life. It’s
easy for the Undying to have hope when they're assured
of immuortality, but quite another thing when faced with
final mortality. Do they endure or give up? Can they
convince others to fight and to hope until the very end?

RESPONSIBILITY

The gift of immortality comes at a price. The
Undying are protectors of Balance, furthering its cause
in the world. They have always waged a difficult battle,
but now it scems the Amenti and their allies are losing.
The world has tipped so far out of balance, sliding
roward its inevitable doom, that there seems no chance
for the immortals to right things. Does that mean they
can abandon their responsibilities and the oaths they
swore when they became Undying, or do they hold to
them no matter what happens? The end times are the
ultimate test of the Undying. Are they the champions
they've been chosen and trained as, or not?

DUALITY

The Undying represent a union of opposites: an-
cient and modern, living and dead, alive yet immortal
andageless, human and more than human. [deally, they
embody the balance between these opposites. The
balance of the Undying is also the key to their success
— to one degree or another — against the forces of
corruption. They are walkers between worlds, able to
operate equally well in the tands of the living and the
dead, attuned to both matter and spirit, knowledgeable
in what lies beyond the veil of death. If they can harness
these qualities, the immortals of the World of Darkness
have the potential to save it, although their victory may
come at a very high price.

MOOD

The mood of the end is certainly a somber one, but
it needn’t be hopeless. After all, the Undying are all
about hope in the face of overwhelming darkness and
despair. The arrival of the end can evoke a number of
different moods.

FEAR

There may be nothing more fearful for an immortal
than the imminent and unavoidable approach of death.
Even for the Amenti, who have experienced death
before, there is a certain chill inherent to what lies
beyond the Judges of Ma’at and the Blessed Fields of
A’aru. What happens to them when even death meets its
ultimare end at the fangs of the Great Serpent? What lies
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beyond the great darkness and nothingness of Oblivion?
There is good reason for the Undying to fear the end.
This mood is important because it brings substance
to the Amenti’s struggles. It's one thing when the Undy-
ing carry out their duties secure in the knowledge they
will eventually return from death. It’s another to know
that the end is truly for everything, including them.

DISAPPOINTMENT

Ever feel like you paid full price to see a movie and
only caught the closing credits? That's how many of the
Amenti feel. They were promised eternal life in ex-
change for becoming champions of Ma'at. Now, only a
few shorts years after that promise was made, they're
faced with the possible end of everything. Doesn’t seem
very fair, does it? Elder mummies like the Shemsu-heru
and some of the other immortals — even creatures such
have had the opportunity to enjoy centu-
ries of existence, but the Amentiare practically newborns.
They'veonly just tasted immortality and now it’ssnatched
away from them. If they allow it, that is.

as Ve

For some of the Undying, this disappointment may
turn into righteous anger and strength of purpose.
They'll be damned if they're going to let the end come
now that they're immortal! Others may feel deceived by
the tem-akh and Osiris. Did those powers know what
was coming? Were the Amenti tricked into becoming
cannon fodder for a final war between Osiris and
Apophis!?Some Undying may despair, denied the chance
for the eternal life they were promised.

RESOLVE

If the definition of courage is being afraid, but
facing that fear and acting in spite of it, then the
Undying haven’t had many opportunities to demon-
strate true courage. Once they underwent the Spell of
Life and became immortal, what did they have to fear?
Not even death could hold them forever. Now theyre
faced with the possibility of losing everything they've
gained — not just death but destruction. Now the
Undying have a chance to demonstrate what they're
made of, to live up to the potential that the tem-akh
and Osiris saw in them. These people swore to fight
against Apophis and its minions, but did they really
know what they were in for?

Some of the most dramatic moments in fiction and
history involve people faced with imminent doom, the
ultimate test of their convictions. Do they fold in the
crunch or are they willing to do whatever it takes to have
achance of victory, even if it means making the ultimate
sacrifice? That is the test the Undying face now.

,_'T‘hé kem;ros and mformatlon in thls chapter
easmpg:yuﬁ ‘have. access to the Mummy Players
Guide, iide, specifically the material on Asian and South

' Ameﬂcan mummies-and recert events in the world

of the Reborn. This material is not strictly necessary -
toplay end scenarios involving the Egyptian Amenti

TALES OF THE END

This chapter offers several different scenarios for
ending the world as the Undying know it, including a
concept for cach of the three different types of mum-
mies. Feel free to use one or parts of all in whatever way
suits your chronicle.

“Apophis Ascends” describes the Amenti's final
confrontation with an avatar of Apophis. A wraith
called Eurydice has risen and seized upon occult knowl-
edge that has infused her with the Great Serpent’s
power. Now she intends to consume the Apepnu, the
dread champions of Apophis, to subsume their power.
With it, she will be able to shepherd in the end of the
world and the rise of the Corruptor, unless the Amenti
can stop her.

“The World Goes Westward” details the fate of the
Teomallki mummies of South America. The origin and
nature of the ancient immortals ties into the end of the
world, making them key players in the way things come
to pass. Are the Teomallki slaves to fate, or can they
choose the furure?

“Dawn of the Age of Sorrow” looks at the end from
the perspective of thc Wu T'ian, the Taoist immortals
of Asia. As the Wheel of Ages turns and the forces of
Yomi gain strength, the Family of Heaven rallies for a
final struggle against the demon lords and their min-
ions, with an eye toward preserving knowledge and
wisdom for ages yet to come. Will they fade quictly away
as the Demon Emperor ascends to his throne, or fight to
the bitter end against the inevitable?

“Long Day's Journey into Night” focuses on the end
through the sundering of the Shroud between worlds.
The corrupt wraith Eurydice seeks to merge the mate-
rial and spirit worlds to create an age in which death has
no meaning and Apophis rules over all. Mummies must
travel into the depths of the Underworld, braving the
fury of the Dja-akh to find an ancient spell that can
create a new Shroud and separate the realms, but only
with a grear and terrible sacrifice. Are the characters
willing to do what is necessary to fulfill their purpose
and safeguard the world?
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SIGNS IN THE DUST

Signs of the rising power of Apophis and the
approach of the end times have appeared for some
rime, although many choose not to see them or inter-
pret them incorrectly. As the time of Apophis’ rise
draws near, portents become more and more common
for the Amenti and the other immortals of the World
of Darkness.

Feel free to introduce the signs and omens described
here to foreshadow the end of your Mummy chronicle,
and as examples for your own signals of the end.

THE SERPENT'S VENOM
From cable news reports:

“Violence continues in the Middle East tonight as
[sreali military forces seck Palestinian terrorists in the
West Bank region. Earlier this week, Isreali atrack
helicopters fired rockets at several cars believed to carry
terrorists, killing seven and injuring 46, while Isrcali
troops opened fire on protestors during a house-to-
house search, killing 11 and wounding as many as 35.
Palestinian authorities call the attacks ‘completely
unprovoked,’ while the Isrealis insist that the Palestin-
ians harbor terrorists.”

“One of the holiest sites in the world became
the site for religious and political violence today as
Jews and Muslims clashed outside the Temple of the
Rock in Jerusalem. The Muslim mosque is built on
the site of an ancient Hebrew temple. Until re-
cently, the Isreali government allowed the Islamic
mosque, along with numerous other religious sites,

to operate freely in the city of Jerusalem. Jewish
protesters gathered outside the Dome of the Rock
today, however, proclaiming, ‘The temple will be
rebuilt,” apparently referring to the Jewish temple
that once stood there. The demonstration led to
conflict with local Muslims, as authorities attempted
ro quell the riot.”

“An [sraeli Defense Force spokesman today named
apreviously unknown religious sect called ‘the Amkhat’
as the target of recent incursions into Tulkarm and
other West Bank towns. An IDF dossier released to the
press accuses this cult of a wide variety of outrages, from
terrorist activities to ritual cannibalism. Palestinian

Authority representatives called Israeli ¢laims inflam-
matory, but insiders suggest that the Authority has
been trying to root out Amkhat for some time. Mean-
while, Egyptannounced that it was withdrawing support
from the current round peace of talks, citing the Tulkarm
incursions and ‘Isracli tabrications.”

“Protests took place in Syriatoday over U.S. rhetoric that
some Syrianssay is both threatening and ‘war-mongering, as
the United Statesconsolidates control over [rag. The protest-
ors believe statements made by U.S. officials suggest that the
United States is prepared to launch a military offensive
against Syria f it does not fully comply with U.S. plansfor [raq
and Middle East peace. Syrian authorities proclaim they are
unwilling to ‘negotiate under threat of war” and continue to
voice demands for the United States to clearly outline its
plans for the future of Iraq and the region.”

Froma classified U.S. National Securicy Council report:

“...clear evidence that weapons of mass destruction
have been smuggled out of the region and may be in the
hands of terrorists affiliated or allied with the former
regiime. These weapons may include chemical, biological
and nuclear devices of limited capability, but more than

sufficient to inflict devastation on a massive scale, par-
ricularly to concentrated urban arcas. Potential targets
include disputed areas in the Middle East as well as
sensitive U.S. sites both domestic and international.”

RA HIDES HIS FACE

From CNN .com:

No Explanation for Mid-East Eclipse

Experts remain baffled by what they can only call an
“unexplained phenomenon” involvingatotal solarcclipse
seen in the Middle East carlier today. No eclipse was
expected, since the moon's orbit does notbring itdirectly
in front of the sun for another two months, when an
eclipse isexpected tooceuracross parts of North America.
Nonetheless, the event appeared exactly like a solar
eclipse, which obscured the face of the sun and was
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visible in Cairo, Alexandria, and parts of Palestine, Syria
and Saudi Arabia. The “cclipse” lasted tor just over 20
minutes, and was filmed by numerous news and media
outlets in the region, as well as by scientists.

Although explanations have been offered ranging
from orbiting space debris to a close pass by a “rogue”
asteroid, experts dismiss them as “highly unlikely.”

Sign seen carried in a crowd in Cairo:

Stretch out thine hand roward heaven, that there
may be darkness over the land of Egypt, even darkness
which may be felr.

Exodus 10:21

From a post on the alt.conspiracies newsgroup:

The facade is crumbling! The eclipse in the Middle
East wasn't meant to happen, and it's evidence that
they're getting sloppy. “Orbiting debris” my ass! It was
orbiting, that's for sure, but it wasn't any kind of debris.
It's connected with the “newly discovered” star that
doesn’t have any kind of normal stellar properties, you
can bet on that, and they're going to try and cover it up.
I've got five different samples of footage already, and
there's more on the net every day. Look it up for yourself
and don't be fooled by what goes out over official chan-
nels. Keep watching the skies!

PLAGUES UPON EGYPT
SIDS Epidemic Sparks Panic in Middle East

CAIRO — A mysterious and massive outbreak of
Sudden Infant Death Syndrome or SIDS has sparked
fears ofan epidemic in Egyptand parts of the Middle East.
Over the past week, over 600 newborns have died of
unexplained causes in hospirals throughout Egypt. Phy-
sicians and medical experts say that while sudden and
unexplained deaths do occur with some infants, the
breadth of these events is completely unprecedented,
and may represent an unknown infection of some kind.

“SIDS is not a contagious discase,” says Dr.
Mariq Hanoush of Cairo. “This epidemic clearly
involves something beyond random chance.
Frankly, we're at a loss.”

Egyptian authorities have declared a state of emer-
gency and called upon the assistance of the World
Health Organization. The Centers for Disease Control
have also volunteered experts and resources to help
contain and possibly isolate the cause of the fatalities.

From Nurit ab-Rachel's diary:

November 12

I'm writing this down, because someone needs to. Even
with all that I've seen and been through, I don’t know that

[ entirely believe it myself. Writing things down helps me
sort it out a little.

It rained frogs today in Alexandria. I can hardly
believe it, but it did. An unexpected storm swept in
from the sea. At first it was just like a late season
thunderstorm, but then [ saw them.

Frogs. They were falling out of the sky, hundreds of
them. They were everywhere. They were hopping
through the streets, jumping off awnings, all over the
place. It was crazy, and it messed up traffic really bad.
Nobody knew why it happened. Most just passed it off
as one of those freaky things, but a lot of people said it
was a bad sign, including some of the women from the
Cult of Isis. [ haven’t gotten familiar enough with the
astrology to follow it all, but | hope they're wrong.

November 15

Why did it have to be snakes! Haha. That isn't
even funny, but I'm kind of freaked out and [ don’t
know what to say. Snakes have appeared all over Egypt
and the Sinai. Already at least 20 people have died
from bites, and there are lots more in the hospital.
Nobody knows where they're coming from, and no-
body around here can forget that snakes are associated
with Set and Apophis.

Rains of frogs. Now snakes. | can’t believe it. [ just
pray that it isn't true. [ wish there was more [ could do
than just volunteer with some of the sisters to help
people in the city. It fecls like [ should be doing some-
thing, but I just don't know what. It makes me so
frustrated | want to scream.

November 21

[t's true. The plagues of Egypt. Swarms of locusts
are infesting places all along the Nile. Nobody knows
why. It’s the wrong time of year. None of it makes any
scientific sense, but that’s because science has nothing
to do with it. It's not the will of God, cither. It's
Apophis. He must have a really twisted sense of humor.

I just looked back over what I wrote. [ still can’t
believe it, but there’s no denying it now. It’s like
somebody died around here. Everyone knows what's
happening, but nobody wants to talk about it. The head
pricstesses spend a lot of time either studying or doing
rituals, but I don't know what for.

December 3

A message has arrived from Cairo and I'm leaving
as soon as I finish writing this. 'm leaving my diary with
the sisters of the Cult of Isis. [ know they’ll take care of
itin case I don't come back. This might be my last entry.
There are a few things [ want to say.

CHAPTER 5 MUMMY: THE RESURRECTION
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The truth is that I'm scared out of my
mind, but at the same time I'm glad
that 've finally got something I can

theirburdensome quest. Andso they failed,
and the howling winds of the Dja-akh
scoured the beloved city of Amenti.
Those mummies reborn in the
modern era from the ancient and
modern dead owe their exist-
ence to the failure of their
predecessors. And yet, out of
failure and despair, hope arises.
The Amentiawaken with new
purpose and passion, certain
they have both the power to
save the world and an eternity
in which to do it.

do. Tcan'tjustsit around while the
whole world falls apart. | just
think about my family and ev-
crybody else’s families.

God, it’s too big to under-
stand, but L agreed when Rachel
came to me to find a better way
to live. I swore that I would
follow and uphold Ma'at. I got
anotherchanceatlife, and that
means [ owe the world. If there’s

anything 1 can do to stop
Apophis, 'm going to do it.

They're wrong.

Apophisstirs. In ages past,
the Great Serpent was as the
hydra, its power spread among
many fangs and eyes. Now,
the Corruptor gazes upon the
world with its own red eye, as
a star in the heavens. Loyal
cultists cull the ranks of mon-
sters and reclaim the scattered
shards of their dead god’s soul.
The bloodline of Set and the
brood of the Corruptor falls to
treachery in back alleys and
hidden crypts. Even the
mighty Apepnu find them-
selves hunted by demons they
donotknow, roughly castaside
in favor of a new champion.

The final battle between
the champions of Ma’at and
Apophis is at hand.

PRELUDE:
THE COMING OF
EURYDICE

When a tem-akh appears
to a new ghost and offers a
second chance at life, the soul
must accept the joining. Most
do. The dead crave life as nothing
else and hungrily seize upon any
chanceatrenewed warmch and breath.
Yet, some ghosts refuse the
gift of resurrection for rea-
sons of madness, pride or

I guess there’s not much
more to say except, if you're
reading this and we won, make
sure that it wasn't for nothing.
Remember how bad it got and
how close we came. It's just like
what happened tome, what hap-
pened to all of us before we were
reborn. # When the world gets
a second chance like we did,
live like every moment counts.
I don’t know who you are but [
love you. We all do. That's why
we're doing this.

Nurit ab-Rachel

Graffitiseeninanalleyim Cairo:

RAIN OF FIRE RAIN OF
FIRERAIN OF FIRERAIN OF

APOPHIS
ASCENDS

Osiris and Isis created the
first Egyptian mummies to de-
fend the world from the minions
of Apophis. These Shemsu-heru
waged warupon the undead chil-
dren of Set, and upon the seven
immortal blasphemies known as
the Apepnu. As the conflict dragged
on for millennia, the champions of
Osiris lost their way, diminished by the
weight of ennui, selfishness

and the seeming futility of [ A BEERSRUR H
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cynicism. It’s their right, and none get another chance.
Such ghosts may go on with their shadowed afterlives,
clinging to the wan sustenance of memory and regret.
One such soul was Eurydice.

Eurydice’s true name remains lost to her along with
most of the details of her life. When the ancient soul of a
tem-akh appeared before herand spoke of rebirth and hope,
she recoiled in fear and demanded that the shade leave her
alone. Saddened, the tem-akh departed and found another
host. This would have ended the ghost’s story in the greater
tale of the Amenti, were it not for the woman's unusual
tenacity. After a time in the Underworld, she was eventu-
ally led back to her corpse, where she found the strength to
rise as one of the walking dead. Touched by the wisps of
memory left by her briefcontact with the tem-akh, the ghost
knew that her destiny somehow lay in Egypt. She made her
own perilous hajj to the Web of Faith and sought out the
cultists of which the tem-akh had spoken. She represented
sorrow to them, for they could not give her life, and so they
turned her away to find her own path.

The nameless revenant remained in the Holy Lands,
watching and ultimately envying the Reborn from afar.
She grew obsessed with resurrection, even as her relent-
less khaibit gnawed at her nobler self. Envy grew to hate;
she felt abandoned and betrayed. She thought it unjust
that she could not have life when corpse after corpse
stumbled from the far corners of the world to breathe
again. She blamed the tem-akh for failing to overcome
herfear. When her hate and the whispers of the Devourer
swallowed the last of her soul, she followed the voice of
corruption to a hidden cell of Amkhat cannibal-sorcer-
ers. In a defiled crypt hidden deep in the sands, she
interrupted the cult’s bloody feast and butchered them
one by one until the remainder bowed before her.

Aided by her new servants, the embittered Eurydice
began a bold plot to steal the resurrection she believed
the world owed her. Her agents roamed the Web of
Faith and kidnapped sorcerers faithful to Osiris, but
such victims proved useless. They knew only part of the
ritual, and even then only the part that required access
to the Lifeforce of Osiris. Eurydice personally caprured
one of the Amenti, but this victim knew even less about
the Spell of Life, and so she turned his flesh over to her
servants. All seemed hopeless...

Until Kemintiri found her.

Known and feared among vampires as an ancient,
maddened demigod, Kemintiristumbled out of the moon-
drapeddunes like aprophet of old. In her veins flowed the
blood of Set, first Chosen of Apophis, and her shattered
mind held revelations better left unspoken. Something
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called Kemintiri away from her masquerade among the
undead, from her endless, pointless series of imperson-
ations. Something called her into the deep desert of
Egypt to receive a prophecy and a message: Eurydice
would live again, and vanished Set would no longer bear
favor as the Chosen of Apophis.

Eurydice offered gracious hospitality to her strange
and godlike guest, butchering servants when they failed
to bring sufticient victims to satisfy the ancient’s hunger.
Yet, little more than mad rambles escaped Kemintiri's
blood-soaked lips. In time, Eurydice grew impatient with
the babble. She had heard enough. As Set’s child lay
writhing in the throes of some seizure or revelation one
evening — Eurydice no longer cared which — the arisen
ghost plunged astake into the vampire’s heart. Kemintiri
stilled and muttered no more. Under orders from their
ambitious leader, the Amkhat took the blood of the
captive and worked foul alchemy upon it. Captured
ramblings and fragmented notes merged with stolen and
forbidden necromancy. Together, the Amkhat made
their own mockery of the Spell of Life, crude and rooted
in magic older and deeper than they could possibly know.

Finally, agreatassembly of the Amkhat metinasecret
place for the casting of the spell. Fully one-third perished
when the magic grew beyond their control and sucked
away their souls. Infused with alchemy distilled from the
blood of Kemintiri, and through the blood of the first
Chosen of Apophis, Eurydice was transformed. For seven
agonizing beats her heart pumped. Seven breaths filled her
dead lungs. Yet, she did not live, and out of failure she
became something more, something terrible. The favor of
her god lay upon her with dread purpose and she knew at
last how she might live again. Apophis stirred beneath the
realm of the dead, rising in slow coils. He would be her tem-
akh and she was now his chosen instrument of ascent. All
she needed was to reclaim the seven ifrit of the Great
Serpent’s soul from those who dared to call themselves the

Children of Apophis. Their death would be her life.
And her life would birth Apophis into the world.

ASSASSINATION

As the story begins, Eurydice has sent her stalkers
(see p. 190) to locate and slay the seven Apepnu. The
characters should discover this plot early enough to
intervene before Eurydice grows too powerful. Pre-
sented here are the two most likely discovery scenes.

THE FACE OF EVIL

The characters have already been tracking the ac-
tions of a Bane Mummy, perhaps as part of an carlier
story. Well prepared with equipment, architectural plans
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and strategy, they break into one of the ancient fiend’s
lairs only to find the mangled corpses of its guards strewn
about, and the walls spattered with warm gore. The dwar
carefully works its way through sccret passages, half-
sprung trapsand otherobstacles to the innermost sanctum
of the fortified haven. There the characters find their
undying quarry kneeling, battered and bleeding, sur-
rounded by a pack of strange animal-headed creatures.
Before any of the characters can intervene, the leader of
the pack strikes a deathblow and inserts a long tongue
into one of the Apepnu's wounds. Sickly green light
flows into the fanged muzzle, and the lifeless body of the
mummy falls to the ground. It is then that the creatures
notice the characters, growling at them and crouching to
pounce. As the characters leap into the fray or prepare for
attack, the leader of the beasts barks an order in its
strange rasping language and the entire pack dissolves
into wisps of fine sand. Alone in the silence of the
abattoir, the characters may retrieve the corpse of their
slain enemy or simply escape to inform their superiors.

AN UNLIKELY TALE

Less militant Amenti might learn about the strange
assassination of the Bane Mummy indirectly. Superiors
may forward transcripts and reports provided by immor-
tals who directly observed such events. Alternatively,
the characters’ dwar might be called to assist in the
interrogation of a mortal witness who hid and saw
everything occur in a more public area. Such a witness
is unreliable at best, and probably quite mad from the
sheer horrorof events. Information obrained is rife with
falsehoods and exaggerations, while containing enough
truth to scare the characters and suggest the arrival of
a new player in the immortal game.

For a stranger twist, the characters might be ap-
proached by a four-jar or other thrall of the murdered
Apepnu. The being is willing to trade information for
protection from the characters. The dwar may not trust
suchatainted informant and might well suspecta trap. But
then, what could scare an undead monster so badly that it
would turn to its enemies for safety? Such an encounter
should shake the characters and impress upon them the
degree of danger posed by the mysterious destroyers.

Regardless of how the characters learn of the first
assassination, it is not the last. Within a week, another
Bane Mummy dies under similarly gruesome circum-
stances. [t's clear that someone — or something —
systematically hunts the Apepnu. The five remaining
Bane Mummies scatter, cach suspecting one another of
masterminding events. The leadership of the Amenti
shares this suspicion, yet none of the evidence points to

any of the survivors as suspects. No one wants to belicve
that there might be a new power at work in the world,
least of all the Children of Apophis.

STALKING THE STALKERS

In the wake of the two assassinations, the remaining
Apepnu go to ground. Many of their known agents or
associates retreat into seclusion or avoid their usual hang-
outs. Amenti leaders sense that this conflict is more than
a turf war among the Children of Apophis. Such undying
monsters have little reason to fear assassination attempts,
except as a temporary setback. And yet, the Bane Mum-
mies hide and send their most trusted agents across the
world searching for answers. It soon becomes apparent
that they are truly afraid, and that fear makes them
vulnerable. How the characters investigate this situation
depends on their strengths and upon your needs.

DIGGING FOR CILLIES

The characters may seek out the killers, trying to find
out the identity and origin of the strange monstrosities.
Such an investigation may follow any number of paths.
The characters can hunt in old occult libraries and some-
how buy, barter or even break into private collections on
the trail of vague references and rtantalizing clues. All
Research rolls made for such an obscure subject as the
stalkers has a minimum difficulty of 8, with successes
yielding assorted, elusive clues. For example, a single
success might reveal that figures bearing strong resem-
blance totheanimal-headed assassinsappearonacartouche
uncarthed at a dig south of Abydos. The characters can
then track down this cartouche and translate it, which in
turn points them elsewhere. Players should not feel that
they get the run-around, but their characters should sense
the obscurity and elusiveness of their quarry. Amenti
familiar with the supernatural might assume the attacks
were carried out by werewolves or other shapeshifters, but
alltheir research (as well asany direct experience ) suggests
otherwise. These are not werewolves.

Useful facts the characters might obtain through
research include the following.

e Although sunlight does them no harm, the beasts
hunt only at night (three successes).

® The creatures serve Apophis directly, and only
the greatest champions of the Great Serpent may con-
trol them (four successes).

® These “stalkers” have the power to travel as fast
as a racing sandstorm, and to smell sin like desert beasts
smell water (five successes).

® The ritual used to summon these stalkers requires
large quantities of human blood and specific herbs and
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unguents. Enterprising characters might track recent
acquisitions of such materials and reference missing-
person reports in surrounding areas.

CALLING IN OLD DEBTS

Mummies less interested in archeology and bookwork
caninvestigate directly, approachinglongtime informants
and those “in the know” about the twilight world of the
supernatural. [t takes little effort to recognize the under-
current of fear at work. Old contacts don’t want to talk or
claim retirement from the business, but very few have any
idea of what is actually happening. Vampires of Sct’s
bloodline may know that a few of their older members
have disappeared. Other vampires don’t have a clue,
except for the most sorcery inclined, and they can ofter
only vague omens and auguries of impending doom.
Mages may know more, if only because some of them focus
on seeing and anticiparing the future. Comets, ill-omens
and other portents allude to something horrible coming,
and all signs point back to the Middle East and the Web
of Faith. It’s not much to go on, but enough to set the stage
for deeper inquiry and to establish a tone of foreboding.
Extremely fortunate and/or well-connected characters
can learn abourt a recent shakeup in the leadership of the
Amkhat and the rise of a new priestess in the cult. The
Amkhat should not appear as likely suspects in the assas-
sinations, however, at least not at first.

THE FIEND OF MY FIEND

Instead of tracking the killers, the characters may
focus on the victims. Unfortunately, investigation into
the slain Apepnu reveals little of worth. The beings were
up to their necks in dirty deals and schemes, but that's to
be expected. Indeed, nothing about their unfinished
plots scems any more or less despicable than any of their
other exploits. Profiling to discover what made the slain
immortals any different from their counterparts suggests
one possible link: Both of the two perished in strongholds
that they had established long ago. In short, they died
where someone in the know might reasonably expect to
find them. With the rest of the Apepnu scattered, that
common thread no longer applies.

RACING THE HUNT

Inaslight variation of the preceding investigation,
the characters can hunt down the surviving Apepnu—
or at least try to. Such a feat is extremely dangerous,
regardless of success. The quarry learn of the search and
send minions to deal with the meddlesome sleuths, or
the stalkers discover the search in progress and allow
the characters to lead the way to the prey. Anextremely
“successful” investigation might lead the characters

into the grasp of a paranoid Bane Mummy eager to
make an example of any rival or threat. The ancient
monster might even believe the characters are assassins
come to kill him. Those unfortunate enough to be
captured by the Apepnu can probably look forward to
a slow and painful demise, unless rescued.

CAUGHT IN THE CROSSFIRE

If the characters do not seem to grasp the gravity of
the situation or if their investigation leads down dead
ends, you may consider upping the stakes. Another Bane
Mummy dies, but not without taking out a city block —
or a city district — with powerful Dark Hekau. Such a
cataclysm certainly points to a previously unconsidered
danger: the possibility that innocent bystanders may
suffer or perish as a result of the mysterious power
struggle. In any case, another Bane Mummy should
eventually die during the course of the investigation.

THE GATHERING STORM

With the third murder among the Apepnu, the Dja-
akh abruptly stops. The shrieking clouds pull back into the
dark recesses of Duat and an eeric ¢alm settles over the
land of the dead. However welcome, the lull feels dis-
tinctly unnatural — less a sign of peace than the rushing
out of the tide before a tsunami. Worldwide, the Shroud
rating drops by one to a minimum score of 2 in any
location. Mediums, psychics and mages blessed with pre-
science suffer dreamsrife with ill portents. They're haunted
by images of a red star and of a maimed hydra cleaved of its
many heads. Characters may experience such dreams, or
ones with similar symbolism. It doesn’t take much to
recognize their likely (and accurate) significance: Apophis
recalls its own. What was once many gathers to one. The
Apepnu are not being murdered, they're being harvested.

As portents grow worse and the characters come to
grasp the plot underway, their investigation should
bear fruit and leads them to Eurydice and the Amkhat.
Either of the following revelations proves useful.

BURIED OMENS

Research into the stalkers eventually leads to a
previously undiscovered crypt located anywhere you
choose. Inside, a torpid vampire lies in a sarcophagus
surrounded by prophetic murals. The pictures narrate
the rise and fall of the Amkhat through many civiliza-
tions, some of which history does not record or
remember. The last picture shows a bloody harvest. The
Eaters of Flesh prostrate themsclves like wheat before
the dead flesh of a woman on a throne, a coiled serpent
on her brow. Half again the number of the prostrated lie
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cut down in their own blood. Behind the goddess is a
black sun, and each of its rays is the unmistakable form
of a lunging stalker.

A NEST OF VIPERS

All the leads, tracing of alchemical supplies and
mysterious disappearances point to a rural village in
Egypt or Palestine. The clues may actually be a trap set
by Eurydice or a canny aide, in which case the charac-
ters may have to fight their way free from well-armed
cultists. A red herring of this magnitude should cer-
tainly point the way to the Eurydice's true location,
allowing players to feel a sense of progress.

Alternatively, the village is as it appears. This is
where Eurydice first summoned her stalkers, and the
characters might even find the remains of Kemintiri in a
cistern or deep cellar. The new Chosen of Apophis is
long gone, having sought a more auspicious location for
her ascension. She may also have left surprises or assas-
sins behind to ensure that she is not interrupted during
her apotheosis. In any case, the characters may have the
opportunity to interrogate a captured Amkhat cultist.
He proudly boasts, “Eurydice will devour the flesh of the
sun. Indarkness she will feast upon the children of Osiris,
and all the world shall be her banquet.”

STRANGE BEDFELLOWS

As Eurydice’s plot draws close to completion, more
Apepnu die. The manner of their passing is irrelevant
unless you want to explore it with character involve-
ment. The Bane Mummies are beings of immense power,
and their passing should not be wholly without incident.
Whether slain after fierce, earthshaking battle or cut
down pathetically where they hide, they continue to die.

When two Apepnu remain, emissaries of Saatet-ta,
the self-appointed “Darkener of the Earth,” approach
the Amenti with an offer. She will cooperate toward
the singular goal of eliminating Eurydice. In exchange,
she wants protection. It's clear that Saatet-ta does not
seek defection. Her motives are not pure; corruption
still festers in hersoul. Yer, she does not want to die, and
her selfishness makes her an unlikely ally. Before the
leaders of the Amenti reply, Eurydice’s assassins strike
again and Saatet-ta becomes the last of her kind. The
chosen of Osiris no longer have a choice. Eurydice must
not gain the last ifrit. She must not complete her dread
ritual. Horus himself issues a response to Saatet-ta and
a distasteful order to the Shemsu-heru: “Preserve the
Ebon Horror of Khutu.” The Amenti accept her deal.

Saatet-ta arrives garbed in regal illusion, accompa-
nied by reaper bodyguards. The characters stand by as

Horus receives the Bane Mummy and gives his word on
behalf of the Amenti, as she demands. The disgust
shared by the two does not lead to violence, but the
desire for it is palpable. Horus leaves and entrusts
Saatet-ta ro the characrers. As a hidden “safe house” is
established inaremorte location, the last of the Apepnu
enjoys taunting her reluctant guardians. She assures
them they will be granted swift and painless passage
into Oblivion when the truce ends — as a reward, of
course. Torment shall fall upon Horus, she claims. The
characters may realize the desperation in her taunts.
She fears for her existence and deeply resents the need
for help. Ultimarely, Saatet-ta is all talk. She wouldn’t
dare raise a finger against the characters for fear of
incurring the wrath of Horus, whom she fears only
slightly less than she does Eurydice.

As expected, the next night sees the first assassina-
tionattempt. A trio of stalkers materializes in Saatet-ta’s
bedchambers, while others systematically and quietly
eliminate all of her reapers and any mortal guards. The
characters quickly turn the tide of battle, as the stalkers
had not planned or prepared for Amenti interference.
The momentary surprise gives Saatet-ta a chance to
snare one of the creatures in bindings of black lightning.
A few more turns of combat follow, but the surviving
stalkers retreat in a spray of sand. The captive stalker
writhes and strains at its bonds, futilely trying ro dissipate
through the ward. It soon runs out of strength and can
only snarl impotently. Saatet-ta boasts and brags, jeering
at the caged beast — but she still maintains a healthy
distance. The stalker barks something incomprehensible
at her, clearly an insult by the pallor she assumes.

The Bane Mummy turns her angry gaze from the
beast and boasts that she can follow the stalker to its
source and catch Eurydice by surprise. She tries to bully
the characters into accompanying her, but resorts to
cajoling and ultimately playing on their moral obliga-
tion if they refuse. Whenever and however they accept
(and possibly even if they do not), she seizes an amulet
from beneath her clothes and throws it to the floor. It
flashes a putrid green, and painfully tears the characters
across space toward Eurydice’s lair.

ARMAGEDDON

When the light and roaring winds fade, the dwar
finds itself on the outskirts of a small town. Lhamcters
with appropriate knowledge may recognize the place as
the focus of recent religious conflict among mortals. Few
people remain in the town, and many buildings have
been reduced to ruin. If the characters theorize this is the

TIME OF JUDGMENT

i g b
pErevE

(=5

g



work of Eurydice and her Amkhart, Saatet-ta
corrects them, saying, “This is what men
do to their own kind. They bring ruin

and pain upon themselves.”

As Saatet-ta finishes her ob-
servation, armed soldiers emerge

and confront the dwar. They
approach with weapons drawn
and demand that the charac-
ters present identification
papers. They may even attack
outright if the characters show
visible weapons. The charac-
ters have less than a minute to
talk their way past the troops
before Saatet-ta casts a lethal
necromantic spell that burns
the lot to stinking ash. The
Bane Mummy does not apolo-
gize for her action, but
insistently leads the characters
on into the rubble.

Following Saatet-ta, the
dwar eventually locates and
enters adamaged building, the
cracked foundation of which
opens upon adescending stair-
case of ancient design. The
characters can smell smoke
wafting from bhelow. At the
bottom of the stairs, the group
tinds a corridor opening into a
wide stone platform. A vaulted
cathedral ceiling looms far
above. The musty air and lin-
gering scent of death betrays
the place as a crypt of some
kind. The interlopers’ atten-
tion is immediately drawn to
Eurydice herself, resplendent
and hypnotically beaurtiful as
she stands unabashedly naked
in the center of the platform.
Around her crouch any remain-

ing stalkers, which fawn and
whimper like dogs, while 49 robed
Amkhat priests stand in a circle at
the edge of the platform. The chamber's

illumination springs from
torch sconces chiseled into

Sl A

the walls. Heavy incense burns with
clouds of smoke gathering high above.

Eurydice turns immediately,
casting bricf, dismissive appraisal
over Saatet-ta and the Amenti.
She exchanges brief taunts with
the Bane Mummy and then
unleashes her stalkers with a
casual wave. The pack comes
snarlingat the characters while
Saatet-ta unleashes an angry
torrent of destructive magic at
Eurydice. The Chosen of
Apophiscasually swats the spell
aside and begins draining
Saatet-ta of her Corruption.
Try as they might, the charac-
ters cannot intervene due to
the attacking monsters (and
even if the stalkers aren’t an
issue, the dwar probably has no
viable means of preventing
Eurydice’s action at this time).
When Eurydice finishes absorb-
ing the power of Saatet-ta, the
wraith smiles horrifically and
falls limp to the ground. The
Amkhat begin chanting a bro-
ken version of the Spell of Life.
Saatet-ta recognizes the rite in
utter horror before she, too,
collapses at the edge of death.
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The characters must finish
off the stalkers so they may
attack the cultists and break
the spell. From the first chant,
a shape takes form in the per-
fumed smoke above. It begins
as shapeless coils and then
grows more distinct as a ser-
pent  of  unthinkable
proportions. Only a fraction of
its sinuous bulk is visible in the
eddyingsmoke, but the sightstill
fills the characters with dread.
Seta time limit in which the char-
stop the ritual.
Uninterrupted, the rite involves the
Great Serpent pouring in a
vortex to fill Eurydice's body

acters must
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with blasphemous life. Possible means of stopping the
ritual include:

e Killing the cultists. This is the simplest and most
brutal method. If over a third of the cultists perish, the
magic fails. Note that simply attempting to stop them
from chanting is not sufficient. Their very bodics swarm
with the unholy power of Apophis, and those conduits
must be closed permanently for the magic to fail. That
means no fewer than 17 cultists must die if the Amenti
are to prevail. The good news is that the cultists are
nothing special, physically. They have no magic to
protect themselves, so use statistics for ordinary mortals.

* Making a sacrifice to break the ritual. One of
the Amenti must leap upon Eurydice and take the
searing evil of Apophis into himself. The Balance
residing in the Amenti's core prevents Apophis from
taking form inside him, but the awesome power
annihilates the characrer.

e Killing Eurydice. Considering her astounding
resilience, characters may be hard-pressed to injure the
Chosen of Apophis, let alone slay her. Of course, any
character who jumps on the revenant to stick a blade in
her chest may just volunteer for heroic martyrdom (see
the preceding option).

If the characters do not stop the ascension, Eurydice
draws deafening breath as a living embodiment of
Apophis. Her first action is likely to annihilate the
characters on the spot, though she may appreciate the
ironic sport of saving them for last so they can watch her
end the world. In such a scenario, the characters might
yet find some heroic and increasingly improbable means
of stopping Eurydice, but it’s considerably more likely
that events end in tragedy and horror.

If the characters stop the summons, the coils of the
Great Serpent unwind and rwist in tangles of smoke,
and then fade away. The cultists shriek in horror,
retreating to the handful of tunnels at the edges of the
room. Eurydice remains alone, denied her last chance at
true life. Even without success, her power is vast. It
takes everything the characters have to stop her, but
with her destruction, victory belongs to Ma’at.

AFTERMATH

If Eurydice prevails and atrains her long-sought
resurrection, she buys her life at the price of the world.
As the living embodiment of the Corruptor, she is as a
god. Osiris himself could not hope to challenge such a
being, were he to walk in flesh upon the Earth. Only the
most unlikely alliance of all the greatest powers in the
world could hope to stop her — and perhaps she would

THE LAST BATTLE
Decide how. desperate you want the final
battle to be. Can the characters die? Can the
characters fail? Even in a game such as Mummy,
where death is not necessarily a permanent end,
players may resent sitting out a battle if they
inadvertently botchrrolls and characters die. Con-
sider fudging the rulesin the players’ favor, though
not necessarily to protect their characters from
death. Rather, letclever players continue the fight
in Duat. The Shroud is nearly shredded in this
place, which means characters may be able to

manifest spirits physically for a turn by makinga

Lifeforce roll (difficulty 6) or by spending a point
of Lifeforce. Alternately, dead mummies may be
able touse their Balance tooppose the cult’s ritual
magic. They can’t stop it this way, but they can
slow it down enough to buy their living: allles time

to fmd a more permanent solution.

still prevail. The rise of Apophis represents the end of
human civilization at the very least, and likely the end
of the world itself. There is precious little aftermath to
such a story.

ldeally, Eurydice does not prevail. The characters
thwart her resurrection and deny Apophis manifesta-
tion. The ramifications of such a victory lie with you,
but a few possibilities are likely.

REDEMPTION

In the most hopeful and triumphant conclusion,
Ma’at overthrows Apophis. Saatet-ta stirs and her
broken body mends miraculously. Hag-like features
flow into serene beauty rak-
ens. With her Corruption expunged, Osiris has given
her a tem-akh... and forgiveness. She speaks in his
voice, briefly possessed so she may deliver the grati-
tude of her god to those heroes who championed the
path of balance.

In this outcome, Apophis chose to abandon the
hydra of many fangs and eyes for a chance at singular
power, losing the safety of multiplicity. The destruction
of Eurydice beheads the Great Serpent and casts its
helpless coils into the pitof unmaking. All the lingering
minions of Corruption remain on Earth, but now the
source of their power must spend ages recovering from
defeat. Without leadership, some of these thralls may
find redemption, though most find destruction at the
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hands of the vigilant Undying. Life goes on, and the
world slowly mends to achieve greater balance. On the
surface, nothing changes. Most people never know how
close they came to annihilation. But underneath, ev-
erything changes. It’s no longer a World of Darkness,
but a world on the threshold of a new dawn and new
hope. The Amenti may put aside their roles as soldiers
for a time to become hidden shepherds of humanity.
Many stories can yet be told insuch a context, all while
remaining true to Mummy's themes. Still, it must be
remembered that this golden age is merely a reprieve.
Apophis will heal and return unless the world’s guard-
ians stand guard. Evil never truly dies, however long it
may be thwarred.

THE SHOW MUST GO ON

In a less overwhelming victory, Apophis fails to
ascend and the characters save the world — this time.
The Great Serpent will return with a different head in
some future age, and the Amenti must wait and be ready
to oppose that rise. This aftermach posits a world without
the possibility of absolute victory or even lasting victory.
Hope endures and triumphs, but the shadow of despair
lingers. Such an ending leaves the world more or less as
it was. The cast changes, but the play stays the same. The
characters know that it will not be long before another
champion of Corruption arises, so they must be cver
watchful for that day. Be carcful not to cheapen the
efforts of the dwar, however. The mummies do save the
world. Their job simply isn’t done.

PYHRRIC VICTORY

Perhaps most dramatic and final is the bittersweet
ending. At what price do the characters achicve vic-
tory] Does the death of Eurydice forever sunder the
Shroud so there can be no more crossing back? In such
a setting, Apophis would remain forever banished to
the netherworld, butso too would Osiris. Those Amenti
still breathing would live out their lives in a better
world, free of ghosts and demons, but when they perish
they remain dead. It would mark the end of immortality
and the death of resurrection. Is victory worth such a
high cost? A bittersweet victory owes its power to an
uprooted and slightly ambiguous setting. Everything
changes, but does it change for the better? Some players
may feel dissatisfied or uncomfortable with such ambi-
guity, preferring a clear-cut victory. Others relish the
moral dilemmas raised by the hint of tragedy. Beware
that win-lose endings featuring excessive change can
devalue a story’s finale as surely as changing nothing
can. The challenge, as ever, is finding the balance.

CHARACTERS

EURYDICE. CHOSEN OF APOPHIS

Nature: Monster

Demeanor: Visionary

Attributes: Strength 5 (6e/7eee/8eeeee) Dex-
terity 5 (Gee/70000/30e000e) Stamina 5 (6e/7ee/
8eee) Charisma 3, Manipulation 3, Appecarance 3
(40¢/50000/Ge00e0e) Perception 3, Intelligence 3
(400/50000) Wits 4 (500)

Abilities: Academics 2, Alertness 2, Athletics 3,
Awareness 5, Brawl 4, Computer |, Cosmology 3 (4 e/
5eeee/seeeeese) Dodge 4, Drive 1, Enigmas 2, In-
timidation 5, Intuition 3, Investigation 2, Leadership 3,
Linguistics (English, Arabic, Ancient Egyptian) 2,
Meditation 4 (5eee) Occult 3 (40/5000/0000s0)
Stealth 3, Streetwise 2, Subterfuge 2

Willpower: 9 (100 o) Willpower Pool: 15

Corruption: 7 (3ee/0eeee/[Qessses)

Health Levels: 10 (+ Corruption, no wound penalties)

Powers:

Corruption: Eurydice may draw on her Corruption to
resist mind control and persuasion that would distract
her from her apocalyptic quest. She may also oppose the
spheres of mortal magic and issue commands to beings
with a Corruption rating less than her own (using the
same mechanics as Forbiddance, see Mummy, p. 142).
No commanded task may last longer than a scene to
perform. Each order requires a separate command roll.
Saatet-ta may also use her Corruption in this manner.

Deathsight: (see Mummy, p. 135)

Hekau: As one of the walking dead, Eurydice has no
natural access to Hekau. Each slain Bane Mummy bestows
one dot in all Egyptian Hekau upon her. She may be
assumed to have any spell desired up to her current path
ratings, substituting Willpower for Lifeforce costs, and using
her Corruption rating in place of the standard casting roll.

Jaws of Amemait: Befitting her status as the Chosen of
Apophis, Eurydice may sacrifice her minions to empower
herself. Doing so requires a reflexive Corruption roll
against a difficulty of the target’s permanent Willpower.
Success strips away one point of Corruption permanently
and inflicts three health levels of aggravated damage that
cannot be soaked. Each point of Corruption devoured
restores one point of Eurydice’s Willpower. She may use
this power only once a turm and may target only beings
with a Corruption rating who are in her line of sight.
Damage inflicted by this power manifests as a sudden
withering and desiccation of the flesh.
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Physical Prowess: Eurydice gains one dot of “prow-
ess,” plus one for cach Bane Mummy slain. Each dot of
prowess adds an automatic success to all Strength rolls.
In addition, she may take a number of extra actions
each turn up to her prowess rating at a cost of one
Willpower point per extra action. Her prowess rating is
also added to her soak against bashing and lethal
damage. Her prowess rating alone is rolled to soak
aggravated damage.

Regeneration: Eurydice may reflexively heal one level
of lethal damage or two levels of bashing damage per
Willpower point spent. There is no limit on the number
of health levels she may heal in this fashion each turn.
Regenerating aggravated damage requires her full con-
centration {she can perform no other actions that turn)
and costs two Willpower points per level. She can heal
only one level of aggravated damage each turn.

Veiled: Eurydice always causes the full effects of the
Veil in mortals (Mummy, p. 140).

Other Notes: Certain Traits improve as Eurydice
slays the Bane Mummies and devours their tainted
essence, with the number of required Bane souls indi-
cated by the number of dots “” listed after each Trait
in her profile. If Eurydice consumes all seven Bane
Mummies and achieves full ascension, she becomes an
undying godlike being capable of nearly any feat. In
case it needs to be said, statistics cease to have any
relevance at that point.

STALKERS

Eurydice knows a ritual to summon terrible beasts
from the hell of her master. These malevolentifrit take the
form of lean, muscled humanoids with heads like a
Typhonian beast — a strange mixture of donkey, jackal
and anteater — and that have cold, black eyes. They
communicate among themselves in rasping barks and
howls like the Dja-akh at its lull. The monsters display
little intetligence but great cunning, and obey their mis-
tress without hesitation. If slain, their ephemeral bodies
disintegrate into fine sand as their essence returns to the
pit from whence it came. Eurydice originally summoned
these monsters to slay the Bane Mummies and retrieve
their tainted souls, but she happily turns them against
meddlesome Amenti. Seven of these beastsattend Eurydice,
and she cannot control more of them at one time than she
has points in her permanent Corruption rating.

Attributes: Strength 6, Dexterity 5, Stamina 6,
Charisma 0, Manipulation 1, Appearance 0, Percep-
tion 3, Intelligence 2, Wirts 4

Abilities: Alertness 3, Awareness 4, Brawl 4, Dodge 4,
Intimidation 5, Stealth 4

Willpower: 6
Health Levels: -0/ -1/-1/-1/-2/ -2/ -2/ -5/Dispelled

Powers:

Corruption: 4

Natural Weapons: The fierce talons of the stalkers
mimic a permanent version of vampire claws (Mummy,
p. 204). They may also bite, inflicting Strength +2
aggravated damage.

Soul Ferrying: A stalker may extend its long tongue
into the wound of a dying being to suck out its soul.
Doing so costs one Willpower point. Only one soul may
be carried in this fashion. Eurydice relies on this power
to capture and retrieve the souls of Bane Mummies.

Teleportation: The stalker dissolves into a spray of
sand and reforms elsewhere. Rules mimic the ghost
power of the same name (Mummy, p. 208), save that
the stalker may always return to its mistress from any-
where in the world as long as she is in the Web of Faith.
Alternately, a stalker may resort to a short-distance
teleportation as a form of dodge. In this case, the beast
perfectly evades one attack regardless of Initiative, but
cannot take any other action that turn. The beast
immediately reforms at a location within line of sight,
usually directly behind the attacking character.

Veiled: Stalkers always cause the full effects of the
Veil in mortals (Mummy, p. 140).

THE WORILD
GOES WESTW ARD

The Capacocha mummies of the Andes and Brazil-
ian rainforest faced near annihilation when their
homelands were invaded and colonized. The spirits of
these mallki lay dormant and forgotten, save for a few
survivors who hid their bodies away. The return of these
spirits as Teomallki offers long-sought revenge to the
ancients, but revenge on whom? The original invaders
have long since perished, and their descendents have
intermingled with the blood of natives to create the
current population of the Capacocha homelands. And
yet, while many Teomallki accept their new destiny
and move on, a dangerous few fanatics use magic and
other means to enact their vendetra. Ultimately, the
mummies are their own worst enemies and they must
resolve the past if there is to be a future.

PRELLUIDE: DEVASTATION

The events of this story start with a bang —
literally. The city of Sao Paolo erupts into white-hot
flames, killing millions and leaving millions more home-
less. Although no group claims responsibility, mortal
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authorities immediately blame terrorists, drawing world-
wide scrutiny andaid. Investigations into the destruction
turn up nothing: no sign of nuclear weaponry or of any
conventional explosive with enough power to level a
city of Sao Paolo’s size. Among the supernatural, mat-
tersare quite different. The blastsends ripples of magical
power throughout the continent. Ghosts of the city's
slain shriek of fire raining down from a parted sky.
Suspicion begets suspicion. The jaguar skinchangers
blame the sorcerers who look in turn to other powers.
Even the blood wizards of Brazil’s vampires know the
event has a mystical origin, although they can deduce
nothing with their spells. Only the Capacocha know
the truth: One of their own committed this atrocity.

DAY ONE

The role of the characters in this story depends on
your needs and tastes. Most events assume that the
group includes members of all four Teomallki dynasties,
and that they act against the undying terrorist respon-
sible for the devastation. This reaction need not be so
initially, but characters of any morality soon recognize
the senselessness of the massacre and the necessity of
opposing those who would repeat the crime. Depending
on with which dynasty the characters associate most,
their roles may include any of the following.

GUARDIANS OF THE JUNGLE

The mummies claim membership or affiliation with
the environmental terrorists of the Uchumallki. Consul-
tation with superiors reveals strange silence. The elders
donot boast that this was their plan or doing, but neither
dotheydenyinvolvement. The charactersreceive orders
to ignore the matter and concern themselves with other,
previous assighments. Those who are not on a mission
may be given asimple task, the obvious purpose of which
is to keep them out of the way. They may accept their
instructions for a time, but their moral sensibilities may
eventually demand that they initiate their own organiza-
tion. You can also play on character sympathies with the
burned ghosts of children wandering from the ashes, or
loved ones gone missing and presumed dead.

SERVANTS OF PEACE

The characters work as agents of an ancient
Pachamallki. Their mallki patron calls them into her
presence and angrily decries the slaughter. She urges the
characters to investigate the tragedy and relays her
certainty that one of the mallki did this. She cannot say
whom, but her worry turns to the flame-touched
Uchumallki. Above all, she wants to ensure that this
disaster will not be repeated, and the dead are put to rest.

SERVANTS OF VENGEANCE

The leaders of the Intimallki look upon the devas-
tation of Sao Paolo with a mixture of worry and envy
that only widens the ideological schism plaguing the
dynasty. None among them take credit for the blast, but
their sorcerers know it was a Capacocha spell that
“called the fire from heaven.” One faction of Intimallki
respects the power and daring of the responsible magi-
cian and wishes to ally with him or her, calling for a
sorcerous war to retake South America and to return to
the old ways. The rhetoric of the Hand of the Eclipsed
Sun (Mummy Players Guide, p. 92) certainly domi-
nates the sentiments of this faction.

Meanwhile, most Intimallki see nothing but reck-
lessness and malice in the cataclysm. The world changes
and no fire can burn away the passage of years. Both
factions of Sun Spears wish to find the sorcerer who
brought the flames, either to join with him or kill him.
Intimallki characters might seek out the magician on
behalf of either faction, perhaps withholding their true
intent from allies of other dynasties until they find the
quarry. For an added twist, the characters’ superiors
harbor ideas quite different from their stated agendas.
Should justice-minded characters discover the murder-
ous sorcerer and call for aid in assassinating him, they
may suffer betrayal as they unwittingly give the Hand of
the Eclipsed Sun a powerful weapon.

SERVANTS OF PENANCE

Both of the primary factions of Chaskimallki (Mummy
Players Guide, pp. 90-91) react with shock and horror at
the destruction. The Covenant of the Broken Circle
comprises martyrs, not murderers, and they find no justi-
fication for the callousslaughterof millions. Such cataclysm
releases rainted power into the magical wellsprings of the
Andes, polluting their life-giving energies with the stink
of sootand death. The members of the covenantsense that
something even worse approaches, a doom already set in
motion. Characters acting on behalf of the sect may be
sent to ritually execute the responsible sorcerer with the
slim hope that the gods will withdraw their doom in
exchange for such a sacrifice.

In contrast to the stoic covenant, the Sun Face Gang
reacts with pure outrage. A number of their immortal
members perished in the blast, along with hundreds of
mortal children who looked to them for protection. Even
though it will be some time before most of the slain
muminies can regenerate from the ashes, their spirirs
swiftly return to the gang’s nearest stronghold in Rio de
Janeiroand reporton the magical fire thatswallowed Sao
Paolo. They want blood for blood, and grimly recognize
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that anyone capable of blowing up acity with
a spell can probably do it again. The
entire Sun Face Gang mobilizes to
make sure that doesn’t happen.

investigators, firefighters and relief work-
ers. Such ameeting is rife with suspicion
as none among them really knows
the others’ true agendas. Did their
elders send them specifically to
investigate! Ordid the conjunc-
tion of fate and chance arrange
ameeting of like-minded indi-
viduals? Perhaps the gods
themselves have chosen the
characters to act as the hand
of justice and righteousness.
For an extremely dramatic
opening, the characters expe-
rience the devastation
personally and must resurrect
among the ashes. Storytellers
wishing to use this option
should probably grant free dots
of the Ba (Samapa) Back-
ground or require high ratings,
aswell asassignadditional per-
manent Willpoweror Lifeforce
to permit a “free” resurrection
near the beginning of the story.

Characters belonging to ci-
ther Chaskimallki scct take the
attack personally, whether or
not they lost loved ones.

Ultimately, Teomallki of
any dynasty have ample reason
to investigate the disaster. If
the characters have already es-
tablished a friendly or at least
working relationship in previ-
ous stories, they may contact
one another immediately fol-
lowing the destruction and
compare notes. Each may draw
upon the information her dy-
nasty provides, with clues and
suspicion naturally falling on
the Uchumallki. After all, the
magic of the Smoke Dancers
grants powerful mastery of
flame. The destroyed city also
lies firmly in their ancestral ter-
ritory. As for motive, the
Uchumallkirecognize terrorism
as a legitimate weapon in the
waron encroachingcivilization.
However extreme, this move
simply demonstrates an escala-
tionof tactics rather than a new
form of warfare. As previously
stated, the Uchumallki do not
confirm or deny such allega-
tions, an ambivalence that does
nothing toallay the concerns of
their immortal cousins. It is en-
tirely possible thata Uchumallki
character might face anger or
suspicion  from  other
Capacocha, even within the
characters’ own circle.

AN ALLIANCE OF FATE

Inanalternative gathering, the
players’ mummies do not know one
another prior to the devastation. In-
stead, they encounter each
other working among mortal

Once the actual investiga-
tion begins, you can offer clues
appropriate to the type of in-
quiry performed. Morral
refugees are herded into camps
run by international-relief
agencies, and which are
guarded by the military to ward
against further terrorism. Even
if the characters infiltrate such
a camp and speak with wit-
nesses, the supernatural nature
of the fire hasseared their minds
with the power of the Veil.
Credible stories contradict one
another dramatically. Never
mind the wild and maddened
accounts others tell. At best,

the characters learn that clouds
spread over the city and parted to
reveal a descending pillar of flame
that washed over the streets. Build-
ings charred, and melted concrete ran
like lava. People in the open
1 burst toash where theystood.
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Only those behind sheltered walls survived, but they
were soon forced to flee as even these shelters were
engulfed. Many initial survivors perished when the river
of sewage that bisects Sao Paulo also caught fire, turning
the entire city into a smoke-filled charnel pit. Sao Paulo
— a land-locked mass with cramped housing, and pos-
sessed of third-world medical and fire-fighting facilities
— burned unchecked for over three days and nights.
When the fires at last choked out, there was nothing but
ruin.

It the characters turn their attention to the dead
Realm of Pacarina, they find that Sao Paolo still burns.
Much of the city has crossed over to the underworld,
charred relics of buildings looming among the glowing
storm of ashes that howls above. Burning, mindless
shades streak like comets on soot-filled winds. The spirits
flit from building to building, with blackened skeletons
silhouetted against orange flames. The shades swoop
upon any ghost foolish enough to walk openly on the
remembered streets. Those caught by the shades catch
fire and run helplessly. When the spectral fire burns away
the last of victims’ plasmic flesh, their smoldering bones
leap to the sky and the cycle continues.

Where the winds of the spirit storm catch flames,
great blazes erupt and carve swaths of destruction. The
crater of Sao Paolo becomes its own hell, and the dead
cannot escape the fire that has already consumed them.
They can only huddle in cellars and ruins and pray that
the nightmare will end. Mummies between lives (or
with access to appropriate magic) can rescue the dead
and try to interview those pulled from the blast zone.
Stories told mirror those of the living, albeit with
slightly more consistency and coherence. After all, the
dead suffer no Veil except that of their own horror.

If nothing else, there can be no doubting the
supernatural origin of the fire. Characters with at a
combined five dots between Occult and Alitu recog-
nize the destruction as a product of an Alitu ritual. An
Intelligence + Occult roll (difficulty 7 for Uchumallki,
9 for others). that garners four or more successes allows

a character to identify the specific ritual as the dreaded
Urcuchillay (Mummy Players Guide, p. 121).

EMBER SHADES

These nearly mindless horrors roam the underworld
around the Sao Paolo crater. Use the various ghost tem-
plates on p. 208 of Mummy to represent these monsters,
save that all have 1 Intelligence, and the Combustion
power. [t costs no Willpower for these ghosts to set other
phantasms aflame, and they regain at least one Willpower
point for setting new blazes. Ember shades can fly at the

cost of one Willpower point per scene, and continue to do
so even at the cost of burning themselves out. Any ghost
(but not mummy) destroyed by the fires of an ember shade
arises as another of the horrors.

DAY TWO

In the wake of the characters’ investigation, there
can be no remaining doubt: Sao Paolo fell to the sorcery
ofapowerful Smoke Dancer (or, at the very least, to one
who has mastered Uchumallki magic). What the char-
acters do not know is who, why or whether they intend
to strike again. The answers most likely lie west and
north in the heart of the rainforest and the strongholds
of the Uchumallki. A character of that dynasty may be
able to pull favors (or rank) to allow other Capacocha
into secret warrens or weapon caches. Confusion, ex-
citement and fear predominate among the Uchumallki
cells that the characters encounter. They swear they
had nothing to do with the blast, but most show
frighteningly little sympathy for the dead. Indeed, they
half-reluctantly admit they believe one of their own
destroyed Sao Paolo as a warning.

Even as the characters work deeper into the jungle,
they receive news by radio, satellite phone or some
other means. The president of Brazil has received a
letter claiming responsibility for the cataclysm. The
message is simple: “The jungle will no longer accept the
fire of the cities. Ashes will pay for ashes. Leave the
forest or Rio de Janeiro burns.” Having already declared
a state of emergency in the wake of Sao Paolo, the
government now declares martial law.

Residents of Rio respond to the threat with a mass
exodus, taking boats, airplanes or cars, or simply walking
to get as far from their city as possible. Riots lead to large
numbers of casualties until the military restores order, but

.. WHAT IF THEY WONTGO?
Inloase it needs to he said, players are flckle
un‘agmatd.vwaxures capable of derailing the best

i 'l‘ald phats. th- cancertainly point them toward

hﬁsieadxng them info the jungle with
sa: ptqgmse ¢ of more clues,- but free will -
2 ’?hs piaygsﬁght riot cooperate. Ultimately, you
3 ca,rrpnly push s’ofar befate being heavy handed. It
miay. b€ necessary. o relay information by other
- mearis. -If the' characters ‘won't go to the jungle,
perha.ps the jungle comes to them in the form of an
Uchumallki terrorist cell enlisting aid to hide out
from mortal authorities hot on its trail.
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gang violence reaches an all-time high. The characters
may press on into the jungle or turn back. Wherever they
20, nighttall brings a new horror. As the sun dips below the
horizon, the Shroud across the entire Capacocha region
blurs and thins. In places alrcady touched by magical or
spiritual power, the Shroud falls completely and links the
world of the living and the dead. Ghosts roam the streets
of major cities, as solid as the living. The crater of down-
town Sao Paolo bursts anew with fire, and ember shades
descend upon the refugee camps near the site. Television
broadcasts of the impossible supernatural events spark
worldwide panic and disbelief.

Any character with the Awareness Ability senses the
Shroud’s sudden collapse automatically. Those with high
ratings (3+) sense a terrible anger rising from somewhere
below, just before the Shroud rips asunder. All Capacocha
feel a geyser of Lifeforce emanate from torn wellsprings.
Eachinstantly regains one pointof Willpowerand Liteforce
for every success gained on a Lifeforce roll (difficulty 6).
The fecling is unlike anything the characters have ever
experienced. They're filled with feelings of ancient wrath
and vengeful triumph.

Unknown to the characters, the weight of death
energy from the Sao Paolo massacre has seeped through
the magical lines of power in the region. The taint has
pooled in the Realm of Pacarina, dripping and flooding
the Intimallki Pit of Names (Mummy Players Guide,
p. 92). It has taken only a day for the energies to
overflow even that deep shaft, prematurely activating
the curse in the walls. The explosion shatters the
Intimallki citadels clustered around the Pit of Names,
and rises, piercing the Shroud. What began as a cata-
clysm has become Armageddon. The characters may
have to fight off hostile ghosts or ward the living against
the same, doing their best to survive the nighrt.

DAY THREE

Dawn restores much of the Shroud, but gaping rents
remain near the Sao Paolo crater. The threat against Rio
de Janeiro remains, but is somewhart overshadowed with

IT DID WHAT? -~ |
~ - Cutinga hole in the Shroud was certainly not
‘the intended purpose-of the Pit of Names, but then -
ﬂobr?a;)'u’fth‘% mysterious founder of the Hand of
‘ﬁe""E&p’s’ed Sutf;i_éally knows what the curse was
actually supposed ta. do. Ultimately, - the original
function no longer matters. The unintended ex-
plosion of the Pit of Names has created its own
greater cataclysm, and now the world suffers.

the mass casualties and horrors of the previous night.
Even with the rationalizing effects of the Veil, the
widespread incursion of the supernatural has revealed
the hidden monsters of the World of Darkness. The
Capacochapolarize into opposing camps. The Intimallki
belonging to the Hand of the Eclipsed Sun realize that
their long-sought cleansing is at hand. They join the
Uchumallki terrorists responsible for the devastation of
Sao Paolo, and a few fringe fanatics of the other dynas-
ties. Arrayed against this small but powerful minority are
the rest of the Capacocha, who recoil from the massacre
and realize that the fanatics among them will doom
everyone with their mad quest.

Shortly after sunrise, a waking dream befalls the
characters. They find themselves lost in a vision sent by
Chaskimallki magic, in which the most venerable mallki
leader of the Covenant of the Broken Circle informs
them of encroaching slaughter. He begs their aid, warn-
ing that worse must come if the purists have their way. If
none of the characters belong to the covenant, the
sorcerer gives a brief overview of the sect’s goals with one
critical addendum. He reveals that the sect knows how to
heal the rift and mend the Shroud altogether, provided
thatarite of sacrifice is performed at the glacier where the
covenant’s ancient leader gave his life. The mallki con-
cludes with a warning. By the third night, not even the
greatest magic will be able to mend the rift. Life and
death will join in a spreading plague until all life passes
away into the Realm of Pacarina.

The world will slowly and inevitably bleed to death.

The characters must go to the city of Cuzco and help
the covenant reach the ritual site sately. With that, the
vision fades and the characters find themselves exactly
where they were before. They have less than two days to
find the covenant and lead its members to their destina-
tion or the world will end. The panicked flight to Cuzco
affords many dramatic possibilities depending on the
characters’ location at the time of the visitation.

LEAVING THE JUNGLE

If the characters are in the rainforest, they must flee
to a town large enough to boast an airfield. Alternately,
the Uchumallki might have a cleared area for a helicop-
ter to land in the jungle. Of course, if any airfield is
controlled by Smoke Dancers who want the destruc-
tion to continue, the characters may have a fight on
their hands — to say nothing of the challenge of
kidnapping or persuading a pilot in the event that none
of the characters can fly. Once they commandeer a
helicopter, they must make their way to an airfield that
has a jet so they can cross the Andes and arrive in time.

TIME OF JUDGMENT
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TO CUZCO BY AIR

Charactersinanurban environment can skip ahead
to the challenge of acquiring a jet. Doing so involves
tense and exciting conflict as the characters must fight,
bluff or somehow steal the plane (and possibly a pilot)
from under the nose of the paranoid military. Soldiers
certainly take a “shoort first, ask questions later” ap-
proach to anything supernatural after the horrors of the
previous night. Perhaps local members of the Sun Face
Gang can help, if the characters can locate them and
enlist their aid. Stranger assistance may come from
walking dead blown back into bodies during the day-
time thickening of the Shroud. While a horde of
zombies might make effective allies, such a plot con-
trivance may be too over the top for you.

Across the Andes, the characters land in Cuzco.
While most of South America remains under military
control, the city’s comparatively small population al-
lows the characters to land without facing a wall of
machine guns. Be carcful to make this part of the
scenario challenging, but not impossible.

Finding the Covenant of the Broken Circle isn’t too
hard, especially if the vision-apparition gave directions.
The characters find the anachronistic mummies holed up
inabuilding, most likely one of the city’s many refurbished
ruins. After being greeted by the figure whose dream-form
appeared to them, the characters are told of an Andean
glacier that the covenant has located. They now know
where their revered ancient perished. [ronically, it was the
explosion of energies from the tearing of the Shroud that
illuminated the Lifeforce in the frozen wellspring. The
dozen orso elders — including at least five mallki — must
rcach the top of the glacier before time runs out.

In the middle of this dire meeting, well-armed assas-
sins from the Hand of the Eclipsed Sun burst into the
chamber. The characters must dispatch the antagonists
and save the fragile mallki. Fortunately, there are com-
paratively few killers. They had certainly not anticipated
the aid (or presence) of the characters. These Intimallki
flee in spirit form to gather further assassins upon their
death. The characters must move quickly, gaining an-
other means of air travel with which to transport the
covenant leaders to their long-sought glacier.

Night falls with the characters still en route to their
destination. Once more, the damaged Shroud peels
away to unleash the dead upon the Earth. Many fires dot
the landscape as the characters pass overhead. Some
mark destruction, others last stands against monsters.
The bleakness of the situation is impressed upon the
characters: Everything depends on them.

Indeed, everything depends on a bunch of old men
and women dying in the right place at the right time.

DAY FOUR

Sunrise breaks beautifully over the cold crags of the
Andes. The characters cannot reach their destination by
air due to the buffeting winds, not even with helicopters.
They must land and hike the rest of the way. You may
impose any challenges or hazards appropriate to such a
climb, from scaling slippery ice to perilous cliffs to the
omnipresentdangerof thinning air (Mummy, p. 218). But
more dangerous than any natural hazards, the characters
must contend with pursuit. Enemies follow close on their
tracks, occasionally visible through snow and glare, too far
to make out clearly and too close for comfort.

The characters arrive at the glacier summit by mid-
afternoon. They have slightly less than an hour’s lead on
their pursuers, providing an opportunity to set an am-
bush (or perhaps triggering an avalanche) while the
venerable Chaskimallki begin their magic. The pursuers
arrive in due time — more Intimallki accompanied by
armed mortal lackeys. They are led by the Uchumallki
elder responsible for the Sao Paolo massacre. Despite his
mallkistatus, he has not fully recovered from his previous
ritual and has only lesser magic to deploy against the
characters and the venerable Chaskimaltki. A well-
planned ambush should catch the pursuers completely by
surprise, rewarding player ingenuity. The actual power
and danger posed by the aggressors depends on your
needs and desires, but should probably exceed the power
of the characters. It is entirely reasonable that one or
more characters may perish in this final confrontation,
should they prove incautious or unlucky.

Assuming the characters succeed in repelling the
attackers, the gathered covenant casts its rite as dusk
approaches. The magic reaches its climax and blue
flames of Lifeforce tear out of the ice to consume the
mallki. They continue their chant even as flesh peels
from hone and their lips crack away. Finally, the last
and greatest mallki falls and the glowing bones of the
circle fall into rhe melted chasm. Everyone in the
immediate area is subjected to five dice of aggravated
damage from the wash of thawed Lifeforce.

AFTERMATH

With the fate of the world hanging upon the
Chaskimallki sacrifice, the characrers must succeed.
Failure is both unthinkable and irreversible. If they fail,
the Shroud rating drops permanently by one pointeach
day thereafter in an earthly blight that grows exponen-
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tially. Soon there is no Shroud, and life conjoins with
death in a world of shadows. There can be no new life
in such a plane, and so the world quickly wastes away to
nothing. Of course, such a resolution makes for a very
bleak end to a chronicle, to say nothing of violating the
spirit of hope on which Mummy is based.

Ideally, it never comes to the end. The ritual goes
off as planned, patching the blight with the lives and
magic of the martyred Covenant of the Broken Circle.
But then what? The world has scen the monsters in its
midst. Sure, there will be skeptics. There always are.
But enough people believe that things will never be
quite the same again. The world has missed destruction
by the narrowest of margins, caught in the machina-
tions of those unwilling to let go of the past. It is
certainly possible to continue a chronicle with destruc-
tion averted, or even begin a new chronicle after the
events of this story. You need to take into account
requisite changes to the setting, though.

® The Closed Circle: The Covenantof the Broken
Circle is no more. Whatever chance it had to complete
the ritual of the ancient died with its members on the
glacier. The past is fixed and there will be no more
catastrophic miracles.

® Sun Face Dawning: The passing of the covenant
leaves the Sun Face Gang as the most populous and
powerful group of Chaskimallki. They play a great role
in shepherding South America to greater prosperity,
rebuilding in the wake of Sao Paolo’s destruction.

® The Fingerless Hand: The Hand of the Eclipsed Sun
suffers near destruction in the events of the Armageddon
that almost was. Investigation of Hand citadels around the
blasted Pit of Names reveals the sect’s founder as a nihilistic
madman who sold his soul to demons in exchange for the
power to enact revenge. Without the Pit of Names and
hunted by other Capacocha as corrupt immortals, Hand
members decline and the sect faces true annihilation. With
themdies the murderous plot of their founder. Anaftermath
chronicle could involve tracking down and eliminating the
last cells of the Hand scarttered across South America.

e Remember Sao Paolo: It may take a century
before all the fires around the scorched crater burn out
in the Realm of Pacarina. Building that necropolis into
a stable city requires Herculean effort, but makes an
admirable long-term goal for characters interested in a
chronicle set chiefly in the spirit world.

* With Opened Eyes: The world has seen the
supernatural, which means the Veil diminishes for years
to come — maybe even permanently. Assume that a
mortal’s Willpower is one point higher for determining

the effects of the Veil — two dots for those in South
America. Then there are the practical matters of how
South American governments deal with the death toll
and destruction wrought by ghosts, sorcery and monsters.
How does history remember these events? How do histo-
rians rationalize them? Should mummies take this time
to reveal their power and existence? How would human-
ity react! Truly epic stories may spring from the resolution
of these and other related issues.

DAWN OF
THE AGE OF SORROW

The Wheel of Ages turns and the Eye of the Demon
Emperor burns red in the night sky. The Age of Sorrow
comes upon the world as foretold. The Wu T ian, the
Family of Heaven, has known of the coming Sixth Age
for some time. While these mummies know that there is
no preventing the wheel from turning, the immortals
had hoped, perhaps foolishly, that they had more time
and that adherence to the Ten Heavenly Precepts might
defray the effects of the Demon Emperor’s rise. Now the
immortals of the Middle Kingdom have run out of time.

The Sixth Age dawns.

THE FIRST SIGNS

You may want to give players indication that some-
thing is amiss before announcing the imminent arrival of
the Sixth Age. Many events in the World of Darkness have
led up to this, but as the time of the Demon Age draws near,
the signs become more common and clear until there’s no
mistaking what's happening. Feel free to incorporate some
or all of the following into your Mummy chronicle for Wu
T’ian characters to notice and wonder at.

UNREST IN THE MIDDLE KINGDOM

The rising power of Yomi has effects on the Middle
Kingdom and the mortals living there. Wu T'ian may
notice increasing social, political and economic unrest.
Atfirst, these eventsare merely extensions of the troubles
thatalready plague the nations of Asia. Political protests,
terrorist incidents and various sorts of scandals involving
corruption within business and government become
more common. Some Wu T'ian may see supernatural
influences at work behind these events, although that is
not necessarily the case for the most part. Yet, there is a
feeling of paranoia and impending disaster.

As time passes, events in the Middle Kingdom
become more and more serious. Political protests turn
into uprisings and,coups, either displacing existing gov-
ernments or being put down brutally by the military.

TIME OF JUDGMENT
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Terrorists strike larger and more prominent targets, go-
ing from bombing a plane or building to releasing nerve
gas throughout a mall or subway, poisoning an entire
city's water supply or destroying a vital communications
or power system. Scandals and corruption run rampant,
destroying confidence in the authorities, all of whom
seem to scramble to protect their own interests.

These development erode the hope that the Wu
T'ian have of a better world, as they see events spiraling
out of control. Many immortals may wonder if there is
hope for humanity at all.

NEW THINGS IN HEAVEN

There is one reason to hope, but it is also cause for
concern. As the Sixth Age arrives, Wu T ian may find more
and more mortals joining the ranks of the Family of Heaven.
Odds are that the characters are relatively young immortals
themselves, and there has been an increase in the number
of Wu T'ian in recent years (just as there has been with the
creation of the Amenti and the number of Teomalki active
in the world). Awareness of the supernatural is on the rise
in the Middle Kingdom, and more mortals have come upon
the means of attaining immortality.

While this phenomenon offers hope for the poten-
tial of humanity, some Wu T'ian are concerned that
there seems to be an urgency to the training of these
new immortals. The slow and sedate pace that the Eight
Immortals once followed in preparing Dragon Children
hasbeen setaside. Many Xian Lung are assigned to work
alongside their elders immediately, and study as they
¢o. No matter how many Wu T'ian there are, it never
seems to be enough to keep up with the growing
demands of the Middle Kingdom.

Wu T'ian might also notice an increasing concern
among the Celestial Immortals. While they never show
anything outwardly, there is more tension in the Family
of Heaven and in the duties that the Eight Immortals
assign. It should become clear to characters that all is
not well in Heaven or on Earth.

POISON CHI

Chi influences life and life influences the flow of
Chi. As events in the Middle Kingdom become in-
creasingly terrible, so are the flows of Chi — the
dragon lines and dragon nests — disturbed. Every-
thing from terrorist violence to poor urban planning
seems to lead to bad feng shui. These inauspicious
events and decisions create “poison arrows” of Chi
and pollute dragon lines, while also causing Chi block-
ages, cutting off regions from the vital lifeforce needed
to sustain hope and vitality.

Wu T’ian can experience these disturbances in a
number of ways. The characters are increasingly as-
signed tasks to help restore the proper flow. Immortals
may be told to stop a particular construction project,
prevent a riot, create peace hetween warring factions,
clean up toxic spills or otherwise act to protect the
balance of forces. They also recognize that their efforts
are like trying to empty a well with a spoon. The little
changes that they make aren’t enough to prevent the
ongoing corruption of the world’s Chi.

The tainting of dragon lines may affect how the Wu
T’ian regain Lifeforce, as well. At first, the Children of
Heaven discover that they cannot attain the Blessing of
Heaven while standing upon lesser dragon lines. The
Lifeforce within has grown too corrupt. Indeed, they may
absorb some of this corrupt Chi, only to vomit it forth
when its poison interacts with the heavenly balance of
their bodies. As time passes, the Wu T'ian are unable to
gain the Blessing of Heaven from greater dragon lines,
and then dragon nests. Finally, there is no pure Chi to be
gained anywhere in the Middle Kingdom. Only at the
Gate of Heaven can the Wu T'ian refresh their Lifeforce.

To the Wu T'ian, it's as if the world rejects them,
grown too tainted to stand the purity of the immortals,
no longer able to provide them with air fit to breathe.

HELL RISES

As the Age of Sorrow dawns, the power of Yomi
rises as one of the Yama Kings prepares to claim the title
of Demon Emperor. The poisoning of the world's Chi
and the unrest in the Middle Kingdom are but two
symptoms of hell’s growing influence.

Demon hunters of the Celestial Arrows may en-
counter more incursions of bakamono and other
hell-spawned creatures in the Middle Kingdom. Wu
T'ian may also trace the work of a serial killer or drug
lord to a direct servant of the Yama Kings. Indeed, the
Lords of Yomi Wan turn out to be the force behind more
and more events in the world.

Of far greater concern, however, are rumors regarding
the Wu Kuei, the so-called Family of Demons. The truth
is that the Wu Kuei exists and its numbers increase. Wu
T’ian may encounter the Family of Hell while performing
their duties. Bringing the discovery before the Eight
Immortals proves them gravely concerned but unwilling
to discuss the matter. Confirmation of the Wu Kuei's
existence iy a sure sign of the coming of the Sixth Age.

THE THIRD INCARNATION

Youmay wish to close your Wu T tan chronicle with
some or all of the characters attaining the Third Incarna-
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tion of the Heavenly People, mentioned on p. 78 of the
Mummy Players Guide and dectailed in the “Game
Information” section of this chapter. In essence, the
Third Incarnation is a balance between the opposites of
Yin and Yang, a greater state of enlightenment for the
Wu T'an. The characters’ achievement of this state can
be a sign of both the changes afoot and the new respon-
sibilities the Wu T'ian have as enlightened beings.

The “Game Information” section outlines the re-
quirements that characters must fulfitl to attain the Third
Incarnation. You may wish to fudge things to ensure that
all characters attain this height at the same time, perhaps
following a particularly harrowing or insightful story. You
can cither “shave” experience off awards in preceding
stories (setting those points aside rather than awarding
them directly to players), or vou can simply waive the
advancement's experience cost and do the same with the
standard Quest roll. The achievement shouldn't necessar-
ily feel like a “freebie” to players, but if you're ending the
chronicle anyway, don’t be overly concerned with making
sure every player pays the necessary costs.

THE MANDATE OF HEAVEN

Confirmation of the Sixth Age comes to the Wu
T’ian in the form of a mandate from ascended Celestial
Immortals of Heaven. When characters (individually
or collectively) return to the Gate of Heaven to receive
their next task, they are called before the Eight Immor-
tals for an announcement of ominous importance.

AT HEAVEN'S GATE

The Eight Immortals gravely inform the wu that the
time of the Sixth Age has come. The Demon Emperor
will assume his place upon the Jade Throne and the
forces of Yomi will hold sway over Creation. It is the duty
of the Family of Heaven to bear witness to this passing of
the ages and to carry out certain duties to prepare for the
new age and for those yet to come. The Sixth Age must
also eventually pass, the Celestial Immortals say.

The duties of the Wu T'ian at this critical time are
manifold. Feel free to focus on those that best suit the
characters and the overall needs of your chronicle.
Tasks that the Celestial Immortals may assign include:

¢ Safeguarding Knowledge: Perhaps the most
important duty of the Wu T ian is to gather and protect
knowledge, particularly that on enlightenmentand the
paths to reaching it. A wu may be tasked with gathering
sacred texts or with traveling the world to learn from
great tcachers and gurus whose wisdom will otherwise
be lost. Naturally, the immortals may tace opposition
from shen seeking knowledge for their own purposes, or

from those trying to destroy such lore as a possible
threat to the Yomi lords. One or more of the Yama
Kings may even dangle knowledge as a lure to bargain
with the Wu T’ian and possibly corrupt them.

¢ Creating Havens: The Family of Heaven must
safeguard the light of hope and truth through the
darkness of the Age of Sorrow. To do so, havens and
strongholds will be needed in which precious lore and
artifacts can be preserved. Characters may be charged
with finding or creating these fortifications, either by
turning existing dragon nests into strongholds against
the Yama Kings or by seeking out entirely new places
under heaven where the immortals and their allies can
seck shelter. Since Kuei-jin, hengeyokai and other shen
claim nearly all dragon nests of the Middle Kingdom,
the Wu T'ian may need to negotiate or use force to
acquire the necessary resources. This quest may also be
coupled with the remaining two.

¢ Saving the Righteous: Although the Celestial
Immortals wish they could save all innocent souls from
what’s to come, that cannot be doen. The Wu T'ian may
still have the means to safeguard a select few from among
the massesof humanity — great philosophers, wise gurus,
enlightened souls —so that their knowledge and wisdom
can be preserved. The Wu T'ian are charged with the
difficult task of not only choosing the tiny handful of
people who can be saved, but of convincing them to
accept aid, to leave the world they know before it is no
more, and to accompany the Family of Heaven to safety.

¢ Slaying the Corrupt: The forces of heaven are
resigned to the eventual victory of the Yama Kings and
the forces of hell, but the Celestial Immortals do not
intend to go quietly into obscurity. Nor do they allow the
Yama Kings to claim the Jade Throne easily. In fact, the
Eight Immortals intend to make the price of Yomi's
victory assteep as possible. Wu T ian are assigned to hunt
and destroy prominent servants of the Yama Kings as the
Sixth Age dawns. The Chosen of Heaven wage war
against the forces of hell like never before. This assign-
ment is particularly well suited to Dragon Children such
as the Celestial Arrows, although any Wu T ian may be
recruited as demon hunters in the final days.

ENEMIES AND ALLIES

The Wu T'ian are not the only ones who respond to
the turning of the Wheel of Ages. Shen throughout the
Middle Kingdom are also aware, to one degree or another,
that the Fifth Age is coming to an end. Some oppose the
goals of the Wu T'ian. Others support them. Yet more care
about nothing but their own fate, which may be enrangled
with the Family of Heaven in some way.
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e Wu Kuei: The foremost enemies whom Wu
T’ian must face are the Wu Kuei, the Family of Demons
— corrupt immortals created as servants by the Yama
Kings. The Wu Kuei are charged with two tasks: frus-
trating the efforts of the servants of Heaven at every
turn, and corrupting the Wu T'ian into the service of
the Yama Kings. The abilities of the Wu Kuei are
detailed in the “Game Information” section. You may
want to introduce them as antagonists before the Wu
T'ian are told to prepare for the end, or you may want
tosave the appearance of the servants as one of the clear
signs that the Sixth Age has come.

¢ Kuei-jin: The Ten Thousand Demons may prove
allies or enemies of the Wu Tian, depending on the Kuei-
jin and how the immortals approach each. Most Kuei-jin
are certainly opposed to the Yama Kings (although their
courts are riddled with corruption and akuma servants of
Yomi). The task of slaying the corrupt can certainly target
the Kuei-jin, and you can unleash the immortal warriors of
Heaven against the Hungry Dead in a terrible final battle.
Or the Wu T ian may be asked to manipulate the Kuei-jin
into serving as cannon fodder to delay the servants of the
Yama Kings while the immortals finish their work. An
alliance between the Wu T’ian and the courts of the
Middle Kingdom could prove useful, if the immortals can
parry the deceptions of the wily and cunning Kuei-jin,
many of whom may be older than even the characters.

¢ Shih: These demon hunters seem like natural
allies of the Wu T'ian, but the Shih have an entirely
different purpose. While some Wu T’ian hunt and slay
corrupt shen, their real duty is the preservation of truth
and hope in the Age of Sorrow. The Shih are lone
hunters who cannot see beyond their calling to destroy
monsters. Wu T'ian like the Celestial Arrows might
find Shih allies, but the immortals are more likely to use
the doomed Shih as pawns, encouraging them to slay as
many demons as possible to make the mummies” own
work a bit easier.

e Other Shen: The Wu T'ian may have to deal
with other shen such as the hengeyokai of the Beast
Courts as part of their duties. For example, Wu Feng of
the Brotherhood of the Scarlet Lantern may have to
negotiate with shapeshifters for the use of a dragon nest.
Xian Lung of the White Lotus Society might be as-
signed the task of finding particularly worthy spirits in
the Yelow Springs to bring before the Gates of Heaven
at an appointed time. Most of the other shen of the
Middle Kingdom are too involved in their own affairs to
pay much heed to the doings of the Wu T ian, unless the
immortals cross their paths.

DEALS WITH DEVILS

Sooner or later, the Wu T ian are confronted by an
emissary of the Yama Kings (a Wu Kuei or akuma Kuei-
jin) and are offered an opportunity to join the “winning”
side. Afrer all, there's no need for the characrers to live
out their immortal existence in suffering when they
could live in comfort and luxury. Do the Wu T'ian truly
want to opt for untold centuries — even millennia
of life in hell just to preserve knowledge and wisdom
that only a handful can truly appreciate? Is their duty to
heaven so important?

The dedication of the Wu T'ian is tested through
these offers. In truth, the Yama Kings reward those who
come over to their side. The existence of the Wu Kuei
is indeed comfortable compared to that of the masses
crushed under the heel of the Yomi lords. All the Wu
T'ian have to do isabandon their duties and beliefs, and
surrender their freedom to their new masters. Players
should decide their characters’ loyalties, and there are
considerable dramatic opportunities either way.

THE OPENING GATE

When the Wu T’ian have done as much as they
can, and you feel the time to end the chronicle has
come, the characters are faced with one more choice.
They're called back to the Gate of Heaven where all of
the Family of Heaven awaits word from the Eight
Immortals. The Gate of Heaven opens and the Celes-
tial Immortals address the gathered Wu T'ian.

Soon the Demon Emperor will ascend the Jade
Throne and rule the world. The Wu T'ian have the
choice of passing through the gate and into heaven
before that happens, or returning to the Middle King-
dom. Or they can choose to remain and guard the Gate
of Heaven itself in one last effort to hold off the forces of
Yomi. If they go through the gate, they leave the Wheel
of Ages behind. An unknown future awaits. If they go
back to the world, they must live their immortal exist-
ence in the Age of Sorrow, acting to preserve hope and
wisdom until the end of the Demon Emperor’s reign. If
they remain at the gate, they have a chance to fight
against the rise of Yomi, but they will likely die, and it will
be a true death from which there is no return.

The choice is entirely up to the characrers. They
may wish to encourage other Wu T'ian to choose a
particular way, or simply decide for themselves. The
Eight Immortals likely choose to pass into heaven, but
you can choose for them as you see fit for your chronicle.
Once the decision is made, there is no going back. The
Fifth Age has ended and the Sixth Age arrives.

CHAPTER 5 MUMMY: THE RESURRECTION
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When the Demon Emperor takes the throne,
the new Wu Kuei may have positions of
power and responsibility in the Infer-
nal Bureaucracy. You can play a
straightforward game of power
struggles with Wu Kuei and
akuma servants in the Age of
Sorrow, Or you can inject an
element of loss and redemp-
tion. Perhaps fallen Wu T'ian
or some of the Wu Kuei regret
their choices and seek a way to
regain what they've lost. Al-
though it may take them an
age, the Undying have nothing
buttime. There'san interesting
chronicle to be had in servants
of the Yama Kings becoming
the seeds of a new Age. They
choose to turn away from the
corruption within their souls
and seek redemption.

GAME
INFORMATION

Storytellers can use the fol-

FURTHER STORIES
Although “Dawn of the Age of

Sorrow” may be the end of aMummy
chronicle involving the Wu T 1an,
it can be the start of an entirely
new sort of game for the Family
of Heaven, depending on how
things end. Consider the fol-
lowing possibilities.

LIGHT IN THE DARKNESS
Wu T’ian who choose to
remain in the world when the
Demon Emperor takes powerare
trapped inaliteral Hell on Earth.
They're the last undying guard-
ians of the Ten Heavenly
Precepts and of the balance of
the Tao. These lone immortals
can fight the Demon Emperor
and struggle to preserve knowl-
edge, wisdomand truth until the
Wheel of Ages turns once more.
Indeed, they are needed to help
bring the world out of darkness.
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ascend to their rightful reward
in may not necessarily lead a life
of screne contemplation. The
Demon Emperor may launch an
assault upon the last outposts of
the Family of Heaven in an ef-
fort to destroy those Wu T'ian
(and perhaps other shen) who
have escaped. Alternatively, the
Wu T’ian may find that time
moves differently beyond the j

Gates of Heaven. They soon re- 1 s ok
turn, but to a world in another '
age (perhaps the Seventh or First,
depending on how the whecl
turns). The Family of Heaven is
expected to take responsibility for
guiding the people of this new age.

LORDS OF YOMI

and for expanding the capabili-
ties of Wu T’ian at the end of
the world (or as part of a
changeover toanew chronicle).

THE THIRD

INCARNATION
All Wu T'ian know they
can change their dynasty with
time and effort, though precious
few ever do. What many do not
realize is that there is a middle
path. Perfectly suspended be-
tween Yin and Yang, the Third
Incarnation represents a taste of
thespiritual perfection that awaits
all immortals when they master
the Ten Heavenly Precepts. Those
who have found equilibrium do not
advertise this fact; the Eight Immortals
Finally, the Wu T"ian may have cho- expressly forbid enlightened Wu
sen to side with the Yama Tian from speaking of their

Kings, becoming Wu Kuei. k. L N accomplishments. They wisely
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recognize that disciples cannot find their own paths when
they seck to emulate others’.

System: Wu T'ian who seek equilibrium must first
master at least half the Heavenly Precepts and must
balance their internal Chi by raising their lowest Heav-
enly Art to equal their highest. They must then medirate
on the condition of the soul and its growth for a time
dictated by theirContemplation. At the conclusion of this
reflection period, spend 10 experience points and roll
Quest against a difficulty of 15, minus the character’s
current Quest rating. Willpower cannot be spent on this
roll; one cannot force enlightenment. On a failure, the
Wu T'ian loses nothing but the experience points and the
time spent in meditation. A botch leaves the immortal so
shaken and confused that he also loses a point of Contem-
plation. Success, however, transforms the Wu T'ian into
a member of the dynasty of the Third Incarnation.

Purpose: Members of the Third Incarnation can
draw freely on the purposes of the Xian Lung and Wu
Feng, which includes unfettered access to Insight and
Deathsight. They also consider both Feng Tan and
Lung Tan as Favored Arts, and can raise Quest at a
reduced experience cost of current rating x 6.

Liability: Deviation from the mandates of the
Eight Immortals leads to faster deterioration for the
enlightened. Such Wu T'ian lose one Lifeforce (or
health level) each hour instead of each day. Addition-
ally, the benefits of equilibrium can be lost through
action or choice. If an immortal willfully indulges her
Yin or Yang side to excess (Storyteller’s discretion),
Quest must be re-rolled at the difficulty outlined above
or the character immediately converts into the Incar-
nation appropriate to her actions. Balanced Wu T'ian
who raise either of their Heavenly Arts more than one
pointabove the other automatically revert to the Incar-
nation of the increased Art without a roll.

Beyond game mechanics, immortals of the Third
Incarnation are held to a high moral standard by the Eight
Immortals. Higher than that expected of other Wu T'ian.

‘WU KUEI

The Family of Demons is made up of immortal
servants of the Yama Kings. They're Wu T'ian cor-
rupted by the forces of Yomi who have willingly sold
their immortal souls in exchange for power, security
and prestige.

Wu Kuei differ from Wu T’ian in that their souls
descend to Yomi after consuming the alchemical formulae
given to them by the Yama Kings. There they are educated
by their new masters and pledge themselves to the demon
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lords. Then they are allowed to return to their bodies and
take up their new lives. Unlike the Kuei-jin, Wu Kuci are
truly alive, not mere ghosts animating dead flesh.

Wu Kuei have the same range of Attributes, Abilities
and Advantages as Wu T'ian (which is to say, largely the
same as the Amenti and other Undying). WuKucitend to
focus on Physical and Social Attributes and Abilities.
They commonly know Melee and many possess Martial
Arts. Knowledge of modern weaponry varies depending
on the Wu Kuei's identity and patron Yama King.

Wu Kuei return to Yomi when they are slain. They
remain there until they have regained enough vital Chi
and their patron is satisfied that they have learned from
their mistakes (with some very pointed instruction, if
need be). Otherwise, their Backgrounds operate like
those of the Wu T'ian.

WuKuei have a Trait called Devotion that replaces
Quest, a measure of their loyalty to their Yama King
lords. The highera WuKuei's Devotion, the greater her
powers and understanding of the nature of Yomi Wan.
Wu Kuei gain Devotion by performing well in the
service of the kings, and lose it for transgressions against
their patrons. This means WuKuei are fanarically loyal;
their whole being is dedicated to serving their masters.

The Family of Demons studies the same Arts as the
Wu T'ian, and can learn both Phoenix and Dragon
Alchemy (although Wu Kuei Arts are corrupt and de-
based versions of their true forms). Their Feng Tan is used
to inflict diseases, injury and imbalance, and is only used
to heal those willing to pay the price. Their Lung Tan
raises ghosts and hungry corpses to serve the WuKuei, and
creates darkness and silence to cover their deeds.

Youmayalso wish togive WuKuei the capacity to learn
and use certain Demon Arts from Kindred of the East and
the Kindred of the East Companion, such as Black Wind
and Hellweaving. The Wu Kuei use their own Lifeforce to
power their Disciplines, as with their other Arts.

LONG DAY'S
JOURNEY INTO NIGHT

As certain as Ra’s boat descends into the Underworld
at the end of each day, so is the ending of all things, even to
those who might believe they are eternal. Just as the setting
of the sun does not mean the end of life, only the dying of
the light, so the end times do not necessarily mean the end
of the world. This scenario is arguably the most subtle finale
for a Mummy chronicle, at least in so far as the mundane
worldisconcerned. For the Amenti (and, perhaps, Undying
from other lands), it can literally mean their last days.
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INTRODUCTION

In “Long Day’s Journey into Night,” the wraith
Eurydice (see “Apophis Ascends,” p. 190), pursues a
different plan to achieve the eternal life that she so
desperately desires. Using an ancient spell fueled by her
will and the rage of the Ghost Storm, Eurydice tears down
the Shroud between worlds, merging the lands of the
living and dead. Not only does this allow restless ghosts to
return to their lost flesh, it relcases many others whose
bodies have long since become dust and lets them to seek
other mortal hosts. In a perverse imitation of the joining
of the Amenti, these shades seize mortal bodies, and not
necessarily in cooperation with their current inhabitants.

Eurydice’s actions gravely upset the balance of the
world, threatening a future in which the dead outnum-
ber the living, or a world in which unliving immortals
dominate and nothing ever changes. There is a means
of restoring the Shroud and restoring the balance, but
it is difficult and comes at a high price.

DARK OMENS

You can involve a dwar of characters in the events
of this scenario in various ways. Hints and omens may
arise to indicate that something unusual is happening.
The material in “Signs in the Dust” provides some
examples, while others are provided here. They can be
incorporated in other stories that lead up to this one.

DISTURBING DREAMS

The sleep of the Undying is troubled by unsettling
images. Characters may dream about walking through
the Neter-kertet, seeing the Ghost Storm rage, and
witnessing a tattered and torn Shroud. The fierce winds

DOES IT HAVE TO BE EURYDICE?

. Nothingsays Eurydice has to be the antago-
nistof this sceénario. If you have another opponent
in your chronicle who's better suited for the role
of Avatar of Apophis, feel free to substitute that
cast member. Your prime mover might be one of
the Apepnu, a mighty vampire or even a power-
mad Amkhat cultist. Maybe the desire to tear
down the Shroud comes not from a wraith’s
desire to return to life but from anihilist’s longing
fordeath or a mortal’s wish to.return a loved one
to the company of the living.

‘As with all World of Darkness stories, do
whatever.you need to make this one your own,
and a fitting end for your chronicle.

of the Dja-akh tear at the fabric of the Shroud as hungry
ghosts seck to reach the living world. Characters may
even make out a glowing, ghostly shape at the heart of
the storm, a woman who seems to direct the force, with
legions of ghosts at her back. The Shroud collapses and
characters wake up.

SHADOWS OF THINGS TO COME

Mummies in the Shadowlands may notice signs of
what's to come. The Dja-akh blows in fierce gusts, and
more and more restless ghosts are blown upon its winds.
Others take shelter in islands of safety and calm in
Neter-kertet and throughout the Web of Faith. These
spirits seem to be gathering — called by some unseen
source, for reasons not even they can name. Sightings
of ghostly phenomena become more common. It seems
that the Veil thins, allowing mortals to notice the
presence of spirits in the Web of Faith. Ghoststories are
mere curiosities at first, but soon grow hard to dismiss.

SIGNS

The Amenti see signs of imminent disaster more
and more often. It's written in the stars for those with
knowledge of the celestial arts. Perhaps an eclipse hides
the face of Raacross much of the Nile, casting a shadow
in which people encounter ghosts and spirits. Urban
graffiti looks like ancient Egyptian symbols. Images of
jackals and other death trappings seem prominent.

THE JUDGMENT OF MA'AT

Finally, Amenti traveling to Duat and mecting the
Judges of Ma'at may hear words of impending doom.
The Judges whisper prophecies of a great trial soon to be
faced, of the restless dead walking among the living,
and of the barrier between worlds being breached.

Perhaps even more disconcerting to the Amenti is
how the ever-silent Anubis, the guide and guardian of
the dead, seems saddened and regards them with a
mixture of pity and sympathy upon meeting them in the
depths of Duat. Mummies may hear voices whispering on
the winds of the Ghost Storm, perhaps saying the name
“Eurydice” or repeating “Soon” over and over again.
Who do they speak of and what are they waiting for?

THE TATTERED SHROUD

Events are set in motion when the wraith Eurydice
uses a combination of her burning desire for life, ancient
secrets wrested from the depths of the Underworld, and
the blessings of Apophis to rend the fabric of the Shroud.
She unleashes the forces of the lands of the dead on the
lands of the living, with disastrous consequences.

"TIME OF JUDGMENT
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THE FIRST SIGNS

As Eurydice works her will on the Shadowlands, the
Ghost Storm increases in intensity and the Shroud weak-
ens. Throughout the Lands of Faith, the Shroud rating
drops by one at sunset each day. Amenti using their
capabilities may notice that the Shroud offers less resis-
tance than normal. More importantly, mortals in the
Lands of Faith sense the dead. There are reports of spiritual
visitations, visions and strange dreams. The Shroud has
not weakened sufficiently for the two lands to touch, but
in places where the Shroud rating drops as low as 1 there
may be cases of possession or more active haunting, visions
of a great and terrible storm, or poltergeist phenomena.

The Amenti may look into these unusual events,
but they can find no reason for the increasing strength
of the Dja-akh or the weakening of the Shroud. Strange
happenings in places where the Shroud is weak only
compound the ill omens that the Undying explore.

THE SHROUD FALLS

The following sunset, the Shroud rating drops by
another point in the Lands of Faith, and that worldwide
decreases by one. In a few places (those with an initial
rating of 2), the Shroud collapses altogether, leaving a
“hole” between the material world and Neter-khertet.
The Shadowlands spill into the living lands and a
number of dire effects result.

® The Veil: The Veil (Mummy, p. 140) is still in
effect in places where the Shroud falls, revealing the true
existence of the Shadowlands and the dead to mortals.
Many people (those with Willpower ratings of 5 or less) are
utterly terror-stricken, inciting panicked mobs and bouts
of madness as mortals block out the terrible truth. The
chaos provides ample opportunity for the restless dead to
possess living hosts (see below). As supernatural creatures
themselves, mummies are unaffected by the Veil, but the
madness and is certain to make their efforts difficult.

® The Restless Dead: In places where the Shroud
falls, spirits of the dead are free to interact with the
living. They are still immaterial, but can use their
powers freely, and ordinary folks can see them clearly.
Ghosts can also attempt to possess living bodies or
return to their own flesh to become risen.

When a ghost attempts to possess a living host,
make a Willpower roll for the spirit with a difficulty
equal to the mortal’'s Willpower rating. Also make a
Willpower roll for the mortal with a difficulty equal to
the ghost's Willpower rating. If the ghost wins, it’s in
control of the body and the mortal loses a point of
temporary Willpower. 1f the mortal wins, the ghost
cannotattempt to possess that person for aday and loses

a point of temporary Willpower. Each day a ghost
possesses a body, make a new resisted Willpower roll. 1f
the ghost wins, the mortal loses another Willpower. If
the mortal wins, the ghost is ousted from the host body.
If a mortal host loses all Willpower points, the ghost
takes control of the body permanently.

Ghosts cannot attempt to possess Amenti, because
of the immortals” unusual spiritual nature and fortitude.
Nor can a spirit possess a mortal form already inhabited
by another ghost.

Alternatively, ghosts can automatically re-inhabit
their former bodies, reanimating them. The ghost gains
physical capabilities similar to a vampire's (including
the ability to soak lethal damage with Stamina), but the
ghost'sbody isstill acorpse. The spiritis not really alive.
The physical condition of the corpse affects the being’s
appearance and physical abilities. The recently dead
are more capable and lifelike than are bodies that have
decomposed for days, weeks or months.

¢ Sekhem: Of greatest concern to the Amenti is
the effect the fallen Shroud has on the presence of
sekhem in the world. On one hand, the Amenti lose the
Gift of Ra in any place where the Shroud is reduced to
zero, They do not automatically regain a point of
Lifeforce at sunrise cach day. On the other hand, the
Blessing of Osiris is enhanced. [n places where the
Shadowlands cross over, mummies automatically re-
gain their Balance scores in Lifeforce every 24 hours (as
if all the dice of Balance rolls were successes). Outside
the Web of Faith, difficulties for regaining Lifeforce are
lowered by two.

USING WRAITH AND ORPHEUS
 Storytellers with access to Wraith: The
Obllvion or Orpheus may wish to use information-
ﬁ-om'tfxem to supp[ement the capab ilities of ghosts
-if thiis §tdry You can evenrun “Long Day’s Journey
info ht"mthb(lth mummy and wraith charac-

‘-tcr& 'mortals- capable® of visiting the.

ﬁhadqw]ghds) .I*jot all wraiths want to see the -
Sh‘!dowlzmds apd Skmlands merged, and may ally
: wnL-b the’ Amem:r to oppose Eurydice. :
Storytellers ‘using othet “World of Darkness
,games or sourcebooks should adjust the capabilities
of ghosts described in this story as needed. Keep in
mind,_that the collapse of the Shroud enhances
spirits’ ability to interact with the living world in
various ways, and allows you the flexibility to justity
~unusual or unprecedented tricks.
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This means Amenti in areas where the Shroud falls
feel empowered by Osiris’ proximity. They also feel a
terrible sense of urgency. The weakening of the Shroud
must be stopped, or life and death will be mixed beyond
all undoing.

PLACES OF DEATH

The following are sites in the Lands of Faith where
the Shroud can collapse. You can use these locales as
settings for scenes, depending on where the characters
are and where their interests lie. They may investigate
unusual happenings at one of these places when the
Shroud collapses, for example, allowing them to wit-
ness the emergence of Duat.

The Shroud loses a rating point each day at sunset,
meaning that most places in the Web of Faith are
completely exposed to the Shadowlands in less than a
week. The entire world laid bare in a little more than a
week. At that point it may be too late for the Undying
to do anything but deal with the damage.

¢ Giza: The pyramids, the tombs of ancient
pharaohs, are considered symbols of Ma'at by the
Amenti. They also draw a considerable number of
tourists each year, meaning there are many people
around who may see evidence of the thinning Shroud.
Having the dwar present near the pyramids when
Neter-khertet breaks through, sparking a riot, can he
a very effective means for impressing the urgency of
the situation on the players.

¢ Valley of the Kings: By contrast to the pyramids,
the Valley of the Kings is isolated enough to serve as
something of a haven for the Undying. Still, the thin-
ning of the Shroud could bring curiosity scckers,
scientists, investigators and even the military, possibly
threatening not only millennia of history, but some of
the secret tombs of the Amenti. Mummies resting in
the Valley of the Kings in preparation for a resurrection
may be swept back into lite prematurely by the collapse
of the Shroud, giving them cause for concern.

® Mount Sinai: When stories circulate abourt the
monks of St. Catherine’s monastery seeing ghosts and
hearingstrange chanting, voices and music, the Amenti
may wish to investigate. When those stories turn to
storms over the peak of Mt. Sinai and possession of the
monks, the agents of Ma’at may be even more inclined
to visit. If nothing else, St. Catherine’s is home to one
of the finest collections of ancient manuscripts in the
world, knowledge that may be lost if someone does not
act to preserve it. The monastery is also a very atmo-
spheric setting for encountering possessed monks and
restless ghosts in search of new bodies.

THE NILE QUEEN

The ancient Shemsu-heru mummy Hatshepsut is
aware of what is happening and why, and she has the
means to do something about it — with the aid of the
dwar. Hatshepsut gets in contact with the characters,
either through conventional means such as telephone
or telegram (if the characters are accessible that way),
or through mystical means such as a Nomenclature
ritual or a Necromantic rite that allows Hatshepsut'ska
to visit the dwar in spirit form. Regardless of the means,
Hatshepsut invokes herauthority as one of the Shemsu-
heru and as an elder of the Undying, bidding the dwar
toattend her in Cairo. She’s reluctant to discuss matters
over great distance, preferring to do so in person when
the dwar arrives.

REACHING CAIRO

Obstacles faced on the dwar’s journey to Cairo are
entirely up to you. If the characters happen to be in
Cairo, matters may be as simple as a messenger deliver-
ing Hatshepsut’s summons and the characters going to
her home. If the charactersare in another country when
the message reaches them, their trip may be consider-
ably more involved.

Consider two factors in the dwar’s journey to Cairo.
The first is the chaos caused by the thinning of the
Shroud, which has begun by the time Hatshepsut makes
contact. Cairo is likely a mess, with the authorities
doing their best to maintain order. People are afflicted
by spiritual visitations, and there’s the possibility for
encounters with possession cases and the walking dead.
Travel in and ourt of the city (or Egypt or the Middle
East, for that matter) may be restricted, forcing the
dwar to find an alternate route. Of course, the longer
the trip takes, the worse the situation becomes and the
more urgent the characters’ mission grows.

The second factor is Eurydice herself. She is super-
naturally aware of Hatshepsut’s divinations into her
plans and intends to do something about them. The
wraith dispatches one or more of her stalkers (see p. 190),
either to intercept the dwar and kecp it from reaching
Hatshepsur, or to attack both the characters and the
Shemsu-heru ar Hatshepshut’s home in Cairo, prevent-
ing them from interfering in her plans.

Other challenges may await too, from fierce sand-
storms to fear-maddened terrorists to military patrols to
simple volumes of bureaucratic red tape. The trip may
comprise a significant segment of your story or may a
simple scene change as the characters go from wherever
they are to Hatshepsut’s residence.
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MEETING WITH THE PAST

Through one means or another, the
dwar arrives in Cairo and makes its
way to Hatshepsut's small but opu-
lent home. It's well protected from
the havoc of the city by various
wards and amulets, allowing the

characters to meet with the el-
der Shemsu-heru in relative
peace, although it’s clear that
matters are urgent. Attending
her at all times are members of
the Disciples of Anubis, her
undead caretakers, whowelcome
the visitors graciously.
Hatshepsut dispenses with
formalities, telling the charac-
ters what has happened. A pow-
erful wraith initially chosen to
be reborn as Amenti has been
corrupted by Apophisand cho-
sen as the Corruptor’s cham-
pion and avatar. Using mystic
secrets wrested from the depths
of the Underworld, this wraith,
Eurydice, is tearing down the
Shroud, loosing aflood of ghosts
and restless spirits. The effects
of the Veil wreak havoc in the
mortal world, and matters will
only get worse as time goes by.
In a matter of days, Eurydice
will tear down the Shroud alto-
gether. The lands of the living
and dead will become as one
and Apophis will triumph.
There is hope, however.
Hatshepsut and the other
Shemsu-heruare aware of asecret
ritual, inscribed upon the walls of
the Temple of Osiris in the lost
city of Amenti in the depths of

the Underworld. Thispowerful rite
was always intended as a last-ditch
means of preventing Apophis’ vic-
tory and safeguarding the world. It
requires the power of all the Reborn —
those who have lived at least three lives —

to use it. (Some may conclude
that Osiris created the Amenti

to find and invoke this very ritual. [f someone

proposes such a possibility, Hatshepsut
does not deny it.)

Tousc theritual, the dwar must

prematurely abandon their khat
to travel into Duat and reach
Amentiintime. Inordertomake

that journey, they must dic.

EMBRACING DEATH

Assuming the characters
accept the mission that
Hatshepsur lays before them,
they need to die to make the
transition into Neter-khertet
and to travel westward to Duat
and places beyond.

The death rite can be as
simple or complex as you de-
sirc.  Hatshepsut  has
considerable knowledge of vari-
ous poisons that can quickly
and painlessly send the charac-
ters’ bodies into the sleep of
death, allowing their spirits to
travel into the afterlife.
Hatshepsut can also insist on a
more involved ritual. Perhaps
the characters must be wrapped
in treated bandages and placed
in ancient sarcophagi before
they travel into Neter-khertet.

Alternately, Eurydice may
inadvertently help the dwar
along its journey. The corrupt
wraith’s stalkers may attack
Hatshepsut’s home as the
Amenti prepare to depart for
the landsof the dead. The mon-
strous creatures can slay the
mummies, including
Hatshepsut, although she
makes the invaders pay dearly

for herlife, using powerful Hekau
todefend herself and the charac-
ters. The key difference here is
that one of the stalkers captures
Hatshepsut’s soul. In fact, she may
willingly sacrifice herself to al-

low the characters the
opportunity to liberate their
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'WHY US? -

Some characters: (and players) may -wonder
why Hatshepsut - contacts them, out of-all the
Amenti, to undertake this important task.

If any of the characters ask, Hatshepsut explains
thather divinationsand stellar readings showed that
the characters were the ones bestsuited for undertak-
ing the mission. It was destined to be so, written in
the heavens, no matter what the characters might
believe. She points out that the dual nature of the
newly ‘made Amenti is vital (which is why the
remaining Shemsu-heru cannot undertake this mis-
sion themselves). The characters have certain soul
qualities that are necessary. = - :

Of course, given the urgency of the situation,
Hatshepsut isn’t inclined toget into long-winded
explanations, but the above may suffice. Naturally,
the characters ate free to refuse — no servant:of
Ma’at is expected to serve under duress -— but
Hatshepsut certainly expresses her disappointment
and makes it clear that the fate of the world rests
with the dwar. ’

spirits and go into the Shadowlands. This leaves the dwar
on its own, the characters fully aware of just how high the
stakes are. Indeed, a millennia-old immortal has proved
willing tosacrifice herexistence to give them their chance.

JOURNEY WEST

Once the dwar has entered Neter-khertet, members
must travel to the Pillars of the West, the entrance to
Duat, the Underworld. They journey through the
Shadowlands of Cairo, dealing with wandering ghosts
and even noticing that some mortals are aware of them
as they pass (how many mortals depends on how thin the
Shroud is in any area). It should be an unsettling expe-
rience for the Amenti, although the spirits they encounter
probably don’t pose much of a threat. (See pp. 207-208
of Mummy for information on restless spirits.)

The immortals make their way past the pyramids
and into the western desert, which eventually leads
deeper into Neter-kherter, away from the world of the
living and roward the Underworld.

THE PILLARS OF THE WEST

These tandmarks mark the border between Neter-
khertet and Duat. The dwar must make its way
through the caverns and tunnels between the pillars
to reach the Underworld.

Normally, the Judges of Ma'at pose various tests to
measure a traveler's worthiness. In this case, however,
the power of Apophis has grown great enough that the
Corruptor uses tests as obstacles for the Amenti. The
challenges faced should be manifestations of charac-
ters’ deepest fears and desires virtually brought to life.
Tailor the different experiences to individual charac-
ters. Apophis wants to encourage the Amenti to cling
to life above all else, much like Eurydice, who values her
own life above that of every other creature, and who is
willing to sacrifice the whole world to escape death.

Experiences may include flashbacks from charac-
ters’ previous lives, stressing how they have changed for
the better (or foibles they have not yet overcome).
Friends and loved ones may plead with the Undying not
to leave them. And Apophis may offer tastes of the
many pleasures life has to offer, coupled with the
terrifying mystery of what lies beyond Duat.

ANLUBIS SPEAKS

Once the dwar makes its way through the Pillars of
the West, it arrives in the vast desert of Duat, which is
wracked by the terrible Dja-akh. The storm’s fury is
greater than anything the characters have wtnessed
before. It howls and shricks, the winds filled with moan-
ing spirits. The characters are buffeted by winds and
blowing sand, even in the relative shelter of the caverns.

Then they see a faint light in the distance, through
the dust and clouds. A dark figure approaches. Anubis,
the guide of the dead, strides through the storm carrying
a glowing lantern suspended from a long pole. The
jackal-headed god nods gravely to the characters, and
speaks in a low voice that somehow carries clearly over
the clamor of the storm.

“Has the time come?”" Anubis asks.

If the characters answer in the affirmative or other-
wise tell Anubis why they have traveled to Duat, he
nods and asks, “Are you prepared””

If the dwar says yes, the guide of the dead turns and
leads them out into the Dja-akh. If the characters
answer in the negative to either question, or ask Anubis
for clarification, the jackal-god silently turns and leads
them out into the storm, but does not speak to them
again. He leads them to Amenti, but it is up to them to
decide to stop there and find the Temple of Osiris,
following Hatshepsut’s instructions.

So long as the characters remain within the glow of
Anubis’ lantern they are protected from the effects of
the Ghost Storm and the wraiths and spectres in it. If
you wish, you can subject characters to another chal-
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lenge by having one or more spirits break through
Anubis’ protection to attack the dwar. The jackal-god
isoccupied by strengthening his sphere of influence and
keeping out the fury of the storm, leaving the characters
to deal with any rogue spirits on their own.

THE RITE OF THE SLAIN KING

Anubis finally leads the Amenti to their namesake,
the ruined city buried in the dark sands of Duat. If the
characters have told Anubis their mission, he leads them
through the broken and buried city streets to its single
intact structure. If not, he leads them past Amenti, and
it's up to the characters to choose to strike out on their
own to find the temple. [f they continue on with Anubis,
they encounter the Judges of Ma’at, who may send them
back to complete their mission before it’s too late.

The Temple of Osiris is a massive sandstone building
supported by giant columns. Inside itisdark and cerilysilent,
unaffected by the storm raging beyond. The centerpiece is
agiant throne, now empty, and the walls are inscribed with
Egyprian heiroglyphics. One wall behind the throne bears
instructions for the rite that the dwar seeks, and any
character able to translate the symbols can read it. If none
of the characters are fluent in Ancient Egyptian, they can
use the Memory Background to recall enough to vead it. If
neither is an option, feel free to offer the characters a
moment of divine inspiration, with the complete memories
of their First Lives flooding back to them.

THE RITUAL

The Rite of the Slain King is by far the most powerful
Hekau ritual the characters have seen. In essence, the
rite weaves a new and impenetrable Shroud between the
lands of the living and dead, but it requires the unique
and perfected souls of beings such as the Amenti as raw
materials. The rite transforms the entities into a Shroud
that separates the two worlds permanently, but the
Amentiare nomore. They do notdie, precisely, but their
essence is forever bound into the Shroud. For the world
to live, the immortals must die.

Therite isdesigned such that only the Undying can use
it, but the dwar must still decide to sacrifice not only
themselves but all of therr kind for the ritual to work. Note
that the ritual does not require the consentof other Amenti.
Even one mummy can attempt it and all the other Undying
are affected, whether they wish to be or not.

The Rite of the Slain King is an extended ritual,
using Occult + Necromancy (difficulty 8). A total of 20
successes are required, with one roll made per minute of
performance. A botch resets the total successes to zero,
forcing the characters to effectively start over. There is

no Lifeforce cost, since the rite is empowered by the
souls of the Reborn themselves. The dwar can cooper-
ate in performing the ceremony or just some of the
characters can enact it, perhaps leaving the others to
defend them in case of opposition.

DON'T LOOK BACK

After the dwar begins the ritual and its first success-
ful roll is made, Eurydice enters the temple in full and
terrible glory as the Avatar of Apophis. She glows with
power, hovering in the midst of aswirling storm of black
clouds, lightning flashing from her eyes and crackling
over her skin. Her voice is like thunder as she com-
mands the Amenti to stop what they're doing. You have
a few options in this confrontation, depending on the
sort of climatic scene you want to set.

Eurydice may be accompanied by one or more
ghosts or stalkers. She commands them to attack the
muiminies, initiating a final battle in which some char-
acters fight to hold her off while others complete the
rite. Use Eurydice's game statistics on p. 189 as an
example of her capabilities, making her powerful enough
to posc a serious threat.

Alternatively, the power of the ceremony may
prevent Eurydice from attacking the dwar directly. All
she can hope to do is convince the characters to stop of
their own free will before the ritual is complete. She
may use threats, logic, persuasion, seduction or any
other means available to convince the Amenti. She
promises them dominion over their own kingdoms,
wealth and power, harems of lovers — virtually any-
thing in order to sway them. She may also threaten to
destroy people and places important to the characters,

DO THE GODS PLAY AT DICE? -

" Whether or not you allow game mechanics to
dictate the outcome of this story is largely a pet-
,§9néil‘£:1;)6i'ce; Some ‘troupes prefer to play things
out, letting the dice (and chips) fall where they
' i‘nay:‘:gthﬁ'rsffgc}jthq_t the drama of scenes and the -

-g_eqsm}lsof ehatacters matter, more ‘than a few -
‘{aﬁdamﬂwbr&ls Certainly, ft can be anti-climatic -
“forythe dwar so*come .all this way only to fail -
-spectacularlybecause.of bad luck. And yet, tempo-
rary setbacks (the results of failed rolls) can be
inspiration forentirely new challenges. In the end,
it’s up-to you to rely on game systems or to simply
_pursue the'most dramatic and interesting outcome
for the players and chronicle.
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and she certainly has the means to do so, forcing the
characters to decide whar they’re willing to sacrifice in
order to succeed. So long as the dwar remains steadfast,
the Corruptor’s avatar is powerless to stop them.

SEALING THE SHROUD

When the Rite of the Slain King is complete, the
soulsof all Reborn across the world are drawn from their
khat and merged into a new and more powerful Shroud.
Eurydice screams in terror and rage as the barrier
forever separates the living and spirit worlds, drawing
all ghosts back into the Shadowlands and preventing
any from rerurning. The dead remain dead, and never
reach the living lands again.

Of course, the Amenti are only dimly aware of such
victory as their consciousness merges in a single tran-
scendent moment. They are aware of the presence of
Osiris himself, a part of the foundation of the ritual,
sacrificed once more for the cause of his people. They
are aware of the eldest Shemsu-heru (including Horus),
and even of Ma'at herself, lending her power to this
most noble of acts. For a shining moment, the Amenti
arc aware of the perfect balance and rightness of all
things, and then they are no more.

FURTHER STORIES

The end of “Long Day’s Journey into Night” is
generally a final one for the Reborn, meaning that
opportunities to run furtherMummvy stories or chronicles
set in the World of Darkness are few to none. Depend-
ing on the events of this story, however, there may still
be opportunities for further adventures.

¢ Deadworld: Most opportunities for stories arise if
the characters fail to use the Rite of the Slain King to
shore up the decaying Shroud. The Amenti may choose
not to use the rite, or they may simply not discover it in
time. The Undying still exist, but the world they swore
to save has become a hellish mix of the living and dead
as the Shadowlands spread and restless ghosts take on
new host bodies to live again. The Undying are the only
remaining champions of life.

¢ Final Resurrection: Perhaps some or all of the
Reborn are spared the effects of becoming part of the new
Shroud, but not without repercussions. They are restored to
their physical bodies and returned to life once more, but
they are no longer immortal. The power of the Rite of the
Slain King — and perhaps other apocalyptic events — has
largely ended the influence of the supernatural in the world.
Now the former Undying are ordinary mortals again, albeit
ordinary mortals with the memories of two different life-
times and a greatly changed perspective on life and death.

Are the Amenti willing to adhere to the oaths they once
swore now that they are no longer Undying?

¢ Journey to the West: The dwar findsitselfin Neter-
khertet following the Rite of the Slain King, apparently
still in spirit form, but now permanently cut off from the
world of the living by the very Shroud they helped create.
Their existence as Undying servants of Ma'at is over, but
a new existence awaits. The dwar must travel to the west
and into the depths of the Underworld, beyond even the
Blessed Fields of A’aru to find a true reward in existence
beyond death. Youcan make this journey of discovery into
an extended chronicle of its own (using resources such as
The Infinite Tapestry for Mage: The Ascension). At
journey’s end, the characters may find oblivion, eternal
paradise or perhaps the way back to the living world to
reincarnate and begin the cycle of existence all over again.

MAJOR CHARACTERS

The following characters are pivotal to the events
of this scenario. Feel free to modify them to suit the
events of your chronicle, or even substitute other be-
ings from your game.

EURYDICE

This corrupt wraith is described in more detail in
“Apophis Ascends” (p. 182). Eurydice is still the Ava-
tar of Apophis here. Rather than a risen embodiment of
death and corruption, she is still a wraith, but with a
terrible hunger for life. She is empowered by Apophis
and her own khaibit to tear down the Shroud, to merge
the lands of the living and dead into one. Only then will
she attain the resurrection that she seeks, and will she
reign over the two worlds in the name of the Corrupror.

Eurydice's Traits are essentially the same as those
given earlier, except that she is not embodied in this
scenario and exists as a spirit in Duat (albeit one with
the power of Apophis at her command). Eurydice is
completely and utterly mad. She doesn’t care for any-
one or anything and gladly sacrifices the world if that’s
what it takes to regain her grip on life.

HATSHEPSUT

Hatshepsut understands the meaning of sacrifice.
She is one of the Shemsu-heru, the original mummies
created by the Spell of Life, and an ally of Horus himself.
More importantly, the Nile Queen has served as one of
the greatest champions against the machinations of
Apophis, although few actually know it. Hatshepsut was
the subject of a mighty enchantment known as the Rite
of the Sun King, .which made her a barrier in the
Shadowlands against Apophis’ full power, keeping the
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Corruptor at bay so that he was forced to operate through
agents. Hatshepsut was aided and supported by the
Disciples of Anubis, a secret society privy to the rite and
her duties (see the Mummy Players Guide for details).
Hatshepsut and the rite helped safeguard the world
until the coming of the Dja-akh. The Ghost Storm dis-
rupted Hatshepsut’s place in Neter-khertet and forced her
back into her khat, kept safe by the disciples. They assisted
the queen inrecovering herstrength and acclimating to the
world that she left behind long ago, but the Rite of the Sun
King was broken and the power of Apophis was unleashed.
Now the Destroyer has found an avatar and the end is near.
Hatshepsut is entrusted with knowledge that may yet tum
the tide, but it demands immense sacrifice. She understands
martyrdom, and knows what she must ask of the dwar.
Harshepsut's role in this scenario is that of a guide
and ally of the Amenti; her Traits are largely irrelevant.
She isan elder and powerful Shemsu-heru. Assume that
she has extensive knowledge of ancient lore and pow-
erful Hekau, butis still limited when it comes to dealing
with the modern world. Feel free to give Hatshepsut
whatever capabilities she needs to contend with the
situations of this scenario, and to move events along.

STORYTELLING
ARMAGEDDON

Atitsheart, Mummy focuses on rebirth and redemp-
tion. The game’s immortal protagonists have no fear of
death — indeed, no reason to fear death. Divine grace
places them beyond mortality and time. How, then, is it
possible to reconcile this enduring hope against a back-
drop ofimminent Armageddon?’ The preceding scenarios
present four ways to end the world, addressing all three
major cultures of mummies. The stories provide a frame-
work to end the world — or perhaps to save it from
annihilation. You may run these scenarios as printed,
borrow select elements or even create your own cataclys-
mic stories. The following section is a toolkit for
incorporating world destruction into your chronicle.

SETTING THE STAGE

Most apocalyptic stories involve a measure of fore-
shadowing. The degree of premonition necessarily
depends on the tastes of the troupe. Has fate or destiny
played a role in the chronicle previously, or does the end
approach veiled in unusual signs and portents? Is the
world supposed to end?Is Armageddon inevitable, so it’s
anticipated and looked for? These are questions to con-
sider when deciding the signs appropriate to your story.

CHAPTER 5 MUMMY: THE RESURRECTION

EXTERNAL SIGNS

These are the “traditional” portents associated with
Armageddon. Some are presented at the beginning of
this chapter to set the tone for the end. Psychics and
dreamers worldwide may experience common night-
mares hinting at future events. Petty monsters can go to
ground or flee cities like rats from a sinking ship.
Ancient evils can arise from dusty tombs or return from
banishment in the spirit world, marking the failure of
all bonds in the last days. The tide of demons in the
world (see below) suggests that something climactic
approaches, but the nature of such a looming event can
be obscure. In games rich in symbolism, allow omens
and even miracles to presage Armageddon. If a body of
water turns to blood and flesh-eating beetles rise from
the ground, surely a mummy has cast the Plague of
Ma’at ritual, right? But what if the characters investi-
gate and conclusively determine that no mummy was
responsible? What then? What does it mean?Questions
arise from questions, and thus signs set the mood.

While deploying signs and portents, do not underes-
timate the power of prophecy. The Mummy rulebook lists
Divination as a Skill (p. 61) and includes more powerful
magic to determine fate as part of Celestial Hekau. Enter-
prising Storytellers can spoon feed bits of prophecy to
characters through omens. In fact, with player coopera-
tion and pre-planning, two characters in the dwar with
dots of Divination can suddenly lock gazes in a trance and
speak words of prophecy together (with players reading
from a script). If the Shroud drops or rises over the course
of the story, characters may spot ghosts out of the corner
of their eye or discover that they can no longer look into
the other world with magic. Events like this can startle
playersand goalong way tosettingacreepy tone. Asafinal
bit of advice, start small and work up to boiling seas and
hurricanes of blood and ash. In this way, the story rises
gradually from the mundane to the epic.

INTERNAL SIGNS

While less flashy than externalsigns, internal changes
have the potential to evoke greater emotional involve-
ment than any unexplained miracle. By their very
existence, the Reborn undergo rebirth in defiance of
death. Ultimately, one force and one destiny must pre-
vail: Balance and life, or Corruption and death. Even
before those forces face off directly, the metaphysical
strain of that conflict affects facets of Undying existence.

¢ Degeneration: As the world spirals ever further
from balance, the scions of righteousness find theirown
enlightenment challenged. Mummies who violate the
hierarchy of sins for their Morality rating (Balance or
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Direction), or who disregard mastered tenets of Quest
in the case of Wu T’ian hear whispers of Corruption. In
game terms, the player of a sinful mummy must roll
Morality against a difficulty of the Trait’s own rating.
Success allows a character to recognize his mistake and
retain enlightenment. Failure removes a dot of Moral-
ity. A botch on this degeneration roll removes a dot of
Morality and drainsa point of each of temporary Lifeforce
and Willpower. Mummies who sink to zero Morality
lose their resurrection and crumble to ash unless they
adopt Corruption (Mummy, p. 143).

® Heroes against the Darkness: Even as the un-
righteous descend into monstrous depravity, those who
dare walk the path of Balance thrive under the pressure
of desperation. The world necds heroes in its darkest
hour, and the Reborn must rise to meet that need. In
game terms, the experience cost to increase Morality
decreases to current rating x 6. More importantly, the
divine patrons of the Reborn reward their most loyal
champions with grace befitting their greatness. When-
ever a mummy performs an act that truly exemplifies
the principles of her Morality, her player may roll
Morality against a difficulty of the Trait’s rating. Each
success grants one additional experience point. Experi-
ence gained in this fashion may be spent on improving
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Morality or recovering dots of Traits diminished by
resurrection (that s, Lifeforce, Willpower or Attributes).
Characters do not need training time to recover dimin-
ished Traits. The Storyteller remains the final arbiter of
whether a particular action warrants such a reward.

* Portentous Memories: If the approaching cara-
clysm owes its origins to events and plots enacted in the
ancient past, mummics with the Memory Background
may experience flashbacks from their tem-akh or illi.
These visions may provide crypric insight into current or
future events. You can use the rules for the Déja Vu Merit
(Mummy Players Guide, p. 114) to resolve unbidden
memories. Daring Storytellers may even run an entire
First Life story as a “memory,” the events of which
somehow foreshadow the end of the world. For example,
the scenario “Apophis Ascends” assumes that the
revenant Eurydice becomes the ultimate vessel of the
Corrupter’s will. Characters playing out this story might
remember a scene from ages past when an oracle brazenly
told children of the vampire-god Set that another would
replace their progenitor as the Chosen of Apophis. The
vampires accused the prophet of blasphemy and slew
him. Such a memory or vignette raises more questions
than it answers. Did the oracle speak truth? Who will
replace Set? Has the transfer already happened?
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Even a game featuring the Wu T'ian can benefit
from flashbacks, although such memories are quite
different from those of Amenti and Capacocha cousins.
The jing shen provides power, not identity, so the
memories of celestial spirits throw back to the glory and
tragedy of previous Ages. Wu T'ian may dream of the
exalted Wan Xian and their fall from grace. Perhaps the
Demon Emperor began plotting his ascent long ago and
the plan reaches its ordained climax only now.

A WORLD OF DARKNESS

Mummies share the World of Darkness with a host
of monsters, wizards and strange creatures. Although
the end of a Mummy chronicle should necessarily focus
on the exploits of the Reborn, other creatures can have
a role in that story. Indeed, you may want to run a
crossover finale in which mummies fight against or
alongside other supernatural beings in a last-ditch ef-
fort to save the world. Be careful of adding too many
creatures to the pot, though, lest you dilute the themes
integral to each creature.

Vampires: The innately antagonistic relationship
between the Undying and the undead makes vampires
unlikely allies, and that’s before the added pressure and
turmoil that Armageddon weighs on the relationship. The
rise of Eurydice as successor to Set places the Followers of
Set in an interesting quandary: Do they accept the obso-
lescence of their god and join the revenant, or war against
heron the side of Ma'at out of spite? It is quite possible that
the childer of Set may fight a shadow war against Eurydice
long before the Amenti learn of her existence. More
dramatically, prophecies circulated among the vampires
claim that theirancient progenitors will awaken in the last
days and slake their bloodlust on the living and undead
alike. Such a plot device could keep the Imkhu and the
most powerful mummies busy combating the plague of
vampires, while players” characters investigate and dis-
cover the greater threat posed by Eurydice.

On an entirely different front, the Wu T'ian cer-
tainly have business with the vampires of the Middle
Kingdom. Unlike their western counterparts, the Wan
Kuei were once heroes and demigods serving Heaven
and the August Personage of Jade. Their betrayal of
divine trust and descent into petty theft of Chi led to
their transformation into bloodthirsty demons. In many
respects, the Wu T'ian act as replacements for the Wan
Xian of old. It thus stands to reason that the Children
of Heaven cross paths with their broken predecessors in
the last days. Such meetings need not be hostile, as
some of the Wan Kuei hold to vestiges of their celestial
duties. Kuei-Jin and Wu T'ian may fight together

against the forces of the Demon Emperor, directly or
perhaps with noble vampires sacrificing their existence
to buy time for the Xian Lung to hide some great
treasure. Other vampires oppose the will of Heaven
through their own selfishness or willing slavery to the
Demon Emperor. These akuma slaves represent the
most dangerous foes an immortal could face.

Ghosts: As forimer ghosts themselves, the Reborn
never fully escape their origins. Every death cycle brings
them to the realm of the dead, either to the Duat of
Amenti or to the Realm of Pacarina known to the
Capacocha. Wu T'ian spend their time between lives at
the Gate of Heaven, but the White Lotus Society of the
Xian Lung devortes all its efforts to protecting and honor-
ing the dead. Any cataclysm of the living world affects the
dead, raising storms like the Dja-akh or creating hordes of
new ghosts through mass casualties oratrocity. Indeed, the
very resolution of Armageddon may lie in the spirit world,
such as depicted in “Long Day’s Journey into Night.” Be
careful to include the dead in any cataclysm, considering
how and to what degree the events of the living world
shape the events of the spirit world, and vice versa.

Mages: The Cult of Isis and the Children of Osiris
both boast mortal wizards among their ranks. It's ulti-
mately such magicians who cast the Spell of Life upon
new Amenti, much as the amawtas cast the Spell of
Going Westward upon Capacocha. Whether they call
their magic Hekau, Arts or Immu, the Reborn draw on
powerful sorcery that associates them with mortal ma-
gicians. During Armageddon, the Undying find great
allies and enemies among the world’s magi, particularly
the cannibal-sorcerers of the Amkhat and the
Namebreaker slaves of the Yama Kings.

Demons: Shortly before Armageddon, large num-
bers of demons escape their hellish prison and seek
refuge in mortals with weakened souls. Such perverse
spiritual rape mimics the joining of a tem-akh to a host,
but most mummies rightly regard the act as an abomi-
nation. Demon: The Fallen assumes these demons
once served the Creator as angels, but they were cast
into hell as punishment for rebelling against their
maker. The polytheistic cosmology of Mummy does
not readily accommodate fallen servants of a monothe-
istic deity, but that doesn’t mean demons can't play a
role in an apocalyptic story for the Undying. Instead of
Judeo-Christian demons, they may be ifritin the service
of Apophis — or ifrit fleeing the all-devouring hunger
of their rising god. Mummies should rightly fear that
which terrifies demons, and thus the damned make
excellent heralds of the end times.
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Hunters: While mummies stand boldly against the
monsters of the darkness, they do not stand alone.
Some mortals take up arms against the horrors in their
midst, touched by some inscrutable higher power. Some
of these people rise to greatness and heroism, while
others descend into callous fanaticism. Thus, hunters
make an excellent moral foil for the Reborn. Unlike
vampires, hunters do not reflect an inverse of immortal
existence. Rather, their exaggerated dedication serves
to illustrate an extreme variant of mummics’ purpose.
In an apocalyptic story, mummies may ally with some
hunters while other mortals stalk the Undying. Perhaps
hunters look ahead to (or suggest) a world where
mortals will be free of all supernatural beings. Do the
Reborn even have a place in such a reality?

Others: Wercewolves and most other shapechangers
dedicate themselves wholly to the destruction of Corrup-
tion and the restoration of cosmic balance. They could
make extraordinary partners for the Undying, or tragic
enemies if flared tempers and misunderstanding bring
the two groups to blows. The fae have their own problems
at the end times, and little of substance ro offer that could
oppose the forces of evil. For the rest of the published
“200" of monsters in the World of Darkness, you can use
them or not as befits the needs of your game. A wave of
ifritcould blanket the Earth if the Shroud thins and blurs,
creating hordes of fomori. Or psychics and mediums
could suffer traumatic dreams that prophesize the end.
You get to decide how important the other World of
Darkness games are at the end of yourMummy chronicle

TYING UP LOOSE ENDS

Armageddon makes foranaturalend toany chronicle,
but it also serves as an excellent opportunity to resolve
dangling plotlines. Ideally, such resolution applies equally
to clements of the Mummy setting as to elements of your
troupe’sown game. In the former case, the scenarios of this
chapter attempt to reconcile most of the major conflicts
and characters of the setting. For example, “Apophis
Ascends” sees the destruction of the Apepnu at the hands
of Eurydice, the new and more terrible leader of the
Amkhat. Her rise as the Chosen of Apophis may be
thwarted by only an unlikely alliance of Amenti and the
last of the Bane Mummies. Eurydice’s destruction marks
the defeat of the Grear Serpent. Such a plot incorporates
the major clements of the game’s setting, most importantly
the overthrow or defection of all major adversaries.

The other threc scenarios likewise aim to tie up
their respective elements for the spirit world, including
the Capacochaand the Wu T'ian. Storytellers creating
their own scenarios whole cloth should consider how to

resolve major setting characters and plot points such as
the Intimallki Pit of Names, the fabled Third Incarna-
tion and all the major factions of Amenti from the
Shemsu-heru to the Ashukhi Corporation. It isn't
necessary for everything to wrap up neatly, particularly
if you plan to continue your chronicle in the aftermath
of Armageddon. Most elements should resolve prior to
or during the climax, though.

As for your chronicle’s own unique story lines, the
end is the time to whip out old friends and enemics. A
long-running chronicle has its share of dangling plot
hooks and lingering cast members. Players feel re-
warded tosee familiar faces among the going-away cast.
If their characters saved someone’s life, maybe that
person returns the favor by taking an assassin’s bullet.
Old contacts can get antsy and pack up, warning the
characters thar something bad is coming. Old enemies
can join with the ultimare evil in their own mad quest
for power or vengeance, while others serve the dark
powers as brazen cowards, claiming, “It’s better to be
the right hand of the Devil than in his path” (to quote
the archetypically sleazy Beni Gabor in The Mummy).

Morally gray figures may cast their ot in either
direction, taking a place on the side of hope or destruc-
tion as appropriate. Even longtime villains may surprise
everyone by choosing life over the universal destruc-
tion of everything they know. Ends force everyone who
lives to choose sides, and that isn’tabad thing. Unlikely
allies make for excellent roleplaying opportunities, as
do unfortunate enemies and other twists of fate.

In fact, you can interweave Armageddon into your
chronicle without players fully realizing what's going
on. Doing so creates and maintains the characters’
emotional artachment to what’s important to them
while everything around them falls apart. Mummies
can speak of “saving the world” and “fighting evil”
abstractly, but characters still jump to save aloved one,
evenamid mass destruction. [t's that connection to cast
memmbcrs and interest in subplots that helps tic up loose
threads in your Armageddon game.

MOOD AND TONE

While signs and portents go a long way to setting an
apocalyptic mood, go beyond such gimmicks. As more
and more signs point to utter finality, players will
naturally begin to worry. That’s good. The tone of
Armageddon is anxiety colored with hefty doses of
desperation and fear. Every clue should raise more
questions than it answers. Drop red herrings and mis-
leading hints among cryptic half-truths. Make fate a
puzzle and force the characters to work hard to assemble
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it. Each piece should heighten the ambiance of dread,
steadily quickening with every revelation until the
signs come too fast to handle. Just be careful not to
overwhelm the players along with the characters. For
all its seriousness, an apocalyptic story is just a story. If
the players don't enjoy themselves, you're not doing a
good job. This is one of many reasons why cataclysm
works hest with a long-standing troupe and chronicle.
The players have (hopefully) grown to trust you.

Another important factor in establishing tone is
making it appropriate to your intended resolution. If
the characters can save the world and leave it a happy,
shiny place, maybe the lead up shouldn’tbe too dark. In
contrast, astory working toward tragedy can be outright
ugly in its opening stages, with bad things happening to
good people as a prelude to the bad things thar will
befall everyone. You can even mix and match, leading
players to believe there is little hope while holding the
possibility for total victory close to your chest. The
reverse is not advised, however. Players tend to resent
being lured into a false sense of hope.

WITH A BANG...

The events of Armegeddon do not need to be subtle.
Maybe they shouldn’t be. There doesn’t have to be a
gradual buildup toward the end. Want to blow upa major
city? Or a dozen? Want to unleash the Dja-akh into the
living world as an all-consuming typhoon of hungry
shadows? Want vampires and walking dead to roam the
streets in an orgy of blood and death? Go right ahead!
Nothing is over the top for an apocalypse, so long as it
doesn't feel cheesy or contrived. Move away from creepy
suspicion and heighten the tension by killing off some
major Storyteller characters. Make it clear that this is it.
There are no second chances, not even for the Reborn.
Unless stopped by whatever means necessary, the end
really is the end of everything. No one else is going tosave
the world, so the characters betrer get moving now.

PLAYING GODS

Although Mummy's sctting involves many divine
beings, these participants normally act at the periphery
ofaplot. The Imkhuserve as the generals of the Amenti,
directly concerning themselves only with the greatest
threats. A given dwar may never even meet one of the
Iimkhu, let alone come face to face with Horus. Osiris
operates incidentally on two levels: his dismembered
body is strewn across the Web of Faith while the energies
of hissoul suftuse that ancient network of holy sites. Even
in Duat, a realm populated entirely by spirits, the gods
take a detached — even passive — role. The judges
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measure purity and worthiness, stripping away or award-
ing power as befits their will and the honor of those they
measure. Anubis ferries and wards the dead, but as a
silent, implacable figure with a specific task. The jackal-
headed ferryman doesn’t come to the rescue if the
characters take a wrong turn into a nest of angry shades.
And behind the rest of the pantheon, Ma’at stands as a
concept and ideal of balance rather than as a tangible
entity. And for its part, Apophis is quite real but still
nebulous. The Grear Serpent dwells coiled in the hearts
of its slaves, in the hunger of vampires, Amkhat and the
demon-eaten souls of the Apepnu. But Apophis itself
does not appear except by proxy. Right?

Wrong. All the rules change at Armageddon. Dei-
ties can and do take an active role in events. “Apophis
Ascends” deals with just that: the rise of Apophis through
his chosen avatar of Eurydice. If the two join and resur-
rect, Apophisgainsa living vessel. Nothing can stop such
ahorror. But then, that's the point. The characters must
do the impossible and prevent this blasphemous joining
or the world ends. But even before the climax, Eurydice
grows into a demigod all her own. In her lies the com-
bined powers of the Apepnu and the unholy might that
Apophis once imbued in the vampire Set. Eurydice is
brilliant, angry and obscenely dangerous. So how is a
poor Storyteller supposed to portray her?

Playing gods isn’t easy, but nor is it impossible. In
the preceding example, Eurydice was once human, and
enough humanity remains to portray her accordingly.
Show the power. Show the ambition and arrogance
commensurate with that power. But she is not omnipo-
tent, and certainly not omniscient. The same holds true
for the ascendant Demon Emperor of the Middle King-
dom, and any other evil power in the established
Mummy setting. This rule holds true for Osiris, Anubis,
the ancient mallki and the Eight Immortals. Beings
that lie beyond a need for game statistics aren't neces-
sarily perfect. You can interject foibles and
vulnerabilities without the aid of numbers and dots.

Of course, the other side of this dilemma is that
gods are powerful and well informed. Don't be afraid to
fudge. The players can’t see your notes or look behind
the screen, so feel free to give entities whatever they
need to fulfill the role you intend for them. It's not
heresy to throw dice and ignore the results for dramatic
purposes, (although players may be disgruntled if they
know you fudge the results). Ultimarely, you are the
only omnipotent force in your game. You may delegate
as much of that power to any cast member as you like.
Just keep it fun.
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..OR WITH A WHIMPER?

Admit it: City-leveling pyrotechnics are just, plain
fun. The opportunity to turn the entirc World of
Darkness on its head in an over-the-top battle between
good and evil has a certain undeniable appeal. It’s
dramatic. It certainly keeps players attentive with dy-
namic imagery and fast-paced play. Bur that kind of
game isn’t for every troupe or Storyteller. In many ways,
it’s far more challenging to tell a subtle Armageddon.
What if the world almost ends and no one ever knows?

The tools and tricks of a subtle cataclysm differ
considerably from those of the big-bang approach, but
the setting affords what you need. First, there’s the Veil,
that nepenthe of half-mystical unbelief behind which
mortals hide when faced with the supernatural. The
power of the Veil is astoundingly strong, reinforced by
a socicty accustomed to big-budget special effects and
scientific explanations for everything. It's because of
the Veil that the world suspects terrorism and not
magic when Sao Paolo burns toash in “The World Goes
Westward.” People don’t want to believe there are
monsters — or rather, they want to believe there are no
monsters. They want to believe they're safe. Faith
necessarily blinds the masses to the existence of the

hidden world, a faith preyed upon by prowling vam-
pires, werewolves in the rural lands and mages
sequestered among their unenlightened kin.

Mummies — and ambitious Storytellers — also
hide behind the Veil. Allow for and encourage mortal
rationalization of amazing events. Supernatural beings
know the truth, or at least many do. And so the
characters face the challenge of concealing their iden-
tities and the truth even as they protect the world from
that truth. Such a conspiratorial style of play can draw
on any number of paranoia-driven inspirations. The
obvious pop-culture source is the X-Files. Bring the
world to the brink and let the players save the day,
maybe even purging the world of supernatural taint.
However dramatic a resolution this is, mortals don't
miss the monsters they never acknowledged or knew
betore. Thus the world goes on, oblivious.

LIFE AFTER DEATH

Of course, what if Armageddon is not the end of
everything as we know it! The scenarios presented in
this chapter allow for numerous possible endings, some
of which resolve in birtersweet triumph and others
which end quite -hopefully. Mummy allows for the
possibility of resurrection more so than any other World
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of Darkness game. Evenif the world dies, itdoesn’t have
to stop. Spring follows winter. Day follows night. The
Wu T'ian look to the inevitability of the Seventh Age
and the overthrow of the Demon Emperor as surely as
they anticipate the hellish darkness of the Sixth Age.
Meanwhile, the Amenti don't even share this measure
of fatalism. As far as they're concerned, the world
doesn’t have to end. It may take sacrifice and good
people will die, but they believe the forces of evil can be
beaten hack.

A number of special challenges confront Storytell-
ers running a post-apocalypse story. If the chronicle
begins prior to the cataclysm, the end (or averted end)
is the natural climax of the plot arc. Stories set after-
ward can feel tepid or anticlimactic. You can overcome
these sentiments in one of two ways. First, set a mood of
continued need. Don’tallow mummies to grow compla-
cent. The defeat of acentral villain doesn’t mitigate the
need for rebuilding or cleaning up the spiteful traps or
lackeys left behind. Second, set a mood of haunting
uncertainty. Resurrection works both ways. Maybe the
villain has suffered death and defeat, but will rise again
unless the characters take steps to make the victory
permanent. Beware cheapening the climax of your
Armageddon, however. If the players feel that all the
sacrifices and noble deeds were ultimartely superfluous,
they may resent your story.

Another possibility for a post-apocalyptic game is
one that begins after the end. This approach allows the
original chronicle ro resolve with the end, and the next
story picks up days, months or even years later with a
new cast. Such aspin-off depends on the continuity and
events of the earlier chronicle, while retaining its own
focus and themes. Mummies created long enough after
the cataclysm may not remember a time before nuclear
winter. They may have grown up with walking dead
roaming the expenses between ruined cities, preying on
living stragglers. Or maybe the world is largely a better
place, so survivors have never seen a vampire. In a
setting irrevocably changed by the events of the apoca-
lypse, joining with an ancient soul (or even one less
ancient) allows a new mummy to recall events before
the end. The new immortal has a memory of something
better and the power to restore it, or a dire sense of what
evils may arise again if she does not stop them.

The quest to restore civilization to its past splendor
makes for an epic chronicle no marter what direction it
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takes. Characters may be inscrutable nomadic heroes in
the vein of Mad Max. Or perhaps civilization is rebuilr,
but the people in charge have gotten it wrong somehow.
The supposed utopia might hold onto power with tyr-
anny or social conditioning utterly contrary with the
dictates of Ma’at. The antagonists of such stories are
probably mortal despots. Any war against dystopia can
draw on the imagery and themes of 1984, Equilibrium or
countless other films and books. For a slight twist, rogue
immortals set themselves upas god-kings throughout the
world. They mean well enough at first, trying to shepherd
the masses toward enlightenment. In time, however,
these Undying pharaohs grow corrupt as they believe
their own lies, demanding worship and obedience from
their subjects. Noble mummies (i.e., the characters)
must hunt down and overthrow their own so that hu-
manity can truly rebuild without supernatural influence.

Storytellers feeling particularly philosophical can
play out a reconstruction chronicle with the same
mummies who fought in Armageddon. These beings
perished o save the world and have been trapped in an
extended death cycle by the Spirit Storm, a thickened
Shroud or by some other plot contrivance. Their bodies
have lain hidden or maybe they were recovered and
given elaborate burials by other mummies. The world
has changed dramatically in the characters’ long ab-
sence. Other Reborn rule openly as god-kings as
suggested, or behind the scenes as viziers. In either case,
those in power pay lip service to the characters as saints
ina religion venerating the elite caste of ruling immor-
tals. The powers that be do not want to confront the
inconvenient reality of their saints. They likely decry
returned characters as frauds and hererics, sending
minions to hunt them down and keep them from
ruining the lords’ clever charade. A story like this relies
on a mood of desperation and haunting despair. The
good guys saved the world, but for what? For this? Such
a setring shows that evil never really dies, it just wears
a new face.

Perhaps the characters realize they can’teven trust
themselves, and so must cleave the Shroud to destroy
all the Reborn. No more meddling immortals or ghosts.
No more supernatural powers. Let humanity have its
world to do with as it pleases. This is definitely a bitter
epilogue, akin to the Norse tradition in which the end
marks the fall of gods and heroes as surely as the
monsters they oppose.

THE RESURRECTION
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Sword clashes on spear and [ know the next part’s
going to hurt. It already hurts. Everything hurts.

Belphigor’s strong— not as strong as he was before
the fall, but stronger than he was when he gotout of the
Pit. If he tells anyone he doesn’t consume his fellow
fallen, he’s a liar.

He’s a liar whatever he tells anyone.

We lock up corps a corps and [ shove him back, but
[ can't hide a wince as I do. It’s my shoulder, my chest,
right where my heart would be if I had one. The hole
that Bright Shining pawn put in me two months ago, it’s
still there and it makes my left arm weak. Left wing, too.

Belphigor’s got my measure now. He was holding
back. I knew he was. He knew [ knew and now he’s
going to make his move.

My spear hasreachand [ thrustachim, inand out, but
it'sheavierand he planned for that. He's the superior flyer
now. He flutters up, out of reach. [ stay on the ground,
waiting. He's looking down at me. He must love that.

“If you're the real Morningstar,” he bellows, “It
will be a sevenfold honor to defeat you — to be the first
ever to do so. And if you are false... that’s good, too.”

This gets a laugh from the assembled Faustians,
who are watching from one side. The Luciferans, on
the other, glower at them, but both hold back. Not
many of either faction really want to go head to head,
not with dukes like Vodantu getting free and Earth-
bound like Abbadon openly soliciting human worship.
They're willing to watch the fight... so far. Each side
still hopes its champion will win.

We're fighting in the Grand Canyon. I'm at the
bottom, looking up at a blue strip of sky. Belphigor’s
level with the land above, posturing. He folds his wings
and dives like a meteor.

[ get one shotat him, one stab, and he turns it aside
— aperfect block. I barely feel it and then the sword'’s
back in position, transfixing me, and then I die.
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WhenIcome back, Nazathor is sliding down the wall
of the canyon, leaving a trail of blood and white feathers
behind her. Another Luciferan has shown his wings and
jumped off the side, too. Avenging me? No, trying to
protect her. It’s the Star Thorn, Nazathor's enamored
aide-de-camp. He nurses dreams of saving her, earning
her love, luring her from me. | wish he could.

1 wish I could let Belphigor kill both of them, but
that wouldn’t be good politics. [ can’t be the devil who
lets his people die. I have to show them I'm strong
enough — not just strong enough to win, but to win
without casualties.

But I do let Belphigor hit Star Thorn once before
[ stand up again.

“Is that the best you can do?”

He turns when he hears me and his expression is
appropriate. Demons don’t just come back like that. I do.

“I killed you!”

Predictable. “You did. And that's all?” | stride
forward. He’s got my spear in one hand, his sword in
the other and he’s trying to figure me out.

“I was never sent to Hell, Belphigor. [ was never
bound away from Earth. The Pit does not draw me and
[ cannot die. This is my realm and | am its Lord!”

[the bends knee, I'll get the Faustians. Buthe won't.

First he hurls the spear to distract me, but I catch
iteasily. Thenhe callstire, wreathing himself in flames
of near-nuclear intensity. It won’t help, but he can’t

&, think of anything else to do.

He was smarter in the war.

“I remembered most of your name, Belphigor,
and our wrestling match has been enough to show
me your changes.”

[ speak and his own fire consumes him.

I'm going to get the Faustians anyhow.

“Does anyone clse dispute that [ am Lucifer, the
Morningstar, your absolute ruler?”

No one does.

* * o

It’s only later, after the fight, that I realize my chest
is still wounded. There’s no blood, but there's a hole
clean through. It’s about the diameter of a quarter. I'd
wondered. Hoped it would get better if | died and
resurrected. If you've read your myths, that should fix
just about everything. But maybe [ never really die.

Maybe I've never really lived.

Thinking about that later, in Kalamata, I wonder.
Who sent Wendell? Were they acting on the orders of
the Allmaker? If so, I'm not just fighting an infernal
apocalypse. I'm fighting a divine one as well.

The kiss of God has broken me. Even the pretense

of joy means nothing. | didn't even realize how well |

hadsucceeded in ignoring my memories until Wendell
brought them all back. The bitter jests, the luxuries. ..
no more. There's no point.

No distractions, only duty. But if it’s God’s will
that I fight, do I even have duty any longer?

There are things that do not make sense.

Malakh.

One of the beast-watchers, a bureaucrat in the
universal government, but a passionate one. Malakh
always had faith in me. Always trusted me, even at the
very end.

The others have faith too, of course. ve felt it
trickling in since the first of the fallen escaped the Pit
and sacrificed in my name. Now that I've uncloaked
myself, taken the reins of the Luciferans and the
Faustians, the trickle has become a torrent. Rapes,
murders, torture... and also epiphanies, salvations,
miraculous rescues and long-shot cures, all accom-
plished in my name. Hundreds of demons, thousands,
making mortals pray to me. Some of the fallen truly
believe. They think 've come back to pick up the
banner and lead them against the Most High.

Have I?

Orthers just hedge their bets. But all of it, all that
power, all that trust... it flows through me like blood.
1 half expect it to leak from my shoulder.

But even amidst all that, Malakh was special — is
special. Atmy word, he once lay down his weapons and
surrendered to Hell, and that's one of my few regrets.
If [ could do it over, knowing what [ know... what
would I do? I don’t know.

Malakh said God was in the Garden.

[ know that's not true. 1 know it can’t be. But
Malakh. He wouldn’t lie. If he lied, I would have
known. He had no reason to. He could have been
mistaken, of course, but how? Just who does one see
and mistake him for the Source of All? It wasn't me,
stopping by in the evening cool to monitor the woman
and man. | knew nothing about it. No one from my
house did. Nor did the wind walkers, or those who turn
the spheres.

Why Malakh? Was he confused? Deliberately mis-
led? Did he make a mistake? [s it some strange mental
static from his host?

Or more dreadful to think, was he right? Did God
Almighty come into Eden?

I know that to be impossible. The infinite cannot
touch the finite. At least, that’s the truth as we in the
House of Dawn knew it.

But I also know God kept secrets.

Was it some subset, some limited aspect, some
pared down, shed skin of Divinity!? Some shard shrunk
down to universal size, able to move within the world
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without distorting it? If God tried to touch the world,
it would have been like dropping an aircraft carrier in
a bathtub and trying not to ripple the water. That's
why angels were made, to rarify God's power so that it
could work on a human scale.

It God could accomplish that from the beginning,
why create us?

Then there's John.

John wasn’t even an angel. John was a man who
put a new spin on the history 1 rold him.

John was a bright man. A scholar and a priest and
the third person in history to figure out the clues from
Dies Ignis and Hmeres Puros.

| told John the world trembled after the woman
and the man made their choice. 1 told him God
touched Earth and the Earth was thereby changed.
And it was John who asked me this: What if that touch
was not a blow, but a catch? What if God intervened,
not to punish, but to protect?

Ifabeing is infinitely good and infinitely powerful,
what happens when those twin infinites are put in
check? When they are matched against cach other?
When keeping one means losing the other?

John was a Christian, of course. He was equipped
to think of God dying.

Why not Malakh's garden God? If it existed, a part
of God that could move through the world as if part of
it, why not save the world it? Was more required?! Or
was Malakh wrong? Or was John?

In theend, Tkilled John. Just like T killed Woodrow.

Was God wrong!

Inever told John —and certainly never Malakh —
that L asked the angels to rebel because the Most High
ordered me to do it. What would they make of that?

* w *

[ brooded in Kalamata. 1 stayed there, alone, as
long as [ could, but it wasn’t long. They needed me. My
army. [ ordered them into the field against the Raveners,
commanded them to recruit those who would come
over and to consume the rest. It wasn't hard. Most
Raveners were itching to die for the cause, anyway.
The rest could only fight off hope for so long. I wish |
could stop giving hope.

Now I'm in Los Angeles, on my throne, looking
out at the line. They have come to give me gifts,
hoping to rise in my favor. The Luciferans feel they are
my chosen and beloved, while the Faustians scheme
like jealous middle chitdren. [t will schism unless | take
care. So that is what [ do today, take carc.

The first in line is the fiend Nebusus, Duke of
Solar Wind, a proud member of the Legion of Glo-
rious Victory. He comes before me with his radiance
unbound, wings of starlight sweeping the floor as he

kneels, low enough to be ostentatious, but only by
an inch.

“My lord,” he says, “l bear a gift unworthy of your
magnificence. It is, alas, the finest [ have. But it tasted
my blood when it was in the hands of your enemies,
and in my hands it has tasted theirs in turn.”

With a flourish, he stands and produces one of the
cight Somber Axes. A few of the witnesses are human
enough to gasp.

Of all the many weapons used in the War on
Heaven, the Somber Axes were particularly feared.
['ve destroyed two myself, and four others have been
lostor damaged until they’ve become terrifying merely
on a human scale. Burt this is one of the two that
remain. It is as potent as the day it first killed an angel.

I stifle a yawn and take it from his hands.

“A magic axe,” [ say. “l see.”

Lshift it in my hands, feel the balance, then swing
the flat of the blade into the side of Nebusus” head. He
stumbles, fights it, but has to crash to his knees.

“Just what am I supposed to do with this? Hm?
Challenge great Raveners to single combat? Bear it
against Earthbound whose souls can be split into a
thousand shards without being reduced? Rule with it
across my knees as a symbol of my great might? What
would T want with a magic axe?”

I stand and brandish it. “Have none of you lis-
tened? None! This is not the old war! This is a new
fight, in new realms, and it will be won with politics, £
persuasion and the faith of mankind, not with en- §
chanted trinkets!” | fling it to the ground and it thunders.
“You!” I shout, pointing to a woman far back in line.
She freezes. “You! Come forth!”

She’s smart enough, strong enough to show no
fear. She steps forward, bringing with her a heavy
steel suitcase.

“Who are you?” [ ask, though [ know.

“I.am M'Tappi of the Slayers,” she says.

“What faction did you serve?” I know this as well.

“I was a Faustian.”

“Was. A Faustian. And what have you for me?”
Once more, | know.

“Enriched uranium stolen from a breeder reactor.”

[ smile.

“This one understands,” [ tell them. I glance at
Nazathor and say, “Take this to our Malefactors. See
what they can build me.”

She nods.

# * #

[donotenvy often oreasily, but I envy Questucati.

I didn't need to send out a squad to seize her by
force, though I would have. Maybe [ wanted to. Butall
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[ had to do was ask. I spoke her name and she was on
the next flight to Washington D.C. (which is where
I'm conducting the business of the moment).

Her host body is named Valla Brettlinger, and she
is lovely. I don’t think she was lovely before being
possessed, and [ don't think QOuestucati has tinkered
with heronanylevel. I think that the spirit of Ouestucati
is very close to being the angel it was, and that would
show through in the body of a toad or a cockroach.

“You've been busy,” she says. Before, I would have
sardonically said ‘Youhave noidea,” but now [ just nod.

“The world needs me,” I tell her.

“Does it?”

“Who else? The hammer is falling. This is it. ['ve
finally marshaled half of the fallen into some kind of

P coherent fighting force, and it's still a challenge to get

close victories over the lesser Earthbound.™

“I'm sorry to hear that.”

“Are you! So where are your followers? Where are
the Reconcilers?”

“I'm not sure fighting will do any good.”

“You're willing to leave this world to Dagon and
Belial then? Or have it be the battlefield between
them and the princes as they emerge, one by one,
from the Abyss?”

“You and your army will save the world then?”

[ glare, trying to see if she’s going to bring up my
failure the last time 1 tried. But that time was differ-
ent, and she doesn’t know. That time [ was God’s
stooge. This time I'm on my own and I'm going to
fight on my terms.

“If not us..."

“You're making two big assumptions,” she says. So
calm! As if defying me is nothing to her. Yet she isn't
pushy, she isn’t sarcastic. She’s honestly trying to help
me. “First, you're assuming that unless you save the
world, no one else will.”

“And who do you think might?”

“Humanity?”

[ sigh.

Before Wendell, I would have laughed.

Before Woodrow, [ would have agreed with her.

“They had their chance,” | say. “They can’t. 1
followed their finest, their strongest, led them by
the hand... and each disappointed me in turn.
None of them could do it. None could lead. Now
it's too late.”

“Maybe they could have done it without you.
Maybe they still can.”

“They failed!” I'm surprised to find myself standing,
shouting, pounding my desk. “They did their best and
failed! Like they failed us in the war! Like they failed the

to live their lives that they'd rather have a demon do

world after we were locked away! Like they failed God’s
test in Eden. Like they've failed every test!”

“Every test?”

[ sit again.

“We can't take the chance that they'll fail chis time.”

“I would say we must.”

“We should do nothing?”

“Perhaps all this would have been avoided if we'd
had thar much patience and wisdom the first time.”

“But I can win this for them!”

“If it’s you, exactly how have they won?”

“They win by having a world! A world that’s theirs
instead of one they have to share with us, and with the
Bright Shiners, and with all the other parasites.”

“If you give it to them instead of letting them win
it, how is it really theirs!”

[ stand again and this time [ come around the desk.
I'm fed up.

“Maybe there isn't a happy ending, QOuestucati.
Did you ever for a minute think of that? Maybe God is
more just than merciful. Or maybe She’s just dead,
dead from being more merciful than powerful.”

Ouestucati doesn’t get up. She still doesn’t seem
afraid of me.

“You've seen Her essence move through the world,
haven't you?” the angel asks.

“I've seen it from the first! But unlike vou, I'm not
willing to trust it blindly."

“Then what do you trust?”

“Myself. My power. And before you give me that
sanctimonious pitying look, explain to me just how
you're so much better.”

“I never claimed to be better than you. I think I'm
just happier.”

“And that somehow justities you?”

“Since giving up hate and anger and grief, | feel
little need for justification.”

“Ah. You've given up hate and anger and grief. Good
for you.” I lean in. “How does Valla feel about all that?”

“She feels fine.”

“She feels fine? You mean she enjoys having her
every action controlled, her every movement scruti-
nized, her every impulse stifled by an alien master? You
act so tranquil and serene, but is it because you've
forgotten, Valla? Forgotten how you stole her body,
dominated her, and how you now deny her the very
freedom you went to Hell to protect?”

“It’s not like that.”

“Isn’tic?”

“It was at first, but Valla accepts me now.”

“Oh, that’s nice. I've heard of this. People so afraid
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it for them. And when you do — conveniently getting
abody for vourself, of course — everyone's happy. Like
a junkie, she's given up her worries.” I shake my head.
“Do you really think you're doing her a favor?”

She shakes her head back at me. 1t’s infuriating.

“Why don’t you ask her yourself? I think it’s
finally time.”

And then she'’s gone.

I don't mean the body is gone. I mean the spirit
inside it. The fleshy lump that was Ouestucati’s home
is still sitting in my office. It is changed, but the same.
There is no physically different feature. No gain or loss
to human measure, and yet... the angel is gone. All
that remains is @ woman.

She looks around, puzzled.

I'm confused as well.

“Valla? I ask.

“Do I know you?”

“I suppose not.” I scratch one eyebrow. “What do
you remember?”

“I remember... someone. Someone who loved
me." She wrinkles her forehead. “It’s like waking from
adream.”

“It'sall right,” I say, and more. I say it in a way that
any mortal must believe.

“I think I tried to kill myself,” she says softly.

“Burt you don't want to now.”

“No,” she says with a little frown. But it’s not sad
atall, just confusing, and it gives way to relief. “No, I'm
better now.”

For a moment, we're just quiet.

“Can l... go?” she asks.

[ nod.

She stands, tumns to the door, and then stops. 1
think she left you a message.”

“Yes?

She pauses and clears her throat. “"When you get hurt,
you have two options. You can let your pain teach you
about the pain of others, or you can let it blind you to it.™

“Okay.”

“That's the first thing. The second is, ‘You've also
assumed that saving it is the right thing to do.” Does
that make sense?”

I nod. She leaves.

“Questucati?” [ ask the empty air.

There’s no reply, not even the resistance of being
ignored. The spirit that bore that name is no longer
within my reach.

# * *

I'm still thinking about that a month later in the

bunker. I'm still wondering if my pain made me blind

or let me see. There’s one man left, curled up in the
corner, clawing at his eyes and hollering. I wish some-
one would take him away or kill him, but I'm really too
busy to think about it.

“Haiti’s erupted,” M'Tappi says tersely. Are we
speaking Russian? English? Enochian? It doesn't mat-
ter anymore.

“Sendin the Grey Harriersand leak it to the Reconcilers
that I'm very alarmed and am going in person.”

With the Grey Harriers delaying them, how many
ghosts can escape into the lands of the living before the
Reconcilersshow upanddeal with it? It's ashame to lose
the Grey Harriers, but they're the second best Slayers
['ve got to sacrifice. The best are already deployed in
Greece, where the Shroudlands pushed through to
Earth two days ago. But that'’s small potatoes.

“What's going on in California?’ I ask. Nazathor
mutters, then says, “The Golden are moving into
position now.”

“I've figured it out,” Azacachia announces, poking
her dark head up from behind a dull green metal
cabinet. “Should be online any second now, once the
backup generator warms up.”

“Make it now.”

She does, and the Cyrillic-lettered big board
lights up.

“How long to get those launch codes?’ I ask the
Star Thorn, who is just waiting to betray me.

“Give me five minutes,” he says.

“You have three.”

['ve pushed my entire schedule up aday-and-a-half
so that things fall into place now, when Star Thorn is
most likely to try and destroy me. He doesn’t know that
[ know, of course. He’s watched the strands closely,
always vigilant, always using his lore to cloak his
duplicity from my lore.

Ididn't learn of his treachery through supernatural
means. | knew his name, his nature, his very essence.
Much of it, anyway. Certainly enough to predict how
he'd handle thwarted love.

Star Thorn has some remnants of the
Reconcilers and the Raveners lined up to strike.
His abilities are remarkable. I'd have thought only
adevil — and few of those — could get those kinds
of allies together. But these are cold, deadly days,
making for strange bedfellows.

“Mukikel? Report,” | say, and the devil tersely
describes her predicament. She’s at the Gateway Arch,
leading the mancuvers against Vodantu. Vassago seems
to have imploded somehow, which was an unexpected
boon. Belial and Dagon are at war against each other,
and thereby in check. Two thirds of the fallen are
under my control. But still, things aren’t promising.

D) l

~ ~



The world economy has fragmented and the
pieces threaten to disintegrate altogether. One in-
ternational conflict has gone nuclear, and two more
are poised to do so. The oceans are impassable
barriers for everyone but smugglers and warships,
thanks to continental quarantines. Solar flares are
wreaking havoc with television and cell-phone re-
ception, and will probably result in serious health
problems in 20 years. If anyone still has health in 20
years. There’s flooding along every coastline, the
eastern coast of Africa hasn't seen sunlight in close
to a week, and eighty percent of the Americas are
under martial law.

On top of all that, Asmodeus has an international
church numbering in the hundreds of thousands. The

_only religion that has grown faster is the worship of me,

the Adversary, Lucifer.

I contemplate my next move and wonder if it's
worth it. I've broken down and become a god to these
people, a false idol, something I never wanted to be.
But I couldn't escape it. I couldn't stop them if 1 tried.
The best I could do is use the power [ have to try to do
what’s in the world’s best interest.

Here are the problems with Utilitarianism
and the Categorical Imperative: Each assumes
perfect knowledge.

The greatest good for the greatest number seems
an admirable goal, if you can foresee every conse-
quence of your actions. But no one can. When the

? automobile was invented, it seemed like a wonderful

device. So clean, the perfect solution to filthy strects
caked with disease-carrying horse shit. But how many
people have died from that perfect solution?

So, you can really only aim for what you think does
the greatest good, and then you're back at intentagain.
But Woodrow asked the right question: How does pure
intent absolve you when disaster results? More, how
can one be sure of the purity of one’s intent? Men, no
less than demons, are creatures of complicated mo-
tives. We lie to ourselves more often than o others.
That's been true since the day lies were invented.

Tk or JUneyeNT

The Star Thorn thinks he’s betraying me out of
love for Nazathor, but he won't let himself know that
she’ll kill herself if he succeeds. I know. I wish I didn't
and wish she wouldn't, but I wish many things werc
different than they are.

Love. The same reason we all gave for our first
disobedience.

He’s badly distracted now. Between maneuvering
for his ambush and trying to fool me by doing the tasks
that I've set him. He has no time or attention to turn
his insight on me, so [ am free to turn mine on him.

The Star Thorn will draw forth the Somber Axc
and strike me from behind in 67 seconds.

He belicves his attack is the best thing for himself,
his love and the world. If he's right, Utilitarianism
would deem his treachery ethically immaculate.

Sixty. Fifty-nine.

My malefactors have made a bomb from stolen ura-
nium, an atom bomb that operates on the spiritual as well
as the physical plane. It is, at last, a weapon cven more
deadly to demons than to men. But | have only one. Soon
[ will need to decide where to detonate it... if anywhere.

Forty-eight. Forty-seven. Forty-six.

Thingsare going badly in St. Louis, where Mukikel
is now learning that the other Somber Axe she holds
is not the most dangerous. But things are just as bad in
Los Angeles.

In 30 seconds, Star Thorn's axe will swing at me
and his troops will assault a bunker in Russia, only to
learn that their leader was misled.

This is it. The climax of the universe. The final
answer we make to a question that [, alone, know God
was asking.

Ten. Nine. Eight.

[ wish I knew what happened to Ouestucati. I wish
[ knew who empowered the Bright Shiners.

[ wish I knew what to do next.

Four.

Three.

T\\"U.
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THE FINAL CHAFTER

At the end of the world, what will be the fate of its supernatural denizens? Can
demons find salvation in the ashes of the realm they created? Can hunters
purge the last of the monsters? Can changelings discover enough passion to
return to their homeland? Can mummies restore the cosmic balance before it’s
too late? And can the Kuei-jin avert or accept the coming of the Sixth Age?

~ THEEND IS HERE

Time of Judgment is the final book for the World of Darkness as you
know it, and helps you resolve the stories of five different games: Demon,
Hunter, Changeling, Mummy and Kindred of the East. This is the mother
of all finales, offering you various scenarios and storytelling ideas for
ending or saving your game world. Are we all doomed, or is there hope
for a new beginning?
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