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Send therefore now, and gather thy cattle, and all that
thou hast in the field; for upon every man and beast which
shall be found in the field, and shall not be brought home,
the hail shall come down upon them, and they shall die.

— Exodus 9:19

Kathy Niven walked through her front door just
after 6:30 Tuesday morning. In her exhaustion, her
left shoulder brushed hard against the doorjamb, and
she wobbled to the kitchen table. Luckily, the room
was empty and nobody saw her staggering like a
drunk. She didn't have toskulk in under the confused
and hurt scrutiny of her family. With just that much
in the world going right for her, Kathy took a deep,
shuddering breath and leaned weakly against the
back of a chair.

As she stood propped up, she sagged and fought
to keep hereyes open. The smell of coffee brewing
helped. The muffled sound of water running in
the upstairs shower helped, too. The steady, stac-
cato rhythm told her that her husband or her son
was awake and would soon make an appearance
downstairs. Someone would come down the stairs
and face her soon. When that happened, Kathy
thought, she would much rather be awake and
moving than slumped insensate over the table
like a half-drowned castaway.

Standing up straight again, she looked up and
down at her reflection in the glass door. Her ash-
blond hair hung tangled and lank around her
shoulders, The plastic clip she'd bound it with was

long gone. Dirt and grimy water had stained her
blue jeans and denim jacket. More water squelched
between her toes and made her tennis shoes squeak
on the linoleum floor. The look on her face gave
her the most pause, though. She saw lines reflecred
in the glass — beside her eyes, bracketing her
mouth, creasing her forehead— that shocked her.
Was this hag all thar had survived last night?
Fascinated and repulsed, Kathy stared at the old
woman in the glass until the rising sun brightened
the sky enough to take the reflection away. When
the haggard crone disappeared, Kathy headed out
of the kitchen with heavy steps. Her family cer-
tainly shouldn't see her this way.

Underwear, jeans, shirts and towels lay strewn
around the open laundry closet in the hallway that
led to the stairs. Someone had obviously been
scavenging in the dryer; the machine sat half-open
with a brown sock lolling out like a strangled
corpse’s tongue. Kathy walked right by without
stopping even to close the dryer door. Her husband
would expect her to take care of all this laundry
while he was away at work, but she didn't have the
energy to worry about it at the moment. In truth,
she probably wouldn't have had the energy to get
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moving again if she stopped. Her right arm was
stiffening up at the shoulder where she’d almost
dlblOCf—led it the night before. The amount of trust
she put in her left knee diminished with every step.
And her eyelids pressed shut as hard as they could.
Her body wanted to wrap up tight and rest, but she
wouldn't let it. She plodded farther toward the
stairs and left soggy, dirty footprints on the shirts
and underwear.

The steps at the end of the hall loomed up more
daunting than a cliff face, and Kathy stopped. She
stood there trying to decide whether to try to lift her
swollen knee first or to trust it to hold her entire weight
while she led with the other foot. Eventually, she
compromised by leaning on the banister and hauling
herself upward as quickly as she could. Every shuftling
step took an eternity and pulled the grimace on her
face more and more raut.

As she reached the halfway point, she had to
stop. The pain flowed in like water, but she tried
hard to banish all traces of it from her face. Her son
came bounding along the hall at the top of the
steps. He stopped momentarily, then hurried down
with a smile to embrace his mother. His excited
approach sent jolts through the steps and up Kathy's
leg, but she bore the pain stoically. She managed to
hite her tongue rather than cry out when the boy
bumped her knee in his exuberance. When he
finished his hug, Kathy gripped the banister in a
corded, white-knuckled fist.

“Hi, Mom," he chirped. “You're home!"

“Yep,” Kathy murmured in a throaty whisper. She

hadn’t spoken in some hours, and she feared a cold was
coming on. She coughed to clear her throat, then
forced herself to swallow the sticky mass that came up
when she did. *“Moring, kiddo.”

“When'd you get home last night?” the boy
said. “Did you make me breakfast? You look tired.
You okay?”

Kathy raised a shaking hand and tousled the boy's
short blond hair. The kid beamed like a puppy.

“Yeah, a lirtle tired,” Kathy said. *
stairs to bed.”

“You're going back to bed?” the boy asked. He
scrunched up his freckled nose in innocent confu-
sion. It didn't occur to him that his mother might
have slepr elsewhere that night. “I wish [ could go
back to bed. I've got a math rest today. And pictures.
Picrure day sucks!™

The boy stretched his neck, and Kathy realized
rthat her son was wearing a pressed white shirt with a
clip-on blue tie. His dark-blue polyester pants had
been pressed neatly. He looked nice in a shrunken-
yuppie sort of way.

an

I'm going up-

“Language,” Kathy said, not looking her son in the
eye. "I've got to go back to bed. | just came down to see
you before you got your picture taken at school. You
look nice, sweetheart. Just like daddy.”

The hoy was so happy to hear his mother make the
comparison that he should have had a tail to wag. He
hugged her again, pulling her dangerously off balance,
then ran the rest of the way down the steps. Mommy's
little avalanche.

When he got to the kitchen, he stopped and said,
“Hey, where's breakfast, Mom!”

Standing rigid with her eyes shut tight, Kathy
didn’t turn more than her head. “Make some ce-
real, Bradley,” she said, trying not to spit the words
out through clenched teeth. “Mom’'s gor to get
back to bed.”

“But we're out of milk, remember?”

“Then microwave some Pop Tarts, hon,” Kathy
called down. “I'll get some milk later.”

“What am | gonna drink v.lth em!" Bradley per-
sisted. “We're out of juice, too."

“Have some Coke then,” Kathy said. “I don't care.
Just don’t miss your bus, okay!”

“Wow, thanks, Mom!” Bradley said.

Thrilled nearly to pieces, Bradley made himself
some breakfast and finally left Kathy alone. Facing
the rest of her climb with even less enthusiasm,
Kathy pulled herself up the steps again. Now she
had to use both hands to overcome the inertia of
her rest. She could feel another mass of mucus at
the back of her mouth as well, and she had to
swallow once more.

When she finally reached the rop of the stairs,
SI‘\L" lt!i:lnl:'d in tl_\l‘_‘ dift"c[i()n Of hef l“-{_‘drﬂl]m Hnd
hobbled down the hall. Her knee hardly bent any
maore, Hnd She Cri_l(_“l"_‘d hcr Tlght Aarin across l‘lt.’.r
stomach. The hallway seemed to stretch for miles,
dizzying Kathy for a long spell, but she made it to her
room at last. Maybe God was smiling on her afterall,
because the shower was still running when she
slipped in like a thief.

Taking off her dirty, wer clothes after so many
hours made her cry. The fabric clunj_, to her, l'urcint'
her to stretch and strain already aching joints. Pull-
ing her stained and threadbare University of
Kentucky sweatshirt over her head threatened to
pop her right shoulder out of place for the second
rime in rwelve hours. She would almost have pre-
ferred cutting off her sports bra with her pocket
knife, but she managed to wriggle free of it without
crying out by biting the inside of her lip. Tears rolled
down her face, but her shoulder stayed in place. Her
shoes and socks came off next, followed by damp
jeans that clung to her for all they were worth.




Naked and in more pain than when she'd started,
she wadded up her clothes with her tennis shoes and
pushed them under the bed with her heel.

As she pulled on a burgundy bathrobe, the sound
of the rushing water in the bathroom tapered off and
pattered to silence. Her husband had finished his
shower. He stayed in the bathroom a little longer to
sing along with the radio, unaware that he now had an
audience. Kathy smiled sadly at her husband’s off-key
I\'arﬂ()kt‘ perf(')rmﬂncﬂ ﬂﬂd li[1]P|:‘LI over o thL‘ bed.
Sleep pulled ar her insistently when she sat down, bur
she managed to remain conscious.

Ten minutes later, the bathroom radio fell silent
and the door opened. Mark emerged, shaved and fully
dressed, still singing the last song that had been playing
on the radio.

“..Just give me a si-i-ign. Unh! And hit me ba—
Jesus, Kathy!”

Kathy's lolling head jerked upright, and she forced
her eyes open.

“Good morning."”

“Where the hell have you been? her husband
demanded. Wisps of steam from the bathroom still
clung to his balding scalp and rose from his head like
an angry halo. “Bradley went to bed worried sick last
night.” A long, red-faced pause later, he added, “And
sodid 1."

“I had work to do,” Kathy mumbled lamely. “1 fell
asleep, | guess.”

“You guess! Where'd you fall asleep, Kathy!
The street?"

Karhy put a hand self-consciously to her lank, wet
hair. At least she'd covered the mass of dark-blue
bruises on her body before her husband came our.

“It rained," she said. Tiredness and pain mangled
the words. A creeping note of hopelessness did its part
too. I walked home in the rain.”

“You walked home from the church?” her hus-
band shouted. His expression of angry surprise
changed into one of self-satisfied righteousness.
“It's ten miles, Kathy!"

“I took a bus for most of it,” Kathy muttered.
Hopeless frustration sucked all the force out of the lie.
“It was raining at both stops.”

“Oh, of course," her hushand said sarcastically.
Anger, birterness and triumph rolled off him in
waves, He knew the advantage in the interrogation
was his as long as he didn't ler up. “You worked
hard all night without bothering to call anyone.
Then you took a bus home and walked from the
stop in the rain.”

He gestured to the bedroom window for empha-
sis. Kathy could see that clouds were in damn short

PROLOGUE: LONELY HOME

supply at the moment. Kathy only shrugged in de-
feat and refused ro look her husband in the eye. She
fixed on her husband's pudgy belly and wide, striped
tie instead.

“Kathy, did you really think | wouldn't call your
office when you never came home!”

“I must have been asleep already.”

“Art seven!” Kathy didn’t say anything to that.
“How about ar 10:30 when [ called again? How about
midnight? You must have been really tired, Kathy.
When [ called your mother and your friends, they all
said they'd call the church, roo. Were you sleeping
when they called?”

Kathy closed her eyes and let her head slump. How
easy it would have been to just go to sleep right then.

“You know, it got so lare | called Reverend Mor-
ris,” Kathy's husband said with an angry kind of glee.
He knew his wife was caught.

“You woke up our preacher to check on me?”
Kathy asked in a hollow voice. *You were that worried,
Mark?” She wasn’t angry or scared when she said it.
She didn't even look up.

“I woke him up,” Mark said, “but not because | was
worried.” He paused for a second, savoring the silent
tension like he was delaying an orgasm. He wanted to
enjoy his next words as much as possible. He waited
until Kathy spoke first,

“Then why did you call him?”" she said, too tired
and uncomfortable to be impressed by Mark's sense of
dramatic timing.

“You're having an affair, aren’t you, Kathy?

“What?"

“Oh, don't even try,” Mark said, starting to pace
around in his excitement. *It's so obvious. 1 mean,
do you really think 1 don't know what's going on?
You're always working late, but you never call.
When you get home, you're too tired to want to have
anything to do with me. | try to so much as hug you
and you push me away, You never want to talk, and
you never listen when | rell you abour my day. You
don’t play with Bradley anymore. None of our friends
have seen you in months. You're always taking the
bus to work now insread of letting me drive. 1 get
home and the house is a wreck every single dav.... |
mean, am [ blind or just stupid?”

“I'm not having an affair, Mark,” Kathy said. The
denial started out with so much tired disgust built in
thar it might have convinced Mark on the spot, but
Kathy's voice cracked around another ball of phlegm.
She coughed, and Mark stopped pacing. His eyebrows
arched, and his ugly rie hung askew.

“Well,” Mark said. "I guess the prosecution rests.”
Kathy wished.
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“Mark,” she said, lifting a weak hand in supplica-
tion, “just listen. There are things going on that you
don't understand.”

“Yeah, I'll ber,” Mark said, turning his back on
his wife and throwing up his arms. “So who’s the
lucky guy, Kathy? Must be a real headboard-thumper,
huh? Wears you right out, I'll bet. You look like the
walking dead.”

Kathy covered her face with her hands and started
shaking. She was too tired for this. She was going to
cry, and if she let that happen, she might tell her
husband everything. She might tell him where she
actually went at night. She might tell him about Mr.
Lang, whose funeral had taken place Thursday at the
church. She might tell her husband about what had
happened at Mr. Lang’s house last night.

“So who is it Mark said as Kathy's breathing
became more ragged. He stood at the foot of the bed
and glared down ar her. Nasty joy twisted his face into
a sadistically gleeful mask. “Anybody [ know?”

Kathy lifted her head but kept her hands in front
of her mouth. “No, Mark."

“So it's somebody ['ve never met. | guess that's
pretry smart. Wouldn’t want a murual friend spilling
the beans, eh?”

“It's nobody, Mark.”

“Oh, really?" Mark said, stubbornly determined
to jump to the wrong conclusions. Beneath his
anger, he almost seemed to be having fun, “Was it
some guy you picked up in a bar! Is he some log-
pecker who didn't think ro look for a wedding ring
on your finger! What did you do, Kathy? Did you
trick the poor guy, or is his dick just bigger than his
IQ! There aren't a lot of hot, single 48-year-olds on
the market right now, are there?”

Kathy covered her face with her hands again, but
she was no longer on the verge of tears. “Please, Mark,”
she said. “Bradley might hear you.”

“Oh, we're doing this now?” Mark said. “I've
got a ‘please’ for you. Ready? Please, Kathy, come
home after work when you're supposed to. Please
do your part raising our son. How about this one:
Please stop staying out till all hours without call-
ing. Oh, I've got a goad one: Please stop sleeping
with other men!”

When Mark fell silent at last, Kathy was just able
to hear her son's school bus pulling away out front.
Maybe the boy hadn’t been around to hear any of whar
his father had been saying.

“Youjust don'tunderstand, Mark,"” Kathy whispered.

For his part, Mark might not even have heard the
words. He rocked back heavily on his heels, letting his
tension flood out in a rush as he looked at the digital

clock on the night table. The burning red numbers told
him a story he didn't like.

“Shit!" He darted from the bedside toward the
door. “Now I'm gonna be late. Great! Just great,
Kathy. Why don't you call ahead and tell my boss
why I won't be on time? Go ahead. We'll finish this
when I get home. Don't go to work today. | want you
here waiting for Bradley when he gets home at three.
Explain why you can't be here for him when he
needs his mother.”

With that final shot, Mark disappeared into
the hallway and stormed down the stairs, still
cursing. A few seconds later, Kathy heard the door
slam. Shortly afrer thar, Mark's car pulled away
with a squeal of tires.

Breathing heavily and trying not to sob, Kathy
flopped onto herside afrer Mark left. A tear rolled
out between her palms to darken a spot on her
pillow, but she otherwise maintained control. She
had learned ro master her fear the same way —
closing her eyes, thinking in silence and breath-
ing hard. She knew she'd been right not to say
anything. Mark didn't know what was really going
on out there, especially at night. He probably
wouldn’t be able to handle it. Maybe Kathy had
done Mark a favor by letting him believe what his
paranoia told him to believe. Being convinced
that his wife was sleeping around was cerrainly
safer than knowing the truth. He would sleep
better not knowing what was going on. He might
not sleep at all if he knew how close he was to the
truth of the world. At least now he had something
to distract him, just like the billions of other
people who didn't know what Kathy knew, about
how the world really worked.

Kathy's conscience was clear about her fidelity.
Maybe she didn't need to feel guilty about misleading
her husband. Maybe she'd done the right thing after
all. Maybe....

A #* #*

“Are you sure?” Kathy said to the young man standing
beside her.

“I know what I saw,” the young man said, zipping his
jacket against the wind and drizzling rain. “It was Lang. 1
saw him right here in his house trying to get out. He was
pounding on the windows every time a car went by. | saw
his face. He had his widow's peak and his cleft chin, and half
his face was missing between his ear and his nose. Right
where they say he shot hims—"

“Okay, okay, lan," Kathy said, raising her hands.
She looked up at the house and scanned the windows for
any sign of the home's former occupant. "You don't
have to try to shock me every time. [ just want you to
be sure it was him."




“No mistake," lan said. "He looked right at me in my
dream, and he just started screaming. | tried ta run, but all
the doors were locked. 1 rried to smash out a window — and
that's when I saw the two of us standing outside. Tonight.
Talking like we are right now."

Kathy shivered, but not because of the increasing cold.
She looked at the windows again. Had something moved on
the second floor, or was the house as still and forlorn as it
looked? Mr. Lang certainly hadn't kept the place up before
he shot himself. Everyone knew how lonely and depressed
the retired schoolteacher had been after his wife died and his
only daughter moved away to attend college in Bowling
Green. The fact that he'd let his home collapse mto disrepair
should really have come as no surprise. It wouldn't have
happened if anyone had cared.

“You haven't been wrong yet,” Kathy said, turning
back to lan at last. She saw no fear on his face, but she knew
it wasn't far beneath the surface. “Let's go in."

lIan nodded, and the two walked slowly up Mr.
Lang's cracked driveway. Sickly, brown weeds poked up
!hTf.lugh St'_"'l-'f_’?'ﬂ! L‘T‘EIL'JI\',S, a?ld maost f}f !:h{_’ conerete was
covered in lumps of wet pine straw. They walked close
together, hunched over with their hands in their coat
pockets, Theywere silent for the moment and stole furtive
glances at the house's dark windows. Where the driveway
curved down 1o lead behind the house and into the
basement-garage, Kathy and lan cut across the yard. The

rain began to fall more heavily. The overgrown grass
caught the rain greedily and tried to hold onto the trespass-
ers’ feet. They hurried onto the concrete slab that served
as Mr. Lang's front porch.

They paused there. Thick cobwebs filled the corners of
the space between the outer screen door and the inner
wooden one. The small diamond-shaped window in the
wood dooyr showed only darkness inside the house.

“It kinda stinks,” lan said, staring at the rust-spotted
doorknob. “You know?”

“What stinks, lan?" Kathy said. Sloawly, the fire of
anxiety drained from her. Her fear went somewhere
else, shut off like a faucet. Even her voice sounded
different. Cold. She straightened her back and squeezed
her hands into fists.

“Beingright all the tme,” lan said with a hollow smile.
He shook his head. “It never pays off.”

“Open the door, lan,” Kathy said.

Taking a deep, shaking breath that didn't dilute
his growing fear, Ian pulled open the flimsy sereen
door. lts rusted hinges protested with a screech that
sounded like a human shriek, like a man screaming in
rage or agony. lan froze, holding the screen open. A
shudder ran the length of his body and he drew another
deep breath.

“Jesus, that was loud,” he said. “Di—did you hear
what it sounded like?”
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“I'll go first,” Kathy said in a voice somewhat less
flat than it had been a moment ago. An almost imper-
ceptible tone of disgust had crept in as well. She stepped
past lan and grabbed the rusted doorknob. The door
didn’t budge, although the knob twisted freely in her
hand. She put her shoulder into the effort, with the
same results. She gave the door one long, solid push
then slammed it hard with a shoulder. When neither
technique opened the door, she kicked it once to punc-
tuate her frustration.

When she looked to lan for help, she saw that the
young man's eyes were glassy and that his fingers
gripped the aluminum frame of the screen like talons.
The rain had started to beat down on the two of them,
but lan didn't even blink. Kathy had to grab the slick
sleeve of his jacket and shake him with her free hand
before he focused on her. His eyes were still wide and
vacant like those of a sleepwalker.

“lan, what s it?" Fear started to fill her again,, although
not as badly as it did the young man. “lan!"

*“It's no good,” lan said in a voice that was very small
against the rain. “This is Lang’s home against the storm. If
we let the storm in and he has to leave...."”

“What are you talking abour?” Kathy said, hav-
ing to shout over the rain. She shook him again.
“What do you see?”

Before lan could answer, the porch light over their
heads suddenly flared to brilliant life and heavy footsteps
charged toward the door from inside. When the two
intruders looked at the porch light, it went out to be
replaced by a light from within the house. The diamond-
shaped window gleamed like a lighthouse beacon amid the
swirling fog. Lightning flashed behind them and thunder
crashed immediately.

“Kathy, get away from the door!”

As she stood staring dumbly at lan, the doorknob
spun in Kathy's hand and jerked her forward. She
stumbled into the house, but she couldn't even look
around before something grabbed her by the right arm
and twisted it backward. Aninvisible force flung her into

the yard, and she rolled awkwardly against the trunk of

adark, wet pine tree. The same force yanked Ian into the
house, beyond Kathy's line of sight. His face reappeared
momentarily at the window, but he only slapped his
palms against the glass once before disappearing again
into the darkness.

Kathy tried to stand, but bolts of pain in her shoulder
and knee drove her back down. She hit her head hard on the
ground, and her eyes fluttered shut. The last thing she saw
was the light in the front hall going our and the door swinging
shut with a sharp bang. A bang like a gunshot.

*

* #*

Karthy sat up in bed, her head full of cotton. She'd
either fallen asleep or passed out. Although she still

winced from a headache, the fact that she'd awak-
ened soothed her fear that she might have a
concussion, Looking around blearily, she realized
that she was still in her bathrobe and her legs still
dangled halfway off the bed.

Pulling herself to her feet, she staggered back to
her closet and put on the last set of clean clothes she
had. Her joints creaked like those of a 70-year-old
and her heart hammered so fast she couldn’t breathe
normally, but the fresh outfit made her feel slightly
better. Kathy felt the same steely reserve and deter-
mination that had filled her before she'd entered Mr.
Lang's house last night. She limped to the phone on
her nightstand and dialed a number, hoping desper-
ately for an answer.

lan’s voice brought her a welcome relief. “Kathy,”
he said with cold venom in his voice. *You're alive!”

“I'm sorry,” Kathy said, looking ashamedly at the
floor. “1 didn't know what happened to you.”

“You don’t want to,” lan said. “I saw him. Just like
in the dream. [ saw him, and he wouldn't ler me out.
And you didn't help me. 1 thought you were dead.
Where were you? Why didn't you help me!”

A tear squeezed out of Kathy's eye and rolled down
her cheek. The tiny, sickly seed of anger was gone from
lan's voice, and only the fear remained. He sounded
close to rears himself. He sounded like a little boy who
wanted nothing more than to curl up against his
mother's breast and be rocked ro sleep.

“I'm sorry,” Kathy said. Her voice was hoarse
with phlegm. “If | could have helped you, | would
have. Tonight it'll be different. When we go back,
I won't—"

“Back! Kathy, I don't even know how [ got out. |
was lying behind some garbage cans two blocks from
Lang's place when | woke up this moming. Kathy,
some of my hair’s white. | don't think I can go—"

Kathy looked at the clock beside the phone.
[t was quarter past two. Her son would be home
in 45 minutes.

“lan, we don't have time for this,” she said. “[ know
what we have to do, but we have to get started now.”

“What?”

“We're going to burn the house down,” Kathy said.
“Langistied toit. If we burn it down, he'll be destroyed.
| think that's what ‘letting the storm in" means. Do you
remember saying that?”

“Yeah,” lan said, getting a bit of a hold on himself.

“We're going to get this over with. It won't rake
very long, and we don't have to go in. Nothing’s going
to happen this time. Everything’s going to be okay.”

“I don't want to go back in there,” lan said, He
sounded drained, defeated and very young.




“We're not going in,” she said. “We're going to
burn the place down. That's what we should have done
in the first place. We were stupid. We're not going to
make the same mistake.”

“Do we have to go now!” lan asked. “It looks like
it's starting to rain again...."

“lan, listen,” Kathy said. “My son’s coming home
from school soon. 1 don't want to have to explain
where I'm going or what I'm doing or who you are if you
get here after he does. [ just want to put this to rest as
fast as we can. We'll both be able to sleep again once
Lang is gone for good. You told me you'd help, lan.
This is what we need to do.”

lan finally agreed, and the two of them made a
tentative plan of attack. Once Kathy hung up, she

made her way painfully and slowly along the hall, then
down the stairs to the front door. She struggled into
her jacker — still musty and stiff from the night before
and went outside. It was 2:30 when lan finally
showed up in a dirty, well-traveled Honda Civic.
Neither of them spoke. They drove away thinking only
that they'd never have to deal with Lang again once
this day was over.

Absorbed in their fear, their pain and their
desperate plans, neither of them looked back at
Kathy's house. Neither of them saw the window
beside the front door darken from within. Nei-
ther saw the ashen hand that pressed against the
glass, or the ghastly, wrecked face that hovered
beside it.







[ speak in human terms because of the weakness of
your flesh, for, just as you presented your members as
slaves of uncleanness, and of lawlessness leading to more
lawlessness, so now present your members as slaves of

righteousness for holiness.

— Romans 6:19

Hunter: The Reckoning is the game in the
Storyteller system about the common, mortal hu-
man. Rather than play the monsters of the World of
Darkness, it offers you the chance to be the lowly
victim of monstrous predation. You had a regular
life before, with a job, perhaps a family and certainly
your share of responsibilities. The things you cared
about were everyday, even mundane. You would
still live that life now, except you seem to have been
chosen or forced to witness the reality of your world
— that monsters exist, prowl the shadows and prey
upon the unwitting — they prey upon what you used
to be. Now, for whatever reason or by whatever
means, you continue to see these things and have
been bestowed inexplicable and frightening capa-
bilities with which to respond to them. Of course,
no one else understands what you now take as facr,
and no one can help you cope with the truth except

those few others who have also been shown. Now,
you must cope with a life and perhaps fate that is far
from mundane, despite your humblest desires.

The Hunter rulebook and other supplements
for the game allow you to play these normal people
in abnormal circumstances. You can create the
character — the person — you want and then
watch as his life is turned upside-down by the
discovery of the supernatural. Now, though, you
hold anather very important tool to help define
your hunter, his beliefs, his values and his crusade.
The Hunter Players Guide is full of new rules,
guidelines and possibilities for your chronicle and
unsung heroes. This book offers new characrer
types to play, optional ways to direct and even
reinvent your character, and even new Traits to
help embellish the person you create. Although all
Hunter books offer something to players of the




Oprionat Ruts auD Sysvews

This book suggests several new ways to inter-
pret Hunter and your character's possibilities, and
offers the mechanics you need to make them a part
of your game. Almost all of these systems are
optional — they’re not an official part of the game.
You and your Storyteller must agree that new rules
and interpretations of the imbued are true and
good for your chronicle before you can introduce
them. Don't just show up for your next game with
a new creed for your character, for example, just
because the means to change it are offered in these
pages. Your Storyteller and the other troupe mem-
bers must all be willing to use the new ideas, too.
That way, no one is left out and everyone can
enjoy the game.

Each optional system and rule in this book is
identified as such. Consider this book a collection
of new opportunities to expand the horizons of
your chronicle.

game — the people outside the Storyreller's screen
— this book is dedicated to you and your character.
Y uic Losy Crezbds

Perhaps the most significant single concept
introduced in this book is that of the “lost creeds”
— two imbued mindsets, mentalities and possibili-
ties that are officially presented here for the first
time. These previously “undisclosed” followers of
the Vision Virtue have not been unveiled before
because they are very few, even among the small
numbers of the chosen. To the eye of any other
creed member, these people would not particularly
stand out as unique groups or with outlooks unto
themselves. Rather, they would seem like fringe
members of other groups — bizarre extremists or
nonconformists who were on their own strange
paths. In other words, they would seem like almost
any other hunter whom one might meer and mis-
understand in all the confusion, fear and anxiety
that arises after the imbuing.

As hunrers make efforts to communicate and
share ideas, values and goals, however, some pat-
tern recognition emerges. Certain camps of chosen
uphold revenge against the monsters for the crimes
they've commirted against the world. Others
championsalvation of souls, even ones that might
remain in monsters. Still others suggest that nei-
ther destruction nor salvation is important until
the very nature of monsters, hunters and reality
itself is understood.

While lines separating these groups can certainly
blur, as philosophical recognition settles in, the be-
liefs and actions of a select few still stand out as
extraordinary, inexplicable and even abhorrent. Many
imbued might dismiss these seeming aberrations as
hunters who've gone too far in their calling and gone
mad as a result. And yet, anyone who had the fortune
or misfortune of knowing them hefore might counter
that these people had behaved so from their change,
from the beginning.

And thus, two more intense and extreme philoso-
phies about the hunr emerge that of Hermits,
imbued seen to isolate themselves from society, but
more accurately from other hunters and monsters; and
that of Waywards, murderers, assailants and psycho-
paths of an almost perverse magnitude. Whereas
Avengers once seemed aggressive, the second of these
new groups proves that even the Vengeful have mor-
als, scruples and limits.

But where do these outcasts and pariahs come
from, and why would the Messengers create them if
they seem so dysfunctional and dangerous! What
hunter can posit a reasonable answer when so little
is known about “sane” imbued, or about monsters
or about the origins of the Heralds? It seems simply
that the Hermits and Waywards exist, like a band
on the spectrum that was previously invisible to
the naked eye but was always there, contributing to
the light.

The irony is that, if these people truly are dysfunc-
tional, seeming throwbacks of the hunt, why do they of
all imbued seem to have the most and closest contact
with the Heralds?

This Players Guide offers an introductory look at
the two “lost” Vision creeds. Each receives a descrip-
tion like those of the established hunter creeds, as
seen in the rulebook. The supplements Hunter Book:
Hermit and Hunter Book: Wayward elaborare fur-
ther on these few imbued, offering greater insights
into their origins, seeming purpose-gone-astray and
cryptic future. Those books also detail full edges and
other rules for these hunters. Without them, apply all
normal Hunter character-creation rules for embody-
ing one of these people, in addition to those rules
provided in the creed write-ups here.

How vo Usz Tms Book

The Hunter Players Guide is absolurely
jammed with rules, ideas and suggestions for your
character, and for new ones that you might want to
play. It’s one big reference tool from which you
may draw inspiration to give your hunter texture
and direcrion. There's something for everyone in
these pages.




The Hermit and Wayward creed profiles are
largely self-explanartory, in combination with what's
said above.

Chapter 1: Bystanders introduces so-called “duds”
or “failed hunters” as character types. Who ever said
that standing still at the imbuing meant a person was
forever useless to the hunt! Bystanders even offer a few
surprises of their own.

Chapter 2: Rules of Engagement addresses new
ways to approach character creation, such as differ-
ent definitions of what a mundane person actually is
— in game terms — and the sticky issue of True
Faith in Hunter.

INTRODUCY 10K

Chapter 3: New Traits offers classic Merits and
Flaws, Hunter-style. These are not the Traits you
might expect, given other Storyteller games. The
nature of Backgrounds and their development in play
is also explored.

Chapter 4: The Measure of Humanity looksat ways
to understand and consider your character as an everyday
person, and how his identity can impact the hunt.

Chapter 5: Make Your Own Fate investigates
ways your character can determine the direction of
her life and your chronicle. She might be one woman
against nightmarish supernatural beings, but she isn't
powerless to make an impression.






Hermit

William checked his watch again by the glow of t he street light. Quarter-past nine, The wind gusted around
hie feet, blowing papers about and chilling him. He thrust hie hands back into his pockets and shuffled
uncomfortably. Quarter-past nine on a cold, dull fall night. It would be guiet. It had to be quiet. There wasn't
much time left. Resolved, he set off along the empty sidewalk.

As he approached the grocery store, he could see light flooding forth coldly from its windows, throwing
everything nearby into stark relief against the night. He got close and loocked in, checking one of the aisles.
No one around. Good. He moved quickly to the next pane and glanced in again. Still empty, apart from one
clerk. He sighed, relieved, and entered The girl at the cash register didn't even glance up from her magazine.

wWilliam grabbed a basket and hurried down an aisle. He moved around the store quickly, almost
aimlessly, grabbing a few things from the shelves. Cornflakes. Peas. Juice. Ground beef. Just odds and
ends. Enough that anyone could see it was food for a few days. He didn't look closely at what he was
selecting. It was all the same, really. A gquick dash through the store and he had enough. He looked around
again, but he was still the only customer. He crosged reluctantly over to the checkout counter and put
his basket next to the till. The girl looked up, dull-eyed and sullen at being disturbed, a greasy lick
of blonde hair hanging in front of her face.

She pushed the hair back and forced a disinterested smile. “Is that everything, sir?" Her voice was a flat,
hostile, nasal whine. William just nodded. "Would you like a bag?” she asked, as if she expected him to carry
everything in his hands, He nodded again, and she started ringing up items and bagging them for him.

He looked around the store ance more, nervous. Still empty, thank God The world beyond the store window
also seemed devoid of life. Not even car headlights broke the desoclation. A noise interrupted his scrutiny
of the street. He locked at the girl blankly.

“That'l11 be $18.36 please.” She sounded impatient, unfriendly.

William reached into his pocket, pulled out a twenty and threw it down on the counter to avoid contact
with the cashier. Rather than wait for his change, he grabbed the bag and made straight for the exit before
anyone else came along. Around the corner of the store, beyond the light, he paused to catch his breath.
There, that wasn't so bad. He shifted his groceries in his arme and headed for home.

As William approached the turn to his street he heard voices - loud, angry voices. He flinched and
looked around wildly. A group of teenagers had stopped a man, a business type in his forties. It looked
as if they were bumming change. William froze, horrified. Suddenly, a gale blew up behind him, whipping
his clothes, and a voice that sounded as if it were from the pits of hell whispered, “DEATH LOOMS.” The
words ripped through him, though no one else seemed to hear them. William tensed in anticipation.
Suddenly, a storm of voices, images and impressions rose, welling up as transient sharde in his mind. "THE
CHILDREN OF'-“IT WALKS"—"THEY SAY"-"WITH THEM"'-"IT MUST -a black-eyed child suckling at its mother's

breast-""THIS EVIL"-"THE MOTHER KNEW '-"ADEPTS"-"TO DRINK"-a beetle crossing loose, bare earth-"OF

OLD"-"FEEDING”-"NOT BE PERMITTED —"AMONGST MANKIND '-“DEALING”-a man in unlikely glasses staring—
"OF THE UNWARY'-"HAVE A WAY"-“THEM.”

William roared, his own voice hoarse in his ears but still not loud enough to drown out the interior
clamor. And somehow, despite the cascade, he was still aware of the group ahead. His mind felt torn, fragments
of him forced to pay attention to myriad conversations and images, while etill looking out at the world.
The man in the suit was wrong, corrupted, rotting. His flesh was a clammy gray; his throat, a mass of torn,
protruding tissue; his fingernails, abnormally long and sharp.

All of them, kids and thing, looked at William, their stares like hammer blows. William wanted to turn
and run, somewhere, anywhere. The teenagers clearly didn't understand, couldn’t hear the crush of voices,
couldn't see that the man was dead. The threat needed to be made clear in terms they could comprehend.
If William couldn’t make it clear, claws and fangs certainly would

“He's going to kill you,” William shouted. “He... he's got a knife.” The kids started backing away, and the
thing surged forward, grabbing one of them by the throat. Thin trickles of blood showed where long claws
broke the boy's skin. The other kide ran. The thing turned to look for a moment at William, threw the injured
boy to the ground and fled.

William pressed his hande to his head, praying for the pounding to stop. It seemed to diminish a little
once the monster was gone.




.y You were alwaysa gnnq communicator, A problem
g solver. Taking the long view was vital to getting per-
spective on whatever was happening, whether in polirics,
arelationship or just in a crowded room. You knew how
toconvey information, to show people what they hadn’t
considered. Most importantly, you knew how to listen.
All of these capabilities might have been professional if
you were a counselor, teacher or social worker. Maybe
you were just the one your friends turned to, Whichever
it was, listening, considering and ralking were probably
the most natural parts of your personality and life.
Now they bring you pain.

The voices ebb and flow like the
tide, like the seasons, like conscious-
* ness itself. They mighr fade to the
background or crash to the fore, but
they're always there, crammingall sorts
of things into your head. Strange, half-
remembered glimpses of unknown
~ places. Odd words that seemingly
A_  have to be whispered to you —or

-\ screamed at you. Cryptic
i snatchesofhaunrting verse. Col-
¢ 1 ors, shapes, smells — any and
/\ all sensory input, layer upon
! layer, crashing through your
a? head until it feels like you'll
¥ 1 explode. But you don't. Your
'\ mind just gets more and more
4 crowded. The clamor usually
doesn’t make sense — mostly
it’s just random static — bur
when it does, you've learned
that it’s important, maybe
even life-saving. If you can
understand it, that is.

One thing younoticed early
on is that the voices are worse
around other people. Or more

people with others who had been
. » “chosen” hidden inside. A lot of
=y «J\ the time you can handle being
@ 1 around some people until
L \\ the wrong kind rturn up.
g 4, They've beenshown the truth,
§ % | too, but together you know too
{ . 4| much foryoualone to handle.
| The Messengers, or whatever
L} is to blame, barrage you with
"k signs that another hunter is

A\, nearby, like you're supposed
to do something about it.
But what can you do when
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specifically, around crowds of

Shut up. Please, shut up. You're not making this any easier.

you're being deafened? If don't learn how to ignore the
voices, you'll go nuts.

Then there are the things, the monsters, You can see
them forsure. Theyaren’talive oreven human, and they
can make the voices and flashes almost unbearable, too.

When you discover that there are other “imbued”
out there like you—and then things that youcan'teven
describe — you want to warn everyone. You want to tell
what you know and empty out all the chaos in your head.
Bur all the noise makes it hard to be around anyone who
could understand, so it's hard to share what you know
you have to. That means some of you never come to
terms with yourcalling. A few just runaway, trying to get
as far from everyone as possible. When you're com-
pletely alone, with no one else near, the voices almost
fall silent. Unfortunately, you don't have the luxury of
retreating from the world and the truth. You know you
can save people, if you can find it in you.

The two pressures that build in you, to silence the
voices and to pass on what you experience, seem
almost contradictory. That makes your new life hard,
maybe harder than any person was meant to handle.
Remember that no matter how bad it gets, no martter
how far you run or how deep you hide; you're never
alone in your pain, There are others who can under-
stand you, if you can bear their presence.

Given who you might have been before, your
aptitudes probably lie in information gathering and
distribution, whether you know it or not. Being artistic
is perhaps the most natural form of communication.
There can be as much artistry in conveying informa-
tion through journalism, research or programming as
there is in painting or sculpture. Maybe your open
mind or free spirit is what lets God or the Messengers
or whatever to be in constant contact. You're quicker
to listen than you are to fight or pass judgment. When
the voices do share something intelligible, it’s almost
always critically important to you or someone around
you, With such information at your disposal, and your
talent for passing it on — whether as a writer, public
speaker, web designer or illustrator — you're instru-
mental to the hunt. Your input, when you can control
it, can help set goals, establish plansand avoid tragedy.

But all that comes at a terrible price. Every time
you force yourself to go out there, the chorus gets
louder and more painful until you're convinced you're
going mad — or you already are. You won't do anyone
any good in a straightjacket, though. It's a balancing
act of finding your inner peace while continuing the
fight. No one promised the hunt would be easy. But
then, no one offered you a choice at all.

Weaknesses: It should come as no surprise that you
have problems dealing with other people. Psychologists
talk about “aversion therapy,” training yourself to dislike
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something by associating it with pain. If that’s not what's
happening to you, it's damn close. You're withdrawn
because that's the only way you can find peace. You can
be paranoid, aggressive, depressed or even manic around
other people, because it hurts to be around other imbued.
And how do you tell them from anyone normal?

But the real risk lies in losing track of why you suffer.
You might refuse to have anything to do with the
calling, or even with other people. Your pain may
become a general hatred of others in general, and of
monsters and the imbued in particular. You can grow
really bitter and twisted. You need to avoid both traps if
you want to hold onto anything of yourself from before.

Apocrypha: You might be somebody who always
shunned company, who lives in his own head, who feels
that what goes on there is far more interesting than
anything happening out in the world. Somebody who
sees this ugly, monster-riddled reality as God's punish-
ment for having turned your back on the world. Or did
you always feel unworthy to breathe the same air as
“normal” people, until you realized they need someone
like you to save them from the abnormals they can’t see?

Or maybe you're more in touch. So in touch that
your quest for meaning in it all succeeded in ways you
never imagined possible. You saw people numb them-
selves to life and swore you'd find a better way for
people to live. Did you look inside yourself, only to find
God and Satan, and somehow unleash both as walking
— if not always breathing — aspects of your own will?
You know something changed, and recently, but most
people missed it and still do. Somebody has to make
them all see, and you mean to find a way.

Or are you the once-gregarious type who feels
attacked by unseen forces that want you to understand
what's at stake yet also want you to do norhing about
it People matter to you more than your own comforrt,
though, so you periodically sacrifice it for them. You
isolate yourself only reluctantly because you know that
no man is an island... unless he lets himself become
one. And your greatest fear is that such surrender into
self-imprisonment is what (and how) your invisible
tormentors hope to win. One person at a time. ..

The Imbuing: When your first message comes, it
probably isn’t an isolated pﬁmse like other imbued de-
scribe. It's the opening of a floodgare. Thar first, clear
signal starts a deluge, and in the confusion of sensory
input and the sudden horror of seeing monsters, you

robably recoil or withdraw and take stock of the scene
chnn: doing anything. You don't flee altogether, but you
certainly see and skirt the action while you try to under-
stand what's going on, to comprehend what's happening
and pass that information or warning on to anyone who

would understand oreven listen. Insight, perspective and
direction are asactive as swinging a fist or lending a hand.
Character Creation: Hermits typically have high
scores in Perception and other Mental Traits, and they
place minimal emphasis on Social Attributes. Knowledges
are commonly valued over Talents and Skills. Every Her-
mit gets the Patron Background, rated 3, automatically and
forfree (levels4 and 5 can beacquired as if they were ratings
1 and 2, respectively). Hermits also start play with a
derangement that hampers social interaction consider-
ably, such as Hysteria, Manic-Depression or Paranoia.
While within 100 feet or so of monsters or other imbued,
all of a Hermit’s difficulries increase by one. Zeal edges are
uncommon compared to Vision's, followed by Mercy’s.
Starting Conviction: 3
A.K.A.: Ostriches, Loners, Sc

hizos, Outsiders

Syreovvees

Avengers — “Full of sound and fury, signify-
ing nothing.”

Bystanders— A joy to be with compared to the
rest. Amazingly, we can approach some of them
without invoking the noise — and they understand
what it’s like to be on the outside looking in.

Defenders — Their concern for others means
they're interested in any useful information. Un-
fortunately, theiropinion of “useful” can be narrow.

Innocents — Gentle people, if naive. Some of
them can even be quite soothing company. Though
they almostalways listen, they sometimes pay atten-
tion to how you say something, not what you say.

Judges — For all their claims of impartiality,
they can be extremely stubborn when they think
they know what's rigI;t.

Martyrs — They feel the pain of the hunt so
keenly that they neglect their own well being,
sometimes suicidally. We can sympathize.

Redeemers — Not everyone can be saved.
They don’t all want to hear that, though.

Visionaries — Extremely creative, full of
ideas, always questioning. If they could only see
inside our heads, they'd have all the answers.

Waywards — Lunatics, every last one, even if
they are absolutely committed. At least they're
interested in tactical information. It's a miracle
that maniac on TV didn’t try hacking up the ralk-
show host, instead.

The Enemy— They're to blame for all of this.
We have to stop them from preying on mankind.
Maybe then the voices will go away.




-

~pe




I was heading acrose town on an “errand” when I noticed an odd group of pecple near an alleyway. They
were a real mixed bunch - a Latina, a gloomy looking guy in dark clothes, a soccer mom, a nerdy kid and
a too-tough-for-you Asian. That made me suspicious enough to make a detour. Sure enough, the nerd had our
sign drawn on his bag. I approached them to see if I could get any more leads to pursue. The Asian checked
me out - probably that way — and gave a quick "okay” to the rest.

I put on a reassuring smile. “Hey. How's it going?”

“I don't mean to be rude, sir, but we're kind of busy,” the nerd said nervously.

Holding the left side of my coat closed to keep my shotgun hidden, I opened the right so they could
gee the sign I had sewn into the lining. "I'm a 'friend.'” They all seemed relieved, 'Mom' in particular.

“I'm Rod,” the nerd said. “This is blah, blah, blah...” I didn't try to keep up with who was who. I didn't
need to. I smiled again and gave some name back. You'd think it wae a fucking dinner party.

“How did you recognize us?” the Latina asked.

I snorted before I could stop myself, so had to follow up with something appropriate. “Look at yourselves,
vou're all totally different. There isn't anything you'd all be doing together — and you're obviously not
related. Office parties don't usually spread to the street. You people stand out like a sore thumb,”

They exchanged nervous glances.

“We can't be that obvious,” the Latina said.

"I noticed you. Take my advice: If you need to be together, split into small groups or dress the same.
What are you all up to, anyway?

The gloomy one spoke for the first time. “We're observing, um... a lost soul. I think we can save her.”
The others nodded seriously, like reconciliation was some sort of option.

Damned, then, the lot. It didn’t mean they couldn't be useful, though. I made a broader smile. “Sounds
good. What have you got?”

“she's down the alley,” the nerd said. “We've decided to make contact — approach her as a group.”

I had to remain calm. "“That might scare it - her. One person should talk to her, persuade her to come
and see you,” T pointed to the gloomy one, “who'll be up here. The rest of us can circle around so we can
provide backup, but won't be a threat.” They seemed impressed with the idea.

“Why don't I just go talk to her?” Gloomy asked.

“It's safer to get her to a different position so she's not completely in her element if things go wrong.”
I loocked from person to person, and everyone nodded agreeably., Mom volunteered to go get the thing once
everyone was ‘in position.”

I waited with Gloomy until the others headed off, then led him down the alley a bit. It was cluttered
with crates, boxes and other trash.

“she's not far ahead,” he said

There was plenty of cover in both directions. I looked at the kid. "‘Can you point out her position?” As
he turned to look down the alley, I pulled my knife, clamped a hand over his mouth and put him out of his
misery. I hid the corpse under some trash and headed back out. When I caught up with the others, they were
almost in position at the other end.

“Everything okay?” the Latina asked

“He's right where he belongs,” I said, smiling genuinely for once.

We moved into the alley from the other end. About 50 feet away, the Asian said he had a clear view of where
the thing was holed up. It was time to send Mom in. She really didn't seem nervous, the stupid bitch. She went
up to the cardboard box where the thing lived, I guess, and called out a greeting. It poked its head out, sick
with taint, and actually fucking started talking. I focused on the rage I felt deep inside, let it surge up and
£i11 me. Then I focused on Mom, on her feeling like I did. The fury poured out of me, into her. Her reaction was
immediate. She leaped at the thing, clawing like some gort of playground fighter. The thing ripped out her throat.

That's when some of the assholes finally showed some sense and wanted to fight. I guess no one noticed
that I had my shotgun out — not till I opened up on the whole alley. After I finished the thing, I realized
that the Latina was still alive. She mumbled something like “Why,” blood bubbling on her lips.

“'?hou shalt not suffer a witch to live,' remember?” I don't think she heard word one.




HUKY £R: PLAYERS GUIDE

We don't judge. We send the wicked to Himn for that. Getin the way and you can go be judged, too.

The others just don't get it. This isn't some sort of

intellectual exercise that's up for debate. Monsters are
notsad, sympatheric creatures. Thisisn'tevenawar. In
war, there are codes and conventions, rules and regu-
lations. This is the last desperate struggle to survive in
the face of utter evil. Half-measures won't do. You
1 5 - ' .

can'tafford to be squeamish or worry about ethics. The
monsters and all the other scum have to be destroyed,

every last one of them, No matter what the cost. J"\'J

Even if it takes every last drop of blood of every .

person on Earth, it'll still be a bargain, At least (u F

we'll know that none of them are left. Gy
Maybe it's because rhe rest don't have the
clarity that you do. Compared to you, the other
“chosen” seem as blind and deaf as the rest of
humanity. Being able to see the abomi- :
nations all the time, day and night, o
really hammers home how foul and
corrupt the world is. That's what sets
you apart. You see the big picture. [ig]
You see it all the time, withour a /i
break. The others can retreat into [
their own little lives, away from the
truth, pretending thateverything is
all right for a while. But they're aﬂ'
lying to themselves. They lack fo-  [/§
cus. Their priorities are all fucked
up — like family or a job or hopes
matter. In the end, you're the only
one with true commitment, the
only one prepared to pay any price.
That means everyone else is ex-
pendable and you're not.
Granted, you may have been
like them at one time, living a regu-
lar life and going to church or
whatever. But seeing all the time
shows you how false your old life
was, and why it's all but forgotten
now. Who you were before just
doesn'tmatter anymore. Now, only
the hunt matters.
That means nothing from be-
fore is important compared to the
cause. Don't be fooled by the old
laws you used to respect. They
were created by the enemy to
make people cattle. You're above
the law now. Above society. If the

-

only way to get toamonster is through a human shield,
so be it. Every life you have to take now will save
countless lives in the future. Working with other
imbued is fine, so long as they don’t slow you down.
Some of them talk a good fight, but when it comes to
burning down a project ta get the rats inside, they lose
their stomach for it. That means you avoid revealing
too much about yourself or your plan to anyone. You
never know when an “ally” might rurn our to be
% monster-friendly. Look out for yourself first.

4 § You have no one else to turn to.
Weaknesses: While the others are in for a
penny, you're in for a pound. But believe it or
not, you can go too far. No one else has your
dedication, but your strength can turn against
you in little ways. You can't kill mon-
sters if you're dead. You need to be
patient. Go in guns blazing and you'll
get killed. Go in with a cool head and
aplan, and you can get the job done.
Why fight face to face when you can
set a monster nest on fire and just be
another gawker in the crowd that

gathers to watch!
At the same time, remember
that there are lots of mansters out
there. Too much planning for one
lets the others geraway. If you waste
time ona [;lrget Ihﬂt dﬂesn .[ warrant
it, you need to step back — or
maybe go in with guns blazing just
toget your head on straight again. If
youneeda frontal assault, get some of
the losers to go in front of you. As the
most important soldier in chis fight,
you need to live to fight another day.
Apocrypha: Some of you know
that society is a lie. Why perpetuate
it. And why bother wondering Why
me? Why now? when you've clearly
been chosen. Understand that you
have to become more than human
to win. That makes everyone else
window-dressing. When the war is
_ over, the monsters will be gone —
Y and all the criminals, sinners and
unbelievers with them.

Orthers among you insist on
maximum efficiency in eradi-




cating the filth, setting aside compassion and even the
rage that invigorates some, to opt for cool, calm expe-
diency. You're methodical and completely ruthless,
evaluating everything and everyone in terms of the
mission at hand. You think you'll make the world —
and yourselves — wharever you want. Hell, given the
shape of things, you might be right.

Sad but true, some of you out there are weak. God
knows how you got the job. You still do what they have
to, but you hold on to some of who you were hefore, as
if the past has anything to do with the present or future.
Some even live in denial of what you've become and
what you do, blanking out memories of your actions
even as you perform them, or vacillating over what
obviously has to be done. As if you can save the world
and have a conscience.

The Imbuing: Chances are, you've always had a
lot of hate in you, whether you denied it or reveled in
it. Or maybe you never wanted to hate anyone before,
but now it's the only thing that makes sense. It's
nothing to be ashamed of; there’s plenty to hate in this
world. It's a maggot-ridden piece of shit, populated by
perverts, the unworthy and — you see, once the scales
fall from your eyes — the inhuman. You're chosen to
make a difference because of your superiority and
purity, no matter how deep down you hid it before. So,
when you see the abominations, your response is
absolute, immediate and without remorse for anyone
— and that sets the tone for the rest of your life.

Character Creation: Waywards concentrate on
Physical Arttributes, plus combat and survival Skills,
with Mental Traits and Knowledges coming second.
Edges are usually from Vision or Zeal. All Waywards
have permanent second sight. It's active constantly,
for free. And yet, they are unable to have any edge
(Discern, Witness or Illuminate) that differentiates

% yward

Svirgoryres

Avengers — Getting revenge is admitting to
being a victim.

Bystanders — Who!

Defenders — They're fools to think that they
can hold on to anything.

Hermits— Watching accomplishes nothing,
but they know some useful shit.

Innocents — Just go kill yourselves. At least
that idiot on the television tried. What do the rest
of you have to offer?

Judges — What's to decide? There’s “kill”
or “die.”

Martyrs — If they're so quick to get them-
selyes killed, round them up and send them in
ahead of you.

Redeemers — Monster-loving traitors.

Visionaries — They have their heads stuck
up their asses, but somewhere up there they can
find plans for the furure — namely, how to com-
pletely wipe out the enemy.

The Enemy — Destroy them by any
means necessary.

among types of monsters. Simple targets are all that
matter to these people. All Waywards start play with
a derangement such as Megalomania, Multiple Per-
sonalities, Fugue or Schizophrenia that, in their case,
makes them violent and desensitized to suffering.

Starting Conviction: 4

A.K.A.: Psychos, Terrorists, Serial Killers,
Hate-Mongers

8 W,






I have gone astray like a lost sheep; seek thy servant;
for I do not forget thy commandments.

—Psalms 119:176

Protocue: Fatse Syary

Alison placed the newspaper on the rable, Weary,
tired and yet wide blue eyes looked over the arrange-
ment. One Daily Herald folded in half: magazines and
other inserts removed. Next to that, one pipe, one
pack of tobacco lying by its side: no match or lighter.
One scotch glass: empty.

Richard liked his evening read to be orderly.
Alison liked to avoid confrontation.

She brushed aside a lock of thinning blond hair
andstraightened the paper. One last check, she thought.
One last check. No subscription notices. No maga-
zines folded in. One last check. Make sure everything
was right, and Richard would be happy. If Richard was
happy, he didn’t make a fuss or ask quesrions. One last
check. The paper was straight, and no pages were
missing. It was 20 past seven.

Richard always woke at the same time. When he
emerged from his room, he smelled and looked like he
he'd showered. He was wearing a dark-blue jacket
and matching pants. His socks were a shade lighter,
and they matched the handkerchief peeking out from
his pocket. His tie was the same shade as his jacket,
and his copper tiepin contrasted nicely. Not a single

wrinkle. Like he himself, Richard's taste in clothes
didn’t change any more.

The doorbell rings, and Richard smiles as he rises from the
dinner table t answer it. Bobby asks for more sausages, and |
tell him he's had enough. Both of us jump up when the opening
door is followed by a hideous wet thud and a crash that fills the
house.

Richard smiled to Alison as he walked into the
room. She smiled back on cue, hers just as genuine as
his. He walked to the table, and she pulled out the
chair. He started turning pages.

“How was your day?” Richard asked.

“Good." Alison recited.

I yun to the door in a panic. I'm torn between
crying out for my husband and telling my son to run
away, and [ do neither. There's no second chance as a
woman who wears torn flannel grabs me. | think her
nails dig into my neck. Bobby runs into the hallway to
see what's happening.

He didn’t say anything more, but he put his
hand around the dry scotch glass and never raised it
to his lips. The headline screamed about home
invasions. Richard shook his head. “I just can’t
believe the stuff in here. Horrible. There are ani-
mals in this neighborhood.”
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Alison held her tongue and tried desperately to
keep her face emotionless as she listened. He hadn't
complained about the paper, she reassured herself.
That was good. The scotch glass was where it was
supposed to be. As Richard put the empty and unlit
pipe to his lips, Alison relaxed a little. It would be all
right. It would be over soon.

| scream as the woman drags me into the garage
with one hand. She has Bobby in the other. Richard lies
on the floor, the back of his head covered in blood, from
when he hit the mirror across from the door, | guess.
She throws me into the garage, and I hit my head on the
cold floor. Bobby follows, but she throws him against
the far wall. Blood fills my eye. Bobby's crying echoes
through the garage.

She walks over and forces me into a plastic yard
chair, then she grabs some rope from the tool shelf and
ties my wrists behind me. I scream for help, but no one
answers. Bobby gets up, staggering to the door. The
woman shrieks at him as she knocks him doun. He's
bleeding. He has to be alive.

Richard read the financial section closely, but he
glossed over the sports. His hand returned to his glass.
He drew on the pipe without results. Alison waited
patiently, silently, speaking when spoken to.

It was 20 to eight. Richard had to be at work in just
under an hour. He'd stop reading. It would all be over

soon. Sure enough, Richard stood, “Thank you. I'm
going to check on the rabbits before I go.”

Alison closed her eyes for a second in anticipation.
Richard leaned over, kissed her cheek and walked out
the back door.

She punches Bobby in the face, just to make sure.
whimper, but she doesn't seem to notice. My wrists hurt.
Grinning, the woman leaves the garage and goes inside,
closing the door behind her. I can't see Richard any more.
[ don’t know why she's doing this.

A lot of time passes — an howr? | struggle with the
ropes, screaming until my throat is raw. | don't know who
she is. I don't know why she's doing this.

Bobby just lays there, his evyes closed. He doesn't
answer. He has to be alive.

Suddenly the woman comes back, mostly carrying
Richard to keep him on his feet. His eyes are glazed over.
With a jerk, she kisses him roughly. He doesn’t respond.
Blood runs doun his cheek and neck. Finally, the woman
throws him to the garage floor where he lays still. Please
don’t let him be dead.

The woman kicks him and mutters, “Come on. Get
up. Don’tscrew around withme anymore.” And then. .. he
moans. He rises, disoriented, his eyes coming back to life.

But I don't see my husband. I see a chalk-white
man, nearly a skeleton. His veins stand out red and
blue, pulsing slowly. I feel my stomach drop and my




skin crawl. | look away to the wall, but it's no relief.
I'm startled to see the words “THE DEAD LIVE"
written in red. Blood? But then they're gone, a figment
of my imagination.

“Richard” lurches toward me while the woman smiles
and watches. He's stumbling like a pupper with its strings
cut. He stands over me, leering, but then sad, as if trying
to fight back some horrible impulse. Somehow, 1 realize |
can ease his suffering with a word. I can comfort him and
tell him everything will be all vight. I know I can stop him
even while | sit here, tied. Butas I look up, all I can see now
is the man I married.

I close my eyes and try desperately to forget what I've
seen. | try to ignore the feeling of his mouth on my neck. |
can't stop him. I love him.

Alison fell onto the couch, crying, pretending she
didn't hear the door to the rabbit hutch open. She'd done
everything right! Everything! He didn’t usually go to the
hurch if she did everything right. “What did [ do wrong?”

Then Alison bolted up, alert. Bobby's room faced

the hutch. “Bobby,” she called, “Close your window.”
#* E %

Keeping Richard fed and satisfied was expen-
sive. Alison spent close to 140 dollars a week on
rahbits. If she bought them all from one store, the
employees became suspicious, so she had to buy
from a breeder one week, a store the next and a
different breeder the week after. That meant a lot
of driving and a gas bill to show for it. Blocking up
all the windows wasn't expensive — pieces of
cardboard and heavy drapes worked, but the pho-
tography equipment she kept in the garage as an
explanation for the windows was costly.

The emotional toll on Alison and Bobby was
incalculable. They lived a nightmare. Their old lives
seemed like memories thar weren’t worth preserving.
Alison was now certain that they had owned a dog
once. She couldn’t remember it, butshe couldn't think
of any other reason to have a dog bed and cans of food
in the cupboard, It seemed like she was in constant
pain for a while, then she went dead inside and
couldn't feel at all anymore. Bur then things would
happen that reminded her that everything was wrong
— like driving for over an hour just to go to a pet store.

Returning from one such trip, she realized that
her house was in the worst condition it had been in
since the night the woman came. The TV had been
pushed over and smashed. The VCR was missing.
Alison put down the cage she carried. Her eyes
flickered, and she felt faint. Months of living with
and serving a blood-drinking husband hadn't dead-
ened her completely ro the sense of violation and
fear that came with the break-in. She walked to the
bedroom and saw that her jewelry was gone or
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broken. The window coverings were torn down, but
there was no sign of life.

Richard had been in his basement workshop the
night before, He must have spent the day there. Alison
wasn't sure if that was a blessing or a curse.

She walked to the kitchen and found a carpet of
hroken glass. Richard's scotch glass was shattered. She
could have cried, but she'd learned long ago thaterying
meant she didn't ger anything else done. Richard
didn’t like it when things weren't done.

The windows had to be covered again. Broken
furniture had to be cleaned up. Shartered glass had
to be picked up, and Alison would have to buy a
new scotch glass. She couldn’t afford a new VCR,
bur she hoped Richard wouldn't notice rthat it was
missing. She worked with lists. Lists meant things
didn't get missed. It was when things gor missed
that Richard got upset. It was half-past three in the
afternoon on Tuesday. Bobby would be playing
football foranother hour. If she left before four, she
could go to the store and buy another glass. Bobby
always came home bleeding after fighting one of
the boys during the game. She could pick up Band-
Aids as her excuse for being out if anyone asked.
That gave her half an hour to clean, and then
Bobby could help her when he got home.

Bobby hid the dustpan behind his back when
Richard walked into the kitchen. Alison stood like a
deer in headlights. She'd forgotten to turn off the
computer. She prayed he wouldn't notice, that he
couldn’t smell her fear.

“How was your day?” Richard asked.

“Good.” Alison said.

“Where's my newspaper!”

A pause. A lonely scotch glass stood on the table.

“Where's my newspaper!” Richard repeated.

“It’s in the car. I'll go and get it.”

“Why isn't it on the table!” Richard looked
unconvinced.

“I was distracted.” Alison fumbled. Her voice
was shaky.

“By what!" Richard's voice was a little raspy.
Alison ran down a mental list of what was coming.

“We were robbed.”

Another pause. Richard looked down and closed
his eyes. His fists clenched, which meant that Alison
had about 15 seconds. Richard spoke gently. “Tell
Bobby to go to his room."

Bobby's round face and blue eyes — one black —
protested as Alison ordered him away.

The storm broke. Alison shut our the pain as she
did every time. It would all be over soon.

- Wi,
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# # *

Alison winced as the cotton ball touched the sores
on her neck and the antiseptic mingled with her
wounds. A few splatters still showed on her face, even
after washing. She didn’t turn when she heard foot-
steps behind her on the bathroom floor. She just stared
into the mirror, not at Richard, but at herself.

“Alison,” The hint of guilt in his voice seemed less
convincing than it did other times, I don’t want any
more incidents. | bought a gun. I'm going to lock it in
the cabinet. Don't tell Bobby.”

Alison didn’t respond.

“Do you understand?”

Shestill didn't respond. Richard’s face flicked with
angerforasecond, but then he simply finished. “I don’t
want you feeling threatened. If you hear anything or
feel like something’s wrong, use it. Understand?”

Alison nodded faintly. As Richard left, her face
clenched and she began to cry despite her effort not ro.

It would all be over soon.

To: hunter.list@hunter-net.org
From: rabbitkeeper377
Subject: Help

I just killed my husband. A monster. | need to
know how to hide the body. I think the police are
coming.

T Revstayion

| anly got on the intemet when Richard became really abusive.
He wasn't at first. He was just kind of scared end distant. He asked
me to hold him all the time than, but he would never talk.

| guess that's wh ft took me sa long ta realize things weren't
gaing to get any better. It looked ke no matter what happened that
night, everuthing wes qoing tabe alldght. | guess | didn't wart o deal
with the truth.

Then he started getting worse, demanding that everuthing be
g certain way, ke nothing should change ever again, When he
replaced themiror that broke that might, he made sureit was exactiy
the same as the old one. He had (o order overseas o get it

That meant | wasn't going to be going out much or talking to
anyone. Too much chance of me talking or maybe making new
friends without him. The idea of having fiends, Iving a lie and
painting a smile on my face wasn't very appealing, anywal.

80 | asked Bobby to show me how 1o use the intemnet. He
showad me how to use a web biowser, 50| asked him to show me
some wab sites he went to, He got embarrassed and took meto &
few, but | think he was avoiding some. It wasn't until| really learned
what | was daing that| found his bookmarks. They were viclent, One
had cartoons of repe. | didn't confront him sbout i,

| found this site when | was figuing out how to waork the
computer, | don't know how | got here, but | was glad | did. Babby

S

was away at schiool, sol never told him what [found, |ust started
lurking on the list and reading the old Ietters. | made sure to hide it
all frorm Aichard, of course, and there were times when | Just
couldn't read any more. People ke Teacherl85 made some
sense, but when | read sormething ke Riggar or Solormon, | had to
turn the computer off, They were |ust so hateful. |couldn'timagineg
what they'd do ta Richard.
Or maybe | wanted them tno,

Since FAichard's been gone, 've been thinking a8 lot about the
night the woman broke in, | don't remember it well, but there are a
few things. Bobby got 8 ot of stitches. And for just & second, |
remember seeing Aichard and that worman ook ke one another
Like they were dead. | stil can't get past that thought

Soeven though some people on here seem insane, [m starting
to take some of what they say serously, even the things sbout
‘messengers.” Spirit Guida tells me that the messangers are |ust 8
force of nature, not really athinking person. [ havenoldes what stiue.

Crusader says Bod has chosen people to seg evil, | don't
know that | see anything, not any maore, enyway, Does that
mean God has forsaken me? Or was | damned from the start and
that's whu all this has happened?

0r maube | was right befare, when everything seemed so
unclear. | managed to sleep a little each might. before Aichard
would climb Into bed with me. He sometimes |ay down with me
befora sunrise, when he was going to bed. | always woke up to his
cold skin. That's when | had a chance to think saometimes. 'd go
back to that night.

Hobby was lsying there, unconscious. | was tied up, screaming
but no one heaid me sa far down at the end of the block. Then she
threw the dooropenend dropped Richard tothe floorn. She kicked him
and yelled at him. He was dead, but somehow not, He didn't Iook
fight, bt T knew itwas stil him. He was still the man I fall In love with.
| couldn't bring myself ta stop him,

| wouldn't,

R Fieeving Mowmeny

/ swear to God, they wrecked my life.
7hey lured me in, used me, and drove me
dcross stx states (n just over a month.

Oregon &/l the way to 7exas. 7 he only
reason / m still here s lecause / cant g0
any further south without a passoort, and
/! dont hAave time to get one. / know / dont
have the time. 7 hey re coming. 7 hey won't
let me g0 any further. / figure / have mayle
a week. 50 far /vye mangged to dodge The
things, Jut ‘f):\t.‘.s‘ time /m cornsred.

/ya{_c-:.r.s" /! Ve made every mistake you
can. /ye [earned from them all, but 't
doesnt make any difference. 7hese
things hdve more moves than /[ could
ever [edarn.

7 he Ffirst one they use on you (s a
fu,rs':. /f yvou dont Know what to look Ffor,
you /l bite. /t starts by confustng you. )‘/ou
still hear background notses, but they re
all muffled. &verything they dont want




you to pdy attention to gets foggy. You
start focusiny on The things they want
you to. 7hen they show themselves. /t s
fueking smart, lecause you have just
enough sense to ShLt your pants, and you
cant think straight. So you re almost
guaranteed to follow alony when they tel/
ou what to do, like' "UNDO THE
WRONG." 7hey might use different
words, [/ dont know. 7 hey only tried (t
on me once. /t worke:':ﬂ

/ panicked. / couldnt think of anythiny
to do excepot get the hell out of there. Sut
you mtghAt not be alle to run lecause you
cant find the door. Your only option Ls 70
along wieth (t all and at that moment you re
s0 wired, tf you dont do somethiny, (t
feels like youll explode.

/£ you re reading this, take my adytee :
QDon t play d/on;,:./ Find the door and get the
hell out, even ¢f you cant see the way!
/f you stay, you may never be able to look
lack. 7hey tnfect you, turn you thside out
and out things tn your head. You l le alle
to See them, hut only for a second. And
then, you cant sece Tthem any more. 7 hey
can see you 900d enough, though.

Voress
"This tape is a record of the teatimony of

Tawrence Allen Parker, residing at 1405 Crestwick
Street, taken on Thursday, February 13th at 419

PM, 5%rd Precinct. Present as witnesses are
Detective Mark DiTillo, badge number 4075, and Dr.
Susan Adams, state=appointed psychiatrist., Mr,
Parker has indicated that he waives all right to
legal counsel and wishes to make a full confession.
Sir, is this correct?"

"Yes, T don't want this whole thing drapgged
through a courtroom. The lawyers would distort
everything. I just want to get my story out. The
press is going to get coples of this, right?"

"“Mhat's between you and the District Attorney,
Mr, Parker. Right now, I want you to concentrate
on your testimony. Tell us, in your own words, what
happened on the night of the elghth."

"Wait. That won't work. I need to go further
back than that, This all started back in December,
a couple weeks before Christmas. That's when I first
saw the the guy

"1 right. Start from the beginning."

"Okay., My, uh my daughter Natalle, she just
turned sixteen back in October. She'd been having
problems at school, and at home, too. She was always
pissed off about something. When she wasn't
screaming at her mother, she was locked in her room.
Andrea my wife  didn't think 1t was anything
major, just belng a teenager, you know?"

"o on."

"Well, anyway, she had her learner's permit, and
she started staylng out after school. On the
weekends, she wouldn't come back until two or three
in the morning sometimes, I'd give her hell the next
day, but she just didn't give a damn. And if we
grounded her on the weekends she just stayed out
during the week. Her grades went into the crapper
when she used to be an honor student. My wife was
Teally disturbed by that.

"The final straw was the night we were all
supposed t0 go across town to my parent's house
for an early Christmas dinner. Natalie never came
home. S0, after midnight, once my wife had pretty
much cried herself to sleep, I got in my truck and
went looking for her."

"Were you angry, Mr. Parker?"

"What the hell kind of question is that? Of
course I was angry. God only knew what she was
doing at that time of night. I told myself if I
caught her with a boy I was going to knock his
head in. I must've driven around for an hour and
a half when I just got a hunch I should head over
to Weston Park and look there. There'd heen that
thing in the paper about all the punks that hung
out down there after dark. Something told me I
might find her there. Sure enough, there was her
car, parked in plain sight"

"What happened then?"

"I Just lost 1t. That's all there was to 1t. I could
see maybe a half-dozen people standing under a
lamppost in the middle of the park. I got out of
the truck and headed their way."

"What did you plan to do?"

"Just get Natalle and take her home. Looking
back, I can't believe I even had the nerve to do
something like that. For all I knew, those people
could have been drug dealers or worse. But I was
too mad to really think about it at the {time. If
was a welrd night.

I remember how dark it was. The only light came
from the lamppost. The closer I got to those people,
the more my chest started to tighten up. There was
this... I don't know... this anticipation building
inside me. You ever felt that before? Iike you're
on the verge of something that's going to change
your life? I felt it then)

InsicHY oR INSANITY

Monsters arg real. You may not be able to see them. O
mayhe you get to see them once, |ust enough ta leam
what's teally out there and Ieave you waondering where
others might be, My husband was turned into a thing. | don't
know what. [loved him and needed him, and he was turmed
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Into a creature that fed on the blood of animals, What else
can you call that?

Have they always been with us? Things, creatures, de-
mons? The Bible says so. Shakespeae and even old Greek
storles talk about ghosts lke they e real. Did people know
better than us then? Oid they know the tiuth we've forgotien.
or are We just blind to It naw?

But maybe the others have always been here, too. Like you
who'te on the intemet. You wouldn't have alwaus been onling,
but you could have always been here. Maybe the ancient
people who told stories about mansters could see the things like
you do — and like | did. Maube they told those storles to wam
people and help save them, If that's true, whu can't we all see
the things todey? We still know the stories, so why don't we all
know what's really out there? Why can't | even remember
gverything that happenad to me that night?

Arm | crazy?

FumeLING

/t was when / g0t into San Antonio that
! finally decided / neecded to know more
alout these things. / mean, /d leen
running for days, larely sleecping or
ecatitny. [/ ditdnt eVen Know what / was
runntny from, except That / kKnew they
were after me, where / coufdnt sece. /
didn t Know what to do. / didnt have time
to read. / never Knew how To tse Those
/.r.lruzry computer fA::njr.r 2Ny dy . Zhen [/
thought mayle other stories might be alle
to tell me something, like ¢n horror
movies. My shit-ass hote/ had one of
those bolted down VCFPs tn it 50 / rented
stuff that looked good. 7here was a bunch
of moytes with Vamplres and mummies and
shet. / didnt Know which ones to get, so
/ just grabled a bunch.

Fuck f (T did me any good. 7 hey say
you can stalb V&m{,.oz.')-es' i Tthe chest with
wood and ('t kills Them. Sunlicht lurns them.
/ ve J':ec—zn r'u.nnr.'ny day and m.yA‘t , and [/ Know
they re <stil/ after me, so that daylight
thing seems like bullshit. 7hey cant see
themselies tn mirrors , whateyel g00d that
(s. And you have to iniite them into your
house. Does 't.o’-’\ja't count for your aote/ room
or youwr truck.

7 he one thing that / did notice (s
that these things make edch other or
make deals to make ecach other, like
dealiny with the Deyil, MHell? /s that
where they come fromf /s that where
they yo.ﬁ /s that where they want to
take mel (qdbfe/ really died and the
Depi! wants mer (Lhat made me such
aQ dad person:

Rwrke

"The punks never saw me coming. They were
all teenagers, except for this one guy. He was

Py



tall and pale and really thin. I figured him for
some kind of drug addict or something. He wore
a black leather jacket. They all hung on his
every word, like he was some kind of salesman
or something. Natalle was standing right beside
him. The look in her eyes made me sick."

"What was that? How did she look?"

"Tike she loved him. I'd never seen her look that
way before. And right at that instant, as I looked
at her, I swear heard someone say something like,
'She worships him."

"What's that supposed to mean?"

"I don't know. Haven't you ever teen in a situation
and you just kind of realize something that you didn't
understood before? What do they call that?"

"Intuition."

"Right. That's what I think 1t was. This guy had
her in the palm of his hand. So I took a look at
nim, and Jesus ."

"What did you see?"

"His skin was too white, more like stone. That's
when he noticed me and smiled. And I saw his teeth."

"Teeth?"

"He had fangs, like a dog. I.ike he was an animal."

n An anim_all}il

"You don't believe me? Go down to the morgue
and have a look for yourself."

"Tet's stick to your testimony. You looked at
this man and thought he was some kind of animal,
What did you do then?"

"I damn near had a heart attack. A11 I could
think about was how my daughter was so wrapped
up in this thing, and I had to do something. But
what? There were six of them, and I'm not young
any more. Then, just as quick, the guy looked
normal again, or at least as normal as someone
like him could. It was like I'd taken him by
surprise, caught him with his guard down, just
for a second."

"Are you saying he could make himself
look different?"

"I know what it sounds like, but yeah, I
guess. You could still tell, though, once you knew
what to look for. And his eyes. They were all hlack
and dead."

"But he looked normal to everyone else there?"

"T suppose. They sure didn't seem to notice
what was wrong with him. I've been wondering
olnce: What if there are more guys like that, but
we all overlook them or just don't want to see
them. Mayhe I was so mad that I could see him
for what he was."

CHRPYER 1:BYSYANDERS

Kwow Qursgivss

Everyday | geton here. | get off & litie sooner. | don't understand
what's going onin the world, but | can tell that fighting about it doesn't
stlve anuthing

Inthe old letters, that Majo guu posted sbout how monsters are
people the CIA and the govemment wants kiled. That set off an
argurment that ended In people Insulting each other. Okay, what Moja
said s pretty wild, butls it any wilder than a waorman breaking into your
harme and turming your husband into something he never was before
— and leaving you to ive with it?

When | read some of Bullder 50's old posts, everyone seemed
(0 gobble them up ke t was the gospel truth. He talked about
ciiminats being full of creatures that pull the stings of the police,
Dusiness and the govermments. How is that any different from what
Mojo sald?

Whu split halis? Why fignt amongst yourselves instead of
a0reeing to do something about these things? Why not find out
what they are. what we are and why we know things? Hell. why
not find out why most of Yot talk abot doing amazing things that
you cant explain? There's Iots | can't explain, but | know | can't
pertorm miracles. So why do | know the truth? Why not try to
understand what's going on Instead of attacking each other?

Huwsts Begmuimes

/ mlss my mother and father, elen
Emily, my baby sister. Christ, / never
thought /d say that. £mily was a oaln Ln
the  ass. After she was lorn, she
starting erytny every day at the butt
erack of dawn. Our house had walls /like
paper. / d come home from the ntght sALFE
and try to slecpo, and she d wake me uo
tn no titme. /f’fazyé there are just too many
years letween us for me to undep.stand.
/ don T Know how my /O/rﬁ’:/,ob:f uo wieth her
at thetr age.

[fuf / miss her now. / wonder what
she /l grow us to look Iike. Probably ugly as
me, dut you Know , you alweys make eyeryone
letter tn your head,

/ wrote a letter to the whole family,
letween these page.s .

Dear Mom, Dad and Emcly, .

{ wanted you to Know that /m altve. /
cant say where, but there are things /
wahnt To say Tto yoLt.

, 7 havent been watching the news, but
/m guessing they regorted a mutrder at
the Noate! office. ‘/ﬁauf when [/ went
missing. Maybe they re even saytng / did
Lt. / want to tel/ you / didn. / JméyA‘L‘gAdUe
sto d (t A enthy, / & ose. Lut /
d{a’/:/t:%/‘f wes %‘%c? rnu.:i for rn%-:??o deal wieth.

/e been runn.f_'ny sinee then. / gou./a’n ¢
g0 to the wolice . 7 he {,oo/r_'c:e couldn t catch
the people who did (t. Sut they saw me.
They Knew /d seen what they d done .
7That s why [/ ran. /f / came home, / cant

- W,




say what would Aave happened. / didn't
want anything to haoeen to you. You have to
trust me that this (s the only way.

/ miss you all, hut this ts for the best.
Please dont e angry at me for leaving.

Loye ,

Steye

!/ guess / realized /'d never send it
about halfway through, but (t just seemed
like /[ needed, to finish anyway. With
everythiny that s A%pened 7 mayl;e / just
needed to remind myself that everythiny
was normal not lony ago. 7 hat / was normal
not /ony ago.

UNDERSY ANDING

""We're not here to discuss theories, Mr. Parker.
Tell us what happened after this man noticed you?
What did he do?™

"Well, that was the really creepy part. He seemed
to think it was kind of funny, and that really
piosed me off. Natalie made some smart-ass comment
to me. T grabbed her by the arm and told her she
was coming home. A1l the others thought 1 was
hilarious. I wasn't going to get into an argument
with Natalie in front of those punks, s0 I started
dragging her back to the truck.

" And?"

e guy just looked at me and sald, 'No.' Like

t was the word of God or something. Maybe that's
why everyone seemed to cling to him. The scary
thing was, I felt 1ike I wanted to stop, 1ike I should
listen to him, too."

"Did you?"

"Would I be sitting here if I did? It was
like he was trying to make me one of them, like
what he'd done to Natalle, whatever that was.
God only knows what they would have done to
me later. But it didn't work. I got in the guy's
face and told him 1f he ever came near my
daughter again there'd be hell to pay. Then it
was his turn to look scared. I don't think
anyone had ever stood up to him 1ike that. Even
the kids were shocked. That's how I left them,
dragging Natalle the whole way., We drove home,
and I didn't stop yelling at her until we pulled
into the garage.”

"4nd this was Wednesday? That would have been
the 15th, right?"

"Yeah, I think s0."

"Someone was murdered in the park early the
next morning,"

"Yeah, I read about that in the paper. I thought,
what if that had been Natalie. What if I didn't get a
feeling to look for her there? She might be dead now.

FicHy g Bump

Z .S'fd)le'.d thstde Today. Cd//'—cd th stk to
the shitty job / got. 7here s somethiny
outside my door. /[t creats alony The
floorloards. / hear every step tn the
flophouse sgucak as somethiny climbs
them, tniisible. Last night, / threw open
my door and ran outside to cateh (t. 7 here
was nothing, lut suddenly [ get this
massile head rush and nearly went over
the radltng. / freaked out and ran lack
thstde did .rometﬁ:ln? / hayent done since
/ was a Kid. / dove tnto bled ana'/ou.//e& the
cove s over my head.

7hey ve Ffound me again.

Fattouy

For me, there were two moming afters, There was the
morming after Richard died, and there was the moming after
Richard died again.

| don't remermber the first one. Not very well, angwaly. | think
Aichard had a hand in it I'm almast certain he was finding ways 1o
make me forget. Doing things to distract me. | only get flashes of
what happened.

What | do remember s the weeks that followed. | thraw
rmyself Into the house. There was always something that
needed to be cleaned. Cleaning was very Important, SinCe
cooking took less time. But there was still shopping. Long
diives, Mindless music. Oiversions, | guess that's how | gat by,
It was that or kil myself, But when Richard brought the gun
home, | realized that killing muself was actually my second
choice. lemptied the gun when | shot him. | just kept pulling the
trigger until nothing more happenad, He didn't fall right away. It
wasn't so much that he died s he just stopped maving

Then carme the secand marming after, Thinking about the lnok
In his eyes after the first shot, just before whatever was left of muy
husbiandleft himand was replaced by something hideous. That look
of betraual He couldn't belleve his wife had tumed on him

[think he loved me once. | know |oved him. Solkeptup the
cleaning, startlng with his body. One of you told me what to do.
Isprayed himwithroom deodorzer and wrapged himin garbage
bans so he wouldn 't attract flies when the police came. | dragged
him out to the big trash bin outside. He was (Ust alive a few
minutes ago, ut sure enough, there was a smelliight away,. like
he'd really been dead for months.

I was lucky the police never came. even after the shoating, |
spent 8 week expecting them. | guess no ane ever heard, Our hiouse
is 0n old pasture land, The nearest nelghbor Is at the back of the
property. But stll, they should have hesrd sometiing. Why didn't
they report itY Maube they weren't home

Later, when Bobby was at school, | burled Richard in the
pasture, 1 was filthy.

Aftera while, it didm't seem tooimpoitant to clean anymore
Who was | doing 1t for? | started calling Lp old friends, Instead,
People | hadn't seen or talked to In months, | couldn't tell them




anything. but | needed to talk. They wanted to know what
hiappened. | told them Richard and | were fighting and he finally
Ieft me. That was tiug, in 8 wal.

I've been daing things with them again to keep fiom thinking.
But | aiso tum to thern ta remind myself thet [m alive. Im a good
person If they want to spend time with me. | can't be all bad. | didn't
ask for any of this.

Ithink I've seen avery maovie that's playing. 'm even thinking of
guing back o church.

Do Unro Ovngrs

"Mr. Parker, according to your +testimony
nearly two months passed between your first
encounter with the victims and the time of the
attack in question. What happened in the meantime?"

“After Natalle and I got home that night, I don't
think I slept 2 wink. A1l I could think about was
the look on that pguy's face. My daughter didn't seem
to have a clue what he might be up to. A11 she could
talk about was how happy he made her feel. That
ghe hated me."

"Did you tell your wife?"

"No. I had a hard enough time dealing with it
myself. Andrea didn't need that kind of stress on
top of everything else. I just told her Natalie had
been out at a nightclub somewhere and left it at
that. Then I told my daughter she had to come
straight home after school every day and turn her
keys over to me. If she didn't, I'd call the police
and tell them she'd stolen the car, I hoped that
maybe if I grounded her long enough the whole
thing would blow over. Believe me, 1 never wanted
to see that guy or anyone ke him ever again."

"But 1t didn't work."

"No. She'd come home and throw the keys on the
kitchen table, then turn right around and walk out
the door. Friends would pick her up or she would
walk three or four blocks and catch the bus, I
yelled at her every night, but it didn't do any good.
She was a teenager, for God's sake, What could I
do? Tock her in the basement?"

"You could have called us, Mr. Parker. That's
what we're here for."

"'On, that's bullshit, You think I didn't try that?
She wasn't doing anything 1llegal. Every cop I
talked to Just shrugged his shoulders. And if anyone
tried to look into that guy at the park, I never
heard about it."

"AN, right., Tet's move on."

"A11 this went on for two weeks. It made my wife
90 miserable I told Natalle she was staying home
for New Years, no matter what. She laughed in my
face. She said she belonged to someone else now, and
one day she would stand over my grave. I admit, I

CHAPYER L:BYSY ANDERS

hit her. One of her earrings flew across the room.
She plcked 1t up without a word and walked out the
door, I couldn't stop shaldng for hours. But the
more I sat and thought about 1it, the more I
understood 1t wasn't her talking. Those were his
words coming out of her mouth. Ilke she was in a
cult or something. That's when I decided that he
had o be stopped. One way or another."

Limirs

Scotlch

SEx pack

bread

peanut lutter

totlet Raoe )

matches

/ve 70T o get out of Aere. How can /
get over the lorder wethout a 255 o0t
/ tAouyA‘t / saw a documentary on (t once,
You go over a river or something. Put all
your stuff tn gariage bags and float it over.

But / dont eyen know where the river
Ls. And even if / did, / don't have my jee
anymore . /Tt broke down on the side of f,(c:
Atohway. / swear ¢t was runntny fine and
Then (T was just dead. / g0t a chill down
my solne , hut there was nothiny there. /
tricd to KAee myself calm and start
wa/king into town.

/ Know there are 'L‘Ar.:n.,f/..s- out there. /e
seen them, But can they stay hidden when

They don't want to le seens Are fa‘}Ey
elen tThere when fAey Know you re
looking © Did they /eaye me stranded at
the side of the roads

A gy ulled over and offerecd me a
Ftde. / told Atm to Ffuck off.

EXHRUSY 10K

| decided to stisighten up Bobby's raom yesterday. |
couldn't find anyone to talk to. He hates me gaing In there, but
everything else was clean, and | couldn't keep my mind off
things. It didn't help.

Hefore all this started, Richard bought Bobby & guitar, He
used to practice a ot and could have been in the school band,
They said he needed more practice. Since then, | thought he
was practicing. but now | know the truth. He's been playing so
Ioud naw that Richard Is gone, I've never really heard the waoids.
| didn’t even know he was singing.

| found & plece of paper on his desk. These aie the only words
| feell can tpe hare,

And now that dagoer tempts me
Now the life resents me

To take the Iiving from the boy

To end the garme my heart the toy
But my eyes saw and bled and more
And though the thought | can adorg
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He will never beat me
[ will give no mare
Would you suffer thelr rejection
To end the pure perfection?

Hefore this all happened, Bobby was one of the happiest kids
you'd ever meet. He had typical problerns for & boy his ege. He did
well i school, except for math maube, He had & lot of fiiends. Now,
hie gets into fights every day. He comes home bleeding,

| |ust don't know what to do

STALKING

"You felt like you were backed into a corner."

"Sxactly., I'm not a violent guy. I didn't want
any part of it If it were up to me, I'd have been
happy to forget the whole thing, But this guy was
after my daughter. I didn't really have a choice."

"So you made a conscious decision to ki1l him."

"Uh, I yes. I used to hunt. I looked at 1t like
I was golng afier a dangerous animal, like a
cougar or a bear. I wasn't ahout to go back into
that park with a baseball bat or something. I
started by trying to learn who the guy was and
what he was up to."

"How did you do that?"

"I watched the park. Every night after Natalie
lert, I took the bus downtown, then walked to the
park. There are all kinds of places around there
where you can sit and watch without belng noticed.
It wasn't ke the guy was careful or anything. He'd
show up Uke clockwork, every night, hanging
around ke a king. It was easler than I thought.

t was like he wasn't afraid of anyone. I even pot
a camcorder and made some tapes. They're at home
if you want to see them."

"What did you learn?"

"“"at he wae really fast when he wanted to be,
and strong. I once saw him pick this other punk
off the ground like he was a rag doll. I figured
he was a lot tougher than he looked, too.

"Go on."

"After a week or two, I started to come up with
a plan, I went to a gun show in January and bought
2 rifle with a night sight from a deer huntler.
I also found & manual that told me how to make
dum=dum bullets. I figured that no matter how
tough the guy was, he couldn't do anything with
his head blown off)"

"Who'd you buy the rifle from?"

"I forget."

"A11 rignt, we can come back to that later. What
happened next?"

"On the weekends, I went out into the country
to practice shooting. During the week, I kept

-

watching the guy and figuring out the best place
to get a good shot, By the end of January, things
were getting really bad at home. Natalie stopped
eating and was gettlng really pale, but I couldn't
see a single mark on her. I don't know what the
hell he was doing to her, but I had this feeling
that if I didn't do something soon, it was going
to be too late

"But 1t took you nearly two more weeks to do
anything. Why?"

"Do I look like a killer? I tried twice before
I actually got the guts to go through with i I
had the guy in my sights, but I couldn't pull the
trigger. Despite everything that happened, I had
second thoughts. What if I was wrong? What if
everything I'd seen had just beenm a trick or I
imagined 1t? I wrestled with a whole bunch of
doubts until last Tuesday, when Natalie said she was
moving out."

"Where was she going?"

"I have no idea. A1l she sald was that she
couldn't live with a bunch of 'cattle' anymore.
She actually said that. Does that give you any
idea how far gone she was? My wife went to pieces,
She begged and pleaded. Natalle just laughed.
Then, just as she was walking out the door, she
looked at me and winked, and said she'd be home
for the holidays. The look in her eyes scared me
to death. There was almost nothing left of her.
She was just one step away from becoming like
that son of a bltch. That's when I knew."

ImPROYISAY 10N

!/ realized last night after the
creaking on the steps stopped, that Lf
whateyer was outside came for me, /d
have no way odt of this hole. 7 he door
woeld be blocked. / tried the window and
(t was oalnted shut, so / broke the glass
and hung a banket across (t. 7he cold ts
getting (n now, but Lt 5 bette)r than getiing
ktlled. /' m on the second floor. / thénk /
can jumo tf / have tTo.

/ could hear the gy next door and ALs
skanky girlfriend arguiny this moratng.
7 hey were dotny a bunch of shouting, /
heard him say something life “ WAy dont
/ shoot you Fright now: 7hen she
sereamed, and /" Aeard the door slam. /
looked out the /uc—:e/aho/c—: and saw her Fuan
down the creaky stairs, /ﬁe.s' always
leaving hts door open leke he s too tough
to care who might le around, or he s
ddrdn}r someone To make trouble. / even
see Atm lcave the butllding and hAts door
(s open. 7he next time he leaves, /m
gotng To see £f he hds a zun. /M gotny
to Ctake LX.




PROACY ION

| woke up screaming last night. At least, | think | was
screaming. Aichaid ceme to me. He was decayed, His sult
was filthy, A trash bag was still wiapped around his walst, |
couldn't sleep after that, but | couldn't leave the bed, eithes
Finally, In the morning, after Bobby Ieft for schaool, | went nto
the pasture where | buried HAichard, The ground was hard
There was no sign of trouble, | had dreamed the whalz thing
Still, | knew that we had to move

| can't beai o live here any longer

Conscqueness

"I got to the park a little before midnight.
I drove the truck that night again, parking it
at the spot I'd picked out weeks before. I rolled
down the passenger window and got the rifle
ready. The guy was about 50 yards away, standing
under the lamppost like always. He had a small
crowd of people standing around, maybe eight or
80, but I figured they'd run once the shooting
ntarted. Natalie wasn't there. She usually showed
up right at 12. I wanted to get it over with before
she pot there.

"It was just like sighting in on a buck. I put
the crosshairs right between the bastard's eyes
and squeezed the trigger. Took most of his head
clean off."

"But then you started shooting the othera."

"I didn't want to. Iike I said, I expected them
to run, and some of them did. But four of them
grabbed the guy's body and started to drag him
off, That's when I realized he was stlll alive,
S0 I shot them. They never stopped trying to
drag him away. One of them would fall, but the
rest wouldn't even look back. They just kept
moving, like rohots.

"Once the last one dropped, I put the truck
in gear and drove across the park to make sure
the guy was finished off. I couldn't believe he
was 8till alive, still struggling. 1 went and
got the tire iron from under the bed and
finished 1t. Tt was the most horrible thing I've
ever done."

"And that's when you saw your daughter."

"Yeah,"

FLriting

/ have a Fun now. And a /o/um. #'m walting

to hear the ereaking on the stalrs and /m
goLng 1o shoot whateyer 5 making That
notse. / may not le alle to see (t, but /
can Aear Lt and / know (t 5 there. / kee
/ookdny out the pecp hole , just to be sure.
Any time now.

CHRPYER i:BYST RNDERS

Digceyion

Thig is harder than | expected. | walked Into the first real-estate
office | could think of and just said, | want to sell my house.” Then
came all the paper work, and guestions about price and getting
pecpletolook atitand give it e guote. Itold therm | didn't need anyone
to look at it | wanted toleave right awal, Hecause my mother was
sick across the country and | was moving to be with her. | wanted
to sell quickly,

| haven't done anything mare with Richard, | don't Intend to. If
anyone ever finds him, Bobby and | will be long gone and that wil be
it | refuse to think about it any more,

Hut all this leaves Bobby snd | with nowhere to live, My mother
really died four Years ago, and miy father died two Wears before that,
|don't have enoughmoned to afford anapartment ormatel room for
long, That leaves only one pption | can think of,

My miother-In-law, Sarah.

How tip you ask someone or 8 place to stay after you kiled
her son?

Retrymng vo Prores

/'m not tn that shutty Aotel anymore., /
balled , and /m not alone anymore ecther. /
mean, / met someone else who s seen.

/! watted a c:or,;,o/c-:- days to hear the
creaking agacn. Pfc-:nfy of/oecya/e came and
went, lut they were real, not what / was
wacting for. ;/’GD:"{’E.Q’ every time / heard
someone. 7ALs time (t was some old suy
near the tom of the stalrs. MHe was sick
or :omefAdny. He was c./zlnyiny to the
ratling and was white as a sheet and
sweating. At first / was gotng to blow ct
off, but when / heard the stacrs creak
and he hadnt moved, / knew that thing was
out there dotng something to Atm. [T was
making him sick.

/ guess / forgot alout the gun a/l/
of a sudden. / forgot all my olans. All
/ wanted to do was get The guy dwad
from there. / could just tel/l that Ae d
seen (t. 7 hat he knew. 7 hat was all
that mattered.

/ Fan out and dragged hAim down the
stalrs as fast as / zould. He couldnt
soeak. He just gasoed for air, / yelled
at Aim, "Vou saw it didn't you? You saw
(/" He looked at me craz eyed, like
that was the {&J‘f thing Aj{ exocected to
hear.” Where < your carr " / yelled. He

/ocs:.'nfc-za’ down the street and we ran oyer

to ¢t - a by Lincoln, like a grandfather
would drive."” Give me the Keys," / sald.
/f’fdyl-@ Ae thought /! was ‘L‘d,&'r.'ny Atm to the
hosoital or somethtny. /n that moment,
all '/ wanted to do was get ot of there
and stoo dselny alone. Maybe / did want
to Aefp Alm,
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“Where do you live," / yelled as we
pulled away from the curb. He was so

‘freaked he told me.

Recognivion

After Bobby was boin, | noticed that | had trouble taking to
people who didn't have childien, It wasn't biclogical or anything. |
guess | had new responsibilities and | was Intetested in and knew
things my single friends didn't. Everutiing In my lIfe had changed
around Bobby, | had to reconsider everything | knew. Other parents
understopd, but single people didn't

Boing through what | did with Richard, leaining that there are
things | don't understand in the world, IS almost exsctly the ssme
as having a child. it's painful at first, because Your woild as yau
know it changes. But once you get your mind around It you cant
serthings thesame way again. Whichis why it'sironic that Bobby
now means more to me than he ever has, even thougn | thought
it would never be possible to say that. Despite the tioubles he's
having, that we're having, he's the only one who's been thraugh all
this with me. He understands what it's llke. When | bresk down
orying In the car and have ta pull aver, he's the one who tells me
Tl be okay. That means so much.

| don't pretend to understand or agree with everything |
iead on hunter-net, There are some pretty angry, judgmental
people here. Some of you seem to sympathize with each
other the way Bobby and | da. | get the feeling that we would
see eye to eye If we met, But there are others who are just
bitter and violent. | can't Imaging Higger trying to understand
me. I've only seen what |'ve seen. | don't know much more
gbout what you all wilte about, From what |'ve seen, someone
ke Rlgger would just yell atme and call me a loser, like 'mnot
g persor. | don't understand how any of us can treat eachother
like that. | mean, how could | just lash out at Bobby? We all
need each other, Who else can understand?

Frees iz Crowd

"I don't know if Natalie had been there the
whole time, or if she'd just arrived as I was
hitting the guy. I heard a scream, and when I
looked up, there she was. She had a look on her
face that I'1l never forget. Pear, Hatred, Of me.
She called me a monster. Can you believe that?
Here I'd thrown my whole life away for her, and
ghe hated me. I tried to talk to her, to explain
why, but she ran to her car and drove away. There
wasn't anything else to do but get in the truck
and get out of there. I went home and cleaned up,
and buried the rifle in the backyard. After a
couple of days, I even started to hope I'd gotten
away with 1%, until this morning when you showed
up at my dooxr."

"You know how we found you, don't you?"

"Natalie turned me in."

"at's right. Doesn't that tell you something,

. Parker?"




"What? That I'm some kind of psycho? Haven't
you been listening to a single word I've sald? The
things I killed weren't people anymore, I don't know
what they'd become, but they weren't right. Took
at the bodies if you don't believe me!"

"Mr. Parker, doesn't 1t seem a little strange
that if the things you're talking about really

%, more people wouldn't be trying to do
something about them?"

"How do you know there aren't?

"Excuse me?"

When I was at that gun show, there was this
guy talking to one of the dealers. He was kind of
wild looking, and he was kind of nervous. He never
gtood with his back to the door, and he flinched
every time someone in the crowd brushed against
him, My first thought was that he was a wacko, but
then I saw his eyes, He wasn't crazy. He was acared.
Terrified out of his mind. He'd seen the truth, too,
same ao I had."

"How can you be so sure?”

"I don't know. When you walk into a bar, can
you tell if someone's a cop just by looking at them?"

llsure‘h

""here you go. It's like I don't know. Iike you
can tell they've been through the same shit you
have. It really set me back. By the time I got my
act together and made my way through the crowd,
the guy was gone. 1 spent the rest of the day
hanging around the show, looking to see if I could
spot anybody else, but no luck."

"What would you have done if you found him?"

"I'd talk to him. Ask him everything I've been
wondering since December. What had he seen? Had
he managed to ki1l any of the things? How many
are out there? I guess 1Ty to prove that I wasn't
losing my mind."

CommisERAT 10N

7 he old yu.y'..r name Ls George. He 'JI‘ a
vet. / started trytng to c-:-.x/c/aa'n what / ve
seen, what he saw at the hotel/, but he
didn t take (t real well. /1t s all too much,
too fast for htm, / guess (t was for me
at first, too. Mayle it still is. Still, he
hasn't Kicked me out yet. /t s almost like
Ae = 'L‘:I-yiny to make sense of what he <aw
and he 5 more afraid of never knowing than
Ae L of a complete stranger tn ALs ouse.
/' m kind of walking on eggshells here. /ve
g0t nowhere To go.

/ told Aim what / saw , that thls demon
killed a man where !/ worked. / told him
how /d been running all the way From
Portland , and that the things were after
me. 7 hey had to be or why else was there
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one outside my door at the hote/. / sort
of realtzed then that / d prolally said too
much. /' realized he could llame me for
what hagoened to hitm and that now /d
made htm a target, too. /nstead of getting
mad , he laughed (n a forced, weird way.
/ ve tried to coyer o my fcze./én?.: that
way, too.

He told me his grandkids are suo-
Losed to get here the day after
tomorrow. Ac?_yd’p/dnm—z.d a vesit for a
w:Aa.')’e . Great tuming. / havent pushed (T.
/ m watting for George to kick me out and
run me off so he can pretend nothiny
eler happenced, s0 he can getl back to
normal with his family. But part of him
seems to be holding out. He starts to say
something to me, then he stoos like he
hasnt dectded. Pretty soon [/ flgure
being a grandfather ts golny to kick tn,
and that l!l le £t for me.

/ think his J,éj-ye;f/proifeh Ls he ':J'u,_s“t
a lonely old FUy. He went way out of hts
netphborhood to see an old army buddy
stayiny at my hote/. He neyer even saw
Arr.'rn on account of what hagpened. /t s like
/m a stand-in for company untt! the
grandfids get here. '

/ know what he's jvo:.'n_? through. fﬁr’e' =
alone tn a by old pouse. /m alone and /ve
g0t nothing, We ve loth lost eyeryone.
Lither we re loth pathetic, we re loth
lving to ourselies., or we just want to gel
away from what s real for a little whtle.,

/ don't think / want to be around when
the kids get here. Sure, / /! get the boot,
lut / dont want to be here to sce the look
on George s face when he sces them and
still cant (gnore what he Knows,

ReCrImNAY 10N

Sarah is a wonderful worman, She's not taking the news of her
son's death well, of course. | thought about Iuing to her. telling her that
Aichard Ieft me or ian off with another woman, but then how would |
explain that | just up and sald the house without his input? Or without
teling her where he'd gane,

[ leaming how many les you have to el when yau ve been
through something no one else can understand. You have to plen
therm out In advance, Luing to sell the house was one thing. No one
was hut, Luing to Sarah is sormething else altogether. This s about
hies son. She's 8 Iving, biesthing person. | told her it wags a car
acoident. That he didn't want a funeral I his will and that we had
never gotten life insurance so there was nothing to collect and help
ot naw, At first, she didn't understand why | hadn't told her soonst,
but she seermed to accept thet | wanted to tell her face to face, not
overthe phone. | think it helped that she's pretty old and her husband
taok care of all those kinds of things when he was alive. She didn't
have agood sense for whatkinds of airangements have to be made
when sormeone dies. | feel samy for her
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| thought lying to her would be the hardest part, but (t's not, The
hardest part is that she belleves me and just bursts Into tears once
in & while, crying on my shoulder, The whole while [m thinking,
kiled your son,"

Sarah 15 doing her best to make us comfaoitable. She's so
vulnerahle, Anyone could take adventage of herright now. Like
me. That's why I've decided to keep her life as normal as
possible. 've already destroyed so much of it Its alll can doto
protect the rest

| read Sarah's Bible tonight. Psaims &:11. "But let all who teke
refuge In you be glad: et therm ever sing for joy. Spread Yo
protection over therm.”'m taking refuge in her house, Ooes God want
e to matect her? | guess not, That psalm s ebout protecting esch
other fiom people who lie.

THICK AND T HIN

"Have you seen any others like yourself since then?"

"No. But that doesn't mean they aren't out there.
Hopefully when thls whole mess hits the papers,
they'll realize they aren't alone, and theyl start
trying to find each other."

"What you're talking about is vig{lantism."

"No, I'm talking about survival. Somehody to
watch your back when you're trying to stop
something. Someone to offer ideas and weapons that
actually work. But mostly somecne I could talk to
who wouldn't think I was crazy."

"It they're willing to help, Mr, Parker, odds are
they've committed some serious crimes themselves."

"T wouldn't care if they were Martians. I'd
take any help I could get. We're talking about
saving people from things a hell of a lot worse
than muggers or rapists. Who in their right mind
would let prejudice get in the way of that? Do
you let your beliefs get in the way of saving
someone's 1life?"

"Tt's not that simple, and you know it Just for
the sake of argument, let's say that the man you
killed in the park was really something else. What
about the four other people you shot?"

"I told you, they weren't right anymore, elther."

"what the hell does that mean?"

"They did what he told them to. He changed
them somehow."

""en what were they? Aliens? Bogeymen?"

"T T don't know."

"hnen you have to admit that you shot four
people who committed no other crime than being in
the wrong damn place at the wrong damn time."

""hey were helping him "

"Well, no shit. If someone takes a shot at me,
I hope there's people around to try and save my ass,
t00. You can't sit there and tell me you didn't kill

o -~

people. You looked at them through a scope, for God's
sake. And now you're talking about getting together
anybody who's willing to believe you, and encour=
aging them to do the same?

"That's not what I'm saying at all! I'm not
talking about lynch mobs. Hell, maybe if people
got a 1ittle more organized 1t would actually cut
down on crime and other things. Ever think of
that? They could watch over each other. If you
ask me, that's a hell of a lot better than a bunch
of desperate, scared people running loose. You're
acting like we're no betier than them. Why would
someone go out and try to stop these things if
not out of reosponsibvility or compassion? You're
making me out to be a cold=hlooded killer, is far
as I'm concerned, I protected my family. I'm not
proud of what I did."

"But if you walked out of here today and saw
someone else you thought was wrong, you'd try to
ki1l them, too, right?"

"If the thing threatened my wife or my
daughter, you better believe 1t It's not like I can
call the cops."

Losses

/! fuc.ke?' e.ueryfkt.'ny uo.

George s ?!‘dncf/(’t:d.r came today. /
didn t have the lalls to leave early, and
/ felt so lad when they arrived that /
went for a walk. / didnt want to make
George have tTo E‘)‘f/o./cit..ﬂ me To hAis
daughter and her husband, so / went out
the lack. [/ tThink / heard Aim say
somethiny about outting we hts army
luddy s son, but / didnt stick around to
back The story up.

/ had the gun on me. / dlways have (t.
Somechow (t didnt seem right to leave (t
tn the house with the Kids there. How
would / feel (f saomeone had one tn the
house with £h£.{y.

/! walked around the bock. /t was one
of those hetghborhoods that was robably
gulet when houses were first bullt, but
things had grown ue around it, and the
streets were tusy with traffle and

pecople who went too fast. / didnt 90 far,

but after dark, by myself again, the fear
came back. Lyery shadow seemed to hide
something. / started to panic, wonrdertny
where /[ would go (f / didnt j‘ro lack to
George 5./ couldnt stand the tdea of being
com/a/c«:te/y Yy myself again, with no car and
a/most no money left.

!/ guess / wasnt euen/cay.iny attention
when ¢t came out of nowhere at me,
ma&’dny all kinds of racket. / was ‘.s‘fandf.'ny
across the street from Georye s hodse
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when the nectghlor s damn doy came
runncng out, barking at me. / wasnt
expecting (t. / didnt even think. All /
saw was a theng Killeng a man all over
agacn. / .r?o/oo.s*e that s when rl"/oa.//ea' the
gun and started shooting. / think / it the
doz. /[t yc—'i'/:,a?.'_a' and Fan away.

But that £ rnot the bad part. 7The bad
Wt (s that George must Aave heard the
shots. He must have acted pretty fast
for an old yuy. He came running out to see
what haopoened. He came stralght at me,
yelling ‘my name. / just stood there like
an tdtot. / saw Lt comzﬂny and just watched.
He ran right out in front of a truck and
went rolltngy off to the side of the road.
7The truck skidded to g stoe. Z?y now /
cowld hear other oc-:o,o/q_ < VYotces. Neigh-
lors mayle , or eor:;-e_ 5 famtly. / didnt
watt to find out.

/ ran oyer to George. He gust lay
there , looking Wo at me. He wasnt moveny
or linking., Some guy came out of the
truck', screaming. ,

/ must have snapped. /t.s all a blur,
like when you get s0 mad you do 'L‘Aa.'ny:
that you can t even Ie.;i,c/&:_'n later. / jammed
the gun in the gy s face and told Atm to
run.” His truck door was cpen. / jumped
én and droye offF.

/'m,,odr&'c—”_d be hind a mall, trytng to think
my way through ¢t all. /t s coming to an end.
/! can feel Lt

EXILE

Sarah's hiouse Is small, and it overiooks the beach up north
frorm where we used tollve. It's not big, I'm sleeping on the couch,
and Bobby has the spare bedioom, it's 8 good place for talking,
tiinking coffes and reading the newspaper, as If | didn't have &
Caie in the waoild,

| spent about half an hour on the balcony reading the paper
today, 15 minutes on the phane, frantic, and the rest of the day
huddied In the bedroom. Sarah had gone off with fiends after |
encouraged her. Bobby walted outside n the living room when |
wouldn't answer his knocks,

| was reading the paper when | saw an ad. | didn't think
twice about it at first, but then | couldn't take my eyes off a
strange symbol In it. It was a cross with a circle at the end of
each line. | couldn't take my eyes off it It didn't mean anything,
but it was llke it meant everything and| just couldn't understand,
like when uou forget somiething and stop thinking about It and
ust let it come to you.

Ive read about symbols here thet some of you ust understand
Is this one of them? What does it mean? Why can't lunderstand it?
Ordol and | just don't know (t?

There was & phone number inthead, Al it sausis Lonely? ke
In a personal ad. Joes whaever posted the ad understand? Should
| call the numiber?
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Reatvies

"AN right, tell me this, Your daughter was
under this guy's influence, right? Just like those
four people you shot."

"No, that's not "

"Yes 1t 1s. Going by your own testimony, she was
no different from them. So suppose you walked out
of this bullding right now and discovered a bunch
of vigllantes who've found themselves a new victim

only it's not some punk that you don't like, It's
your daughter. What then? Do you call the cops?
Do you try to talk them out of 1t? Or do you kil
them to protect your kid?

"You son of a bitch "

Iy

Answer the question, Mr. Parker!"

"T don't know, 211 right? I never claimed to have
all the answers. I'm sure I'd try to talk them out
of it. Bul if they belleved she was a danger to
others, maybe 1t would be best if she were stopped.
I'm not saying I'd like it, but it would be better
than seelng her change other people. Frankly, I'd
rather count on the judgment of a group than have
to make a life~or-death decision on my own., That
was the hardest thing I ever did."

"That's why we have laws, Mr. Parker. Something
you seem to have forgotten."

PURPOSES

/

/ think /'m ready to go. /'m gothg to
Mexico, even tf / dée trytng. (What other
chotee do ! haver /'m /D)‘*OJ:&J:?/ wanted for
two murders now, orF at least one, a
caljackiny and who Krows what e/se. / got
a man killed, and /' m sure the things are
still looking for me. /f / dont make (t over
the border, at /least /// le dead and this
will all be over.

Once / calmed down, / looked throush
the Truck. / found the guy s wallet on the
floor. / guess he wasnt carrythy (t when
he got out. 7 here was over $/00 inside,
and Ats driver s license. / still dont have
a passoort, lut / peeled lack the plastic
on Als llcense and mine , cut out my olcture
and Tt LT on Als license. /T looks Kind of
hacked together, but / have to hope ¢t /]
do. /f / dectde that crossiny the border
at a gate wont work, //I' go overland
someplace remote. / have to ThAink oltee
and puard.s are looking for Mexicans comin
to the WS, not the other way around. All
the same, /Ve duct-tased the gun Lnside

the whee! well of the truck. / can get ¢t
out tf / need it.

WAy the Ffuck has afl this ha 0o ne.d
Oregon, /daho, Mortana, bl’;

o me |

omengz

- Wy,




Colorado, New Me ?zo, 7Jexas and now
Mexico. What thens Dead? /s there
some _meaniny to all this that / just cant
Jee! lﬁeez‘cﬂny George was the lest oarg
of (t all, but what did that really mean?
He got all fucked up and saw some shet
like me, then / got him killed. (What did
/ do to deserye This.

And =vep £f / make (t into Mexico,
what thenr Do / just keepo runningt /f
/ can cross the lorder, f[; things must
le alle to, Shit, you cant eyen see them,
What would stoe them from crossing.
Win?z‘ X
too, Wrell they come
borders matter to them

What country (s south of Mexicol
Puerto ‘zf’a'co.

/ dont even Know how to sweeak 5ﬁdné:A.

What other choice do [ have, though?
/ could Kl myself. /ve thougpht of that
lefore , but / just couldnt do it. / could try
to fe//ype@o/e. what 5 happeniny, sut they
wouldnt lelicve me. / ARardly lelicve (t.
Shit, George didnt want to lelteve, and
he saw onc of them.

All 7/ know to de is run.

£ND of YHE Rogd

"Mr. Parker, I have no further questions for
you. Your confession of the murders at Weston Park
on the night of February eighth is now a matter
of record. At this time, I belleve Doctor Adams has
a few things she would like to clear up while I
finalize your transfer arrangements. He's all
yours, Doctor."

""ank you, Detective. Mr. Parker, in the few
minutes we have left, I wanted to revisit some of
your statements. During the several weeks prior to
your attack, you belleved that your daughter was
being changed by one of your victims' influence,
19 that right?"

"He was turning her into a something terrible,
like himself."

"And you killed this person based on your belief.
What did you hope to do about your daughter
afterward? From what you've described, her change
seemed extensive."

"I I hoped that once the guy was dead, she
might come around. Iike once he was gone, she'd
turn back to normal. I don't know, maybe I was
na ve. I'm her father. She needed me, whether she
realized 1t or not. I was sure that she hadn't gone
all the way, that there was sti1l something of my
daughter in her. I can't really explain why. More
intuition, I suppose."

"Hope springs eternal.

tf there are things (n Mexico,

nz/fter me s Do

-

"Well, yeah. We've got to keep moving. Otherwise
they win, don't they? Even if things look hopeless,
we've got to try to make it betier. That's what makes
us who we are.

"But what if Natalle didn't want rehabilita-
tion? What then?"

"You want to know 1f I'd ki1l her?"

"I want to know how you would feel if she
rejected your help."

"T.isten, no offense, but I'm Just a shoe salesman.
I don't go into all this touchy-feely crap. I
understand that there are gray areas and stuff,
but even these days some things are still black—
and=white. You don't let your kids destroy
themselves, no matter how good an idea they think
it might be. If your daughter was a drug addict
and couldn't stop, would you just throw up your
hands? She's not in her right mind. You have to make
the decision for her, You have to do the best you
can to make her better, then hope to God she
understands and appreciates it later."

"You sound like an idealist."

"ot at all. Actually, I hate that word. An ideal
is something you hope for, but never achieve. I'm
more interested in getting things done."

Chorers

It's been months, | think, since everything changed. (Ve come
to redlize there aie so few people | can tumn to, Bobby is slowly
Weanng out, tying to hold en and help keep me sane, Samehaw it
has to end and| have to start being his mather again. He needs help,
too, [ know hie's not hendling this as well as he pretends. He's proud
t0 he so Independent, but that only goes so far.

Oespite how big a mess my lifeis, and that| am, some amazing
thinps have happened that make me think there's a purpose to it all
I don't know anything about the intemet, but | found this st (f It's as
piotected sseveryone here says, how did | get here? Was!led here?
0id Bod bring me here (o do something good, even after everything
that's happened and everything I've done?

Hut(f there is a God and He brought me here, why did He let me
suffer so much? Is this the seme God who forced Bobiy (o close his
blinds every night so hie didn't see what his father did in the rabbit
hutch? Is this the same Bod that made me shoat my husband and
lle to everyone | know?

It can't waork fike that,

|believe InBad | believe that He sent Christ to dig on the cross o
save our souls. | beleve in the Devil, now mare than ever. | believe n
good and evil. But | don't belleve that Bod can let us suffer and then
BxpeCt anything I returm

The Bible shows God as understanding. Protecting, “Fraise be
tothe Iord, who has notlet us be toin by their teeth” | was tom by their
taeth, Where was Bod then?

| belleve Bod made the waoild and made me. Maube He
even hed g part in making the things lke that woman and




Rlcherd. God might have had s purpose for the warld, but on the
tay my life changed. Bod's purpose for ma changed, He tuned
His back on me. But | survived, and since | did, | think | get to
decide If God's plan is the right one for me now. | get to choose
whether my place in the word is the (ight one for me. | might
choose wrong, but if things like that waman and the Oevil can
exist, | think God can make mistakes, too. He made Adam and
Eve, butthey ate the fuit fram the tree of knowledge. He finoded
the woild when sin was out of control, If God was peifect, He
wouldn't need to comect His mistakes.

Soaftereverything that shappened tome. has God brought me
tnthis place tocomect His mistake? Ooes bringing me here make up
for all my suffering? Am | supposed to do samething so good now
that itmekes upfor everuthing? Mayoe, Butifdo. Kl be my decision,
[od exists and sets things in mation, but | decide what happens to
me and Bobby from now or,

) F:

"So what did you plan to do once you'd taken
Natalle back? Go back to your life as though
nothing happened? You said people who believe what
you do should be organized. Doesn't that imply some
kind of long-term goal?"

"I don't see why 1t has to be one way or the
other, If I hadn't been forced to shoot those
things, I wouldn't have been arrested. I mean, how
do you charge someone for doing what has to be
done? I took care of a danger, like ki1ling a rat
or putting down a rabld dog? You don't want to
do 1%, but you have to. It shakes you up, but after
a while, things go back to normal. Why should this
be any different?"

"Do you feel any remorse for what you've done?"

"why should I? You haven't seen that guy, have
you? Go look at his body. You'll understand why I
had to do it

"I think you should know. The hodies of your
victims were cremated."

"What? Why?"

"I don't know. Maybe by request of thelr next
of kin)"

"A11 of them? They wouldn't cremate all of them!"

"I didn't mean to upset you I just wanted to
find out if you knew there was no way to confirm
your allegations."

"How would I know? Oh, God. Someone's trying
to cover this up. Ch, God."

"Please don't upset yourself further, Mr.
Parker. We're going to have an opportunity to
discuss this at length once you're admitted to the
hospltal. We have a program sulted to just the kind
of problems you're facing."

"You're sending me to an asylum? I'm not crazy!
I know what I saw! You've got to belleve me "

"Mr. Parker, put the chair down! Guards! Help!"
"I don't want to hurt you! You can't put me away!
not crazy! People need to know what happened!
"Hold him down. I've got a sedative "

|INO|II

A Mowmeny’s Hesivarion

Not everyone reacts the same way in a crisis
situation, especially one that's sudden and terrifying.
Events occur faster than the human mind can pro-
cess, and while the average person struggles to make
sense of what happens, the tragedy plays out before
his eyes, It rakes a rare combination of courage, wits
and selflessness to act withour thought, to face dan-
ger without considering the cost.

The precious few who act when the world
comes unglued are ofren called heroes. The ones
who freeze are often dismissed as inept, or worse,
they are forgotten.

But being caught in a bank robbery or seeing
someone choking in a restaurant is nothing com-
pared to the shock and violence of the imbuing. Not
only are potential hunters called upon to act under
stressful and horrifying conditions, they have to
come to grips with the existence of creatures that go
against everything they have been raught to believe
abour the world and nature itself. And they must
decide to do all this in the blink of an eye. The
Messengers, it seems, have no time for souls who
hesitate upon hearing the call.

The imbued have a number of names for people
who are shown the truth but do not act. The most
charitable ane is bystander, but more militant and
critical hunters refer to them as duds. To the imbued,
it's bad enough that most people are ignorant and
blind to the peril in their midst. Those who see the
danger yet don't do anything about it can be worthy
of nothing but scorn.

But even the best people are caught off-guard at
times. One moment, they're lost in the thousand
distractions of their daily lives. The next, they hear
voices in their heads and see a creature out of their
worst nightmares. Naturally, they freeze, perhaps out
of surprise, fear or simple confusion. Then, the mo-
ment is gone in the blink of an eye. The monster looks
like a normal person once more, and the world is back
to the way it was.

Many hunters assume that bystanders simply
forget the things they see and go back ro being
docile members of the herd. The truth is that
many are haunted by the things thar they wirness,
as much so asany of the imbued. They replay their
moment of revelation over and over in their minds,
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trying to come to terms with what they saw and
what they should have done. More than a few try
to convince themselves that they've lost their
minds, because rhe alternative is too terrible to
contemplate.

Yet, if they aren't insane, then monsters exist

and are out there preying on humanity. They could
be anywhere, anyone, from the homeless man glar-
ing balefully out of a shadowy alley to the itinerant
minister whose smile always seems so artificial.
There’s no way to know for sure. Every chance
meeting could be a brush with death, or something
else unimaginable.
. Hunters are given just enough to be frightened, to
seek out monsters and to confront them. Bystanders
learn just enough to be afraid. For the most part, they
have no second sight, they have no edges, and they
don't know where to go to for help.

T ue Ovnge Sing of vug Com

From the hunter perspective, the imbuing can
seem like a test with only two possible outcomes —
pass or fail. A person either accepts what she's shown
and takes on the mantle of the imbued, or she proves
unworthy and goes back to being just another mem-
ber of the witless masses. But like everything else
where monsters and humanity are concerned, things
really aren't so clear-cur.
The truth is that people’s ability to rationalize
away the things thar they see extends only so far,
I and the assumption that bystanders block our what
they see and go back to their lives like nothing
happened is a profound misconception. The very
purpose of the imbuing is to strip away a person’s
illusions and show him the truth in a way that he
can't deny. Everyone who receives the message is
marked by it irrevocably, whether he responds in-
stinctively or not. It's never a question of if the
person is changed by the experience, but how much.
Aftera “failed” imbuing, bystanders know too much
about the real world to feel complacent in their
everyday lives, but they lack the edges and special
sight to take acrion without enormous risk. By the
same token, bystanders aren’t as alienated from the
mundane world by the imbuing as hunters often are,
because they see the truth for only a few moments
and maybe they imagined it. Yet, because they do
not receive the Heralds' gifts, they are more vulner-
able to the monsters' corruptive touch than
full-fledged hunters are. They are heir to the strengths
and weaknesses of both worlds, yet they cannot truly
claim to belong to either.
Human My uke

No one knows what criteria the Messengers use
to decide who receives the imbuing. A respected
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member of the community may be passed over,
while a rwo-bit car thief is given the chance to take
back the night. One characteristic is absolute, even
if prospective candidates don’t know it: No one who
already carries the monsters’ taint is chosen, whether
they are aware of their supernatural affiliations or
not. By virtue of invitation to the imbuing, the same
holds true for the lost. They can’t be (or have been)
blood slaves, latent sorcerers or werewolf kin, much
less actual monsters such as vampires or zombies, or
they would never receive the revelation in the first
place. Hunters and bystanders emerge from com-
pletely mundane human stock. It's their own resolve
and reaction to a confrontation with monsters that
divides them.

However, while the Heralds ensure rhar the
imbued cannot be subverted by monsters' corrup-
tion, the same does not hold true for the lost. A
bystander can become a blood slave or even a full-
fledged vampire, or in death, he can potentially
return as a restless spirit or a walking corpse, the
same as any normal person might. Certainly, no
hunrer is sure that he is immune to conversion into
the enemy (it is perhaps his greatest fear), but
bystanders have no hope of any kind of divine
protection. After all, they failed to undergo the
change that others did, so surely they're not worthy
in a multitude of ways. Made among the lost who
manage to find genuine imbued and confront the
rruth of the world, this realization forces bystand-
ers to be more pragmatic and less judgmental where
boch monsters and mortals are concerned. The line
between the two is indistinguishable, and it could
be crossed at any moment, by any means.

(Note: A bystander who is ever changed into a
creature or who gains monstrous supernatural capa-
bilities loses all bystander status, including any special
Merits or Flaws that he might possess — see p. 42.)
Mixen Biessimes

Whatever the Messengers' ultimate motives may
be, their method of empowering the human race cer-
rainly seems arbitrary and uncompromising. There
appears to be no patience for a prospective hunrer’s
hesitation, and for all anyone knows, rhere is no
second chance once the die is cast.

By virtue of their inaction, most hysranders
forfeit the second sight, knowledge of the hunter
code and the edges that the imbued manifest. By the
same token, the lost rarely seem to be led to find
kindred spirits in cyberspace, so the vast majority of
bystanders remain ignorant of hunter-ner and its
associated lists. The severe minority of these people
who are on the lists seems to bear this theory out.
Such abandonment by the Heralds, more than any-
thing else, is a severe burden for the lost, which
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isolates them from valuable sources of support and
information. Bystanders are largely lefr to fall back
on their own wits and meager means to try to do
something about the terrors that they witnessed
during their ill-fated awakening.

This is not to say that the lost are entirely help-
less, however. Much of monsters’ ability to hide
among the masses comes from people's propensity to
rationalize unexplained events to make them jibe
with their own preconceptions. Most people would
sooner believe that a bear escaped from a zoo than
accept the image of an eight-foot-tall werewolf ram-
pagingdown a city street. When the lost receive their
revelation, they have no choice but to know the truth
of what they witness, even for a moment, and the
scars of such a traumatic experience grant them a
cerrain resilience in the face of future terrors. They
are betrer able to keep their wits when confronted by
the supernatural, and they can resist attempts to
control or influence their minds, albeit much less
effectively than the imbued can.

Additionally, while bystandersare initially much
more isolated than the imbued, the lack of any
assistance from the Heralds spurs the lost to seek out
others by spotting subtle physical and mental signs
in the faces of people they pass each day on the
street. A bystander can meet a person’s eyes and see
the pain inspired by the imbuing, much as survivors
of any shared ordeal can recognize that something
that they have in common, which no one else can
understand. While this recognition is a simple and
effective way of identifying potential allies, there is
no way to tell whether the individual in question is
a fellow bystander or one of the imbued without
actually ralking ro him, which is not withour risk.
Sometimes bystanders reach our unknowingly to
unstable hunters who have an unforgiving perspec-
tive on “duds,” and they find themselves manipulated
into becoming sacrificial lambs to further the abus-
ers’goals. Inone infamous event, a prominent hunter
called Memphis68 used one of the lost as a human
bomb in order to destroy a particularly well pro-
tected vampire. While many among the hunter
community denounce Memphis, others believe that
bystanders are to blame for their own trearment,
because they failed the imbuing in the first place.

For more details on bystander special capabilities,
see the character-creation section later in this chapter.

Revetavions

While some among the imbued view bystanders as
failed hunters, many of the lost don’t even know that
hunters exist. Since the Heralds appear to imbue as
many individuals as they do groups, a significant num-
ber of bystanders never realize thar there's more o the

CHAPYER 1:BYSYANDERS

Bysranpers anb Crezds

Hunter's creeds are intended to provide you
with a basis to define your character’s perspective
on the hunt. They might seem to be rather single-
minded classifications, but the system merely
illustrates the tendency toward obsession and ex-
tremism to which all hunters are prone. The
specificity of each creed’s edges reinforces this
concept, and in some ways, a creed’s edges dictare
a characrer’s course of action by virtue of what
they enable him to do, whether to attack, forgive
or contemplare.

Bystanders have no creeds. Since they donot
receive edges, nor are many of them even aware of
the existence of hunters, the lost aren’t predis-
posed to any “right” way to deal with monsters.
They’re more likely to be flexible and open-minded
in their approach to problems, taking things on a
case-by-case basis. In fact, some thoughtful hunt-
ers wonder if the pragmatism and open-mindedness
of the lost isn't the glue that fractious imbued need
to remain together. This observation also raises
the interesting notion that perhaps bystanders
aren't “rejects” after all, but they were chosen
intentionally for their reactionsand assigned their
own subtle, crucial contribution to the cause.

imbuing than a cryptic and terrifying realization that
the world is not as it seems.

When the lost talk about how they received
their revelation, it begins no differently than any
hunter’s imbuing. Some feel a vague sense of fore-
hoding early in the day, which worsens as the hours
pass toward nightfall. Some feel a strange urge to
rake a derour into a part of town that they might
ordinarily never visit. Other times, the moment
comes completely without warning, in the middle of
an everyday routine such as a trip to the store or an
early morning jog. One way or another, the Messen-
gers seem to guide each person's path roward an
encounter with a monster, and the circumstances
are as unique as the individual.

Like the imbued, most bystanders are thrown
into the path of a violent monster’s attack, with the
hope of eliciting some instinctive response that will
make them receprive to the Heralds’ gifts. Even in
cases in which bystanders are simply put in a posi-
tion to witness a creature's existence (such asa spirit
haunting an abandoned house), the encounter is
orchestrated to spur the person to take instinctive
action. That action might be to destroy the mon-
ster, to help it find peace or to encourage it to linger
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somewhere less inhabited. Regardless, the experi-
ence is intended to be sudden and unsettling, to
catch each witness off-guard and prompt him or her
to react from the soul.

The moment of awakening is no different than any
prospective hunter'’s. A voice may boom in the subject’s
head, saying, “IT SPREADS PAIN," or a neon sign
changes from “Vacancy” to "HAUNTED.” Some-
times the warning is subtler, such as a strong smell of
newly turned earth or the coppery stench of blood.
Some hystanders feel an icy finger race down their
spine; othersfeela breath of horairas thaugh they were
standing next to a roaring furnace. Then they feel their
eyes drawn to the creature as if in a dream.

At the instant they see the monster, their fate
hangs in the balance, although no one realizes it until
much later. They see a moldering corpse reaching for
a young man's throat, or they witness a bloodsucker
hypnotizing a victim with his eyes. All onlookers feel
the urge to do something.

Hunters feel this urge and simply act, whether
it's to kill, protect, save or question. Even if they
don't understand what's happening, they accept
events on face value and react according to their
nature. Bystanders hesitare because many can't make
the instant leap from the mundane to the supernatu-
ral. The first thing they struggle with isn't what to do
but whether they are losing their minds, which is en-
tirely understandable. Others try to think through
the situation to come up with the best course of
action, all the while accomplishing nothing. Many
are simply paralyzed with fear. Sometimes a by-
stander has every intention to act, but the creature
strikes and is gone before he or she can do anything,
or the monster incapacitates him with a blow before
he can take the initiative. The Heralds would seem
to go to considerable lengths to manipulate events
leading up to the revelation, but the pieces dont
always come together perfectly, and some peaople
have a better chance to prove themselves than
others. Right or wrong, the imbuing is a moment of
opportunity, no more. Once that moment has passed,
the gift of power passes with it.

But most bystanders have no way of knowing
this. Unless someone else is present who receives
the imbuing successfully, all that the bystander
experiences is the revelation and the urge to act.
While he formulates a response, the strange feeling
goes away, and the creature disappears or looks
normal again. At this point, he may finally be able
to summon his courage and take action, or he
might call for help, or he could still be so stricken
with terror that the whole tragedy plays itself out
before their dishelieving eyes. No matter what
happens, he still witnesses the creature's actions,

and there's no denying the hideousness of witness-
ing a person torn apart or sucked dry. A bystander
may have failed the Messengers’ test, but he still
bears the weight of what he's seen, and the brief
urge he feels to rake action assumes increasing
significance in the nights to come.

In the event that one or more people are imbued
during a bystander’s revelation, things become much
more complicated. Events happen too quickly to
think things through. Self-doubts and feelings of
guilt become pronounced afterward. Eventually it
seems possible that there wasindeed a test— people's
lives were at stake, something could have been done
— but the hystander failed, even though he may
have done nothing obviously wrong. Maybe he's
insane. Maybe he hallucinated. Or maybe he was
exposed to something vast and important and was
found wanting.

Bystanders who live in denial are haunted by their
memories until their minds broaden, or they go on to
live miserable, selfish lives. Bystanders who consider
their failures are invariably tortured by their inad-
equacy, especially if deaths occurred, and many devote
themselves to the hunt as fervently as any of the
imbued in the hopes of finding worth. These receptive
individuals seek out hunters, hoping for a chance to
prove themselves and to hopefully find answers to
their many questions. Sometimes, the lost demon-
strate a degree of selflessness and fanaricism thar gives
even seasoned hunters pause. While the imbued fight
for ideology or simple survival, bystanders can struggle
to validate their own souls. They are as capable of
extreme acts as any of the imbued, and in some ways,
they are more likely to carry them out as a way of
proving their dedication.

PICKING UP YHE PIceEs

Hunrers are able to define themselves to some
extent during and after the imbuing, when they mani-
fest newfound powers and confront the things standing
before them. The Heralds' message, hunters’ personal
beliefs and their new abilities all come rogether. To
some degree, a new individual is born, or an existing
one is literally empowered. No matter how much they
might want to, the imbued can never truly return to
the life they once knew. Monsters are everywhere, and
they seem to prey on humanity. The struggle overshad-
ows everything else.

The lost, by contrast, are forced to grope uncer-
tainly for explanations in the aftermath of their
heavy-lidded awakening. They're lefr to find an-
swers for themselves in the context of their normal
lives. Where a hunter’s sight and powers gradually
alienate her from the life she once led, bystanders
think of themselves no differently after the revela-




Crorer on Cranee
Storytellers and players who want to include bystander characters in their chronicles must decide what
approach to take when determining the outcome of an imbuing. The easiest route is for you, the player, to
decide in advance that you want to play one of the lost. You and the Storyteller should work together to create
a prelude and explain the circumstances that cause your character to “fail,” even in the presence of other
characters who “succeed.” This is the suggested method, as hunters and bystanders operate considerably
‘and you can choose which character type appeals to you most.

ing out as normal people. Depending on your character’s actions, the Storyteller

lay a hunter or one of the lost. This approach requires the Storyteller to emphasize th
characrer is confronted with a terrifying scene. The Storyteller asks you to state what your charac
does immediauliafﬁ your character performs an action relevant to one of the creeds, the Storyteller
assigns a creed and edges accordingly (as per the alternative creed selection method presented in the
Hunter core tul@ok). :

If you can’t thifik of something to do right away, or if your character hesitates for any reason, the
Storyteller may de€ide that your character forfeits the imbuing and becomes a bystander. This approach
is rrue to the apparesitly arbitrary approach that the Messengers rake to the imbuing, and it can help you
identify with the tment that your bystander has at being overlooked. Nevertheless, the Storyteller
and players should agree on this approach to the prelude in advance, so that everyone knows what
character types might be possible in the game. Ultimately, everyone should enjoy their characters and
have fun.

Also understand that there’s a difference between bystanders and the other regular people who
might be in the vicinity of an imbuing. A bystander is a potential hunter at the right or wrong place and
time (he's probably even ushered there by unseen hands). The Messengers have every intention of
empowering him, but he fails to choose the form of his power and is left lacking.

Other people who happen to be on the scene — those who weren’t ushered there and who have little
or no potential asahunter — are not even candidates for becoming bystanders. They're the sorts of folks who
become hysterical #ithe monster’s presence and flee, forgetting everything afrerward or failing to understand
it in the first place. They're the human masses, the people whom hunters and bystanders might seek to
protect, but they aré not imbuing material in any way.

rion than they did before. They can’t see monsters
simply by concentrating, or exhale toxic gas or hide
in plain sight. Hunters cannot help but think of
themselves in terms of “the same yet changed — or
something else entirely.” Meanwhile, the lost are
still firmly rooted in the mundane world, and they
draw strength from normality after the severe shock
of the Heralds’ intrusion.

At first, many bystanders try to forget what
they've seen. Some resort to desperate measures
such asdrinking or taking drugs. Most suffer night-
mares, bouts of paranoia or severe anxiety. The
more they try to deny rheir exposure, the more
their minds tend to pick up odd details in the
news or on the street. A string of unexplained
murders near the docks takes on an unsettling
significance. A man in the grocery checkout line,
whao never utters a sound and has strange, dead
eyes makes a bysrander's skin ga cold. It’s not thar
monsters are invisible. They're just adepr at dis-
guising their true nature, and most people aren't
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alert enough to notice the small details that give
them away. Not so for the lost. The more time
thar passes, the more they notice.

But there’sabig difference between noticing some-
thingstrange and doing something about it. Bystanders
react to the mounting evidence of monsters in one of
three ways, generally defining their motivations and
willingness to take action.

Aggressive. The aggressive bystander concludes
that it’s only a matter of time before he or someone he
loves will fall prey to the things that seem to be out
there. The thought of his own death is bad enough, but
he'll be damned if he'll let his family or friends be
slaughtered like sheep. The aggressive among the lost
believe that the only way to survive is to accept the
thin evidence at hand and take the offensive, identi-
fyingand confronting any and all monsters— whether
over the sights of a high-powered rifle or through
attempts at negotiation or compromise. They would
rather be the masters of their own fate than helpless
victims waiting for the axe.
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Cautious. Cautious bystanders suspect the dan-
gers that monsters pose to humanity, but unless they
or the people they care about are threatened, they see
no sense in risking their lives. They witness enough
during the revelation to know that the odds are
severely stacked against them if they ever decide to
confront one of the monsters. The cautious prefer to
think everything through very carefully, and they
take action only when it's absolutely necessary. How-
ever, once they decide that a confrontation is
inevitable, they don't hesitate to do what they must.
They prefer to live and let live, but they will go
through hell and back to protect what's theirs.

Fearful. Every bystander is scared ar first. Lock
the doors. Put bars on the windows. Have the corner
store deliver the damn groceries. Monsters are every-
where, and the fearful among the lost pray thar the
creatures will pass them by if they don't attract any
attention. Sure, they might theoretically be able to
take care of one or maybe even two things, but there
could be hundreds out there. Whar difference would
their efforts make except to invite a hideous death
for themselves and their loved ones? Fearful by-
standers live in constant paranoia, alert to any sign
that the monsters might notice them. It pressed,
they abandon their homes and run like hell to avoid
a confrontation. They won't abandon friends or
family, no matter how bad things get, but they look
for some way to misdirect monsters rather than deal
with them face-to-face. They believe that survival is
the best that anyone has a right to expect in a world
inhabited by these creatures.

These reactions aren’t concrete classifications
that pigeonhole bystanders. They represent different
philosophies, so they are subject to change hased on
shifting circumstances. As stated previously, most
bystanders are fearful ar the beginning, beset by the
possibility of finding horrific beings at every turn.
Faced with such overwhelming odds, many adopr a
siege mentality and retreat into their homes, hoping
to avoid notice. But while they can possibly isolate
themselves, they can't do the same for the people
they care about. When it becomes clear that loved
ones are in danger, a fearful bystander may summon
the resolve to make a cautious stand,

If her first few confrontations are successtul,
thar individual might become even bolder. If vic-
tories continue, she may decide thar she wants to
be in control of her life again. Her outlook could
become aggressive.

Conversely, some of the lost are compelled to
take matters by the horns from the beginning. Once
they accept thar monsters might not only be real but
pervasive, they become aggressive at once, seeking
crearures out and dealing with them. Although they
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might be successful, it can become clear that for
every threat they eliminate two more seem to emerge.
Initial determination wears down, and the aggres-
sive start to pull back somewhat, abandoning their
ambitious ideals and settling for a more pragmatic
approach. But the tide of horror only seems to rise
higher. Not only do creatures grow more numerous,
but every bartle gives the enemy more information
about their tormentor. Finally, the things strike
close to home, and someone the now-cautious by-
stander loves is killed or corrupred. The tragedy
shatters resolve, and these people become mere
timid shadows of their former selves.

Feelings of guilt or failure also play a large role in
abystander's outlook, and they can inspire rapid changes
therein, A bystander who stood by helplessly while
others died that first time might be fearful by nature,
but when his guilt becomes overpowering, he is aggres-
sive for brief periods before lapsing back into fear
again. Or one of the lost who witnessed another person
being imbued and is tormented by thoughts that he
failed a test might be aggressive from the start, eager to
prove himself before God and his peers. Such a person
might stay locked in that one mindset constantly,
never allowing doubts or setbacks to deter him.

No matter what motivations ultimately drive the
lost to act, their ultimate goal is not to forge some
nebulous new order out of the ruins of the old, but to
preserve and protect themselves and the people and
places that they have known all their lives. Unlike the
imbued, they have noradical vision for the future, only
a desire to preserve the status quo. The simple, mun-
dane routines of life are a bulwark against the insanity
that the monsters represent. In some ways, this foun-
dation makes the lost greaterchampions of the common
man than hunters themselves.

Fricns a0 NeigHgons

A hunter who goes after monsters solo lives on
borrowed time. For the lost who have nothing but
wits and resourcefulness on theirside, finding allies is
crucial. However, without access to the hunter code
or the likelihood of otherworldly prompting to find
hunter-net, the lost have nowhere to turn for help.
Many find themselves searching the faces of those
they pass on the street, hoping for some sign that they
aren't the only ones who've seen the truth. Others
place cryptic ads in newspapersand on bulletin boards,
hoping that a kindred spirit will see past the euphe-
misms and pick up the phone. For the most part, they
are disappointed.

On very rare occasions, a bystander simply bumps
into a hunter or another of the lost, probably in a
public place. A persistent and computer-savvy indi-
vidual mighr also manage to find his way onto
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hunter-net. For the most part, though, the lost cross
paths with potential allies in the process of studying,
following or stalking monsters. They might notice
another figure shadowing a quarry or staking out a
creature's lair. When curiosity demands a closer look,
they realize thar they have found a peer, If the indi-
vidual in question is one of the imbued, the encounter
can range from dangerous to joyous. When two by-
standers meet, they typically forge an immediare and
expedient bond based on the simple necessities of
survival. Just to be able to talk to another soul about
the terrors that they've witnessed is a blessing that
many hunters fail to appreciate.

Unlike hunter groups, which can be conten-
tious even at the best of times, bystander allies rend
to be extremely tight-knit. Where hunters some-
times favor a dispersed and fluid organizarion for
increased safety, the lost prefer to circle the wagons
and cover each other's backs. Phone numbers and
addresses are exchanged, and some of the lost even
go so far as to name compatriots as beneficiaries in
their wills. Group members maintain close contact,
forging sometimes wildly dissimilar individuals into
ad hoc families. Ideologies and prejudices are set
aside in the face of sheer horror and the struggle for
survival. Not only do the lost tend to believe in
strength of numbers, they often depend on mutual
support to retain their sanity. Some bystander orga-
nizations are little more than emotional support
groups, providing advice and a sympathetic ear
when things become too terrible for any member to
cope with. The imbued who are familiar with such
groups often warn the members that their close
associations make them vulnerable if monsters cap-
ture and interrogate any single member. As far as
the lost are concerned, the odds are already so
stacked against them that they haven't got much to
lose. And if the group is able to do some good in the
meantime, it's worth the risk.

Of the few known active bystander groups, nearly
all are grassroots organizations that don't operate
beyond the scope of a single city, or in some cases,
asingle neighborhood. Theirconcerns are local and
specific. Their focus on preserving their normal
lives conflicts with tackling larger issues such as
hunter-bystander relations or the global struggle
against monsters. Although it's possible for isolated
bystander groups to take advantage of the Internet
to build a larger communiry like the hunters', they
are typically too preoccupied with day-to-day con-
cerns to achieve such an initiative.

Losy AnD Founp

Even though they share a common origin and
a common antagonist, the relationship between
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the imbued and lost is often contentious. Some-
times, it is even poisoned by prejudice on hoth
sides that portrays the other as unpredictable
and untrustworthy. Hunters who fought and bled
during the imbuing while a bystander looked on
are quick ro suggest that the lost are cowards or
fools. Of the handful of lost who have discovered
hunter-net since its inception, nearly all have
been driven away by resentment and cynicism.
Cooler heads among the imbued have tried ro
shout down the virulent ones, but even the most
open-minded hunters admit reluctantly that hy-
standers’ vulnerability to corruption makes them
more of a liability than an asser in the struggle
against the darkness.

The accusations are far from one-sided, however.
While some bystanders seek our hunters in order to
amend their apparent failure, others consider the im-
bued little different from the creatures. They point to
atrocities such as the nightclub fire set by God45,
which claimed more than 50 innocent lives, or to
Memphis68's infamous use of bystanders as cannon
fodder. More importantly, some of the lost feel that the
imbhued — having been bequeathed amazing capabili-
ties to oppose monsters — have lost their humanity in
the bargain. Some bystanders even go so far as to hint
thatone day monsters may be no more, and the lost will
have to hunt the hunters to prevent another cycle of
dominarion from beginning.

Yetdespite the rancor, some bystanders and hunt-
ers refuse to be blinded by prejudice and find ways to
work together cthat show how both parties comple-
ment each another. Although the lost are certainly
more vulnerable to monsters' powers, they can still
drive a car, do research, plant a bomb, pull a trigger,
distract the police, provide medical attention, reas-
sure allies’ families, talk a friend down, and even
throw a punch if needs be. Also, because they are
generally better grounded and more open to finding
practical solutions to problems, regardless of personal
beliets, bystanders are adept at bringing people to-
gether for a common purpose. Most important of all,
they are an important source of moral and psycho-
logical support, pulling hunters back from dizzying
heights to focus on the mundane world and what
they're really fighting for. The lost serve as a bridge
between hunters and the lives that they once knew,
a lifeline thar will become increasingly important as
more and more hunters reach for levels of power that
humans may well have never been meant to attain.
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Thissection contains rules for creating bystander
characters and adding them to an existing Hunter
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chronicle, or crearing a new kind of chronicle that
centers specifically on the lost and their personal
struggles for humanity and salvation. Unlike many
hunters, who see their imbuing as an event that
elevates them above the rest of humanity, bystand-
ers see the Messengers' revelation as a nightmarish
assault on their long-held perceptions and beliefs.
Where the imbued see their empowerment as a
mandare ro save the world, the lost fight when they
must to protect what they have always known and
loved. One group looks forward and can lose itself in
the cause. The other clings to the here and now and
fights to stay sane in a world where nothing is what
it seems. They are two sides of the same coin, alike
and yer fundamentally different.

As a result, two aspects of play are unique for
hystander characters: Conviction and Virtue.
Convicyion

Hunters use Conviction as the fire that fuels
their edges and increases their Virtues, reflecting
their growing determination and commitment to
the hunt. Since bystanders do not have access to
edges and they do not use Virtues in the same way as
the imbued, Conviction serves a very different role
for them. It's a measure of their values and beliefs —
their fundamental assumprions of life as they want it
to be. Conviction is a measure of your character’s
grip on himself and the world around him — the
benchmark of his sanity.

All bystander characters begin play with 10 Con-
viction, but as each characrer is forced to confront
monsters — and he uncovers how pervasive their
power and influence is — trauma wears away at
Conviction and the Trait decreases. When a
character's Conviction drops to 3, he gainsa derange-
ment, just like hunters who achieve a Virtue rating of
7. A bystander gains an additional derangement for
each Conviction point he loses after 3 (a second
ailment at 2 Conviction and a third at 1), or he suffers
an increase in the severity of a derangement he
already possesses. When a bystander loses his last
point of Conviction, his mind snaps under the relent-
less pressure of the horrors he has witnessed. Your
character is a raving madman, and he passes into the
hands of the Storyteller. At his discretion, the Story-
teller can allow players to continue controlling
bystanders who have lost their Conviction, but this
option should be exercised with great care. Your
characrer is literally too insane to think or act pro-
ductively. Apart from the occasional lunaric insight,
he hampers play more than he helps it.

Once a point of Conviction is lost, it cannot be
regained through experience points or play, Rather,
bystander characters avoid losing Conviction




through the use of their own special Virtues. Once
per game session, you may trade a point of Virtue for
a point of Conviction. Essentially, your character
loses a part of his better nature in the face of
mounting desperation and fear.

This mitigating exchange implies that bystand-
ers fight a losing battle against the pervasive terror
of the World of Darkness. They may struggle against
the monsters for as long as they can, but their
minds will simply give way one day under the
weight of everything they've seen and done, just as
hunters are ultimately consumed by the power that
they seek to wield.

Yirvues

Bystanders use Virtues as a bulwark against the
horror they experience when confronting monsters
or witnessing their depredations. Instead of Mercy,
Vision and Zeal, which represent hunter devotion,
the lost take strength from their own better natures:
Courage, Reason and Self-Control. When your by-
stander is exposed to a monster or the results of its
actions, the Storyteller may call for a Virtue roll to
see if your character can face the stress of the
experience without losing any Conviction. The
following are some examples of when a Virtue roll is
required, although the Storyteller has the final say
on whar situation does or does not demand a roll.

Seeinga monster’s true appearance. Most crea-
tures have a variety of powers to disguise their
terrifying nature from humans. Witnessinga zombie's
decaying form or the fanged, corpse-like face of a
vampire challenges a bystander’s long-held, funda-
mental beliefs abour the mundane world.
Consequently, it requires a Virtue roll.

Note that some monsters, such as sorcerers or
werebeasts in human form, do not have an ourward
appearance that identifies their true nature immedi-
ately, so the sight of them as people behaving
normally is not enough to test your bystander’s
sanity. Likewise, ghosts that make no overt, worldly
demonstration of their presence and true nature go
unseen by bystanders.

Some monsters — werewolves in man-beast
form, manifested ghosts, the walking dead and night-
mares — radiate an effect that immediarely
overwhelms or dulls the minds of regular people who
encounter them, Bystanders’ limired experience with
the supernatural can allow them to resist these
effects — to see the truth and try to cope with it. See
the hardened spirit special ability, and the “*Mon-
sters and the Human Mind" sidebar for details. That
capability doesn’t eliminate the need to make the
appropriate Virtue rolls, however.

CHAPYIRL:BYSYANDERS

Being exposed to the use of supernatural pow-
ers. Warching a manifested ghost climb into a human
body, a werewolf heal a devastating injury instanta-
neously or a vampire move at an impossible speed is
an assault on a normal person’s fundamental under-
standing of the world. In the case of sorcerers, many
uses of magic are extremely subtle, and they can be
rationalized as coincidence. As a rule of thumb, any
use of supernatural power that a character notices in
the real world and cannot rationalize away immedi-
ately requiresa Virtue roll. Thisrule includes attempts
at mind-control directed at your character, or wit-
nessing bizarre phenomena such as ghostly illusions
(walls bleeding, disembodied voices). Even if your
character resists such effects (see hardened spirit),
the very occurrence of such phenomena is enough to
strain his grip on reality and require a Virtue roll.

Note that witnessing hunter edges in use does not
rest bystanders’ sanity, invoke a Virtue roll or cause a
Conviction penalty. The lost can tolerate the amaz-
ing feats hunters' perform since bystanders and the
imbued are tied to each other and possessed of a
common spirit.

Observing a monster while it preys on a victim.
The sight of a vampire drinking blood from a victim’s
neck, or a manifested ghost feeding directly on the
emotions of a tortured family is enough to prey upon
the mind of the strongest person. Even in cases where
monsters clash with one another, the sight of these
hideous creatures shedding one another's blood tests
the boundaries of “normal” existence and requires a
Virtue roll.

Discovering evidence of a monster’s handiwork.
Stumbling onto a bloodless corpse or finding the
blood-soaked remnants of a hizarre forest ritual is
enough to shake a person’s resolve and demand a
Virtue roll. Likewise, turning around to find that a
room’s furniture has been swiftly and silently stacked
into a pyramid, or switching on the light in a basement
and discovering an open coffin is sufficient to test a
bystander’s sanity and require a Virtue roll.

Confronting a monster directly. Attacking, in-
tercepting or merely communicating directly with a
known monster is the ultimate test of an individual's
grip on his sanity, and it requires a Virtue roll.

The rate at which the Storyteller asks you to roll
Virtues ultimately determines the longevity of your
character and chronicle. He might ask you to roll
Virtues frequently in a single game session to reflect
the stresses put upon your bystander, as well as the
immediate danger of insanity she faces, Otherwise,
the Storyteller might insist on Virtue rolls only a few
rimes each game session, maybe no more than once
per scene, regardless of the actual Virtue rolled. Such
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a pace would extend a bystander's existence and your
game a little further.

Repeated exposure to the same sights and experi-
ences can help build your character’s resolve and help
herresist the fear of similarencountersin the future. The
Storyteller decides when a bystander is no longer fazed
by yet another corpse or disembodied voice. Perhaps
three similar encounters offer a reduced difficulty on
subsequent Virtue rolls. It might even be possible to
negate the need for Virtue rolls if experiences occur
often enough — say, trying to speak to a monster. By
that time, a character may have a strategy thar he uses
in such instances, even though he can never enter a
dialogue or open a coffin absolurely fearlessly.

When a Virtue roll is called for, roll Wits + the
relevant Virtue (difficulty 7). The Storyteller may
modify the difficulty up or down, depending on the
circumstances. If the roll succeeds, your character
loses no Convietion, and his grip on reality is unaf-
fected. Should the roll fail, your character may srill
carry on, but she loses a point of Conviction in the
process. Her sanity has been seriously strained by
what she has seen or done, leaving emotional scars
that can never fully heal.

It the roll hotches, your characrer loses not only a
Conviction point, but a point of the relevant Virtue as

well. Your character succumbs to the stress of the
situation and panics, attempting to flee from the source
of the disturbance if at all possible.

[n extreme cases (discovering that a loved one has
been turned into a monster, for example), the Story-
teller may rule thar your character suffers a temporary
derangement. In either case — a botched roll or the
acquisition of an ailment — your character essentially
behaves as a regular person with low Willpower in the
face of the supernatural (see the “Monsters and the
Human Mind” sidebar).

Virtues are rated from | to 5, and they may increase
during play with experience points at a cost of your
character's current Virtue score x 2.

Cournce

Courage is a measure of your hystander's bravery
in the face of the supernatural. The Storyteller may
call for a Courage roll any time your character
attempts an action that brings him into conflict
with a monster or one of its servants. Attacking a
zomhie with a pipe requires a Courage roll, for
example, as does driving a stake through a sleeping
vampire's heart. The general rule of thumb is that
any act that could draw the direct attention of a
monster requires a Courage roll before your charac-
ter can proceed.
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The Reason Virtue reflects your character's ca-
pacity to reconcile what he learns about monsters in
relation to the world as he knows it. The Storyreller
may call for a Reason roll at any time your bystander
uncovers new information about the nature or iden-
tity of a monster. Discovering that a local
schoolteacher is one of the walking dead requires a
Reason roll, for instance, as does the discovery that
werewolves do, in facr, exist. Suppositions and ru-
mors are not sufficient to require a Reason roll,
though. Your character must see incontrovertible
evidence or uncover proof that validates an idea or
theory about the supernatural. Being told that Mr.
Brinkwarer is a vampire is not enough. Seeing a
picture of the young man dating from 1911 confirms
the rumor and calls for a Reason roll.

Setr-Conrrot

Self-Control represents your characrer's ability
to stand resolute in the face of horror. The Virtue
determines how your character reacts to sudden,
shocking events or realizations, such as stumbling
onto a bloodless corpse or discovering too late that
he has entered a haunted house. The general rule is
that the Storyteller may call for a Self-Control roll
when your character is exposed to a terrifying super-
natural experience.

For information on determining your character's
starting Virtues, refer to step four of the character-
creation process, p. 35.

Sercint AiLivies

While bystander characters do not have access to
the inexplicable powers of the imbued, their brush
with rhe Heralds and the rigors of life afterward pro-
vide the lost with two special capabilities.

Shared Ordeal. No matter how much a person
tries o hide his emorional scars, someone who has
suffered through a similar ordeal can pick up subtle
clues that identify that person as a fellow survivor.
Bystanders are able to identify other bystanders and
hunters with a successful Perceprion roll (difficulty
6). Recognition usually occurs in person, but it could
also occur through television, photographs or even
by radio or the Internet. The subject in question
would have to express some kind of emotion or stress
in or behind her countenance or presentation.

Asaside note, it's entirely possible that hunt-
ers share the same capability, but with more
efficient methods of finding each other (such as
the Word and hunter-net) at their disposal, they
simply haven'r thought to try. Perhaps hunters in
remote arcas have indeed manifested their own
version of this capacity.

CHAPYER i:BYSYANDERS

Monszks anD vHE Human Mino

People are plagued by a world full of mon-
sters that they cannot see, thanks to centuries of
cultural and societal pressure (no doubt abetted
by monsters) that conditions the human mind to
reject what it cannot logically explain. If a per-
son sees a ghost or a ghostly power in effect, such
as words appearing in blood on a wall, he is
terrified and he flees. However, as soon as the
incident passes or he escapes, his brain rational-
izes what he saw to make it correspond with what
he “knows” to be true about the physical world.
This effect applies to ghosts, werewolves, the
walking dead and nightmares (and perhaps even
to vampires and wizards, if the Storyteller chooses)
when they reveal themselves for what they truly
are or perform a supernatural display in public.

Regular people react to the sight of the
supernatural with a varying degree of terror and
panic relative to their Willpower scores. A low
Willpower (1 to 3) results in the individual
running in terror or fainting dead away. A
moderate Willpower (4-7) allows a person to
stand and watch, gibbering and disbelieving.
Someone with a high Willpower (8-10) is rerri-
fied but still able to perform minor functions
such as walk away, pick up an item and leave or
begin rationalizing away what he sees. He cer-
tainly cannot attack or talk to a monster or
remain on the scene for more than a turn,
however. Regardless of Willpower score, any
mortal mind that isn't already hardened to the
experience blocks it out immediately afterward
and forgets it entirely.

Without bystanders’ capacity to spend Will-
power to resist these effects, they would be as
vulnerable to the presence of the supernatural
as any normal human. (And yet, your ability to
spend Willpower to allow your character to
resist supernatural experiences doesn’t preclude
him from potentially losing Conviction points
in the presence of a monster. You must still
make Virtue rolls.)

Hardened Spirit. There are many individual rea-
sons why the lost turn away from the Messengers, but
the most common is fear. The shock of seeing a
monster for the first time freezes the blood and crushes
the spirit, leaving scars that time can never tully heal.
However, once the terror of the revelarion finally
diminishes, the lost emerge from their ordeal hardened
by what they have seen. While they still fear the
thought of confronting a monster, the shock of seeing
one does not affect them so severely ever again.

oR Wy,
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Bystanders are toughened somewhat by what
they see, and their minds are warped enough that
they can resist a monster's mind- and emotion-
altering powers (mind control, induced fear) and
body-control powers (partial and full possession)
with the expenditure of one Willpower point. Your
character can stand in the presence of a raging
man-beast, manifested spirit, shambling zombie or
hizarre nightmare without panicking and fleeing in
fear as regular people do. The Storyteller also
decides if your character senses when a mind-,
emotion- or body-manipulation power is used on
him. Such defense might even be possible when a
bystander is not awake or conscious of what's going
on around him. His subconscious mind has been
affecred by the truth of the world, too, and it can
throw up its own barriers against supernatural in-
fluence. Therefore, a Willpower point can be spent
for your character whether or not he knows that
danger looms. If your character is not aware of a
mind-, body- or emotion-control threat, the Story-
teller might spend a Willpower point secretly on
your behalf. You might discover the loss later when
your character is “suddenly” tapped out, exhausted
or he simply has no more Willpower to spend. (You
should certainly be updated about your character’s
Willpower score between game sessions. )

If the Storyreller decides that your characrer
cannot resist a monster's influence unconsciously
— say the being is exceptionally subtle or powerful
— your bystander might be subject ro its com-
mands later in a story or the chronicle. The
Storyteller might take control of your character for
periods of time, whether with your knowledge (in
the middle of a game session) or without your
knowledge (during downtime). Your character
might nort discover that he's a puppet until he’s
confronted with the facts of his unwitting actions.
He might try to drive out the corrupring influence
completely at that time, or just temporarily. The
Storyteller decides if a Willpower point spent ar
that time ends the monster’s control permanently
or just temporarily. A bysrander who's subject to a
vampire's blood bond probably breaks the bond
temporarily, for example.

The effects of spending Willpower apply for
an entire scene, wherher to make your character
immune to fear or outside control, or to allow him
to resist ongoing control for a short period. Will-
power cannot be spent to break extended monster
influence in the same scene in which the control
is achieved. Freedom must come later — perhaps
scenes, days or even weeks later — at the
Storyteller's discretion. The Storyteller also has
the final say on whether spending Willpower is




effective against the powers of particularly old or
potent monsters.

Note that spending a Willpower point toward
hardened spirit does not make your characrer ca-
pable of seeing supernatural creatures that hide
with their powers. A vampire that stands unseen in
plain sight thanks to a magical effect still goes
unseen by your bystander. Likewise, a ghost that
does not manifest or cause a disturbance in the
material world is not apparent to your character.
Hardened spirit does not allow bystanders to per-
ceive that which would remain hidden from them
supernaturally. Finally, bystanders do not have a
special power to see through or recognize illusions
or hallucinations created by monsters. Those im-
ages and sensations appear to be real. Hardened
spirit simply allows bystanders to resist the fearand
influence powers of creatures that appear willingly

Bysranoze Cuaracyzr-Crearion Process

e Step One: Character Concept

Choose concept, Nature and Demeanor.

* Step Two: Choose Attributes

Prioritize the three categories: Physical, So-
cial and Mental (6/4/3). Your character has one
dot in each Attribute automatically.

Rate Physical Traits: Strength, Dexterity, Stamina

Rate Social Traits: Charisma, Manipulation,
Appearance

Rate Mental Traits: Perception, Intelli-
gence, Wits

® Step Three: Choose Abilities

Prioritize the three categories: Talents, Skills
and Knowledges (11/7/4).

Choose Talents, Skills, Knowledges.

No Ability higher than 3 at this stage.

¢ Step Four: Choose Advantages

Choose Backgrounds (5) and rate Virtues (7).

* Step Five: Last Touches

Record Conviction (standard 10) and Will-
power (standard 3).

Spend freebie points (21). Abilities can be
raised to 4 or 5 at this time. Purchase Merits and
Flaws (optional).

Fazzsic Pomr Coss

Attributes — 5 points per dot

Abilities — 2 points per dot

Backgrounds — 1 point per dot

Willpower — 1 point per dot

Virtues — 2 points per dot
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(and usually horrifically), and that attempt to
manipulate the lost directly.

Hardened spirit does not work against the mind-,
emotion- or body-control powers of hunters. Their
edges work normally on bystanders.

Hardened spirit is not an alternative to the need to
make a Virtue roll when the character sees, experi-
ences or performs something monstrous. Rather,
spending Willpower simply allows your character to
remain at a horrific or inexplicable scene when other
regular people would panic and escape. Having the
resolve to remain, watch and even participate still
demands Virtue rolls, and it could result in the loss of
Conviction points.

Sver Ong: Grarncyer Coneery

There is more to a good character than a collec-
tion of dots on a page. Like a real person, a character
needs to have friends, family, hobbies — all the
details that help define who he is and why he puts his
sanity on the line. This kind of development is
particularly crucial to the lost, because their struggle
is grounded in holding onto the lives they've lived,
even if those lives are founded on lies. The imbued
start with the same origins, but they are driven to
become something more as they seek to change the
world. Bystanders are just people trying to do the
right thing, trying to keep their world from falling
apart around them.

The following questions may help you better
define your character's identity and what he values
in life.

® What was his childhood like? Did your char-
acter come from a large family or a small one? Does he
have brothers and sisters? Is he close to any of them?
Does he have a good relationship with his parents, or
does he see them only on holidays? Did his character's
parents divorce, or did he know only one parent his
whole life! Was he raised in a strict, moral environ-
ment, or were Mom and Dad too busy working late
and taking business trips to spend much time with
him? Did he learn to value family traditions and the
importance of hearth and home, or is a house just a
place where peaple keep their stuff?

® Where did he go to school? Did your character
gotopublicschool or private school ? Did he get beaten
up every morning or hazed by the jocks! Was he a good
student, or did he cut class every chance he got? Was
he popular? Did he excel at anything? Did he graduate,
or was he kicked out? Did he go to college? How did his
family pay for it? Did he do well, or did he quit after one
semester! Did your character experiment with any-
thing while he was away from Mom and Dad, and how
did it work out?
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® What kind of job does he have! If your
character is no longer a student, where does his
money come from? Does he work in middle manage-
ment atan auto-parts company, flip burgers or hustle
drugs? Does he like his job, or is he just marking time
until he finishes that novel he's been working on? Is
he a starving artist or a successful one? Does he have
to work odd hours or double shifts? Has he been laid
off or fired recently?

® Who are his friends? Does your character
have only a few close friends or a lot of distant
acquaintances! Does he still remain close to people
he's known since grade school, or does he change
friends every few years? Does he spend a lot of time
hanging out with his buddies? Do they have aregular
poker night or other weekly get-together! Is he the
kind of person who would get up in the middle of the
night to go help a friend who had a flat tire, or would
he let the call go to voice mail?

® Does he have a significant other? Does your
character date, or is he in a long-time relationship? Is
he IUCk\,’ in lﬂ\-’l‘f ar a Cﬂl—nplt’te L'“S';lﬁtﬁ'r? HﬂS he’ beﬂ‘n
embittered by a recent breakup that's left him cynical
about relationships? [s he married or divorced? If he is
divorced or has recently broken up with someone, are
they friends or do they hate each other?

® Does he have a family? Does your character have
children? If so, how many? Is he a doting parent or a
distant one! Does he follow the same rules as his parents
did, or has he vowed never to treat his kids the way he
was treated! Does he have to work overtime and week-
ends to keep the kids fed, clothed and in school? Do his
kids hate him or love him or both ? Are they “good kids,”
or are they always in trouble? If he's divorced, does he
have custody of his children? If he doesn't have custody,
d()es ]'li.;‘ trY Lo see hi* kld..‘\ as Uﬁ:en as hﬁ Can?

® Where does he live? Does he live ina one-room
apartment in a dangerous part of town or in a condo
in the suburbs! Does he still live with his parents, or
did he inherit their house when they died? Is his place
new, or does it have a history! Does he have room-
mates, and do they all ger along?! Does he get along
well with his landlord or his neighbors? Does he lend
tools to others, or does he keep them to himself? Does
he have any pets!

® Is he religious? What are his religious be-
liefs? Does he attend church regularly, or does he
go on only special occasions! Did he lose his faith
ar some point in his past, or was he raised as an
atheist? Is he a true believer, or does he merely pay
lip service to his beliefs?

e Has he suffered tragedy in his life? Did he lose
a friend or loved one at some point? Did he ever suffer
through a terrible illness, or was he the victim of a

o

violent crime? Was he ever cheated of something that
was rightfully his? Has he ever known someone who
died after a long, painful disease’

® What are his vices? Does he smoke or drink?
Does he gamble? Does he have a drug habit? Does he
eat too much or sleep too much? Is he a slob? Has he
made a commitment to clean up his act? Has he tried
in the past, only to fall off the wagon! Has he been
clean for a while, but still know that he could slip if he
isn't careful?

Naxuge and Deweanor

The lost, like the imbued, are often called upon to
show a different face to the world than the haggard one
that stares back at them in the mirror. They conceal
their fears and suspicions for the sake of friends and
family, managing a smile and a laugh when all they
want to do is scream.

All characters have a Nature, which reflects their
true personality and perspectives, and a Demeanor,
which is the appearance they present to the world.
Most often, the two are very similar, bur secretive or
deceprive individuals might present a false front that
conceals a true identity. Rarely, a person might have
the same Nature and Demeanor, showing the world
exactly who he is and whar he cares about, but few
people have the courage — or naiveté — to reveal
their innermost feelings to the world at large.

You're free to choose from any of the Nature and
Demeanor Archetypes presented in the Hunter core
rulebook (see pp. 97-101), or from any Archetypes
introduced in the Hunter creed books. You may also
choose from any of the new Archetypes listed here.
Betizvin

The Believer is certain that there is more to the
world than what the human senses reveal. Whether he
believes in angels, demons, ghosts or goblins, the
Believer knows that the answers to life's mysteries wait
to be found by those with the courage and imagination
to look for them. The Believer gets his strength not
from his own beliefs, however, but from convincing
others that his outlandish theories are correct. Cult
leaders, paranormal investigators, late-night ralk-show
hosts and sidewalk Tarot readers can personify the
Believer Archerype.

— Regain Willpower if you can convince a non-
believer to accepr a supernatural explanarion for a
particular phenomenon or event.

Necoriavor

The Negotiator believes that life is all about
give-and-take, making compromises in order to ger
ahead, Conflict is wasteful and dangerous, and it
should be avoided at all costs. The Negotiator is
cautious and clever, looking for ways to make deals




that allow both parties to walk away from a dispute
feeling like they got what they wanted. Some Nego-
tiators prefer the challenge of fast-talking their way
out of difficult situations, while others are honest
folk who prefer a meeting of minds rather than fists.
Contracr agents, lawyers, con artists and business
executives embody the Negotiator persona.

— Regain Willpower when you achieve an impor-
tant goal by negotiation rather than force or deception.
Skervic

The Skeptic believes in an empirical world driven
by the clear, predictable laws of science and logic,
and he validates this worldview by rebuking claims of
spiritual or paranormal phenomena. Supposed “su-
pernatural” events are disdained openly and exposed
to the merciless light of reason to show gullible folks
the backwardness of their views. Even those Skeprics
who have actually witnessed occult phenomenastrive
to find rational explanations in order to keep their
world orderly, safe and sane. Scientists, journalists,
scholars and teachers are likely to personify rhe
Skeptic mindset.

— Regain Willpower if you convince an-
other person to believe a scientific, rational
explanation for a phenomenon that he believes
at first is supernatural.

Srer Y wo: Chooss AryRiBUYES

This process is identical to the manner in which
hunter charactersacquire Attributes. Allocate six dots
to the Traits in your character’s primary caregory, four
dots ta the secondary category and three dots to the
tertiary category. For more details, refer to the Hunter
rulebook, pp. 88-89.

Sver Tree: Choose Reltimics

Bystanders acquire Abilities in the same man-
ner as the imbued. Allocate 11 dots to the primary
Ability category, seven to the secondary category
and fourdots to rhe tertiary category. See the Hunter
rulebook, pp. 105-119, for a list and description of
available Abilities.

Sver Four: Onooss RDvaYAGES

You have five points with which to purchase
Backgrounds, which help flesh out your character's
origins and the means that are available to him
during the chronicle. You also get seven points to
allocate among the three bystander Virtues: Cour-
age, Reason and Self-Control. Virtues must be rated
| to 5; your character cannot have a score of zero in
any of them before play begins.

CHRPYER i:BYSYANDERS

BAcKerounds

You may choose Backgrounds for your bystander
character from the same list that hunters use (see
Hunter, pp. 119-125), subject to some restric-
tions. As always, the Golden Rule applies.
Storytellers may choose to modify or ignore these
limitarions at their discretion, depending on what
works best for their chronicles.

Addirionally, bystanders (and hunters) may have
the new Backgrounds detailed here, or any introduced
in the Hunter creed books.

AreHive

Jon fumbled with the locks and hwrried inside his
apartment. “Give me just a second,” he said, making his
way around the piles of books, papers and trash that filled
the front room. “I know it's here somewhere."

Jessica stood in the doorway, unable to bring herself ta
stepinside. Only a few thin rays of sunlight made their way
into the room between the boards Jon had nailed over the
windows. He disappeared down a short hall, and she heard
a door open. He was back moments later, carrying a
cardboard document box.

"Should be in here," he muttered, setting the box on
what might have been a table. He pulled off the top and
began rifling through the contents. “1960... '59... '58. ..
here!” Jonathan pulled out a thick, paperbound book and
rushed to Jessica, flipping pages quickly.

“Okay, this is the Who's Who of Asheville from
1958," he said, his eves scanning the pages. “My mother
collected them, and I never got around to throwing them
away. Ah! Here we go!” He turned the book around so
she could see.

The man in the picture wore a tuxedo. The expression
on his face bespoke confidence, wealth and authority, but
it was undeniably the same man they'd seen hiding in the
alley the night before.

“Who is he?” she asked.

“Lamont Winston Tuner, the Third," Jonathan said,
both proud and a litele unsettled that his memory was
correct. “Came from old money. Family used to be promi-
nent here up until about the '70s, when the last Turner died
ina car crash.” He staved at her, the fear etched plainly on
his face. “Lamont supposedly died of a heart attack in
1972," he said. *But we saw him with our oun eyes. He's
one of them. Now do you believe me?”

Your character has access to a collection of
newspapers, hooks, magazines or photos moldering
away in an attic or basement that he can turn to for
information about past events. The data in the
archive may be general information, such as news-
paper clippings of notable events, or it could be very
arcane and specific, such aszoological journals abour
primates in New Guinea. The exacr nature of the
collection must be agreed upon with the Storyteller
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before play, and the Storyteller is the final arbirer on
what information the archive contains. Your char-
acter is sufficiently familiar with the archive that he
can sort through it for the information he needs
within an hour, at most. While the archive is a
source of informarion that's always available, and it
can be tailored specifically to your character's needs,
the downside is that he has to keep adding to the
collection if he wants to keep it current.
. You have asmall collection of books or clippings
coveringevents or people from the last five years.
The archive isa moderate collection of materials
taking up a corner of your attic, covering topics
going back 10 years.
Your collection takes up several bookshelves or
fills enough boxes to cover an entire wall, and it
gﬂes back s t-ar as 25 YL’RI’S.
The archive fills a spare room of your house or
apartment, with awide variety of related materials
that span the last 50 years.
Museums and private dealers have made periodic
offers for your vast collection, which reaches back
as far as 100 to 150 years.
Desyimy
When bystanders forfeit or reject the imbuing,
they alienate themselves from the Heralds and their

plans for mankind’s future. In a single fateful in-
stant, your character turns his back on the glory —
or infamy — that could have awaited him. Players
may not purchase the Destiny Background for by-
stander characters.

Menvor

Many hunrters view the lost with varying degrees
of pity and outright scorn for not stepping up to the
challenge when they saw their first monster. To
make matters worse, the majority of bystanders can-
not understand the Word, and they have no idea
that hunter-net exists. As a result, forging relation-
ships of any kind with the imbued is very difficult.
The most likely mentors for the lost are normal
people — friends and neighbors who have the wis-
dom and experience to offer advice, assistance and
possibly training in one or more Abilities. A by-
stander might have a friend who was a Vietnam vet.
While he may not know the first thing aboutr mon-
sters, the ver is no stranger to stress, terror or the
realities of combat, In rare cases, your character
might know another more experienced bystander
who can provide guidance. Only a handful of the
lost are fortunate enough to win the respect and
assistance of an actual hunter. Given these param-
eter changes for the Background compared to its
definirion in Hunter, the following rating descrip-
tions apply for bystanders.

Your mentor is capable of training you in one or
two Abilities and offering some useful advice.
Your mentor is moderately influential and
connected, and he can offer advice and assistance
that is helpful in a variety of situations.

see  Your mentor is a fellow bystander who was

changed a short while before you were.

Your mentor is an experienced bystander with a

considerable degree of experience, resources and skill.

e e e e e Your mentor is a recently imbued hunter who has
asmall degree of insight, contacts and experience.

PavRon

It's uncommon to be contacted more than once Iﬁ\,-'
the Heralds, even among the imbued. Generally, a
hunter awakes, then his “benefactors” move on, leav-
ing him to arrive at his own conclusions about who he
is and what he should do with his newfound awareness.
The Messengers have even less time for those who are
shown the way bur who fail to respond. Bystanders may
not have the Patron Background, but they may choose
the Flaw: Haunted, derailed in the Merits and Flaws
section later in this chapter.
Sveet Negves

See Hunter Book: Judge, p. 73. It's theoreti-
cally possible that a bystander could be particularly
resistant ta the horrific sights of a monstrous world.
Maybe he's seen a lot of human abuse, so he isn't
surprised that inhuman things are just as capable of
it. Possession of this Background doesn't immunize
him against the need for Virtue rolls, or to the loss
of Conviction, but it does help him resist the acqui-
sition of short-term derangements. (In particular,
rthose thar might be gained from truly horrific expe-
riences, such as being forced to kill a friend.)
Characters cannot use this Background to resist
mental ailments acquired from a dangerously low
Conviction rating.

Svep Frve: Finisiine T ouches

At this point, all that remains is to record your
character's starting Conviction of 10 and his starting
Willpower of 3, then you may spend 21 freebie points
to increase any of his Traits according to the point
costs listed on the “Freebie Point Costs” chart (p. 53).
Additionally, you may trade freebie points for Merits
and Flaws to individualize your character further, if the
Storyteller permits.

Merirs & Fiaws

The imbuing is both a nightmarish exposure ro
the supernatural and a test of will. No two people
experience the ordeal in quite the same way. Some
face the moment of truth and accept a burden that




they understand only dimly. Others turn away,
haunted forever after by the memories of what they
witnessed. Then there are those who fall somewhere
in between, who hear the call but falter at the
crucial moment and come away with mere frag-
ments of the power intended for them.

Bystanders may have Merits and Flaws, if the
Storyteller permits. Merits and Flaws are additional
qualities that round out a character’s identity. Hunt-
ers and bystanders are subject to the same point limits
and rules that apply to all Merits and Flaws, as
detailed in Chapter 3.

In addition to the general Traits that are avail-
able, the Storyteller may allow bystander characters
(not genuine hunter characters) to possess the fol-
lowing unique Merits and Flaws. The imbuing is a
sudden infusion of intense otherworldly power, and
it's theoretically possible for an individual to be
partially changed even if she fails to answer the call.
Essentially, some bystanders may be capable of effects
associated with hunters' second sight and related
abilities. This possibility gives you and the Story-
teller the option to experiment with creating
characters and chronicles of varying power levels. A
bystander should possess no more than one of each of
these Merits and Flaws.

Surcennrurat Reemiy (i-rr Megir)

Your exposure to monsters has left a deep and
abiding impression on your subconscious, and it is
perhaps a source of nightmares and anxieties that
have plagued you ever since. Although the thought
of monsters hiding amongst humanity fills you with
dread, you are morbidly obsessed with the idea. It’s
like a raw wound that’s terrible to look at, yet you
can't stop picking at it. You're somehow drawn
unconsciously to a specific kind of monster — prob-
ably the same variety that you encountered at your
failed imbuing (assuming you can even recognize
different monsters as the “same kind”).

This Merit causes you to sense intuitively the
immediate presence of a particular kind of mon-
ster. This type of entity becomes the focus of your
attention for reasons that may not be immediately
obvious, although you may certainly learn over
time to associare sudden, inexplicable feelings
with the proximity of the creature. The exact
nature of the attraction is for you and your Story-
teller to determine, and it should be consistent
each time you encounter the object of your affin-
ity. You may feel anxiety, outright terror or even
desire, depending on what you saw and what
happened in your first encounter.

This quality does not apply when monsters use
supernatural powers to conceal themselves. You still

CHAPTER i:BYSYANDERS

don't know rhey're present. Spirits, however, can be
detected even when they're invisible to mortal sight.
3
T e Wosn (i-rv Meaiv)
This Merit allows you to recognize, understand
and write the hunter code just as the imbued can.

Penevanre Iueusion (i- vo 3-»r Mesiy)

The Heralds’ harsh revelation about the exist-
ence of monsters has left you with a paranoid
distrust of appearances, no matter how ordinary or
appealing. This fixation, combined with the ener-
gies of the imbuing, has given you a limited ability
to see past the illusions that some monsters create
for their victims.

Penetrating a supernatural illusion requires a
successful Willpower roll (difficulty 6). You may not
defeat illusions of a higher order than the number of
points spent on this Merit. Spending one point on
this Merit allows you to penetrate common, low-
level illusions. Two points allow you to penetrate
uncommon, medium-level illusions. Three points
allow you to attempt to see past powerful illusory
effects. (See the Hunter Storytellers Companion
for comparative levels of illusion types for various
kinds of monsters.)

Note that this capability does not reveal spirits
that do not make themselves visible in the material
world. (Nor does it automatically reveal spirits that
possess living bodies or items.) However, it does allow
you to attempt to penetrate any illusions that ghosts
create (bleeding walls, illusory flames). It can also
allow you to see monsters that try to use supernatural
powers to remain hidden.

If you use this Merit to penetrare a monster's
illusion, you may still be required to spend a Will-
power point to have the resolve to remain at the
scene and under control, thanks to hardened spirit.
You probably have to make a Virtue roll to avoid
losing a Conviction point, as well. After all, you were
exposed to an illusion of fire, for example — a
completely unnatural phenomenon. You may have
seen through the ruse, but its occurrence still defies
your understanding of the mundane world.

Likewise, Penetrate Illusion allows you to detect a
monster that's cloaked by invisibility or other illusion.
A monster is still revealed. You may have to spend
Willpower to resist the supernatural fear inspired, and
you might have to make a Virtue roll to retain Convic-
tion during the spectacle.

Tz Sichr (i-vo 3-»v Merrr)

Your brief contact with the Heralds has opened
your eyes to the supernatural, and now you see
monsters wherever you turn, like it or not. As
with hunters’ second sight, this quality allows you
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to sense monsters for what they really are, al-
though you get no information as to their specific
nature. You get an undeniable feeling that some-
one or something is simply inhuman or wrong
when you look at it, without any idea of why or
how. A being may look perfectly normal, but you
just know it's not right.

Unlike hunters' second sight, this Merit does
not allow you to see through supernatural illusions,
nor does it make you immune to supernatural emo-
rion-, mind- or body-control powers. You're just as
vulnerable to fear, magical hallucinarions and illu-
sions as any other bystander is. If a monster uses
supernatural powers to conceal its location, you
cannot see or sense it. Nor can you see spirits that
don't manifest intentionally or reveal themselves in
the material world, but you can sense that a posses-
ston victim is off somehow.

Any immunity to monstrous influence or control
must still be acquired by spending a Willpower point.

The variable cost of this Merit dictares how much
control you have over your sight. At one point, your
sight is always active. You are subjected to horrific
sights day and night, requiring frequent Virtue rolls
to maintain your grip on sanity. Two points provide
some degree of control. You can activate the sight
intentionally, but it also activates spontaneously in
the presence of a specific kind of monster, most likely
the same kind that you first encountered ar your
abortive imbuing. Three points allow almost com-
plete control over the sight.

Regardless of whether you spend two or rhree
points, activating and deactivaring the sight requires a
successful Willpower roll (difficulty 6).

Camvor Bcows & Monsvzg (3-py Mzaiv)

Although you did not accept the powers offered
by the Messengers, your spirit was still altered pro-
foundly: You are now as immune rto monsters’
corrupting touch as any of the imbued. You cannot
be blood bound or turned into a ghoul. Nor may you
ever become a mage or use hedge magic. Attempts to
transform you into a vampire kill you immediately.
Finally, once dead, you cannot rise again as a zombie
or spirit. (The Hunter Storytellers Companion
states how you are immune to becoming the super-
natural, just as the chosen are.)

The Storyteller remains the final arbiter as to
whether this quality is effective against the transform-
ing powers of especially ancient or potent monsters.
One might srill make a vampire of you, for example.

Note that this Merit does not immunize you to
the emotion-, mind- or body-control powers of mon-
sters, You still need to spend Willpower to resist
those effects.

Resisrawy ro Supcentrusat Fear (3-pv Mew)

Your attempted imbuing confronted you with
nightmarish sights that might have broken the sanity
of a lesser person. Having endured the intense experi-
ence, you are now more resistant to supernaturally
induced terror and confusion than even other bystand-
ers. You may resist supernaturally induced fear (see the
“Monsters and the Human Mind” sidebar, p. 51) with
a successful Willpower roll (difficulty 6) instead of
being forced to spend a Willpower point. This ability
is reflexive. If the roll succeeds, you enjoy hardened
spirit’s protecrion for the remainder of the scene. [f the
roll fails, you are vulnerable to mortal fear, and you
probably go into hysterics and flee. You can, however,
still opr to spend a Willpower point after a failed roll.
Botching a roll means that no Willpower can be spent,
and the Storyteller may assign you a temporary or
permanent derangement.

Making a successful Willpower roll to resist super-
naturally induced fear does not preclude you from making
Virtue rolls or losing Conviction points in the scene.

Note: This Merit may not work against very old
or powerful monsters. The Storyteller may adjust
the difficulty of your Willpower roll or decide that
the Trait has no effect at all against particularly
potent creatures.

Resisy axy Yo Min Convgot (4-»v Megir)

Your traumaric brush with the Messengers has
left you violently opposed to the idea of another
mind forcing itself upon you. You can wall off your
mind and body from invading forces better than
other bystanders can.

This Merit allows you to make a Willpower
roll (difficulty 7) to resist any direct possession or
mind-control attemprs. Supernaturally induced
fear, as described in rthe “Monsters and the Hu-
man Mind" sidebar, does not meet special
resistance from this Trait. Nor does this Merir
allow you the capacity to see through supernatu-
ral illusions or hallucinations.

Your Willpower roll is reflexive. You can resist
control artempts whether you are aware of them or
not, as can other bystanders. A successful roll grants
you protection as per the hardened spirit effect for the
remainder of the scene. If your roll fails, you can still
spend a Willpower point to resist. If you have no
Willpower to spend, or you choase not to, you are
subject to monstrous influence for the scene. Botch-
ing results in the same. Influence may persist even
longer if the creature is subtle, maintaining control
over you that you are not even aware of. However,
with this Merit, you are liberated automatically from
ongoing control with the next Willpower roll that
you make with this Merit, or with the next Willpower




point that you spend toward hardened spirit. Such
subtle, extended monster influence is not simply
suspended for a scene — it's severed completely.
(Breaking a monster’s hold in this way cannot be
performed in the same scene that control isachieved,
however, even if you make another Willpower roll or
spend a point right away. Control can be severed in
the next scene or later if you do not call upon
Willpower again for some time.)

Making a successful Willpower roll to resist
mind- or body-control powers does not spare you
from making Virtue rolls or losing Conviction
points in the scene,

Note: This Merit may not work against very
old or powerful monsters. The Storyteller may
adjust the difficulty of your Willpower roll or
decide that the Trait has no effect at all against
particularly potent creatures.

Hacearo Arecarancz (i-er Fuaw)

The constant stress and fear that hounds you in the
wake of your failed imbuing has left its mark both
physically and mentally. Loss of sleep, loss of appetite
and relentless paranoia have caused you to lose a
dramatic amount of weight, and you bear your burden
poorly. You look 10 years older than you are. Your eyes
are dead, or they gleam with an almost feverish light,
and your hair might have started to fall out or go white
prematurely. The effect is deeply unsettling, especially
to those who knew you before. Even total strangers
react to you uneasily.

Your physical features are permanently marked by
your experiences, resulting in a countenance that is
deeply disturbing to those around you. Your Appear-
ance decreases permanently by one, and it cannot
increase with experience points or through the appli-
cation of a hunter’s edge. Additionally, the difficulty
of all your Social-related rolls increases by one.

Hauwren (i-, 3- on 5- Fuaw)

When youdidn'tearn a proper imbuing, you might
have turned your back on a crucial role for the good of
mankind, or you might have come within a heartbeat
of heeding the call, only to be thwarted by nothing
more than an accident of fate, And yet the Messengers
have not forgotten you. Whether they mean to lead
you to your destiny or punish you for your indecision,
you are haunted by the enigmatic beings.

Unlike the vast majority of the imbued, who
seem to be conracted by the Heralds at their imbu-
ing alone, your are still assailed by frightening sights
and disturbing messages, similar to your own har-
rowing experiences at the imbuing. The frequency
and intensity of these encounters depends on the
number of Flaw points you rake. One point means
you're contacted infrequently, perhaps only when
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you are in the physical presence of a monster, at
which point, you are shown the creature’s true
nature and urged to act. Three points indicate daily
contact. You suffer frequent nightmares or halluci-
nations that force you to witness the depredarions of
monsters in your neighborhood. Five points inflict
nearly constant torment. You hear the Heralds'
whispers and endure horrific visions nearly every
waking moment.

Whenever you're subjected to assaults on your
sanity, you may be required to make a Virtue roll at
the Storyteller’s discretion. Or your actions could
suffer a difficulty increase when you are afflicted:
+1, +2 or +3 for the one-point, three-point or five-
point Flaws, respectively. (And the Heralds rarely
choose a good time ro make their intentions known.)
It might be possible to pacify the Messengers and at
least lessen the severity of their visitations by oblig-
ing theirapparent will, depending on the Staryteller’s
plans for your chronicle.

Huwven (i- on d-ev Fuaw)

You might wish that you could forget about the
sights you witnessed at the imbuing, but the monster
you saw has other plans. The creature is determined to
hunt you down and destroy you, either because of a
perceived need for revenge or simply out of self-
preservation. Whatever its reasons are, the monster is
implacable. [t cannot be negotiated with or pacified. It
will not rest until you are dead.

The number of points invested in this Flaw
determines the power and diligence of the monster
in question. The one-point version indicates a rela-
tively weak monster, or a moderarely powerful one
that pursues you when it's convenient. The four-
point version suggests a powerful and resourceful
monster that considers you a loose end that needs to
be tied, or it indicates a moderately powerful crea-
ture that spends every active moment stalking and
planning your demise. Even if the monster is even-
tually destroyed, it might have allies or servants who
continue the venderta.

Negvous Conirion (2-rv Fiaw)

The trauma of your exposure to the supernatural
has left deep mental scars. The damage manifests as
chronic physical ailments that haunt your everyday
life. You suffer muscle tremors and nervous tension
that affects even the most routine tasks.

Your hands and feet tremble almost constantly,
increasing in severity when you are under stress.
The difficulty of all Dexterity-based actions rises by
one. In times of significant stress, the penalty can be
up to three, at the Storyteller's discretion. Addi-
tionally, you react very poorly to sudden shocks,
imposing a + 1 difficulty to all actions when you are
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surpri.sed. If you are already stressed, and then sut-
prised, the penalries can be cumulative.
Brokew Hentrn (3-rr Fuaw)

The revelations wrought by the Heralds are ex-
tremely traumatic, subjecting the human heart and
mind to a burden thar some individuals are simply
unable toendure. Your health has suffered enormously,
causing you to lose weight, strength and vitality that
may never be regained.

Your Stamina decreases permanently to 2, and it
cannot increase with experience points or improve by
the application of a hunter's edges. Additionally, the
difficulty of all Stamina-based rolls increases by one.
Newesis (3-vo 5-»r Fuw)

Many people are imbued alone, faced with making
a crucial decision with no one else to turn to for
support. Sometimes more than one person hears the
call, however, or a bystander’s eyes are opened when he
is caught in the crossfire between a monster and a
group of existing hunters. You were awoken in the
presence of others, and because you hesitated, the
monster was able to turn the tables on the hunters.
One of the surviving imbued resents or hates you. He
might blame you for the death of his comrades or for
the monster’s escape, or simply for reasons known only
to his own fevered mind, but he has vowed to take
revenge for your “cowardice.”

You are being stalked by one of the imbued. The
number of points invested in this Flaw determines
the relative power and/ or diligence of the imbued in
question. The hunter’s ultimate objectives are up to
the Storyteller, bur he is determined to make you
pay for your inaction. He might desire a face-to-face
showdown, or he might go after your family. He
cannot be placated, but some form of redress might
be possible in time, if you are willing to pay the
hunter's price.

T e PRecuD;

Once your character has been created, it's up to
you and your Storyteller to work ourt the details of
his prelude — when he is contacted by the Messen-
gersand receives the revelation that forever changes
his life. The prelude is very important because it
gives you a chance to flesh ourt the final details of
your characrer, such as the exacr circumstances of
his failed imbuing and his all-important inaction.
Also, it gives you a chance to make final alterations
to your character before play if you're dissatisfied
with the way you allocared dots.

The prelude is basically a short game session
in which you and the Storyteller become ac-
quainted with your character and build up to his

P

awakening. The best way is to begin with your
character proceeding through the mundane
events of his life: going to work, interacting with
friends, spending time with parents or family.
The more you play through the everyday plea-
sures and pains of his life, the more you develop
a feel for the way he acts and reacts to typical
situations. All the while, the Storyreller works
behind the scenes, planning vour character’s con-
frontation with the supernatural.

The revelation always comes as a shock, a bolt
from the blue. Your character might be in a grocery
store when the lights suddenly flicker. He hears a
voice saying, “THE DEAD DO NOT REST." He
looks around for the source, and he sees a man at the
end of the aisle in berween flashes of fluorescent
light. His face is gray as a corpse. Maggots writhe
across his swollen purple lips. The very sight vio-
lates everything that your character knows and
understands about the world. And the thing looks
directly into your character's eyes....

At this crucial point, you need to bring every-
thing you've developed about your character to
bear. Naturally, your first instinct as a player is to
take action, but what would your character do? Would
he freeze, unable to accept the terrifying sight?
Would he throw down his groceries and run? Would
he yell for help? Be brutally honest. Real people
aren't generally gung-ho heroes. If you have a hard
rime deciding, let that be your answer. Your charac-
ter is caught so thoroughly off-guard that he can’t
decide what to do until it’s too late.

If you honestly believe that your character would
leap at this hideous, walking corpse, that's fine. The
Storyteller might step in at this point and say that by
the time you can find something to use as a weapon, the
creature is gone, or one of the store employees comes
around the corner and intervenes when he sees you
trying to attack a “nice old man."

The important thing is that your character fails
the test, whether you planned it that way in advance
or it just happens that way in the heat of the
moment. Your character may not recognize his fail-
ure at first or for a while. But in time, as events and
guilt weigh on him and things seem to just be wrong
about the world, he knows that something has
changed — and he's a part of it.

How your character reacts, both during the rev-
elation and after, says a lot about his goals and
maotivations concerning monsters and any subse-
quent dealings he may have with bystanders or
imbued. In the aftermath of the revelation, you may
want to consider the following questions and how
they apply to your character.




® Did he freeze! Was yourcharacter paralyzed by fear
or indecision? If he is normally the sort of person who
handles crises decisively, how does this critical failure
affect him? Does he seck out other monsters in an effort
to expiate his apparent weakness, or does it shatter his
confidence and leave him haunted by self-recriminations
and doubt? How can he recover from such feelings?

¢ Did he take action, only to be brushed aside?
The monster treated your character’s best efforts as
though he were a child. Would that make him furious
orfearful? Would he conceal his failure in order to hide
his shame, or would he not have expected to accom-
plish much in the first place!?

e Were defenseless people injured or killed?
Does he blame himself for not doing anything to
prevent a tragedy! Does he feel compelled to take
revenge or to relieve himself of a burden of guilt? Does
the violence leave him bitrer and cynical about the
hopelessness of opposing monsters?
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It might seem that bystanders, as essentially regular people withour any special s1ght capabilities or
defenses, are more of a detriment than a benefit to full-fledged imbued. If the lost can’t see the things right
before them, they'll just be killed (or worse, used as hostages) while the efforts of more capable hunters are
impeded of undermined. It's not too difficult to see why some imbued are so quick ro dismiss and even

g has to be done :f hfe is going to be lived at all. Compared to the docde, lgnoran:
ge makes bystanders invaluable allies for the imbued.

Hunters d bystanders mutual knowledge is what makes them work together as partnef§

supporters and rades. That mutual knowledge is what makes the imbued and lost work togethe

w%ne same troupe. Characters and players can’t afford to do without each othi

t reallzatmn you H want to find ways to make bystanders effectlve contri !

and hold th.eu gmuﬂd |:th l:hey can u'wf:augate myths and fulklow about such crearures in hopes of

finding their weaknesses. Bystanders with the right connections might be able to discover that 2
woman named Dina Greer has actually lived under a string of false names and has in fact existed for
over 150 years. The lost are often trained and knowledgeable people, just as imbued are. Their talents
and capabilities can be invaluable on the hunt. A bystander with medical skills can patch up a dying
hunter when his fellow imbued would otherwise watch their partner bleed to death. A dud might not
be able to see a ghost, but he can be waiting behind the wheel of a get-away car while hunters stage
a raid on a haunted house. One of the lost can also be just as effective as a hunter is when he’s staring

Bystanders’ pgible roles on the hunt are endless, so when a player chooses to roleplay one — or

hat his character has become one — be sure to make your friend an active part of the
game. Don’t squeeze him and his character out because they “can’t make a contribution.” You might
discover the hard way just how important their role is when your own character is friendless and alone.
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¢ Was he the only person touched by the
Heralds? As far as your character knows, he is the
only person on Earth who knows monsters are real.
How does he handle the possibility? Does he try to
talk to othersabout whar he's seen, go into hiding or
try to fight a one-man crusade?

® Were hunters changed at the same time! Does
your character feel that he somehow failed where
others were found worthy! Does he believe that he can
validate himself, oris such bravado irrelevant? Does he
view hunters as somehow superior to himself because
of their thorough change, or does he resent the unfair-
ness of the test!

Answer these kinds of questions, and your
bystander's existence in a world populated by monsters
begins. The following character templates hopefully
he|p you create such characters quickly, allowing you
to jump into a Hunter game as a one of the lost. Feel
fl‘ee o ﬂd}lpt [I‘lt:SL_" Chﬂrilcterﬁ to your tastes.




There's evil in the world, man. Trust me, 've:been theve.

Prelude: There was never a question about whether
you would join the Brotherhood. Your father and your
uncles were members like their father before them. The
first memories you have are of sitting in your father's
lap at rallies, learning how to raise yourarm insalute  #
of the uniformed man on the stage. You didn't /
understand the words, but you were told how white |
people were in danger of being driven extinct by
“mongrel” Jews and blacks. Reverend Miles, the
leader of the Brotherhood, called you a “paladin of
the white race.” At five, you stood before the
crowd and swore to protect your mother and
sisters from corruption, to join in the battle
o save America.

As you grew older, you at-
tended rallies and marched in
towns across the South and Mid-
west. You got in your first fight at
the age of 10, when a bunch of
blacks and black-lovers interfered
with a demonstration in Missis-
sippi. You managed to knock
down a black man with a pipe.

The Reverend himself called you

a hero. From then on, you jumped

at every opportunity to use your
fists or cause destruction in the
name of white pride.

By the time you were nearly 18,
you had a juvenile record four pages
long, and you were one of the rising stars
of the Brotherthood. There was talk that
the Reverend wanted to make you one
of his Chosen Men. When your 18th
birthday came, you thought it would be
the greatest day of your life. There would
be a special rally, and you would be
made a knighrt, a soldier in the service
of the white race.

Everything seemed perfect, rightup [ §
to the point when you climbed the stage  §,

to accept the Reverend's blessing. Then, with the fire
of a hundred torches blazing around you, the voice of
God resounded in your mind saying, “HE WEARS A
~.  CLOAK OF LIES.”

: The Reverend was standing with his hand

**|  outstretched, beaming with pride. Only now

curled into claws. The look in his eyes was

pure poison, and the mocking twist of his

black lips revealed how he'd deceived you
and everyone else.

Your mind screamed, do some-
thing, but the shock of rhe
revelation left you immobile.
Then in the blink of an eye, ev-
erything seemed normal again —
except for the Reverend's eyes.
The poisonous gleam was still
there. You couldn’t believe you'd
never seen it before. From that
day forward, you swore you'd
never be fooled again.

Concept: You've been fed a
steady diet of hate, thinly disguised
as “Christian duty.” Now you know
who the real monsters are and how
you'veserved theirpurposesforyears.

Filled with anger and shame, you're
determined to redeem yourself and
make the monsters pay.

Roleplaying Hints: Despite hav-
ing rejected everything you were
taught, you are still a product of your
upbringing. You're forceful and outspo-
ken, accustomed to confrontations and
conditioned to brutality. Ironically, your
experience with the supremacists gives you
an interesting perspective on the imbued
and their extreme attitudes toward monsters.
Equipment: leather jacker, wife-beater
shirt, faded jeans and steel-toed boots, numer-
ous white-pride and Nazi rattoos

. his skin was gray and withered, his fingers
a
' .
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We're going to fight this decision. We'll have rallies and get petitions signed and do whatever we have to.

Prelude: High school was torture for you. You

were loud-mouthed and opinionated, and since
your opinions weren't the same as the cool kids’,
you quickly established yourself as a loner.
You hung around in the library, reading New
Internationalist magazines. Youattended geeks’
clubs because they couldn’t afford to ostra-

to the prom.

Fortunately, college was nothing like
high school. When you started spout-
ing off, not only did people actually
listen and agree, you were invited to
join active political societies — and
vou liked it. You were accepted and
encouraged for the first time. Soon
you were organizing meetings, rallies
and protests. You were going to
change the world!

Yet,when the opportunity to make
a difference actually arose, you were
paralyzed.

You were on a night out with a few
gil’!s \a\r’h() were (JESPEI';][C to gf_'[ you U{:F
campus for a change. The idea didn't
thrill you, but you needed their support
in the nextstudent-union election. Your
friends had agreed to meet up with a
group of guys. You didn’t know them, but
one struck you as weird right away. You
couldn't put a finger on it until you were at
a restaurant and you swear one of the items
on the menu was "“DEATH.” When you
looked up, confused and shocked, you real-
ized that the guy was dead, or at least dead
inside. He never even noticed thar you
sensed the rruth. He was roo busy putting
moves on one of the girls.

You knew you had to do something. After all the
years of protesting and making noise, here was
&% vour chance to make a personal difference. But
) you didn’t know what to do. How do you
protest something that simply can't be! Pan-
icking and ashamed, you threw out some
lame excuse for leaving and rushed back ro
Ynuf \JL)T'ITL
Your friend was found dead the next day.
Everyone offered their condolences and told you
how lucky you were that you'd come back when
you did. All you felt was regret, shame and
helplessness. Somehow, simple protests and
rallies didn't mean much when there were
worse injustices and things at work in the
world. If only you could see them again,
you'd do something about them. But if you
never saw another, wouldn't that mean
you'd failed again?
Concept: You've fought for all kinds of
causes, from the plight of the Third World
to the protection of endangered species,
but always from a comfortable distance.
When it really mattered, you failed to
contribute. Now how can you make up
for your mistake and prove that all
those years weren't wasted?
Roleplaying Hints: You're a
passionate person, but a paranoid
one. You've seen firsthand that secu-
rity and safety are lies. Thart realization
alone is grounds for another cause.
But if you draw attention to
whatever’s out there, don't you draw
its attention to you! Are you truly
dedicated or just a hypocrite!?
Equipment: student card, mace,
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If I see any funny stuff, you better get the fuck out of here before | beat the shit out of you!

Prelude: Your childhood wasn't exceptional, but
it was safe and secure. You grew up in a lower-middle-
class family with three brothers and a sister. Family
meant everything to you. Sure, your parents yelled
a lot, and one morming Mom yelled all the way
to her car and drove off, but she was back to eat
the dinner your sister cooked. Those strong
relationships helped you cope when you flunked
most subjects and dropped out of high school.

It wasn't too long until you were back on your
feet with a job as a security guard for a large
company. You'd always been big, and
the new boss was impressed with your
people skills. So you ran the rounds,
opening doors for employees, point-
ing the way for wvisiting suits and
kicking the shit out of punks with
spray cans now and then.

But that all changed one night.

Some suit drove up, asking you to open

the office at night. You didn't know ¥ ,°*
him, so you called up to your boss who s’
wasworking late. He gave the okay. Bur
as the guy went in, everything went
deathly quiet and a voice came over

vour walkie-talkie. It said, “IT DOES

NOT BELONG." Suddenly scared out

of your wits, you looked over at the
distant suit who was bone white and

just as thin.

You abandoned your post and ran
up the stairs while he took the elevator,
He must have been there ro meet your
boss. When you got to the right floor,
it was too late. You heard a stifled
scream. When you looked through
the small window in the door, you
saw your boss, out to meer the visitor

in the lobby, his arm broken and dangling — and the
stranger's arm in your boss’ mouth up to the elbow! You
stood staring, sweating and immovable. Your mind
screamed to do something. You imagined yourself
bashing the thing with your flashlight, but your

body just wouldn't respond.
You watched as the “visitor” finally pulled

bloody finger to the elevator burton. You don't

' remember hearing the “ding” of the elevator’s
arrival. The next thing you remember, you
were in your car, driving blindly. You
didn't know where you were going.
You didn't care. You were there
that night. Yousaw whathappened.
If you hadn't left your post, you

[ might be dead now, too.

They know who youare. All you

can do is run.

Concept: You're on the road,
searching for safety, but there's no
telling where to find it. You can't see

things — not since that night — but

you get glimpses that send chills up your
spine. Maybe you're imagining it, or
maybe there really are things our there.
Youdon't care. They can't catch you if they
can't find you.

Roleplaying Hints: You're a hig guy
who does his best not to show weakness,
but you're really a broken man. Fear moti-
vates your every action, and you have
trouble looking people in the eye for fear of
what you might see.

Equipment: the pistol you used ar work,
keys to locks that are miles away, a trail of
unpaid bar tabs

' oy } its arm free and turned nonchalantly to press a
i. =l
o {
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Now, that's a fantastic deal. But wait! There's more!

Prelude: People joked that you could talk under-
water, so you tried it as a gimmick on your show. They
also said you could sell ice to an Eskimao. You haven't
tried that yet, but you will if someone fronts the
plane fare. When it comes to the show, you'll try
anything and sell anything.

Your childhood was marked by loving
parents, average grades and being bullied by
other kids — a lot. Maybe you got beat up
because you always had something tosay, or
maybe you would have been beaten up a
lot more if you weren't able to talk your
way out of most confrontations. Even
if other kids did beat the crap out of g
\"l'_'lll, YUU 'c'l]\.\’ﬂys h'lld d C(\l‘ﬂ(']‘\ack or ”y
insult ready. There was one kid —
Ricky—whomyou particularly hated. §

He always harassed you no matter (or
because of) how bad you always made
him look.

Eventually, you graduated highschool
and got a job with a local TV studio as a
boom operator. Your wit caught the atten-
tion of directors, producers and then
executives, who pave you a try-out as the
host of a kids’ show. You had charisma, but
your style appealed more to adults than
kids. So you transitioned over to a home-
shopping channel where your career took
off. It started out tediously, but you
struggled to be allowed more freedom.
Before long, people tuned in to watch you
— and that meant they saw the product.

The TV world was becoming your oys-
ter... until theday yousaw Ricky again. But
he died back in school.

You were at your high-school reunion,
sitting at your table, bored with the pro-
ceedings. The prom king was giving some
speech when you swear you heard him
pause and say in no uncertain terms, “THE

MURDERER STANDS BEFORE YOU.” You looked
up. startled, and immediately recognized a bloody,
gaunt, ghostly Ricky standing to the side of the stage,
watching the aging prom king with hate vibrant in his
unliving eyes. In that moment, the past made
sense. Ricky may have bullied you for years, but
he was apparently a victim of the same. Maybe he
lashed outat you to vent the same that he suffered.
And yet, he never killed you, whereas the prom
k in”,!‘i iibu.‘ie appart‘ntly l(]llf\\-' no l’)('\unds— .ﬂnd wds
covered up thoroughly.
Yousatstunned as you watched Ricky near
the stage. Apparently you were the only one
who saw him. For once, you were speech-
less. That, or maybe it was just easier to
hide in the glass in front of you than
accept — or do anything abour —
whar you saw.
Concept: You're host ofa home-
shopping show, and you've recently
had a brush with the inexplicable.
You may have averted your eyes that
night, whether out of fear, pride or a
lingering hatred, but the guilt you've
suffered since has been punishing you.
You've found excuses to go by the old
schoolin hopes of seeing Ricky again.
You don'’t know what you'll do if
you ever find him, assuming you
can.
Roleplaying Hints: Words are
still your defense mechanism, even
now. You make your living by them, and
they help you maintain a comfortable
\_“Srilnct'_‘ bcr“’eﬁ'n !,'Ullr.'ielf- i]nd ﬂl’her
people. And yet, memories of what you
SAW rh'ﬂt nig]]t Sti“ IEHVE you Speechles.‘h
That thought frightens you almost as
much as what you saw.
Equipment: set of steak knives, collect-
ible coins, pager, miniature tape recorder
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HUNY ER: PLRYERS GUIDE

Just one of the boys.

Prelude: When you were just a baby, your mother
picked you up, gave you toyour father and said, “Here."”
Then she drove off and never came back.

You never really learned much more about
your mother. Dad said they mert ar a car race,
though, so maybe you wound up like her,
after all. Dad did his best to raise you right.
He invited your aunt over a lot so you'd
have a female role model, and he even tried
to read a few books on the subject. But in
the end, you still found yourself tossing
baseballs or footballs, and you even wound
up working at his welding shop as a teen-
ager. (Youwere the secrerary, butstill....)
You always found that jeans fit better
than skirts, anyway.

When you graduated high
school, you went to college for a
Dramatic Arts degree, and you got
a job working at a bar. As a cus-
tomer, you'd caught the attention
of the bar's owner while sitting
near a bunch of construction
workers. When one of them
apologized for the group’s lan-
guage, you cheerfully replied, “No
fucking problem,” and struck up
aconversation. The owner offered
you wotk before the night was out.

You were at work when it hap-
pened. One of the regulars, a trucker,
came in with one of the local lot-
lizards. You served them for a couple
hours as he got drunk, while she kept
nursing the same drink. They finally
got up to leave, and you swear the music
on the jukebox changed lyrics and pitch
tosay, “THE DEAD FEED.” You looked
around confused, and no one but one guy
at the bar seemed ro notice. You looked at
each other strangely, and then you realized
that the prostitute headed to the door was
just wrong — not a person, but a thing. Your

e

gasp turned the head of the other guy. Whereas you
stood astonished, he got up and ran out the door.
Still, you had to know what happened, and you
went to the window. You saw the guy separate the
trucker and thing where they leaned rogether
against a building. To anyone else’s eyes,
this was a lovers' quarrel. But you knew
better when the “woman” raised a hand
and clawed at the intruder, the trucker
collapsed to the ground, and the woman
simply disappeared.
Your life changed that night. When
the guy at the bar came in again a few
nights later, looking your way ner-
vously, you knew you had to ralk
things through. Turns out he'd seen
other things since, and he could do
some weird stuff that he couldn't ex-
- plain. Youdidn’tknow about doing weird
,." things, but you knew none of it was over
when another lot lizard came in the bar
| — and she was wrong, too.

' Concept: You don’t know what’s
wrong with the world, but you see it
every once in a while now that your eyes
have been opened. You know you're not

capable of the things that that other guy

can do. Yet you're not the same anymore,
either, because no one else seems to recog-
nize the wrong people the way you and
your “partner” do. So what are you sup-
posed to do about it?

Roleplaying Hints: You're young, en-
ergetic and eager to prove yourself. That
combination will make you great or kill
you. It seemed like the former before,
but now.... You try to balance all parts
of your life — school, your father, your
job— but you find yourself drawn to a

calling thar you don't understand.
Equipment: jeans, flannel shirt,

\ rextbooks, notepad, pen
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HUKY ER: PLAYERS GUIDE

Novaeis BysranDss

While isolation from any kind of hunter society
and exceedingly rare access to hunter-net has meant
that few bystanders have ever gained much recogni-
tion, some have nonetheless won themselves a
reputation — good, bad or outright disastrous. These
bystanders are exceptions rather than the rule
those who rise above the absolute fear, helplessness
and denial that plagues people who hear the call and
cover their ears.

Auson Hersy, kn Raeerveeper377

Alison Hersy was not the first bystander on
hunter-net. In fact, her lack of edges and sec-
ond sight was really not a factor in her
understanding of the truth of the world and the
fact of monsters’ existence. ledidn't matrer that
she couldn't do things that other “informed”
posters professed to. She had existed side by
side with a creature for months. She'd had on-
going, firsthand contact with the supernatural.
She'd endured a miserable existence that not
even the most battle-hardened or forgiving cho-
sen could imagine and she had none of the
others’ so-called advantages.

Despite (or perhaps because of) her unique
experiences and situation, Alison frequents hunter-
net, It is her primary means of contact with anyone,
other than her son, who can understand some part
of what she has endured. She’s not an acrive con-
tributor, though, and few posters believe the degree
of contact with the supernatural that she professes.
Others dismiss her input given her confusion or
misunderstanding of qualities that most hunters

claim to possess, such as second sight and knowl-
edge of the Word.

And yet, Rabbitkeeper is still welcome on the list.
Observant and open-minded readers understand that
nothing can be taken for granted about the world when
the chosen really know so little. Others hear Alison
out in hopes that she might offer some insight or clue
about her experiences that no other hunter has under-
gone or shared.

Indeed, the list might give her a voice and a
means of expression that she has never had in life,
not even before being changed. Her recent tur-
moil has caused her to realize that she has always
been a victim of one sort or another, whether of
restrictive parents, a controlling husband or abu-
sive creatures. She has been molded to be
extremely introverted, and only now does she
seek to take control of her own fate in the worst of
all possible worlds.

And yet, her self-discovery might come too little,
too late. Her longtime seclusion and desperate need to
appease her controllers grants her little influence over
her son, who has established a self-destructive course
of his own. Furthermore, it can only be a matter of time
before evidence of her husband's remains or of his
abrupt disappearance is discovered and traced toher —
assuming that any sign of him remains after his super-
natural existence.

Profite

Attributes: Strength 1, Dexterity 2, Stamina 2,
Charisma 3, Manipulation 3, Appearance 3, Percep-
tion 3, Intelligence 2, Wits 3

Abilities: Alertness 2, Drive 2, Empathy (Pain) 4,
Etiquette 3, Finance 1, Intuition 3, Research 2, Subter-
fuge 3, Technology 1

Backgrounds: Bystanders 1, Continued Expo-
sure 5, Resources 3

Courage: |, Reason: 4, Self-Control: 3, Convic-
tion: 5, Willpower: 3

Svepuey LameerT, AKA MoDzray or87

Stephen Lambert was the first hunter-net poster to
break its primary rule: Don’t reveal who you are. He
posted his name, phone number and the fact that his
wife was crippled because of his personal inaction
when acreature assaulted her. Perhaps he suffered from
intolerable guilt over the event and sought an end that
he could not inflict upon himself. Or perhaps he sought
to start a grassroots movement among this electronic
community to help him undo the damage he had
indirectly caused.

Since making himself available in the real
world, Lambert has been the target of ongoing
attack online. If it were true that he could not



detect creatures after that first time, many asked
how he found hunter-net at all, fearing that he
might actually be one of them laying a trap for the
gullible. Others asked how he could acquire infor-
martion about creatures when he professed to have
no capabilities or “sight” like the imbued.

Lambert ignored the questions and attacks, re-
sponding only by giving information to those who
would listen. Detailed information on suspected
monsters’ whereabouts, habits and behavior. He
became perhaps one of the most active and accurate
sources of information on the list. Lambert’s intel-
ligence gained him some respect and even a
following. But other posters insisted on knowing
how he acquired his information. By then, Lambert’s
evasiveness online stood in stark contrast to his
initial candor. And yet, those who have dared to
gather reports from him have described a rewarding
relationship and positive results against the enemy.
They propose that he is an exceedingly effective
organizer with numerous allies and sources, be they
other hunters, “duds" or perhaps even deserving
creatures with whom he has allied. The most ex-
treme theory suggests he is in fact one of the
Messengers, and that his words are carefully dis-
guised mandares from above.

The fact is that Lambert is a lonely, terrified
blind man with a crippled and utterly dependent
wife. His so-called “ring of associates” is a handful
of fearful bur alert hunters and other lost. All chat
he truly has at his disposal are well-placed contacts
from his life before, excellent facility with his
specially developed computer technology, a natu-
ral sense for human nature and a study of statistics
and probabilities.

Lamberr was born in New York City. His father
was a prominent lawyer who was unprepared and
emotionally incapable of raising a disabled son.
Fortunately his mother was more forgiving, and she
raught him an intuitive understanding of the world.
Combining his mother's empathy and his father's
alertness and savvy, Lambert became a keen analyst
of human behavior, paying close attention topeople’s
statements rather than their appearance.

Despite his disability, Lambert lived a fairly nor-
mal life. That all changed, however, when he and his
wife were attacked by a walking corpse — or so Lam-
bert identified it afterward. They were out late when
Lambert heard the inexplicable words, “THE DEAD
WALK." He was then struck by the overwhelming
stench of rot, followed by his wife's screams. Lambert
himself was left untouched and helpless, but his wife
was left in a coma.

[t was in the tortured weeks that followed that
Lambert discovered hunter-net and began to guess
what really might have happened that night.

He has since dedicated his life to identifying
creatures with his existing talents, and he demon-
strates a willingness to put himself on the line to get
results, even though he was never truly “imbued.”
Perhaps his reliance on senses and observation beyond
sight have made him receptive to and capable of
digesting the existence of monsters.

He uses gathered sources of information from
across the country such as newspapers, publicly
available documents, email, websites and reports
to search for odd occurrences, anomalies, contra-
dictions and flawed cover stories. After turning
seemingly random pieces of information into a
coherent picture of possible monsteractivity, Lam-
bert makes the information available to list
members who might operate in the vicinity of a
suspected creature.

Those who have the respectable or solemn
honor of meeting Lambert encounter an obsessed
blind man, who sequesters himself in the darkness
of his small home with his voice-operated com-
puter when he is not caring for his invalid wife. His
goal is to identity the monster that crippled her,
but not even he knows how he'll respond if and
when that day comes. For the moment, hunters
might hope that it never does, Despite the crush-
ing odds against him, Lambert has become an
invaluable contributor to the cause.

Magy v SotDen

Many bystanders never even learn that hunters
exist. They might witnessa monster ora horrific event,
but they may not see or understand that people exist
who do respond ro the experience. Those bystanders




who are left alone and helpless can suffer self-loathing
or feelings of betrayal for being exposed to a deadly
world without any ability to do anything about it. Still
others react with anger — infuriated that a truth exists
that they glimmer only momentarily. Martin Soldan is
one of the latter.

The son of a Catholic pastor, Martin grew up in a
Hispanic district of Miami. While Martin's faith was as
strong as his father’s, it was more superstitious than
religious, centered more on a fascination with demons
and angels, heaven and hell, than on Christ and a way
of life. By the age of 16, Martin had fallen into street
life, much to his father's despair.

It was during a gang rivalry that Martin actually
saw the demons rhat fascinated him. In one horrify-
ing, life-altering moment, Martin realized thar things
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ranked among the opposing gang members, and they
were instrumental in wiping out Soldan’s group. He
stood paralyzed by childhood fears while his friends
were heaten to death and violated horribly. Perhaps
he would have died, too, if he had not been saved by
fellow gane member Alrilio Salas — who also recog-
nized the creatures that attacked them. Salas’
response was to rescue the one person he could
before it was too late.

The boys went their separate ways as they tried
to come to grips with what they'd seen. Martin
sought solace and answers through prayer. Salas
soon learned that monsters were everywhere, and
he came to believe that his gang must have been
betrayed from within by creatures as well. When
the survivors searched for a traitor, Martin grew
angry that God had apparently blessed Salas with
the strength to see and respond to the demons, yet
left him powerless. Why had Salas —a bad Catho-
lic — been rewarded when Marrin had not?

Before long, however, Martin believed that he had
found the answer. Salas eventually encountered other
people who could see, hear and respond to the crea-
tures, but none of them understood what the things
were or where they came from. Thanks to the theology
that his father had taught him, Martin offered answers
in God and the Devil. Less religious and informed of
the Scripture, the others accepted Martin's explana-
tion and began to rally to his beliefs and teachings.

A handful of Miami imbued now look to Martin
for answers about monsters, the world and God.
Although these people might have come from differ-
ent backgrounds and belief systems, they are quick to
put credence in Martin's Biblical explanations for
reality, given the complete lack of answers that they
i'll()ﬂlf' Ccdan pl’()\‘idt‘.
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To the weak became | as weak, that I might gain the

CHAPYER 2:RULES OF ENGAGEMENT

weak: | am made all things to all men, that I might by all

means save some.

— 1Corinthians 9:22

Storytelling games are about creating and telling
horror stories with heroes, monsters and victims —
sometimes all wrapped into one — at their core. The
rules of any such game are secondary to these rales
and the fun you have spinning them. You therefore
should not be pigeonholed by any specific set of
systems that decide how you create your character or
tell your story. This chapter presents some new ap-
proaches to character creation and development, and
therefore ways ro play Hunter.

Gusromizing Cunracyer CrerY 10N

Wayne paused a moment to signal Kate to sit quietly.
He watched his target through the rifle sight and whispered,
“He's moving. Is the door covered? If they know we're
heve, they'll be all over us.” Kate responded with an
affirmative-sounding monosyllable.

From his hotel room window, Wayne tracked the
target as it walked along the street and spoke to a hooker,
Poor girl, Wayne thought. As his finger tightened on the
trigger, the door burst open and things charged in.

Wayne pulled the trigger and ducked away from
the sniper rifle, cursing as he tried to free his pistol
from his shoulder holster. Kate spun, produced a
sharpened piece of wood and slammed it into the first
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intruder's chest. He fell backward, mouthing a scream
but making no noise.

The other two intruders literally blurred, moving too
quickly for Wayne or Kate to see. Kate backed away,
relying on her years of martial arts practice. Wayne finally
pulled the pistol free, and he began to shoot wildly.

Kate didn't even know one of the bloodsuckers had
gotten behind her until she felt an iron grip around her
throat, claws digging through her skin. She thought she felt
something wet spill across her chest, but she was suddenly
too dizzy to understand what it was. She slipped into
darkness wondering, of all things, how she would afford the
dry-cleaning bill.

Wayne managed to shoot his assailant once before
the creature ripped the pistol from his hand, and the
trigger finger with it. Wayne barely had time to register
the loss before the monster smashed the pistol butt
against the former contractor’s temple with enough force
to embed it there.

Finished with Kate, the first monster laughed. “Give
'em guns and shit, they think they're invincible.” He
paused to pull the stake from his compartriot’s chest. “And
stop your bitching. You'll live.”

This article explores different approaches to
character generation for Hunter. The rulebook de-
tails a fairly stringent system by which characters
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are designed, with specific points to spend on Traits,
such as the 6/4/3 array for Atrribures. The rules also
impose specific limitatrions on how high Traits can
be rated (3 for Abilities before freebie points are
spent, for example). Those systems work fine, and
are the Storyteller system standard for creating nor-
mal, mundane people (which is exactly what hunters
are before and arguably after they're imbued). Each
troupe is different, though, and all players have
different tastes and different thoughts about what
makes a fun character. For some people, the “mun-
dane human” character-creation system isn't very
satisfying. They want broader options to create the
people they envision, or would like to play someone
who is perhaps slightly above the human norm. This
article details various approaches to character cre-
ation to allow more latitude in design.
Understand, however, that the intent here is to
provide vou with more creation options to explore
your character’s identity in further depth and to
offer her more layers of personality. Access to more
and different Abilities and Backgrounds says more
about your character's origins and life up to now,
which should all be explained as part of her prelude.
The following systems allow you to inject diversity
into your character — access to a higher Linguistics
score might mean she has worked abroad, and not

just in one country. They're not intended to give
you access to 5 Firearms, 5 Arsenal and 5 Strength.
Although you could certainly use the following
material to do thar, you'd be missing an opportunity
to play a character who's more interesting, rather
than just an extreme version of the action hero.
All that said, this article proposes optional sys-
tems for Hunter character creation. Your Storyteller
must approve use of these ideas, and probably should
extend them to all players. If one character in your
group has more points available at character creation
than the rest, some rationale or explanation should
be provided. Maybe he's older, more privileged or has
pursued a skill-intensive career and has just done or
learned more than most people. Don't just show up
for your first Hunter game with a more capable
character than the other players’ unless the Story-
teller (and maybe your fellow players) has okayed it.

Huwver Consyrucy ion Kiv

So you sit down to create a Hunter character,
imagining how she'll compare to past ones [or Story-
teller games — Garou fighting for Gaia, Kindred
plotting in the shadows, mages fighting wars over
reality. Then you realize that the imbued ger the kinds
of scores that every wimpy mortal gets in the other
pames. What gives!
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Playing a “weak” character isn't a deficit to
roleplaying and doesn’t have to ruin your fun. In
fact, a “weak” character, like one of the imbued in
the World of Darkness, can be a challenge. Sud-
denly, just stayingalive and clinging to the mundane
aspects of life such as family, job and possessions
becomes important, as opposed to going out, kick-
ing ass, taking names —and taking the supernatural
for granted. Hunter focuses on normal people con-
fronted with the L'rmwledgc that monsters are real.
While it’s plausible that some imbued have at least
a passing acquaintance with combat techniques,
most characters aren’t very effective ina fight. How
many actual, everyday people are!? Still, some play-
ers are happier with more comperent characters or
with a few more dots to better fill out their concepts.
Nothing’s wrong with that. If you really want to
remain true to Hunter's mood, create a character
whoisstill a regular person — a construction worker,
a systems analyst, a landscaper — who simply has a
broad base of interests and capabilities. More points
to play with doesn’t automatically have to translate
into a special-forces-trained-killer-turned-spy-cum-
professional-wrestler.

The following are various alternative methods of
character creation, each based on a theme. The Story-
teller might endorse use of a system if it coincides with
the theme he intends to pursue in your chronicle.

EQUALTO THE T ASK

Players and Storytellers may be more comfort-
able with characters who are roughly the equal of
the monsters they face — art least in terms of
Attributes and Abilities. This approach dimin-
ishes some of the risk inherent to dealing with
monsters in a mundane capacity. Such characters
have somewhat higher Physical, Social and Men-
tal Artributes, plus access to more Talents, Skills
and Knowledges, but the imbued still have the
same access to Virtues, edges and awareness of the
supernatural as ever. Yes, your character may be
able to drive better or perform more rewarding
research, but he still brings human potential to
bear against the monstrous.

Apply the following changes to the creation pro-
cess outlined in Hunter, pp. 84-85.

Step Two: Choose Attributes

7/5/3 1o be allocated to Social, Mental and Physi-
cal categories. One point is gained in each Atrribute
for free, as per the normal rules.

Step Three: Choose Abilities

13/9/5 to be allocated to Talents, Skills and
Knowledges. The Storyteller may rule that no Ability
can be raised above three unless freebie points are
spent on it.

Step Four: Choose Advantages

Choose Backgrounds (7), Virtues (3) and edges
(according to your Virtue allocations).

Step Five: Last Touches

Record Conviction (according tocreed) and Will-
power (starts at 3)

Spend freebie points (21). Add the following o
the Freebie Point Costs on p. 85:

Permanent Conviction — 4 points per dot. Each
permanent Conviction point purchased is added ro
your characrer's “starting Conviction" score. The total
is the base rating to which Conviction returns to when
you cash in 10 Conviction points for a Virtue point.
You should not be able to raise starting Conviction
beyond your character's starting Willpower rating
(which meansyou may have to increase your character’s
Willpower score, too). It's highly recommended that
starting Conviction be limited to 5.

It’s possible ro go beyond the above point allo-
cations and pools. Wanrt to give imbued 15/10/5
Abilities, 8 Backgrounds and 35 freebie points? Go
for it, but be careful of your game’s power balance.
Hunter is about people who are in over their heads
against monsters, which they do not (and probably
never will) understand. If your character is more
powerful than the monsters he faces, your character
won't be vulnerable and one of the game's greatest
appeals will be lost.

[t's easy to rationalize characters with higher
than usual Arttribute and Ability scores. Perhaps the
Messengers anticipate that the group will deal with
powerful opponents, its members must be up to the
task and are chosen accordingly. Each of the charac-
ters could be imbued with other, less capable hunters,
and watch friends and allies succumb to injuries and
fates that the more potent individuals endure. These
“higher" hunters might find each other through a
literal process of elimination, or they might seek
allies who can handle the same problems thar they
can. Or, the Storyteller could decree thar all “el-
evated” characters must have at least three points in
the Destiny Background and then allude to great
(i.e., awful) things ahead when players have access to
more than usual points at character creation.

Pooting Crenvion Poirs

This option provides increased flexibility in
character creation. Itallows you to create a charac-
ter who isn't particularly remarkable in rerms of
Abilities, but who has a lot of raw potential (read:
Attributes). Alternatively, it can also allow for a
character who has a lot of Abilities and low At-
tributes. This flexibility allows for a more realistic
rather than balanced character. Whereas the Story-
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reller system limits the points you can spend in any
one Trait category and forces you to have a fairly
broad spectrum of capabilities, this approach allows
you to focus on particular interests (although at the
expense of other capabilities — say, Mental At-
tribures and Knowledges over Physical Atrributes
and Skills).

Rather than prioritize Attributes and Abilities
into primary, secondary and tertiary categories, lump
all Atrribute dots into one pool (13 dots under the
standard character-creation rules) and/or all Ability
dots into one pool (22 for the standard system). Now
divide up each group as you like. Each Attribute
already has one free dot, as per the normal rules. The
Storyteller may still decree that no Ability can be
raised higher than 3 at this stage.

Example: Bill creates a character for Lisa’s Hunter
game. Lisa informs Bill that Attributes and Ability
points are pooled separately for character creation. Bill
has 13 dots to allocate among his nine Attributes. He
decides he wants a character with exceptional intellect
and a likable personality, but who has limited physical
capacity. Bill assigns two dots to Perception, four to
Intelligence, one to Wits, three to Charisma, and one
dot each to Manipulation and Appearance. Finally, he
puts one in Stamina, to avoid his character’s being
completely physically incapable. Moving on to Abilities,
Bill assigns two dots to Alertness, two to Empathy, one
to Expression, two to Intuition, two to Etiquette, three
to Technology (he wants the character to be something
of a tech-head) , three to both Academics and Computer,
and two to both Investigation and Research.

His final numbers look like this:

Physical: Strength 1, Dexterity |, Stamina 2

Social: Charisma 4, Manipulation 2, Appearance 2

Mental: Perception 3, Intelligence 5, Wits 2

Talents: Alermess 2, Empathy 2, Expression |,
[ntuition 2

Skills: Etiquette 2, Technology 3

Knowledges: Academics 3, Computer 3, Investiga-
tion 2, Research 2

For even more flexibility, convert all of your
character’s starting points (with the exception of
those for Willpower, Conviction and Virtues) into
freebie points. That is, each point normally allo-
cated to Attributes (13 in all) is worth 5 freebie
points. Each point normally allocated to Abiliries
(22) isworth 2 freebie points. And each Background
point is worth | freebie point. That gives you a pool
Of 114 freebie points with which to purchase your
characrer’s Traits as you choose. Each Trait costs a
number of freebie points, as usual — 5 per Attribute,
2 per Ability, 1 per Background and 1 per Willpower
and Conviction. This system allows you to buy
whatever Traits you like, pending any limitations
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that the Storyteller imposes. As always, you ger one
free point in each Attribute.
Example: Heather creates a character and has 114

freebie points to spend. Heather decides she wants a

teenaged runaway who is quite vigorous and talented, but
who still has a lot to learn about the world. With this in
mind, she spends 80 freebie points to purchase 16 At-
tribute dots. She assigns two dots to each of Strength and
Stamina, and three to Dexterity. For Social, she assigns
one dot to each of Charisma and Appearance, and puts
two dots into Manipulation. With five dots remaining, she
assigns two dots to each of Perception and Wits, and one
dot to Intelligence.

Moving on to Abilities, she has 34 freebie points left.
She decides to spend 26 on those, for 13 dots. She assigns
these dots to: Alertness 1, Athletics 2, Brawl 1, Computer
|, Dodge 2, Drive 1, Leadership 1, Linguistics 1, Science
| and Streetwise 2.

With eight freebies remaining, Heather assigns
them to the following Backgrounds: Allies 2 (friends
on the streets), Contacts 2 (a counselor and a police
officer), Patron 4 (she thinks the otherworldly nature
of frequent contact from Messengers will create good
roleplaving opportunities) .

Heather could have dedicated freebie points to the
purchase of more Willpower and/or Conviction, too, in-
creasing her standard startingnumbers in each (in this case,
3 for each) .

Raising Seceiere Trair Torais

Raising the starting point totals forall Attributes
or Abilities can have a dramatic affect on play —
simple plumbers or teachers with conventional life
experiences now have the potential to be consider-
ably more. If you want to achieve some higher
potential, but not sweepingly so — say, you want
your character to have a lot of raw capacity and little
actual exploration of it, or you want your character
to be well-educated and competent but otherwise
average — add points to Artribute or Ability pools,
respectively. Or if you want an unusually well-
connected character, add points to Backgrounds.
This revision to characrer creation allows charac-
ters to show a spark of potential or destiny, without
being something more than human. Perhaps it's that
very spark that atrracts the Heralds' attention.

Suggested numbers are five additional points for
Attributes, 10 for Abilities and five for Backgrounds.

ArrriBuys

Increasing the points available to spend on At-
tributes makes your character generally more
competent. He may not be trained at certain sports,
but a high Dexterity gives him a good chance at
succeeding in leaping or riding attempts. When it
comes to a group of hunters, too many dots here could




result in hyperathletic supergeniuses with the force of
personality to lead nations.

A character with raw capabilities (higher than
usual Attributes) might be chosen by the Messengers
for the hunter he can become. He has potential now,
but when he combines that with experience gained on
the mission (and with Abilities), he will be a force to
contend with for the supernatural.

Reitivizs

Too many points available to spend on Abilities
leads to problems similar to Attributes, but on a
differentscale. A character with five dotsin an Ability
is among the best in the world. Being the best in a
number of fields or areas begins to make a hunter a
cartoon or pulp-fiction character. Ideally, points to be
spent on Abilities should be increased so that charac-
ters may be good at one or two Talents or Skills, or
perhaps of moderate capability in a number of them.
Doling out too many points denies players the experi-
ence of playing everyday people.

A character with typical porential but unusual
training may be chosen by the Heralds for the specific
or diverse roles the person can play in the hunt. Such
a hunter may not be very fast or strong, but his
extensive familiarity with Leadership might make him
a rallying figure for the imbued, for example. Or his
respectable training in Medicine, Empathy, Science
and Politics might allow him o address the many
needs of a burgeoning hunter community.
Backcrounds

Backgrounds represent who your characrer
knows, what he owns and the tools and facilities
from his previous life that he can draw upon now. A
character with increased Background points has
more at his disposal — people, favors, money —
even though he is nothing special in terms of raw
potential or training. Be careful about going over-
board with Backgrounds. Your character should
never have the President of the United States in his
back pocket. These Traits also indicate debts owed
and favors extended to other people; Backgrounds
often work both ways. The more points your charac-
ter has, the more he is indebred to others, and the
more challenging it can be to pursue the hunt. It’s
hard ro kill vampires when you have to pay visits to
allies, keep those allies happy and avoid exposing
them to whar you've become.

A character with higher than usual Background
ratings might be imbued because he can outfit, sup-
port, maintain and back up his own efforts against the
supernatural, and those of any fellow hunters. Some
imbued may be intended to work from behind the
scenes, knowing that monsters exist but not necessar-
ily fighting them on the frontlines.

CHAPYER 2:RULES O
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A different take on a Hunter game involves
experienced chosen. They've been imbued, have
dealt with some or even several monsters in their
own unique ways, and acquired some expertise at
the hunt. The amount of experience that each
hunter has in a group is probably comparable,
assuming that the people who were imbued to-
gether are still together now, months or perhaps
even a year later. Gaining experience on the hunt
is rather ironic. Your character might have learned
to hide from and survive the monsters of the world.
He might have discovered some practical means of
affecting them, whether helping or harming. And
he has probably gained more Traits since he started.
But the average hunter learns very little or almost
nothing about the depths of monsters’ existence —
where they come from, why they exist, whether
they can ever be wholly reconciled or eliminared.
Although hunters have already acquired experi-
ence when play begins, they really know nothing
more revelatory about the other side than they did
at that first fateful encounter.

You might want to play tested hunters to acquire
some of the edge and capabilities that really put mon-
sters on the defensive. You might want to explore the
closer relationship with the Messengers that experi-
enced imbued seem tohave. You might wanttoroleplay
the issues that arise when reconciling personal goals
with “mature” hunters' strained minds and wills. Or,
you might simply be joining an established troupe and
need a character who can keep up with and support the
rest of the group.

When established characters are played, previ-
ous encounters with creatures should be detailed to
some extent so players can work out how the charac-
ters approach such things. Do they kill? Do they try
to make monsters humane! Not every monstrous
encounter need be detailed, but a theme or trend
should be established. Perhaps characters encoun-
rered aghostat theirimbuing and have had a particular
sense or affinity for dealing with spirits ever since.
Maybe a conflict among monsters has become appar-
ent to the characters, who now need to decide which
side they're on — if any at all. Players establish their
characters’ creeds now, and those choices impact on
how past events occurred. Zealots would have be-
haved aggressively at various times of their careers,
while the Merciful would have been conciliatory,
coloring how monsters were dealt with, and what the
group values or aspires to in the present. This history
isreally an extended prelude for the players' purposes.
Like any prelude, it can foreshadow enemies and
events to come,
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To create an established character, start with a
beginning one. That's the person your character was
when he was imbued. You may choose creed based on
your character’s personality, or the Storyteller may
assign you a creed based on your character’s reaction to
the truth at his imbuing.

The Storyteller should assign you and all other
players the same number of experience points to
spend on your character, to represent his formative
days as a hunter. Anywhere from 30 to 40 points
might be appropriate ro make characters moder-
ately powered. It's your job to explain why these
points are spent as they are. Explain why your
character trains to improve his Charisma, or takes
pains to learn the nuances of Performance. These
explanations and rationales help indicate who your
character has become since his imbuing — what's
he’s given up of his past life, what's important to
him now.

Backgrounds can’t be purchased with experience
points, although your starting character surely gains
more influence and perhaps loses friends as he dedi-
cates himself to the hunt. The Storyreller may bestow
Background points upon you or take them away.
Perhaps you gain three to five points in existing or
new Traits, but also lose anywhere from one to three
points in others. See the article “Backgrounds Make
the Hunter" on changing Backgrounds after play
begins for guidelines on how such Traits can change
after the imbuing.

Virtue scores definitely rise once a characrer
undertakes the mission. These points are the reward
(and as derangements set in, the punishn‘nenl} for
embracing the hunt. Depending on how far advanced
your character is in your chronicle, he may have
gained three to six Virtue points. The exact type
Mercy, Vision or Zeal — is chosen by you based on
events and encounters since your character was im-
bued. Your account of your character’s recent past has
significant bearing on how you should assign Virtue
points. Being an aggressive monster-fighter doesn't
usually lend itself to Vision or Mercy. The Storyteller
should agree with your Virtue assignments, and re-
member that you must still adhere to the rules that
creed imposes on Virtue rating — your character's
rating in his creed’s primary Virtue can never he
exceeded by a raring in another Virtue.

Your advanced character's edges are a product of
his Virtue scores. Unless the Storyteller says that he'll
assign edges, you can choose the ones your character
has manifested thus far. Decide what capabilities are
appropriate for who your character has been, and
consider those that would have helped your character
survive and pursue his take on the hunt. Remember
that rhe highest rated edge your character has in his
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creed path cannort be exceeded by any other edge. So,
your experienced Redeemer has edges from the Re-
demprtion path, say up ro level three. Based on your
characrer’s Virtue scores, he can also have edges from
other creed paths — perhaps Zeal's — to help your
character keep monsters at a distance while he reasons
with them. Edges from other creeds paths simply can't
be rated four or higher.

Also bear in mind thar established imbued suffer
the rigors of their calling and begin to approach mad-
ness as the calling becomes too much to bear. For every
Virtue point that your character has rated at level 7 or
higher, she has one derangement. Decide why obses-
sions, delusions or ailments are appropriate to your
character’s mindset until that point, and integrate
them into his personality and your roleplaying. If
you're lucky enough to have Virtues under 7 when play
with an experienced hunter gets under way, remember
that the shadow of madness looms.

Assume your character’s Conviction score at the
start of your game is his standard starting rating for his
creed — 3 for a Judge or 4 for an Avenger, forexample.

Hunters' creed books all present established and
prominent imbued of their respective Chapter 6. These
people are excellent examples of the kinds of charac-
ters you can play in an advanced chronicle. Use them
as models for your own hunter design.

T tig Incenr1ve ProgrAm

One character-creation option the Storyteller
may choose to apply is a reward system for players
who contribute to character identity and the game,
above and beyond call of dury. Offering a few
extra freebie points as incentive for players to
further develop their characters and the chronicle
can work wonders for roleplaying and the story.
This system assumes the standard creation rules
from the rulebook are used, only supplemented to
reward ongoing creation efforts. The Storytreller
can award you seven to 10 extra freebie points at
character creation by agreeing to do one of the
following throughout your game. You get the
points when play begins, but they make you re-
sponsible for an intensive creative roleplaying
effort thereafter. Note thar performing more than
one of these efforts reaps no more freebie awards,
but it cerrainly helps you flesh out your character
even further.

In all cases, real-world online chat lists, such as a
simulated hunter.list, are an ideal medium for ongo-
ing, extracurricular exploration of your character.
Guaracver Diny

This concept is simple: You agree to maintain
an in-character diary of your character's exploits,
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victories and defeats. This really doesn't need to be
more than 500 words per session, unless you want to
do more. Fewer words per session might be appropri-
ate if the story calls for it and the Storyteller agrees,
such as if your character is in a coma or has suffered
such a devastating personal loss that not even words
can convey his suffering.

Grronicts Jourmat

A player who keeps a journal records what hap-
pens each session, for all characters. This could be done
as in-character fiction or as a narrative of events.
Whatever form it takes, it provides a complete history
of the chronicle that new players can read and that
longtime regulars can refer to for amusement or to
research a past encounter.

Story Syomies

In something like a fusion of the two preceding
options, a player elects to write stories about his
character’s exploits between games, or perhaps fiction-
alizes his exploits during games. Either way, the player
offers entertaining reading (and perhaps added depth)
about his character. Such fiction shouldn't kill off
major characters or alter the status quo without the
Storyteller's consent, but it can otherwise illuminate
how the character’s everyday life conflicts with his
Messenger-imposed agenda.

If you ever fail to uphold your end of the agree-
ment and stop keeping a diary or journal, the
Storyteller can revoke some or even all of the extra
freebie points you acquired at character creation.
Maybe Influence or Resources Backgrounds fade or
are lost because the records your character kept —
some of which are used to blackmail acquaintances
and enemies — are lost. Maybe your character’s
Research score drops because he falls behind leading
technology when he's not gathering and recording
information. Perhaps your character’s Knowledges
in general diminish because he no longer has such
extensive and up-to-date records and references at
his disposal.

SYAYoN T ARGEY

Despite thisarticle's various methods of altering
character creation thar allow for more fully devel-
oped and even more capable imbued, don't lose
rrack of what Hunter is. This is a game about normal
people confronted with absolutely abnormal things
and situations. While it's cerrainly possible to cre-
ate a Navy SEAL with this article’s systems, ask
yourself what makes that person a compelling char-
acter. Someone who doesn't blink at the prospect of
combat, fear or the unknown might not fit the
suggested profile of a Hunter chronicle. One of the
game's strongest thematic elements (perhaps its
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defining element) is the contrast between the nor-
mal everyday world and the hidden world. Characters
who are firmly a part of the former offer greater
roleplaying potential when interacting with the
latter. Using this article’s suggestions to elaborate
on character creation is intended to help and inspire
you to design hunters who have a broad foundation
in the everyday world, as opposed to creating char-
acters drawn from the surreal.

Gamme Ences: New Ronds

Nicholson shifted restlessly in his plastic chair and gave
the coin-operated television a fraction of his attention. He
didn't want to stand out too much, even in a bus station.
Latimer was late. “Serves youright for believing his bullshit.
Like anyone can leamn the Messengers’ gimmicks at will,”
he thought.

The hand placed unannounced on Nicholson's shoul-
der shook him out of his reverie. He had a fist readied before
he realized that it was Latimer.

“Hello, son. 1 hear you want to learn some new
tricks,” the old man said.

In Hunter, edges are gained through the acqui-
sition of Virtue points. Your character starts out
wirh three Virtue points to be spent as you choose
(or as the Sroryteller does), granting your hunter
mysterious capabilities along one or on a combina-
tion of creed paths. Depending on your troupe’s
style of play, you may choose the edges that your
character manifests as his Virtue ratings rise. Or the
Storyteller might decide which capabilities your
hunter demonstrates. He might suddenly discover
that he's capable of vomiting up a noxious gas that's
toxic to monsters, or he might inexplicably be ca-
pable of amazing feats of strength. Either way, your
character probably has no idea where edges come
from, how they're bestowed upon him or why he is
their recipient. Indeed, the manifestation of strange
new powers is almost never reassuring to hunters,
who further question who they are and what they’ve
become as they continue to perform more and more
frightening feats.

This approach to power acquisition is certainly
discomforting for characters — and likely to be for
players who truly sympathize with the mundane people
they portray. “Powers handed down from above” is
something of a departure from the power-gain sys-
tems of other Storyteller games, however. In most
other World of Darkness-based games, you spend
experience points to increase your characters’ pow-
ers. Vampires, werewolves or mages often have
cultural, tutorial or training systems from which to
learn what capabilities are possible and available, and
they simply set out to acquire them.
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Hunters don't have those kinds of certainties.
They are often alone, are certainly ignorant of
their origins and higher purpose, and can at best be
hopeful of any goals they set themselves. What
does become clear in time is that when hunters
achieve successes and gather experience contend-
ing with monsters, the hunt intensifies all the more
and new capabilities become available. Should the
hunt grow too intense and powers reach beyond
the realm of even imbued comprehension, the
human mind can be overwhelmed, and chosen can
forget what they valued before the change. They
can become the veritable vessels of the Messen-
gers, and they can appear to go mad. Manifestation
of the most extreme hunter powers — the level-
five edges — seems to be testament to that
progression and utter loss of self.

Thisapproach to character development, power
acquisition and understanding of the calling is
completely intentional in the game. A person’s
exposure to monsters and immersion in the hunt
inexorably drags him deeper and deeper into an-
other world, into a new life that inevitably departs
from his old one. Perhaps that's exactly the fate
that the Heralds want ro befall their agents, or
maybe that's a fate that the Heralds set in motion
but have no control of once monsters are revealed,
Either way, imbued who cannot contain them-
selves, who can’t hold onto who they are, who
cannot stop going too far have a dark destiny —
assuming they survive that long.

Butdoes Hunter have to be played this way? Do the
imbued have to be subjected to unknowable forces and
edges! Do they have to wrestle with the world's de-
mons and their own inner ones! Does success against
monsters and the development of greater capabilities
have to mean personal ruin! Not at all. That’s just the
way the game approaches the concepts of the hunt.
That's the mood and theme that Hunter pursues, inan
effort to help you play very personal, terrifying games.
But by no means do you have to play that way.

If you want to play Hunter in a different style
or with a different general cosmology, you can.
This article presents various ways in which charac-
ters can acquire Virtues and edges as they carry out
the hunt. Each makes a different statement about
the tone of the game you could play, because
Virtue- and edge-acquisition are among the foun-
dations of a chronicle's progress. Try these systems
out as you please. Just remember that they're all
optional. The official Hunter: The Reckoning
systems and themes will proceed as seen in the
rulebooks and supplements. You can reconcile the
systems and stories of those books into your game,
or disregard them complerely.
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Because the mechanics presented here are op-
tional, your Storyteller must approve divergent rules
for edge development. She is likely to implement a
new system for all players, rather than just for some. If
s0, make sure that the whole troupe is ready to take the
game in a different direction before implementing any
of these ideas.

L XPERIENCE

With this option, the imbued are aware of and can
learn new edges rather than gain them directly and
inexplicably from the Messengers. With this option,
the Powers That Be are not so unknowable or perhaps
they simply don't exist, and hunters are free to choose
their own routes on and powers for the hunt. Indeed,
Traitssuchas Conviction and Virtue are raised through
experience expenditure.

This approach to edge acquisition requires that
your troupe or the Storyteller arrive at a reason why
edges are known and can be chosen. Maybe the poten-
tial for various powers lies within characters. Your
hunter can sense what he might be capable of, say
through dreams or visions, and may choose a course
that best suits his beliefs and goals. Or the imbued may
be “antibodies” that humanity has developed to fight
the world's supernatural “infection,” and each hunter
can naturally develop the powers that he needs to fight
his particular battles.

Alternatively, perhaps the only powers available
are ones that are taught. The first might have been
bestowed by the Messengers with the intent that they
be passed to other imbued. Thus, your character may
hear or read about a power in use, or even witness it,
and approach the possessor for tutoring.

The freedom to choose powers and buy them with
experience points is traditional for the Storyteller
games. Bur, as suggested above, some effort must be
made to learn a new effect — your character doesn't
just demonstrate it spontaneously. The effort may go
on behind the scenes of ongoing stories or a character
may take time off when the hunt allows for study and
practice. It may even be possible thar initial uses of a
new edge are at a difficulty or die-roll disadvantage
until your character uses the power sufficiently during
play, after which he may use the effect at will and
without hindrance.

Sysrems

You can purchase Conviction, Virtues and edges
with the following mechanics.

Changes to Conviction

Each characrer's starting Conviction at the
beginning of a chronicle is the appropriate level
listed in Hunter's creed descriptions, pp. 64-77.
Under the official rules, that's the score to which
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Conviction drops after you cash in 10 points to
gain a new Virtue point. Because Virtues are raised
with experience in this system, however, Convic-
tion is allowed more flexibility.

The Trait operates as normal, with points be-
ing risked on edge rolls or spent to activate second
sight or edges. You can increase your characrer's
starting Conviction score with experience points
once play begins, however, ar the rates listed on
the Experience Cost chart below. At the beginning
of each new story, your character's current Convic-
tion pool drops back down to his modified start
rating. Your character's Conviction pool can rise
to a limit of 10 during a story as normal, thanks to
successful edge rolls and appropriate roleplaying.
But when the story ends, your character’s current
Conviction score returns to his modified starting
rate. Ten accumulated Conviction points are not traded
in for more Virtue points.

Although starting Conviction can be raised with
experience points, it can never be raised higher than
your character’s Willpower rating. If her permanent
Willpower rating is ever reduced, your starting Con-
viction score is reduced to match.

As with the normal rules, if you spend freebie
points during character creation to acquire extra Con-
viction points, they are considered temporary
Conviction. They do not raise your character’s start-
ing Conviction rating permanently., Spending
experience points allows you to raise permanent Con-
viction once play begins.

Changes to Virtues

Because experience points are used to raise Vir-
tues, Conviction is not traded in for more Virtue
points. Spend experience points to increase Virtues as
indicated on the Experience Cost chart, below. Your
character’s Virtue rating determines the highest rared
edge he can possess. Per the normal Hunter rules, his
highest rated edge should still be in his creed path.
Because you're purchasingedges with experience points,
however, Virtue rating doesn't limir the toral number
of edges that your character can have. Ifa Defender has
3 Zeal, he can have the level-two Defender edge, as
normal. But if you have enough experience points,
your character can acquire every other Avenger and
Judge edge up to level two as well, as long as his level-
two Defender edge is never exceeded.

Furthermore, by spending experience to increase
Virtues, your character is not inherently prohibited
fromacquiring level-five edges as she is in the rulebook.
If you have enough experience points, your huntercan
get level-five edges. There are still prerequisites for
achieving level-five edges, though (see “Level-Five
Edges,” p. 91).
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Whether characters with Virtues rated 7 or higher
still develop derangements is up to the Storyteller. If
hunters largely operate under their own will and power
in your chronicle, Messenger influence might not
harry them.

Changes to Edges

—nlf‘ numl"‘ef Df edges your Cl1-1fﬂc.tﬁr can pl}ﬁ&cﬁﬁ i?‘}
based on how much experience you can spend, but
edge levels are still limited by your character's Virtue
scores. Any edge in Hunter: The Reckoning or in the
Hunter Book series is available for purchase.

Unless you want to change the nature of the game
considerably, the first edges your character receives are
ones the Messengers bestow at the imbuing. After-
ward, development is left to you and your hunter.

Trait Experience Cost

Permanent Conviction New Ratingx 5

Primary Virtue New Rating x 3

Other Virtue New Rating x 5

New Creed Edge Edge Level x 5

New Non-Creed Edge Edge Level x 7

Example: Zach has played Lucas Finn for several
months and has managed to save 25 experience points.
He decides he wants to improve Lucas' Virtues and
purchase an edge or two, aspects of his character that
Zach has neglected to date. As Lucas is a Judge, his
primary Virtue is Zeal. At creation, Zach put all three
Virtue points into Zeal and selected the Discern and
Burden edges. Zach decides to raise Zeal to four dots
now, Because the cost is New Rating x 3, he pays 12
experience points.

Zach then decides that Lucas needs more “firve-
power” and decides to purchase Cleave. Lucas must
learn it from another character. Because another char-
acter in the troupe is an Avenger and has Cleave, Zach
and the other player work out an agreement. As Cleave
is a level-one edge, it costs seven more experience
points as a non-creed power, for a total expenditure of
19. Zach also decides that Lucas needs to acquire a
higher Vision rating to have broader perspective for his
judgments. The price for a non-primary Virtue is New
Rating x 5, so Zach spends five experience and raises
Lucas' Vision from zero to 1.

Zach has spent 24 experience points to boost Zeal to
four dots, Vision to one dot, and has added Cleave to his list
of edges.

SACRIFICE

This approach to powers bases your character's
Virtue increases and ultimately edge acquisitions on
sacrifices of more mundane capabilities and connec-
tions. Your character literally gives up a little of who he
was before the imbuing, and has perhaps been holding
onto since, to gain more power and potency in the
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hunt. This system works in conjunction with the
standard Hunter rules, or can work in place of them
(although the latter option would be extremely taxing
on characters and players).

You can choose to relinquish your character's
Attribute, Ability or Background Traits during play in
exchange for points to apply toward Virtues. No char-
acter should be allowed to sacrifice more than one dot
of any Trait in a single story to deter “cashing in" for
truly high Virtues in one fell swoop. Depending of the
Storyteller's leniency, lost ratings can be returned afrer
a story or two or can be lost permanently.

Each Trair dot lost conrtributes a number of “ad-
vancement points,” as follows:

Trait Advancement Points per Dot
Attribute Former Level x 3
Ability Former Level x 2
Background Former Level x 1

Advancement points are an extra means by
which you can increase your character’s Virtue rat-
ings. This system is used in conjunction with cashing
in Conviction for higher Virtues. Thus, you can
trade 10 Convicrion for a Virtue point, and you can
also spend advancement points to gain even higher
Virtue ratings.

Increasing a Virtue costs a number of advance-
ment points equal to twice the new level for a primary
Virtue, and equal to three times the new level for
another Virtue.

Advancement points that are left over from a
purchase can be saved for furure Virtue increases or can
be saved to acquire level-five edges, as discussed below.

Example: Brian's Visionary character has |0 Con-
viction. Brian decides he wants to raise his character’s
Vision from four to six dots, so he can purchase the level-
three edge Delve. He can spend all 10 Conwiction to
raise Vision to 5, but he needs 6 Vision to have Delve.
He decides to sacrifice Traits to get the Virtue score he
needs. Making a sacrifice to attain 6 Vision costs [2
advancement points (6 x 2, as Vision is the hunter's
primary Virtue). Brian decides that Vision is more
important than the capacity to relate well with others,
and sacrifices his character's 4 Charisma, reducing it to
3. This loss provides the |2 advancement points Brian
needs (4 Artribute rating x 3).

If Brian's sacrifice didn't amount to the needed |2
advancement points, he could not sacrifice another Trait
dot in the current story. He could, however, save those 12
advancement points and make another Trait sacrifice in a
subsequent story to acquire 6 Vision.
£06es

Edpes are pained through the standard rules as per
Hunter, p. 145. If you have extra advancement points
left over after a sacrifice, however, and they are not




used to supplement a subsequent sacrifice, those left-
overs can be used to gain level-five edges. See
“Level-Five Edges,” below.
STORYTECLING SACRIFICE
When a character sacrifices a dot from a Trair,
it's not simply a matter of burning money (Re-
sources) or mutilaring herself (Appearance). It's
such an intensely pcrsnmll commitment to the call-
ing rhat a hunter’s mundane life suffers in some way
to fulfill goals for the mission. Perhaps she consis-
tently misses work and eventually loses her job, or
she dismisses cultural ideals of beauty and decorum
as inconsequential compared to the hunt. All sacri-
fices should be expressed in how your characrer’s
behavior and interactions with mundane society
change. In effecr, they take the narrative aspects of
losing contact with normal life and make them a
concrete part of the game, with commensurate pen-
alties and rewards.
This system should be used to emphasize the bar-
rier that arises between your character and the rest of
the world — she’s still human, she’s still a part of
society, but she's burdened with knowledge that she
should not have and becomes an outsider. As she gains
more Virtues (and by extension more edges), she
further separates herself from the people and life for
which she fights, slowly shedding her human identity
and becoming an instrument of the hunt.
[t's possible for some imbued to actively seek
power with these optional rules, deliberately sacrific-
ing elements of their former selves to become better
hunters. Such a driven character may very well forego
his belongings, quit his job or spurn his friends. Most
imbued are unlikely to take such drastic measures
deliberately until Virtues rise quite high and mental
ailments set in, but it's possible for a character to start
sooner than that.
Using this system, characters shouldn't gain de-
rangements as quickly as normal for high Virtue scores.
The cost of making sacrifices is already burden enough
for imbued, and they start to gain derangements at 9
Virtue rather than 7.

MobiFied £0s Goss

In the standard Hunter rules, edges cost a
specified number of Virtue points — a level-one
edge costs one Virtue point, a level-two edge costs
another two Virtue points, for a total of three. The
upshot of this system is thar you max our at 10
Virtue points and level-four edges. There's noth-
ing stopping you, however, from modifying this
system to make level-five powers available in the
normal 10-point Virtue range. If that’s the kind
of power levels that you and fellow troupe mem-
bers want, go for ir.
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This optional system is a very simple amendment
of the existing rules, allowing edges to be acquired with
lower than usual Virtue scores, as follows:

Edge Level Virtue Cost
One One
Two One
Three Two
Four Two
Five Four

Thus, with this system a 10 Virtue can get you a
level-five edge (1 + 1 + 2 + 2 + 4= 10). The normal
cost of each edge after the first has simply been
reduced. Certain requisites must still be met o
attain the height of a level-five edge, though. See
“Level-Five Edges," below.

Also remember that your character’s primary Vir-
tue still can't be exceeded by her rating in any other
Virtue, and the highest rated edge in her creed path
cannot be exceeded by any other edge she possesses.

T AsKs

Under this alternate Virtue system, the Messen-
gers seem to watch the imbued and grant Virtue
awards — and thus edges — to those who are most
committed to the hunt. In this case, Conviction isn't
enough for the Messengers. They're more concerned
with what characters do rather than with what char-
acters intend to do. Perhaps the Messengers seek to
guide the hunt over the long term, or they believe
that humans in general are not up to the task of
performing the duties the Heralds delegate and so
take an active hand.

This system bases Virtue advancement on ac-
tions. It's not a matrer of experience points, but a
matter of how well your character engages in the
hunt. Conviction is still used with these rules, burnot
to raise Virtues. It's used for the standard purposes of
activating second sight and edges, and it can still be
risked on edge rolls to achieve larger dice pools. But
characters get no particular benefit for raising Con-
viction to 10, beyond the obvious benefit of having
those points to spend.

Your hunter has permanent and temporary scores
in each Virtue. Each ranges from 1 to 10. Various
actionsaward yourcharacter temporary pointsin Mercy,
Vision or Zeal. At the end of a story, you can exchange
10 temporary points for a single permanent one of the
same Virtue. Each Virtue's temporary and permanent
totals are tracked separately. So, if a Judge has 10
remporary Zeal and 3 permanent Zeal at the end of a
story, those 10 temporary points can be cashed in for a
fourth permanent point. Meanwhile, the hunter can
have a 2 temporary and 1 permanent Mercy score, and
an 8 temporary and 2 permanent Vision score.

.

When temporary points are cashed in for perma-
nent ones, your character’s temporary score drops to
zero to be rebuilt again.

Edges are gained as per the normal Hunter rules.

Gamm Y cwporary Poins

Characters gain temporary Virtue points by taking
actions related to the three Virtues. An act of compas-
sion awards Mercy, one of forethought provides Vision
and an act of decisive violence can award Zeal. Obvi-
ously, as hunters have philosophies toward monsters
and the hunt (that is, they have creeds), primary
Virtues are more likely ro increase than are rhe other
Virtues. A Redeemer is simply likelier to perform more
compassionate deeds than to attack a being.

In general, the guidelines for action-based Con-
viction awards (Hunter, p. 138-139) can be used to
decide whether a character deserves an appropriate
temporary Virtue award. Likewise, Chapter 5 in each
installment of the Hunter Book series derails actions
appropriate to the creeds that can win (or lose) Con-
viction. These guidelines may be used to earn temporary
Virtue, instead. Ultimately, the Storyteller decides
what actions warrant bonuses.

The Storyteller may even award temporary points
in Virtues other than your character’s primary if she
believes your hunter has worked “outside the box” of
his creed and gotten a wider perspective on or
appreciation of monsters, the hunt or the world.
Say, a Redeemer realizes not only that a creature
can’t be saved, but must be destroyed before it harms
anyone else, and the hunter does so. Temporary Zeal
might be forthcoming, rather than the more ex-
pected Mercy.

You may also take an active hand in raising
your character’s non-primary Virtue scores. Tem-
porary points in your primary Virtue pool can be
exchanged for temporary points of another Virtue
on a two-for-one basis. Two temporary Mercy could
be traded for one Zeal, for example. This exchange
shouldn't happen “just because.” There should be
an in-character reason for the exchange. Perhaps
an Innocent realizes that not all hunters have the
best intentions for the world, and starts to doubt
the motives of the Messengers. This insight might
warrant two or more temporary Mercy being traded
for temporary Vision.

T ne Crecds

The following are some guidelines along which
remporary Virtue points might be awarded, beyond the
references listed above.

Merey

All hunters are capable of compassion, but In-
nocents, Martyrs and Redeemers focus on specific
aspects of Mercy and should benefit from appropri-




ate actions and efforts. A Martyr who helps another
at the expense of herself may gain one or two
remporary Mercy. An Innocent could gain a tempo-
rary point by gaining a better understanding of a
monster, or by showing it the consequences of its
actions. A Redeemer who leads a monster to under-
stand not only the harm it causes, but who convinces
it to try to undo that harm could gain temporary
Mercy. Simply convincing a monster to cease taking
harmful actions for a brief time may be worth a
reward — no matter what Mercy creed to which a
hunter belongs.
Vision

Gaining Vision is a complex and often profound
event for any of the creeds. Visionaries thrive on it,
however, Imbued who seek better understanding, to
learn why monsters are as they are, embody Vision.
A character who pursues an important piece of
information that improves her understanding of her

Wanx’s Rx Aerrorrinve Awan!
It's hard to say what an ideal temporary Virtue
award is for any single action or for a game session or
| story. As with Convictionawards, it depends on how
| fast you and your Storyteller want your character to
| advance. Assuming charactersare true to themselves
and act according to the dictates of their creeds, they
might gain a permanent Virtue point every two or
three chapters or stories. Characters who behave in
defiance of self, creed or Virtue might progress more
slowly, to reflect their lack of focus.
Charactersshouldn’t receive temporary awards
for the same actions over and over, either. Feeding
the homeless may gain a Redeemera point the first
time, but repeat visits to the shelter shouldn’t be
repeatedly “profitable.” Hunters need to look for
new and different challenges to pursue their goals,
act on their beliefs and fulfill their destiny.
Trading in temporary Virtues, whether for
permanent or for temporary points of another
kind, can occur at any time during a story. The
most likely moments are when a character is
invigorated, receives a revelation or is inspired to
his cause in some way — say, an Avenger faces a
child-killing creature, one like the monster that
claimed her own child. Or, insight into a non-
primary Virtue might be a timely moment for an
exchange. Imagine that the bereaved mother is
otherwise a Visionary who sees the merits of rage
when faced with such a killer,
Alternatively, trade-ins can occur between
stories, when characters would have time to re-
flect on their recent experiences and achievements.
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condition or that of monsters is eligible to gain
temporary Vision. This award might become appro-
priate during the roleplaying of a realization or
during the explanation of a character's thought
processes. A hunter can also gain temporary Vision
through unique application of her understanding of
monsters or the world.

Lent

Zeal is relatively simple to gain: Hunt and de-
stroy monsters. Do not do so mindlessly, but do so.
A Defender can gain Zeal through loyalty to friends,
family and fellow imbued, through protecting those
whom monsters might harm, and through finding
ways to bring the hunt to monsters without inflict-
ing undue harm on himself or those he protects. A
Judge gains temporary Zeal through intelligent and
balanced application of force. If she spares a lesser
monster to gain access to a more powerful one, she
may deserve a reward. Avengers can gain Zeal by
taking revenge on monsters — inflicting eye-for-
an-eye justice, although not necessarily in a reckless
fashion. But as always, all imbued are capable of
these actions, and hunters of other creeds might still
be worthy of temporary Zeal for knowing when
actions speak louder than words.

FRecroRm EDGES

In the official Hunter rules, characters' access to
edges is fairly limited. Sure, if you have enough
Virtue points, whether primary or not, your character
can acquire various powers from various creeds, but
once your character has an edge, he's pretty much
stuck with it.

Under this alternative system, characrers don't
have “hard-coded” edges. Instead, they can try to
draw upon the power of the Messengers (or whom-
ever or whatever they believe creates hunters) when
they think it’s necessary. This approach makes char-
acters less reliant on specific, seemingly reliable
powers, but flexible access to powers can fail them in
critical situations. By these rules, edges become some-
thing like “tools of last resort” rather than any standard
means of dealing with monsters. This system could
imply that edge use requires Messenger attention
(even a little bit — the Messengers might be able to
keep track of a lot of people at one time). But if the
Messengers are distracted or otherwise not paying
atrention, an edge might not he available. If you want
a game in which the characters and players are truly
in the dark about the nature of their status as chosen
and their intended purpose in the world, this is the
edge system for you.

These mechanics dispense with any form of
creed advancement to acquire edges, although
access to powers is still limited by Virtue score.

- e,
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Any means of increasing Virtues presented in the
core rules or in this article is appropriate for use
with this option.

During the chronicle, your character does not
possess or even acquire any edges, not even as her
Virtue scores increase. Instead, she can try to call
upon edges “from above” through the expenditure of
Convictionand a Virtue roll. Your hunter cannot call
upon an edge that she could not purchase under the
normal rules, and she can only call upon a total
number of edges in a story that do not exceed her
appropriate Virtue. For example, a Martyr with 6
Mercy could nor attempt to use any Mercy edge
higher than level three, and she could not call on
more powers than would normally exceed her 6 rat-
ing. Thus, in one story, she could summon a single
level-three edge (which costs three Mercy), a level
two edge (two Mercy) and a level-one edge (one
Mercy). Or, she could call upon six level-one powers
(a total of 6 Mercy) on separate occasions,

Note thar characters don’t really know about spe-
cific edges as such. There's no master list available ro
hunters that says who can do what and when. Once an
imbued has manifested a capability, however, he can
knowingly call upon it again. Otherwise, hunters in
trouble simply wish for assistance of some form. The
manner in which each imbued does so is very personal,
from prayer to rubbing a rabbit’s foot to yelling a blood-
curdling profanity. (Think of these invocations as
similar to edges’ triggers.)

Powers bestowed do not even have to belong toa
character's creed, as long as they apply to the Virtue
most suited to his intent at that moment, and the
huntercould conceivably have those capabilities given
his Virtue rating.

Thus, an Avenger who wants to strike down a
monster might launch into a vicious tirade and receive
Cleave. Then again, he might get Burden or Ward,
instead. To best maintain the “mystery” of the powers
available to the imbued, the Storyteller should select
the edges characters receive. The player and character
may suggest the type of edge needed, based on personal
experience, burt the final decision ought to rest with
the Storyteller.

Sysrim

You must spend one point of Conviction and
roll the appropriate Virtue (difficulty 6) for your
character to receive an edge. Normally only one
edge can be bestowed to a character per scene, and
it is availahle thereafter for the whole scene. Your
characrer cannor access any edges of a level higher
than the number of successes you score. If he wants
a power that's level three, but you get only two
successes, your hunter will still ger a power to use but

o

it might not be as ideal as the one he hoped for, or
it might be less than the answer to hissituation. The
Storyteller has the option of making edge-request
rolls on players’ behalf if she wants to create some
real mystery around the powers.

If a roll is a complete failure — no successes are
rolled — no edge is received, not even a partially
useful one, and no more can be summoned by that
for the remainder of that scene. Your Conviction
point is not lost on a failure. If a Virtue roll botches,
your point is lost, no edge is gained and your charac-
ter can't summon another for the remainder of the
chapter (game session). It's as if the Heralds have
turned their backs on your character for some in-
scrutable reason.

Obviously, this system can deplete a hunter's
Conviction score quickly. Using the pool to activate
second sight and invoke powers is exhausting. The
Storyteller has the option of allowing Conviction to
be risked not only on rolls made with edges, but on
edge-summoning rolls. Thus, Conviction can be risked
on your Virtue roll to get a power. The effects of
success, failure and borch all apply and increase or
decrease your character’s Conviction pool as if you
were investing in an edge roll (see Hunter, p. 136 for
the details of risking Conviction on rolls). You can-
not risk Conviction on an edge-summoning roll and
an actual edge roll in the same scene.

Acquisition of an edge in one scene does not
make it immediately available in another scene.
Another Virtue roll must be made and your charac-
ter hopes to get the same capability again, but might
not. A second attempt for the same effect also
counts toward the total number of edges that your
character may wield in a story.

Your Storyteller may choose to limit the number of
edges your character can use to a game session or even
scene rather than to a whole story, for a more action-
oriented, powers-blazing game.

Example: Thomas is among a group of hunters
who truly have no idea who or what has changed their
lives. Thomas doesn’t even have any particular powers
at his disposal, just what some unknown force seems to
grant him in times of need — when Thomas prays for
dear life. Thomas is a Defender with 4 Zeal, 2 Mercy
and zero Vision. When Thomas seeks to keep a mon-
ster from a potential victim and prays quietly for help,
the Storyteller tells his player to spend a Conviction
point and make a Zeal roll. The player gets three
successes against a 6 difficulty. The Storyteller consid-
ers that Ward would be useful to Thomas in this
situation, but as Thomas has 4 Zeal any level-two Zeal
edge could be useful, and more than enough successes
were rolled to get a level-two effect. The Storyteller
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decides to award Thomas with Burden, with which to
hold the monster in place while the hunter urges the
potential victim out of the area. Thomas has access to
Burden for the remainder of the scene.

Lrver-Five Enges

[n the official rules, Hunter makes level-tive
edges off-limits for players' characters. Certainly,
some hunters have demonstrated powers of this
magnitude, but those people appear to be com-
pletely insane, obsessed by unimaginable fears, ideas
or visions, or are simply unintelligible to “lesser”
hunters. In fact, some of these hunters make even
imbued with mulriple derangements appear normal.
Given the rift that exists berween such extremists
and the rest of the imbued, it seems almost as if the
chosen were never intended to achieve such heights
of power. If many hunters can remain sane and deal
with the monsters of the world, then perhaps the
Messengers meant hunters to remain capable mem-
bers of society — and perhaps some other power has
lured certain imbued astray with promises of strength
and potency....

Whatever the source of level-five edges, only the
most enigmatic and frightening of hunters possess
them. In fact, very few hunters even know of the
existence of such powers or the people who wield
them. Extremists of this caliber are extremely rare, or
seem to be for now.

Imbued awareness aside, level-five powers are
part of a Hunter game. As far as the rulebook is
concerned, they're a distant part, but they don't
have to be for your game. If your troupe wants to
wield these awesome capabilities, the following op-
tional rules make it possible. Understand, though,
that access to these edges is costly to the imbued and
their humanity. These are forces beyond mortal
understanding and limits, even if your character
seeks to use them with the best of intentions.
Sysvems

Previous Virtue- and edge-acquisition systems in
this article propose variable means of gaining level-
five powers. Feel free to use those systems to gain access
to the effects.

If you want to acquire the edges through the
official Hunter rules, or through a more challenging
version of this article’s other systems, you can use the
following approach. (Once again, these rules are not
part of the standard Hunter mechanics. Access to
these powers is not game canon.)

A hunter who attains 10 points in a Virtue is
eligible to gain a level-five edge. The character has
certainly paid his dues — he's already developed three
derangements. That's only the start.
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If you follow the pattern of Virtue costs for the
edge levels, you see that each level-five edge should
demand five Virtue paints unto itself, for a total of 15
Virtue points for your character. (If a level-one edge
costs 1 Virtue point, advancing to a level-two edge
demands a rotal of 3 Virtue, and advancing to level-
three and -four powers demands 6 and 10 Virtue
points, respectively, then level five demands five more
points for a total of 15.)

But Virtues can't be raised beyond 10. So how are
level-five edges gained? They transcend the normal
Virtue system. You must devote Willpower to gain the
edge. It isn’t a simple matter of just marking off five
points of Willpower, either. A character who attains
such an edge has to commit his life to the hunt, as well
as make other sacrifices.

o Willpower — Reduce your character’s Will-
power rating (his permanent score) by five points to
reflect the inhuman effort that must be made to con-
tain the power of the edge.

e Nature and Demeanor — Your character's
Nature and Demeanor both change to one of Auto-
crat, Fanatic or Perfectionist, reflecting her
commitment and fanaticism.

® Other Virtues— Your character’s other Virtues
are frozen at whatever level they are when he gains a
level-five edge. You cannot raise your characrer'sother
Virtues any further under any circumstances.

¢ Disturbing Presence — People find your
character’s very presence disturbing. Something
about the way he carries herself, the distant look in
his eyes or his soulless tone of voice drives them
away. All Social dice pools are halved, rounded
down, when dealing with normal people and most
hunters. Imbued with Virtues rated 7 or higher,
Hermits and Waywards don’t suffer this problem in
your character’s presence. (Note that to super-
natural creatures, even imbued with level-five edges
still appear to be normal mortals. Perhaps monsters
with supernaturally augmented senses can detect
something different about your characrer, even
compared to other hunters.)

® Patron — Your character automatically re-
ceives the Patron Background, rated 5, to reflect
the near-constant input from the source of his
power. Unfortunately, much like havinga bullhorn
blaring in one's ear, the messages are often dis-
torted and difficult to understand. Acting on the
visions and insights granted through thisaugmented
Background can lead rhe imbued to very extreme,
virtually inexplicable acts and atrocities. What
specific behavior and crimes are committed are left
up to you, with Storyteller input, based on your
character's existing derangements. Murder and
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torture are not impossible, even against unwitring
and numerous victims.

® Merciful Imbued — A Merciful imbued ar this
level of power sometimes suffers clouded perceptions.
A monster that doesn't deserve clemency may appear
to be so anyway to your character's distorted senses. He
might not even be able to explain why to other hunt-
ers, assuming that might be an issue; the reasons are
“self-evident.” In your character’s fanatical devotion
to her creed and Virtue, she can err on the side of
forgiveness too often, giving otherwise irredeemable
or dangerous creatures one too many chances. Once
per story, the Storyteller can quietly inform you that
your character sees potential in a truly monstrous
creature and that it should be spared no matter the cost
— maybe even in fellow hunrers’ lives.

® Visionary Imbued — Visionaries who push
beyond any human limit can believe they know the
truth in all circumstances and are likely to dismiss
others’ perspectives out of hand. Once per story, the
Storyteller can quietly inform you that your character
knows something with absolute certainty, no matter
how implausible, and no argument can sway him. He
acts on his belief, no matrer how flawed, no matter
how much evidence is presented to the contrary. He
pushes on to the detriment of all else for the sake of
his own insight.

A TS &)

® Zealous Imbued — Zealots of this intensity
are prone to wild acts of violence without any sign
of provocation — at least to human perceptions.
Such imbued are prone to punishing others for
superficial or even nonexistent crimes. The target
can be a monster, a normal person or even another
hunter. Once per story, the Storyteller can inform
you that your character has decided that someone
is a threat and needs to be destroyed art all costs. A
Defender may see a rarget as a threat to whatever
he protects. An Avenger may see him as a danger-
ous enemy. A Judge may decide a targer has
committed a heinous act worthy of death... or
something worse.

None of the preceding drawbacks can be counter-
acted through the spending or rolling of Willpower.
Nor can your character be swayed from his beliefs or
perceptions through the use of any supernatural power.
Your character essentially receives the mind- and body-
control protection conferred by spending a Conviction
point, without you ever spending that point. Your
character does not receive the benefits of having second
sight active at all times; second sight must still be
activated through the expenditure of a Conviction
point. His mind and body are simply so dedicated to his
creed and calling that supernatural powers cannot

sway him, as a matter of course.




OnGoine SacrIFices

If you use the “Sacrifice” system for Virtue
increases (presented earlier in this article), any
leftover advancement points that aren't spent else-
where can be dedicated to acquiring level-five
edges. Ten advancement points offset any one of
the drawbacks to gaining a level-five edge. Thus,
spending 10 advancement points can eliminate the
need to lose 5 Willpower points, or to have other
Virtues frozen, or to change Nature and Demeanor,
for example. Of course, coming up with advance-
ment points inherently means some other kind of
detriment to your character's former existence or
self. The question is, which is more important, his
current obsession with the hunt or the ordinary
person he once was!

Fiwa Norz

A level-five edge is never something that's foisted
on animbued. It issomething he must seek and accept.
To gain such an edge, a character must prove his
commitment to the hunt (specifically, ro his own
creed’s precepts) to the exclusion of all else. Any kind
of a normal life, in any of its forms or trappings, is
considered an impediment.

The kind of imbued who wants to go to these
lengths isn't a casual hunter. He's committed to the
hunt to a degree that even other dogged imbued find
baffling (and self-destructive). A character who still
wants to CU[]],[_‘IIC":E hiﬁ CdUC ation '-"]nd Cdrmn a LIUCT.U[LH:G
isn't a candidate for this kind of power. Neither is a
character who simply wants to keep his neighbor-
hood safe from the waking dead. An imbued pushing
this far probably does so because he believes the
power he can attain will help him achieve goals he
U[ht‘rWiSC‘ Ca[‘l’[. The more an inlbued cdan d(‘, tl]t'
more he must do, and so he forces himself to ever more
accomplishments against the supernatural. It turns
Into a vicious cyc|e, ending witha person who's little
more than a caricature of his former self. At best, he's
a living personification of his creed, embodying its
stereotypes for good or ill. The road to hell is paved
with good intentions.

Gaininga level-five edge isn’ta matter of selecting
from a menu. It's the end of a long road spent focusing
on the hunt at the expense of any kind of life. Most
extremists who strive for this goal still fail ro make it.
Their madness makes them stray from the path, or they
fall ro the enemy or to other hunters who police their
own, If your character can persevere through even
these dangers, the epiphany of his transcendence prob-
ably involves performing one last act against monsters
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or a perceived enemy. [t might mean wiping out a
massive nest of bloodsuckers. Spreading the word of
hunters’ origins. Or looking upon the Messengers face
to face. No matter the goal, your character simply
knows that achieving it will make him into something
more than he's ever been before. If he gets that far, he
probably doesn't let anything stand in the way of his
ultimate achievement.

A Rewiogr

As if it hasn't been said enough, this arricle’s
methods of increasing Virtues and gaining edges
are optional. They're completely outside the box.
None of them really suits Hunter cosmology as far
as most characters and most of the game goes, but
don't let that stop you if you're not satisfied with
the default rules. Whatever you choose to do,
please keep in mind that Hunter is about humans
who know that monsters exist, and they have
limited resources with which to do something about
it. They don't know why they've been given this
power, or how. So far, they have only a limited
sense of who's behind it, and forall they know their
speculations could be wrong.

Edges are meant to be just that: a little something
extra to help the imbued survive in their struggle.
Edges aren't meant to offer up world-beating power or
to be a trump card that can protect hunters from all
harm. They're meant to be used judiciously and care-
fully, not whenever they seem convenient.

Your troupe should use whatever rules it's comfort-
able with, but ought to be careful not to dilute the
game's themes. If monsters aren't dangerous or terrify-
ing any more, Hunter loses its spirit.

A Question of Frivy

Someone with a flair for aphorism supposedly once said
that death waits for noman. It's half orue. A five door slows
death doun enough to let you ponder just how unpleasant
your immediate future is going to be when you're on one
side of the door and dead things ave on the other, losing their
shit to get in.

Howard. Motherfucking Howard. | always knew you
were a screw-up, but did you have to prove it by spilling
your guts all over the floor of a gas-station shitter?

Panicking, twisting desperately to find some way
out, I tried to step over Howie's gut-bath and willed
myself not to puke. Lot of good that did. My burrito
landed in Howie's spreading pool of blood, shit and
intestines, which only forced up more bile. The fat old
priest who was holding what was left of Howie flinched,
but strangely seemed to have it under control. How the
fuck did he get here, anyway?

How the fuck did I get here?
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Clarity came in insane, time-stop flashes of the
past few hours. Howie and I were driving back to
Michigan as fast as we could. We'd left Detroit to go to
Milwaukee. We'd heard there was a bloodsucker near
a college campus there. Dead coeds equal serial killer,
right? At least the local cops thought so. But then, they
couldn’t catch fucking Jeffrey Dahmer right away, and
he had a freezer full of people!

I could almost see it all again, in the hysteria of
desperate seconds: The car running out of gas outside
Gary. The fat guy with the priest's collar, sweaty face
and armpit stains, stopping to give us a ride to the next
gas station. The sign over the door telling us we were
at “Hook's."

It was just a little after dark when we drove up. Two
women and a big blond guy were there, the look of
frightened suburbia on their faces. They stood in the
garage while some old guy with a hook-hand pounded on
the bent rim of their front wheel. I guessed that he was
Hook. The old guy hummed to himself while the losers
waited, looking nervous to be so far out of their element.
We started filling our gas can at the side of the garage.
The priest paid Hook before we could stop him. Nice
guy, but a little much with the charity.

The funny thing is we thought the hardest part of the
trip would be at the campus, tracking down some kind of
bloodsucker. We didn't find a damn thing. Turns out
trouble found us, eventually. We had no idea where we'd
stopped or what was nearby.

[ don't know where they came from. [tdoesn'treally
matter, | guess. We just heard screams coming from
inside the garage. The women ran out, completely losing
their shit. That's when we saw the first dead thing. It
lunged after one of the women and caught her by the
hair. The sounds coming from inside the garage told me
there were more of the things, and that priest and the
others were probably dead.

Who knew how many of them there were inside? 1
wasn't going to find out. What [ did know was that outside
were just Howie and me.

[ went to grab him by the arm and drag him inside the
grimy little store attached to the garage . Fucking Howie tove
himself free and went to help the caught woman. She was
dead already. He just couldn't see it — or wouldn't.

That's when I was caught completely by surprise
— again. The priest came around the corner, fast,
from inside the garage. He was wild-eyed and white as
a sheet, a dead thing on his tail. The fat ass crashed
right into Howie. I saw Howie try to catch himself, but
the dead thing turned on him, slashing. That's when
Howie did that stunt again. He threw the corpse off him
— hard — like he was really strong all of a sudden, 1'd
only seen it once before.

[ stopped the priest, who seemed to actually be getting
his shit together, and gave Howie a hand up. Once [ had
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them both, | hauled them into the store, slammed the door
and threw the old lock. Tt was only then that | realized
Howie's shirt was covered in his oun blood. He looked me
in the eye, terrified, and fell to his knees.

I didn’t even notice that the dead things outside
had come to the store window. I only broke my stare
at Howie when they started smashing out the glass.
Give it to Father Fatass — he snapped me out of it.
He'd found a bat somewhere behind the counter and
offered it to me.

We both saw the heavy five door with the “Restroom”
sign at the same time. | grabbed the bat from him and velled
for help with Howie. Together, we dragged him into the
bathroom. We barely got Howie inside and left him on the
stained floor, a blood streak trailing behind ws. I think he
was already dead. The priest fell backward onto the toilet,
leaving me standing near the door. I locked it, too, for what
good it would do us.

[ didn't even realize how tight T was gripping the bat
until it started shaking im my hands. Or maybe it was me.
[ felt like I could snap it in two if [ wanted.

| shot a look to the priest. He shouldn’t have been
taking it all so well. No one I'd seen ever had, at least not
till | met Howie.

The priest was muttering something, holding Howie's
hand and praying, smoothing back his hair. He spoke softly
and gently: “Father im Heaven, look upon your son and
have mercy...."” He seemed to think the dead man on the
floor was listening or something.

Then the things were at the door, pounding and
screeching, bending the metal. That's when 1 lost it and
desecrated the priest's pravyer with my barf.

The panic and anger inme clashed. They were so intense
that I had flashes of impulses. For asecond, [ wanted to swing
at the fat ass, shut him up, scream at him for bringing us here.
But I couldn’t. My throat was acid-raw. “What does God
have to do with it?”" 1 wanted to shout.

[ had to get out of there, but how? I was like a bug in
a jar. Howie was gone, fucking rots were trying to get in,
and the fat bastard just kept yambling, “Our Father who art
in Heaven...."”

[ looked up and found my own kind of salvation: a
ventilation shaft in the wall, above the toilet. If I stood on
the john, I could pull the grate off and climb through. |
pushed the fat ass aside, jumped up and grabbed the grille.
It came away easy and fell to the floor.

The priest recovered from his shock and confusion over
what I was doing. [ looked at him victoviously and saw the
sick moment in his eyes as he realized he could never fit
through the opening.

I don’t know why [ hesitated. Maybe it was the shock
of watching a death sentence pass through another person's
consciousness. | just froze as we stared at each other.

Louder sounds of the door bending and groaning broke
our trance. [t wouldn't hold. In counterpoint to the scream-
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ing metal, the priest turned silently to face me again. I was
stunned to see an odd sort of peace on his face.

“Go." It was barely a whisper.

“But...”

“Go!”

Suddenly, there was no more question. I tried to pull
myself up to the small opening. | slipped, cutting my hand
deeply, As I hung there momentarily, I turned my head sort
of expecting help. He didn't see. His head was bowed. |
guess he was praying.

Pulling myself up again, 1 made it this time. But
before 1 crawled too far to see, I bent my neck to look
back. The priest had squared up to the door, pressing
his full weight against it, He was so out of shape, |
heard him groan. But impossibly, he held it closed just
long enough for me to wriggle through to another loose
vent, and then outside.

I'll never forget the last of it. I finally heard the door
crash open. There was a shout, “Out of the depths, oh
Lovd, T cry to thee.” And then screams.

Trug Faren and Huwrer

How many truly faithful people do you know?
Lots of people say they believe in some form of
supreme truth, in a metaphysical paradigm, but how
committed to it are they! When polled, roughly 90

! percent of Americans say they believe in some form
of god, but how much and how deeply do they invest
in that belief? To what extent! What are they
willing ro do to live by and defend those values! Can
they work miracles! Can they turn warer into wine?
Loaves into fishes! Can they part the Red Sea! Can
they heal the terminally ill by touching them or
praying with them?! Can they speak in foreign or
spirit languages that they don’t consciously know?
Or maybe control the weather?

Wirthout being too analytical, we know that
many people belong to churches, synagogues or
mosques and follow a variety of doctrines. The
followers of any metaphysical system of thought
often believe deeply in its tenets and teachings.
Maybe you even have friends who believe that their
particular doctrine is the primary principle. Their
beliefs influence their lives so intensely that debate
about it is upsetting or even insulting to them. In a
diverse and egalitarian world, we expect that people
respect one another's primary principles. Unfortu-
nately, we don't live in a particularly tolerant or
egalitarian world. Ultimately, it comes down to a
choice. One person’s Truth — capirtal *T" — is
another person's Bullshit — capital “B." And when
it comes to faith as a way of life, philosophical
compromise is considered a renunciation of self.

Extraordinary faith or True Faith, for Hunter
purposes, can be defined as the kind of deep, per-
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sonal connection to one's religious beliefs that
inspires an ability to affect the world around you.
In game terms, a character possessing True Faith
might be able to perform miracles, use spiritual
determination to protect himself and others, or
heal wounds and endow others with the ability to
perform wondrous feats. When confronting super-
natural forces that are the very antithesis of his
core beliefs, a truly faithful person might inflict
psychological or physical harm upon those crea-
tures with his very presence or touch. Some of the
other Storyteller games set in the World of Dark-
ness make such validation of belief an actual game
mechanic that quantifies religious belief. They make
it a veritable superpower.

But can ordinary people really do these things!?

It's very unlikely that they can. Without stepping
on anyone's metaphysical toes, or gainsaying anyone’s
primary principles, we can probably all agree that we
havm’t encountered that kind of faith in anyone
we've met. Because we're ordinary people, and hunters
are ﬂrd!ﬂﬂry pC(\P]L, l[ Stcln.dH LO reason 1h?|[ {’f‘\-\u o no
hunters possess any kind of “True Faith” Trait.

“Okay,” you might think, * then how come I see
stories about people exhibiting stigmata, healing pow-
ers or faith-based psychic abilities?” Yeah, the news
carries those stories, and they may or may not be true
in each case, but how many of those people live next
door to us? How many of them do we work with daily?
How many of these miracles have we witnessed per-
sonally? How many examples of ordinary people in
recent years can you name who have extraordinary
faith? If we saw True Faith at work, would we believe
it when we saw it or would we write it off as coinci-
dence, hysteria or sleight of hand? If your next-door
neighbor attempted to fix her pickup truck with no
help from anything but her belief in God, would you
pray with her or jeer at her? Then, if she succeeded,
would you believe what you had seen came from a
Supreme Being or would you fear her?

Sure, we can name a few people in history with
deep abiding faith. How did we respond to those people
when they manifested such faith? Were they treated
with reverence, doubrt or fear? Take Joan of Arc, for
example. History tells us that Joan was a young peasant
girl who, allegedly at the behest of angelic voices, led
the armies of France to protect the sovereignty of the
French Dauphin and won a decisive victory over the
English at Orleans. In the end, the English had the
final word on the “truth” of her claims and burned her
as a heretic.

Do you think anyone you know would have the
will and faith to live a life like Mother Teresa's! There
aren't many arguments against the fact that Mother
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Teresa was an extraordinary example of a person with
LiLtP. abldmg faith. But can you ldennf\ any miracles
attributed to her? Moreover, Mother Teresa died
owning nothing but a rosary, a pair of glasses and
some sandals, things that she wore and used every
day. She lived caring for the sick and destitute of
Calcutta because herreligious determination told her
that's what God wanted her to do. Have you ever seen
a picture of Mother Teresa in which she wasn't
smiling? Most people would at least feel a little
resentful that they didn't have even the most basic
comforts of life. Look around your neighborhood and
ask yourself whether you really believe that anyone
you know, even the most devout, would have the
strength, courage and selflessness to live that way.
Better yet, ask yourself that question.

Well, now that we're all discouraged, now that
we all feel truly rotten about what wretchedly poor
examples of humaniry we are, understand that we
are human beings. People are weak, selfish, doubt-
ing creatures capable of incredible atrocity and
incredible hatred. We're are also capable of incred-
ible love and sacrifice. The argument comes full
circle, then, because hunters are human beings and
they all have that same potential. Hunters fear,
they doubt, they scrabble to stay alive, to keep
their families safe. They yell at God and sometimes
they even pray to Him. So, while it’s not necessar-
ily believable to enact the part of a hunter with the
ability to call down celestial lightning against
monsters, it’s perfectly believable to play a charac-
ter with some sort of faith — small “f."

So, how do you translate all that philosoph\;
into playing a hunter with realistic faith and not
True Faith? Simple: You give her some. If you want
to roleplay a hunter with strong spirituality, the
kind of spirituality that gives her quiet strength and
conviction, but not super powers, pick a doctrine
that seems right for her. Learn as much as you can
about it. Use faith not as a tool for the hunt, bur as
a motivation to hunt. Use it as a source of comfort
and even a source of conflict.

Suppose you play a rabbi who's single. You're
dating a woman whom you really care about. Then the
Messengers imbue you with the knowledge that crea-
tures of darkness hide among humanity. The Messengers
have empowered you bur have given you only a few
tools with which to confront the truth. Soon, you're
swept up in a new, terrifying life. You're hurt and
almost killed, more than once. Perhaps a few defense-
less people die because you couldn’t save them. You
believe you've failed. All these experiences give you
some thoroughly compelling reasons to question wur
continued existence, and your understanding o
humanity's relationship to God.




The woman in your life notices the changes in
you, recognizes the distance between you and
realizes that she loves you. She wants to be con-
nected ro you, to share your life rather than lose
you. You want to believe that somewhere in that
silence you pray to daily, God waits with an
explanation of why He tests you. Are these *Mes-
sengers” really God!? You first believed God had
changed you. But you've seen too many people die
to be sure. Does your love for your girlfriend come
from God! How can you possibly marry her when
faced with all this uncertainty?

No concrete answer comes to you. That would be
too simple (not rto mention unrealistic). But finally,
through prayer and reflection, through exercising
your connection to your core beliefs, you're struck
with the epiphany that everything in life is a leap of
faith. God doesn't guarantee certainty or safety, pros-
perity or penury. Through these realizations, you find
the strength to go on against the monsters, to admit
to the woman and to yourself that you love her, to
connect with her more profoundly than you would
have withour all the fear, doubt and trial — because
you put your faith in the hope that everything will
work out for the best.

This character’sstory reflects the kind of faith that
real people can have, even inan unreal, horrific setting
such as the World of Darkness. If you want to play such
aperson with realistic faith, all you have to do is invest
the thoughr and consideration into your character.
And if you really want your character to draw strength
and direction — but not the capacity to perform
miracles — from his faith, you could capture that
inspiration and determination in a Merit.

Merits are extra Traits that can be assigned to
hunters. They're common to all of the Storyteller
games, and rules for Hunter's are provided on p. 101.
The following is one more to add to the list of other
mundane, realistic qualities that the imbued can have
as ordinary people.

Reurous Devorion (- vo 3-pr Meair)

Your character has strong belief in a particular
religious doctrine, the intensity of which is reflected in
the Merir rating you choose. This belief gives your
hunter strength, comfort and calm in trying times. His
devotion grants 1 to 3 additional Willpower points
when he's tested, when he must perform a challenging
act, or when he needs confidence to succeed at an
action. Your character probably prays or asks for guid-
ance in these moments. You then have a separate pool
of Willpower points that you may draw upon for the
remainder of the scene.

These points must be spent in efforts that support
or affirm your character’s devotion, such as saving
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another person's life, lifting a heavy object or con-
trolling his own fear. They cannot be squandered on
selfish acts or petty efforts. In essence, if a point is
used to perform an act that runs counter to the
reachings or values of your character's faith, perhaps
to save himself or to lash out in unjustified anger, he
has probably applied his devotion in vain. You and
the Storyteller must agree about what is an appropri-
ate circumstance in which you may spend one of your
bonus Willpower points.

When points are squandered or used inappro-
priately, your character may have strayed from his
faith. For major transgressions, he might lose his
sense of self and connection to his beliefs, tempo-
rarily or even permanently. Your character loses
this Merit and even additional points of his Will-
power rating. Subtle transgressions such as cursing
your Creator (if your belief system includes one)
for the injustices of the world and losing faith as a
result, deny your character access to a point or
more of his Religious Devotion until he pays emo-
tional penance or reconciles his beliefs.

In general, Religious Devotion can be called upon
once per chapter (game session). [t may be summoned
more frequently under particularly demanding or ap-
propriate circumstances — say to save someone's life
or to put your character directly in harm’s way — burt
the Storyteller must agree.

Using Trug Farn

It's not for us to insist that you cannot use True
Faith in Hunter. It's your game and you can do with it
what you want. If the Religious Devotion Merit just
doesn't cut it for you, and the Storyteller agrees that
your character can have True Faith, you can find the
rules for it in other Storyteller supplements such as
The Hunters Hunted and The Inquisition. Those
books cover it pretty well, so there's no reason to repeat
the Trait here.

Burt before you write “True Faith” on your char-
acter sheet, ask yourself whether you're taking it for
the extra powers and die rolls that it gives you, or
because that Trait is the only game mechanism that
can capture the staggering faith your character has
in a higher power. If she absolutely has to be able to
perform miracles based on belief alone, then go for
it. If you're not so certain anymore, consider defin-
ing your character’s edges as the miracles she can
perform. Maybe she believes the Creator has chosen
her to contend with monsters because of her undy-
ing devotion and has bequeathed miraculous powers
upon her as a reward.

All thar said, we can still help you introduce
True Faith into your game if you really want it. True
Faith is the kind of devotion that's trivialized in

- e,

—ma o




monster movies and that's lived by saints. Your
character's role as a hunter with True Faith is going
to be more reactive than proactive. He's basically a
conduit of heavenly forces, just as edges make your
hunter a conduit of the Messengers’ gifts and mis-
sion. But you shouldn’t think of True Faith as just
another set of edges. [t's much more powerful and
meaningful than that. While some hunters believe
thar their edges come from the Heralds, they don't
usually worship the Heralds. True Faith comes from
God, however your character names his deity. A
characrer with all-encompassing belief in the power
of God is not able to act the same way that other
hunters do. Every decision he makes and every

action he takes has to uphold and assert his belief

system and all its appurtenant moral baggage.
Crees and Yrug Faive

You can make an argument thar a hunter of any
creed could have True Faith. To acertain extent, that's
rrue. You must be careful to make sure that certain
typical behaviors of a creed aren’t antithetical to your
character’s chosen religious following, however.

Suppose that you play a saintly Christian who
believes in the good of humanity, and who is capable
of incredible feats by virtue of her devotion. Now
suppose that she's imbued by the Messengers, per-
haps because her compassion and resolution make
her a candidate to contend with monsters. You
decide she's a Defender, who protects the best in
humanity thanks ro her religious calling, and who
now simply protects humanity against the demons
that walk the Earth. That combination of creed and
True Faith works. In fact, creed and True Faith
amplify and coincide with each other.

Now, what if your saintly Defender decided thar
her imbued calling was to protect Christianity itself?
On the surface, that mission seems to reconcile creed
and True Faith. But what if being a guardian of the
religion means destroying all the monsters that would
attack it, its followers and its facilities, and it means
tearing down any who would disparage the religion?
Where is the line drawn between True Faithand all the
compassion and forgiveness that comes with it,and the
compulsionsof carrying out a harrowing agenda against
an enemy! Although Defender and True Faith seem to
mesh together well, they can also clash.

What about Martyrdom? Christ died on the cross
to absolve our sins and save our souls. What greater
blending of creed and True Faith could you imagine?
And yet, Martyrdom’s basic concept accepts that a
hunter will be killed in the course of the hunt. Deep
down, your character senses that he will give his life
for the cause one day. Is that tantamount to suicide!?
Is suicide considered in keeping with your character’s
belief system? How can you play a devourt character

who is prepared to defy the tenets of his religion at
any time!

How about Redemption! Monsters are horrific to
many hunters, but notalways to Redeemers. They see
something salvageable, something in need of saving
in monsters, no matter how small or how deeply
buried. The concept of redemption is prevalent in
most religions. Christ forgave the thieves hanging
crucified next to Him. A Redeemer with True Faith
probably has to be just as forgiving. He has to be able
to pardon almost any transgression, perhaps even the
vilest. Is it humanly possible to forgive a creature that
kills and feeds on children and the helpless? Can any
person, no matter how devout, forgive such crimes’
In a way, the combination of Redemption and True
Faith may demand too much of any hunter. Sooner or
later, a Redeemer would understand that his faith
demands that a creature’s sins be pardoned, but find
himself unable to be the pardoner.

Once you investigate the lengths and degrees ro
which the creeds can be taken, almost all can seem
irreconcilable with True Faith in some way. If you
want your character to have the Trait, you have to
consider how he interprets his calling in the hunt,
and you must decide limits beyond which he refuses
to go in pursuing the hunt. Creed tenets may coin-
cide with True Faith's dicrates for the most part, but
sooner or later they clash, and you must decide
which is more important to your character — his
faith or his agenda. If he defies his religious devo-
tion, he undermines the very foundation of his life
and understanding of the world. If he defies his
creed, he compromises what he believes must be
done to save humanity from monstrous oppression.
There are no obvious courses in these situations,
only choices based on your character's identity and
the necessity of living with those decisions.

T 'nz Buaden of T gug Fairn

How would you feel if you were suddenly made the
conduit of heavenly power, justice or retribution?
Would you go out for a burger afterward, as if nothing
had happened, or would you hide in your bathroom,
shaking and crying at the manifestation of your deity’s
existence and expectation? You have become an im-
mediate and necessary vessel! If you answer “the burger,”
True Faith might not be for you.

A character with True Faith is a medium of her
god’s power and is possibly even that deity's prophet.
Such a character wouldn’t be able to shake the impact
and burden of the celestial connection as if it were an
annoyance. She'd beg to know, “Why me? She'd
demand answers from above. She'd suffer hallucina-
tions and ailments and might even go into utter
denial. She might revel in the fact that she has been
chosen, but it would still be an all-encompassing,




overwhelming emotional experience. And it would
take her a lifetime to come to grips with the respon-
sibility, assuming she ever could.

lrnnica]]y, the same emotional impact and sense of
burden strikes many people when they're imbued. The
imbued are chosen as the vessels of some unknown
power (maybe God) and seemingly charged with a
mission to contend with the truth. The imbuing is also
a ]ife—c]mnging experience. It, too, can inaugurate
feelings of unworthiness and doubt. So, there is actu-
ally a parallel between being the subject of True Faith
and being imbued.

Andyet, there is a difference in the scope of being
imbued and having True Faith. Hunters are invested
with mysterious capabilities that they can usually
activate at will — even if they don’t understand how
or why they can do so. Although each hunter is
assigned a creed, that classification is more of a
convenient handle to define his personality and
motives than it is a social classification. A hunter’s
personality and creed indicate how he generally re-
sponds to monsters, and he can act on those impulses.
He can make a mark on the supernatural by calling
upon a power. Hunters are therefore capable of being
proactive in their calling.

True Faith is less proactive and more reactive. The
(literally) faithful person puts all his confidence in
something larger than himself — and in his perceived
relationship with that deity. The devout character has
no power unto himself that does not come from that
deity, and the ability ro perform miracles is less an act
of will than a supplication to make an event happen.
True Faith therefore comes with acceprance of a cer-
tain amount of helplessness. Whereas the imbued can
make a difference when and how they want to, people
with True Faith must essentially ask permission to
make a difference.

Crearing a hunter with True Faith therefore
demands an amalgamation of two mindsets and
outlooks: thar of the hunter, who acts now and
apologizes later, and the faithful person, who asks
permission before doing anything. These two phi-
losophies inevitably clash in your character when
he sees the opportunity to act and achieve greater
good, but feels duty bound to behave with the
proper respect for his deity and not be presumptu-
ous. It's a difficult juggling act, and one that puts
more pressure on a person than does either being
imbued or having True Faith alone.

Pay attention to this weighing of identities when
creating your faithful hunter and maintain a perspec-
tive on it throughout your chronicle. Hunter and
religious compulsions are usually balanced only when
the demands of each are met with the same actions.
More often, your character has to decide which side
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of his identity he must favor in any circumstance,
depending on which seems to fulfill the greater good
or achieves the highest goals your character upholds.
And if the demands of True Faith or being imbued
begin to outweigh the others, you might ask yourself
who and what your character becomes.

Y he Sroryve(Ler AND YUz FarvH

There are established rules for True Faith. The
Trait works in certain ways so thar it can be used in
a game. Your Storyteller isn't forced into presenting
your character's True Faith in one specific way or in
a particular fashion, however. Acts of True Faith
don't have to involve a parting of clouds and light
beaming down from Heaven. He can make them
seem almost like coincidental events that help your
charactersignificantly, and thatsignificance is what
makes your hunter wonder whether God really does
take an active hand in his life. Certainly, given the
mundane, low-key themes of Hunter, the latter
portrayal of True Faith integrates the Trait more
seamlessly into the game.

Suppose your character has lost a monster’s trail.
He's furious and desperate, because someone’s life
hangs in the balance. Your hunter searches for other
leads and sources, but comes up dry. He's running out
of time and knows that if he can't do something, the
consequences will be staggering.

In need of clarity, rather than out of mere necessity,
your character turns to prayer. He focuses his thoughts
and calls upon that reserve of comfort and strength that
prayer gives him. He reaches out to that place where his
faith rells him God resides. Nothing happens. Your
character finds no inspiration and feels no better. In-
stead, he feels utterly alone and ineffecrual.

The appointed hour comes and goes, and your
hunter still hasn’t come any closer to resolving his
dilemma. He knows something has gone incredibly
wrong. His prayer turns from a pleading “how” to an
almost angry and bewildered litany of “why.”

As your character, feeling defeated, returns home,
he passes a newspaper stand. A headline strikes him as
odd and attracts his attention. Suddenly, he knows
where to go next to resume his pursuit of the creature.
He missed his opportunity to stop it once, but now he
knows how to proceed and maybe how to make amends
for his previous shortcoming. Spotting the headline
and being inspired by it is a one-in-a-thousand occur-
rence, but it happens — and your character thinks he
knows why. God works in mysterious ways. It is not for
us to try to understand Him. It's for us to do His work.

Remember that playing a hunter with True faith is
an ongoing compromise between you and your Story-
teller. Having a personal connection to a Supreme
Being doesn't provide your character with all the
answers — any more than being imbued does.
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That which hath been is now; and that which is to be
hath already been; and God requireth that which is past.

— Ecclesiastes 3:15

Although you can play any kind of person you
want in Hunter, whether a soldier, spy, demolitions
expert, auto mechanic or mail carrier, the game
endorses the last kinds of characters — regular, ev-
eryday folks. Those kinds of people are suggested as
characters because they offer a truly rewarding, hor-
rific roleplaying event. They have very little to no
experience of the world beyond the one in which
they live, and so they are hardly prepared for the
extraordinary existence into which they are thrust
after the imbuing. In contrast, characters who have
lived dynamic, adventurous — and certainly not
mundane — lives before are better prepared for amaz-
ing and dynamic events after, even if exposure to the
supernatural is still a little out of their league.

One of the most important parts of creating a
human character — especially a work-a-day one — is
creating his or her origins and life. Your innovations
here establish who your character was and still is at the
prelude, and they help indicate who she might become
after being changed. Her values, beliefs and philoso-
phies about life before become her guides for life after,
because in the wake of the imbuing, hunters have
almost no other means by which to understand and
interpret what they witness, experience and endure.

This chapter presents the classic Storyteller sys-
tem Merits and Flaws, “Hunter style." [t also addresses
Backgrounds and how they can change over the course
of your chronicle. All these types of Traits focus on
who your character used 1o be, and how those Traits
affect that person after she knows the truth.

Merivs & Fiaws

Jeff surveyed the assembled posers and wannabes crowd-
ing the riverside gallery, and smiled to himself. He'd judged
it just right. His outfit allowed him to blend perfectly with the
losers attending the opening. If they only knew he'd bought
itcheap from a thrift shop, not from some big-name designer.

He focused his mind on the job in hand. He made sure
his mobile phone was still on, then scoured the crowd for the
target. As usual, he was the bait. There she was, lurking in
the corner, watching the crowd and subtly not drinking
from her wineglass. He stared at her that way. A look of
bloodlust flashed across her face butwasn't really there. She
had to be the one the others had described.

They'd been tracking her for weeks. Now they had her
cornered. Sure, there were alot of people around, but it was
dark and the gallery was isolated. It would take the police
time to get here.




Jeff caught her eye, smiled and then turned away.
Gotcha, he thought. Sure enough, she studied him with
interest and walked over. Jeff felt the first pricklings of fear
and a bead of sweat trickled down his back. Banishing the
nervousness from his face, he turned to the monster and
gave her his most appealing grin. 1 am such a two-faced
bastard, he thought.
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Jason paced impatiently, one ear to his mobile phone.
“We should never have let Talbot sneak in the back way.
leff’s already in trouble. Talbot's just making it worse.”

Serena, who sat on the grass of the nearby park,
grunted noncommittally as she concentrated on her laptop.

“Witmess | already has Talbot's new stuff up on Unity,"
she mumbled, almost to herself.

Apparently she's using the Internet, Jason thought,
but Lord only knows how she's doing it. There wasn't
even a wire between her computer and mobile phone. |
don't understand the bloody thing and never will, he
cursed to himself.

“Okay,” she said suddenly. “I've finished uploading
the details on this bitch to hunter-net. If we don't make it,
Sixofswords29 promises to get some people together.”

Jason snorted. “That pompous ass? He's been a waste
of space since his bloody psycho killed Jacob.”

Silence fell between the two but was quickly broken by
Serena. “Anything from Jeff yet?" she asked, determined
not to let Jason dredge up bad memories.

“No... hang on... yes. He's talking to her.”

Jason stopped pacing and listened to his phone for a
moment. Serena quickly put her laptop into a bag and
checked her pistol.

“She’s inviting him into a back room. We need to move
quickly if anything goes wrong.”

“Any ideas on how we get in?" she asked.

Jason scanned the immediate area, searching for in-
spiration. His eyes settled on the parking lot, and a grin
spread across his face. “I have an idea.”

e *

“This is the piece | thought might interest you," the
bloodsucker said, smiling as she gestured toward a tarpau-
lin-covered object in the middle of the room.

Jeff looked at the covering and tried to discern what was
hidden beneathit. The object came to about chest height and
was a few feet across. “What is it?” he asked with genuine
curiosity in his voice. What the hell sort of art did a
monster make, anyway!

The bloodsucker gestured to the black-clad thug who
served as her bodyguard, and he pulled away the tarpaulin.
It took Jeff every ounce of his composure to keep from
reacting. Underneath was a bloodied and beaten Talbot,
tied to a chair. He looked unconscious. .. or dead.

“I call it ‘Intruder Alert,"” the dead woman said. Jeff
turned to face her, his gaze steely and his anger controlled
only by his fear.

“Really?” he asked. “A bit tasteless, don't you think?"

The bloodsucker laughed. “I suspect I will find him
quite tasty,” she said. “Now, stay where you are.”

Jeff could feel the words pressing at his mind with the
same insistence as hunger or lust. He silently thanked
whoever or whatever had changed him for the protection
they gave. He held his position,, though, waiting for the right
moment to take her by surprise. The damn guard was going
to be a problem.

As the bloodsucker bent toward Talbot's neck, Jeff
heard a noise come from outside the gallery. An engine,
moving closer. Jason. Truck driver. Shit.

Jeff dove for cover as the mason blocks of the gallery
wall burst inward. A white van crashed through, with a
grim Jason and a terrified Serena visible through the
windshield. As the van came to a halt, the guard pulled
a gun and took aim. Jeff threw himself at the guy, the
pain of contact fading behind the strength that suddenly
coursed through him.

The bloodsucker, fangs bared, backed away from
Talbot and hissed at the others in the van. Talbot, now
conscious or having been all along, struggled to his feet, still
tied to the chair, and clumsily tried to position himself
behind the deader. What the hell is he doing? Jeff
wondered. Then the guard punched him, and Jeff sank to
the floor, his face exploding in pain.

Jason leaped from the van and charged the guard.
Serena crouched behind the van's passenger door and
fired at the vampire, sending her reeling. With a grunt of
effort, Talbot, twisting his body around violently, swung
the chair he was tied to at the bloodsucker, catching her
across the midriff. A scream tore through the room as she
fell to the floor.

Grim determiation on his face, Talbot swung around
again and sat down heavily, the chair legs driving into the
fallen vampire. The chair collapsed under Talbot, unable to
endure the energy that coursed through it. He fell onto the
rot, who was reduced to a pile of ash.

“I don't bloody believe it! | killed a vampire with a
chair,” he said.

Jason landed a telling blow on the guard, who crumpled
to the floor. Serena pointed her gun, hesitated, and then
lowered it. The man wasn't even a bruise. He was just a
dupe. He didn't deserve to die for that.

“Jason, get the car,” Serena shouted, painfully aware
of the sounds of panic from the gallery. It wouldn’t be long
until someone got the courage to investigate.

Jason nodded and dashed out through the gap in the
wall. Talbot struggled free of the ropes and got to his feet.
“Bloody hell. I killed a vampire with a chair!”

“Very impressive,” Serena said. “Now help me with Jeff."

Talbot snapped out of his reverie and dashed over
to help Serena pull Jeff to his feet, “What's happen-
ing?” Jeff mumbled.

“We're getting out of here,” Serena said.




The three stumbled through the hole in the wall just
as Jason pulled up, scattering the panicked guests out-
side. As the trio climbed in, Jason shouted, “Free the
Leicester Four!” Then, he slammed the car into motion.
That should confuse the press and police for a little
while, he thought.

* * s

Back at the apartment, Jason mumbled a passage from
the Bible while clutching Talbot's head, and he was gratified
to see the wound close up. Talbot pulled himself upright and
looked at his friend. “Thanks, but I really dom't know why
you bother."

Jason snorted. “What [ want to know ts why you keep
risking yourself. You're getuing as bad as Jeff."

Talbot glanced at his friend. He shifted uncomfort-
ably, scratching at his head where the wound had been.
Then he turned to the others who worked busily about the
apartment. They always looked to him for leadership. He
couldn't keep his secret from them any longer.

“I have less to lose than the vest of you,” he said.

“Oh, come on,” Jason said. "I mean, you don’t have
a family, but you're important to us. You're the only one
who seems to understand what's going on.”

Talbot sighed heavily. This was going to be hard.
“That's not it. I'm dying. [ was diagnosed as terminally ill
three years ago. I could be gone in a matter of months. Or
it could be years. See what 1 mean?”

Jason stared at him.

Quativies of LiFs

Sometimes, the dots on a character sheet just
don't cut it. You have a vision in mind of the
character you want to play, but the Hunter rulebook’s
broad categories of Attributes and Abilities just
don't caprure all of the strengths and weaknesses
that you want to portray.

That's where Merits and Flaws come in. These
additional Traits combine with ones in the rulebook
to let you add finishing touches to your character
that make him complete and unique. By using them,
you can help pin down the advantages and disad-
vantages that make your characrer a whole person
— at least in game terms.

Merits are particular facets of your character or
his lifestyle that were an advantage to him before
the imbuing and that might aid him in the days and
months to come as he struggles to free the world
from the grip of monsters. Flaws are your character’s
failings or problems that hindered him in his previ-
ous life and that still challenge him now thar he
knows the truth.

If you're familiar with other games in the Story-
teller system, you're probably familiar with Merits
and Flaws. The ones for Hunter are a little different
from the others, though. These qualities largely focus

on the mundane aspects of your character’s life, the
little things that help or hinder many of us in the real
world. Your character might be a naturally talented
liar and can use that gift to his advantage. Mean-
while, he might also have an ex-wife and be required
to make alimony payments that diminish his income.
These components help establish your character as a
genuine, everyday person. What follows are some
rules to help quantify him as such.

Many Merits and Flaws define aspects of your
character that need to be explained in his origins or
past. You and the Storyteller should work out the
details, and the Storyteller can use those conditions or
situations as inspiration for stories about your charac-
ter and his life.

So, Merits and Flaws aren’t presented here as a
means to making your character a hunter badass. They
help you to add individuality and detail to your char-
acter, making him a well-rounded, believable person.

Use of Merits and Flaws is purely optional.
Your Storyreller may declare them off-limits in
your chronicle.

By vz Nuwecrs

Here's how Merits and Flaws work., You can
usually choose them only during character creation.
Merits have a cost, allowing you to buy them with
freebie points. Taking Flaws gives you their rating as
bonus freebie points, in addition to the ones you
already receive during character creation. You can
buy as many Merits for your character as you wish,
providing you have enough freebie points to do so,
but you may take no more than seven points worth of
Flaws. That gives you a maximum freebie pool of 28
freebie points to spend, if you take the maximum
number of Flaws. Extra freebie points gained from
Flaws can be spent to acquire anything that can be
purchased with freebies, such as Attributes, Abilities,
Backgrounds — or Merits.

The Storyteller has to agree if you want to assign
Merits and Flaws ro vour character after your
chronicle is already under way. Normally, you need
to have some freebie points still left over from
character creation do go this route. The Storyteller
might decree that the only freebie points you can
spend on Merits must originate from any Flaws you
take, up to the seven limit. Thus, if you choose four
points of Flaws for your established character, you
could choose up to four points of Merits. Freebie
points gained from Flaws after play has begun can be
spent on only Merits — not on Abilities or At-
tributes or Backgrounds — and these Traits can be
acquired only one time after the chronicle hasstarted.
You can’t go back to the Merit-and-Flaw well re-
peatedly during your chronicle.
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Traits chosen during play should reflect who
your character has proved to be thus far, perhaps
with a few qualiries such as a terminal illness to be
revealed or exposed in future stories. They could
also be chosen based on what your character has
experienced on the hunt. Essentially, if you use
Merits and Flaws after play has begun, don’t sud-
denly change your hunter into someone or something
he wasn't before. A hunter who is perfectly healthy
one day wouldn't suddenly become hard of hearing
the next, unless something unusual and tragic oc-
curs in his life or in your stories.

Invangrets Benerivs

Some but not all of these Merits and Flaws involve
tangible systems benefits or disadvantages, such as
increasing or decreasing the difficulty numbers of par-
ticular rolls. These mechanics help make your
character’s genuinely human identity an actual part of
the game.

Other Traits involve no systems, which is not to
say the latter kind are of no use. Quite the contrary.
These “soft” Traits establish roleplaying guides for
you or the Storyteller to take into account during a
story. If they're integrated thoroughly into your
game they can really enhance the story, allowing for
a deeper level of realism as your character and the
world interact.

Sometimes, a Flaw can make a story truly compel-
ling. Just look at the number of flawed heroes in
fiction and movies. Characters’ imperfections are
often the things that make them interesting. Simi-
larly, a Merit can help explain aspects of your
characrer's life that you otherwise might have trouble
justifying narratively. For example, the hunt imposes
great demands on a character, her social life, her
friends and her job. An appropriate Merit can explain
in game terms why her friends won't desert her, why
her boss won't fire her or why her boyfriend won't
leave her. Not to say that you couldn’t explain these
things yourself, but Merits and Flaws help make such
character qualities identifiable.

Losme Merivs an Fiaws

As your chronicle continues and your character
pursues the hunt, the inspiration, explanation or
justification for some of his Merits and Flaws might
change. He might undergo corrective surgery for a
physical impairment, for example. The negated Trait
is usually withdrawn, and it's up to you and the
Storyteller to decide how to reassign freebie points.
Sooner or later, the points from an alleviated Flaw
must manifest in other disabilities or disadvantages,
usually dictated by ongoing story events. If your
characrer’s Chronic lllness (4-pt Flaw) is alleviated,
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you have four freebie points to reassign to Flaws.
These new challenges can be related to your old one
— say, your character is now Medicated (as a 1-pt
Flaw) to remain healthy. Or Flaws can be completely
new and unique. Multiple low-level Flaws can re-
place the lost one, or a single equally rated Flaw can
be acquired. The Storyteller must approve the choice
of a new Flaw, or she might decide one for your
character based on story events. She might not even
tell you what your new Flaw is for some time, until it
becomes clear during unfolding events.

The freebie points liberated by a lost Merit should
also be reassigned based on chronicle events. Sooneror
later, your character gains some new kind of advan-
tage. Freebie points made available by a lost Merit must
be spent on other Merits. They can’t be spent to gain
more Attributes, Abilities or Backgrounds in play.

Cavconies

Merits and Flaws are divided into groups.
Sociat

Hunting isn’t just about having a big gun. To
succeed and survive, the imbued have to interact
with society, to ferret out the monsters hiding
among humanity, to deal with the consequences
of the calling and often to maintain some pre-
tense of a normal life. This category catalogs
potential social benefits or problems that your
character may have.

PHysicAL

A hunter’s body is the one tool at his disposal atall
times. This category deals with the advanrages and
disadvantages inherent to the corporal frame.

Mewrat '

A hunter’s mind is just as much part of her armory
as is her body. This category deals with internal cogni-
tive abilities and states that help or hinder the hunt.
Leent

Hunters can't just step out of society and do what
they want, as much as many would like to do so. They
must conform to society’s laws or deal with the world
from behind bars — or while fleeing the authorities.
Most hunters' dealings with the legal system are
challenging, to say the least (see "Law and Order,” p.
187) This category presents you with options that
make these confrontations less difficult... or much
more complicatred.

LcoNomic

Money makes the world go 'round, but single-
minded pursuit of it is also the root of all evil, or so the
clichés go, It's damn hard ro live without money, and
even worse to rr‘r' Lo hun[ “’ithollt ir. Th]‘; C}][Egl\ry
explores the financial advantages or disadvantages
your character may face.




Merivs

Claudia scribbled quickly in her notebook as Matze
talked. Stefan and Andreas hung an his every word, as
usual. While Matze was a “doer” at heart, he could still talk
up a storm.

He quickly outlined a plan to trap and destroy the ot
that had been stalking Claudia for the last few weeks. It was
a good plan, if a little dangerous. Luckily, the streets near
where she lived were lively enough at night that a small
scuffle wouldn't draw much attention. They happened
frequently, whenever young men and drunks decided to
prove themselves. Of course, she had known it was good
plan from its inception , which was why Matze adopted it as
his own once she first suggested it.

“Stefan, are you sure your brother doesn’t mind you
borrowing his car?” Matze asked.

Stefan nodded. “He's fine. He trusts me. 1 haven't
damaged it yet. He never asks where I take it.”

“Good," Matze said. “Claudia, are you sure the thing
is going to be in the bar on Wednesday night?”

She nodded. “I spent a while gossiping with some of its
kind. They said he's been talking about me for some time.”

Matze grunted. "Everybody be here on time to-
morrow night.”

Sociat

Rereoncnee (i-rr Meaiy)

There's something very inviting and nonthreat-
ening about you. People find you very easy to start a
conversation with. Even distrustful creatures tend to
put aside their instincrive wariness of mortals in regard
to you. Reduce the difficulty of any Empathy rolls
involving other people or hunters by two, and by one
when human-seeming monsters are concerned.

Ennty Avorrzn (i-vv Menir)

“Wow! Look at that new palmtop compurer. |
just gotta have one.” You want ro have the larest
gadgets and technology. It's a drain on your cash, and
your apartment is cluttered with some neat rechnol-
ogy that never made it, but you have a solid sense of
how to use the latest padgets. You quickly undersrand
and use most new consumer-level technology. Not
only that, youhave a great collection of stuff that can
be useful on the hunt. Add two dice to any Technol-
ogy roll when trying to figure out how to use an
unfamiliar device.

Fumwy (i-ev Meai)

You can make people laugh. Your riming and
sense of the absurd are second to none. You're
always being invited to parties because you're so
much fun. However, you're also very good ar judging
the appropriateness of your humor. Somerimes, the
right joke can lift the spirits of people when every-
thing seems to be going against them. So, you do
what you can to make life more bearable for your

fellow imbued, even when the situation seems dark-
est. Lower the difficulty of any Social roll intended
to boost morale by two.

Goon Lisvewer (i-rr Mexir)

You're interested in people, you enjoy hearing
what they have to say and you're prepared to hear them
out without interrupting their opinion with your own.
Others cansense thisand open up to you without really
meaning to. The difficulty of all apparently friendly
Social rolls that involve people talking to your charac-
ter is reduced by two.

Good Yasvz (i-ry Mexiv)

You have a knack for choosing the right food
from the menu, telling the right anecdotes and giving
the right presents. You've seen the right films for
discussion in cultured company, and you wouldn't
know who starred in Dumb and Dumber, let alone
have the first clue about the plot. Your taste makes
torging social contacts among the similar folk much
easier, whatever your origins, Lower the difficulry of
any Social roll intended to gain acceptance or to
impress in a like-minded gathering by two.

Gosste (i-»7 Mzzn)

You're an incurable gossip, and other gossips rec-
ognize a kindred spirit in you. You're more than happy
to spend hours shooting the breeze with others, all the
while discussing the minutiae of other people’s lives.
Surprising how much information you can pick up that
way, isn't it? Lower the difficulty of any Interrogation
rolls made in a social situation, without bullying or
intimidation, by two.

Lovesvauck (- Meair)

You've fallen for someone and the feeling is recip-
rocated. The world seems a better place. Colors are
brighter, music is more enchanting and the huntseems
less desperate. Even the slightest success boosts your
confidence. Unlike Hunter Book: Judge's Soulmare
Background, this love may be a transitory thing. If you
don’t maintain the relationship, you may lose this
Meritat the Storyteller'sdiscretion. Even ifit lasts, you
don't feel the same deep connection as with Soulmate.
Regain two Willpower instead of one when you wake
up each morning.

Weom Jumie (i-rr Mearr)

TV, radio, newspapers, magazines, films — you
love them all and can’t get enough. You're a vora-
cious consumer of pop culture and are always up on
the latest movies, music and current affairs. Lower
the difficulty of any Social or Research roll that
involves pop culture by two.

Navurnt Lenoza (-py Menir)

You have been gifted with a certain bearing and
personality that naturally make people defer to your
opinion or orders. You receive two extra dice on
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Leadership rolls. You must have a Charisma of 3 or
greater ro purchase this Merit.

Navurat Pocrricin (i-rv Meniv)

You're right at home among the devious minds
of the political world. Whether it’s the cut and
thrust of office jockeying or the showboating of
yregional politics, you know how to ger what you
» want. You receive two extra dice on Manipulation

politics, such as an office meeting or gun-club gath-
» ering. You must have a Manipulation of 3 or more to
" have this Merit. Politics and Bureaucracy Abilities
have no bearing on application of this Merit because
it represents raw talent, not the knowledge gained
through long experience.

Puseruat (i-rv Mzsiv)

You're a master of the virtually lost art of arriving
on time. If you have a meerting at 10 AM, you're sitting
in the reception area 9:39. If you have an 8 PM dinner
date with your beloved, you'll be in the restaurant at 8
on the dot. Barring deliberate interference in your
plans, you almost always manage things so you turn up
on time. It makes you a great organizer, assuming your
allies come through for you.

Swoorn (i-rv Mznir)

You might come from the wrong side of the tracks.
You probably don’t have a clue which fork to use when
eating out. But none of that matters. You present
yourself with such an easy grace and carefree attitude
that people forgive you most errors. They might not
like you much, but they enjoy your company so thor-
oughly that your rougher edges are quickly forgiven
and forgotten. Lower the difficulty of any Manipula-
tion roll by two.

Way wivs Wosds (i-»v M)

Language is a finely honed rool for you, not a blunt
instrument. You are able to create exactly the effect
you want by choosing your words carefully, in both

written and verbal communication. Gain two dice
on any Expression roll that involves words.
Besv Friznn (2-pv Memiy)

You have rthe good fortune to have a best
buddy. He stands with you through thick and thin.
You've shared jokes, tragedies and all the highs and
lows of life aver the years, all of which has forged
a bond berween you that some married couples
never achieve, Perhaps you were at school or worked
together. Although you are not be able to share the
details of your new life with your friend, you can
rely on him to back you up to the best of his
abilities and not to ask too many difficult ques-
tions. A best friend is closer to you and more
committed to helping you than an Ally (see the
Background of the same name, Hunter, p. 119),
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but demands far more in return. He goes that extra
mile to ger you out of trouble, whereas an Ally
wouldn't. But remember, your best friend counts
on you to do the same for him — if not more.

Encnaning Yorez (2-py Mzarr)

You have the most captivating voice. There's a
quality to it that makes people unable to ignore it. If
you whisper seductive words in someone’s ear, his
heart melts. If you demand that someone do some-
thing, he springs into action at your behest. The
difficulty of all rolls involving the use of your voice to
persuade, seduce, charm or order is reduced by two.
Fastion Sewsz (2-ry Meir)

Your character doesn't just dress well, he has
an innate sense of what sort of clothes suit a
particular occasion. This isn’t a case of slavishly
following the latest trends from the hortest design-
ers. It's a matter of knowing when to dress smart
and when to be casual, and having the know-how
to carry it off on a limited budget. Deduct one from
the difficulty of Social rolls in situations in which
dressing appropriately is important, such as in a
business meeting, chatting at a club or artending
an invitation-only function.

Fusy (2-pr Menir)

Youclaim that you're a terrible flirt, but thar quite
manifestly isn't true. You're great at it. You're an
absolute master atall the subtle signals that give off the
particular combination of promise and denial that
makes reasing so much fun. Atyour best, you can make
members of the opposite sex, or members of the same
sex, putty in your hands. Add twodice toall Social rolls
in such circumstances.

Good Judez of Characyzn (2-pr Meiy)

You have an instinct for reading people. You can
make an appraisal of the kind of person someone is
after meeting her for a few seconds, based on little
more than gut instinct. You're rarely wrong. Decrease
the difficulty of any Perception roll based on assessing
a person or human-seeming monster by two.

Grear Liae (2-ry M)

Lying comes naturally to you. Even the most
involved deception sounds like God's own truth when
it comes tripping off your honeyed tongue. Gain two
dice on any Social roll that involves lying to or deceiv-
ing another person or monster.

Lain-wack Friznos (2-pr Memiy)

Everyone needs pals. You've got a particularly
good bunch. They're pretty cool about when they get
to see you; they don't get uptight if you're not in
contact for a while. They're also great at not interfer-
ing with your life, Sure, you've gone through some
changes of late, but that's your chotce. They’ll be there
if you want to talk or need help, but they'll otherwise
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stay out of your hair. If these guys are also your Allies
(see Hunter, p. 119), they'll help you withourt asking
too many difficult questions. Hey, your life, your busi-
ness, right?

Peortz Person (2-r Menir)

You're a social animal. You just like being around
others. Hell, they like being around you. Your open
and gregarious nature makes people warm to you
quickly. The difficulty of any Social roll to create a
good impression on another is decreased by two.
Pittrr of vhe Communiry (2-rr Megiv)

You're a fine, upstanding person, respected by
people around you. Through participation in local
events, helping out with community groups or help-
ing others, you've become will-liked and trusted by
those who live around you. When you bring them a
warning of potential danger or offer an explanation
of strange events, they're likely to believe you. You
may even be able to call upon their aid in a pinch.
You may not get it, however. The Roots Background
from Hunter Book: Innocent represents that sort of
deep, committed relarionship to a community. The
upside is that this Merit does not carry the same
level of obligation to the communiry that the Back-
ground does.

Seasonzn Y raveten (2-pv on 4-ry Memir)

You've visited distant and different places on your
own, and you know how to fit in. You don't hit town
expecting everyone to think and behave the way you
do. With the 2-point version, you're adept at finding
accommodation, supplies and local help wherever you
go in your home country. With the 4-point version,
the same applies to foreign countries. You might not
speak the language of a place well, or ar all, but you
know how to go about obraining things and learning
abourt the local culture without offending the natives,
through a combination of prior research and general
street smarts.

Socinicy Awase (2-pr Meay)

Social interplay is an open book to you. You're the
first to spot the hidden relationships between people,
after only a few minutes of observation. Subtle clues
like body language and position, voice tone and choice
of words speak volumes to you about the underlying
connections berween people. Gain two dice on any
Perception roll involving interaction berween other
people andfor human-seeming monsters.

T uvin Cuawe (2-ry Miwir)

Where do you get this stuff? Whether it's through
plenty of reading, too much TV or just an eclectic
bunch of friends, you have the oddest collection of
facts stored way in your skull. Once in a while, at the
Storyteller’s discretion, one of them turns our to be
just the piece of information vour fellow hunters
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need. You might not actually be very bright, but the
sheer amount of knowledge you've picked up makes
you appear that way. This Merit doesn't confer
knowledge of the enemy or the occult, beyond what
is likely to be known in common culture (and may
well be dangerously wrong).

Unnigay Crrizen (2-py Meniv)

Up until the moment of your imbuing, you were a
model citizen. There's never been even a whiff of
scandal about you, Your working life has been good,
without being extraordinary. Your friends would be
hard-pressed to come up with any embarrassing secrets
about you, and even your ex-lovers are complimentary
about you most of the time. You just don't have any
dirty secrets to come back to haunt you, and people
who know you have a hard time believing anything
bad about you.

Vierawr Nercasornoon (2-pr Meiv)

You live in a part of the city where everything goes,
and does so most of the rime. The streets are fairly busy
late at night and the inhabitants are up to all sorts of
strange things, legal and not so legal. Whenever any-
thing odd happens, people tend to dismiss it as just
another part of the daily routine.

Corroravz Savyy (3-rr Mimiv)

You've been a warrior on the cubicle battlefields for
a long time, and you know how the corporate mind
works. You understand the dynamics of money, busi-
ness, information and power that make up companies,
and you can manipulate them for your own ends to a
limited degree. Add two dice to any roll involving
manipulating a corporate structure or a corporate em-
ployee.

Mo Savey (3-ry Mearr)

There’s a knack rodealing with the media, and you
have it. You've learned what journalists want, and you
do your best to provide it in a way that best suits you.
You can create, suppress and redirect stories with a fair
amount of effectiveness, just by the spin you put on
them. Most of the time, you try to set up situations so
the media reads them the way you want, say by making
a hit on a monster look like drug-related violence. Add
two dice to any Social rolls in which you deal with
journalists or news organizations.

Surrortive Famity (3-pv Meiv)

Sure, you're acting strange. There’s something
going on that you can’t or won't tell them about,
but it’s important to you. That much is clear. But,
they're your family, they love you and they'll be
there for you, They're sure you'll get around to
telling them the whole truth sooner or later.
Until then, they choose to trust you. Unless you
have also taken your kin under the Allies Back-
ground, your family won’t go out of the way to

help you. They just don’t ask the questions that
you can't answer.

Lucky (4-rv Meriy)

You were born lucky. Since you were a kid, things
have worked out your way. Maybe you took a job with
a small firm just before the business went through the
roof, leading to your rapid promotion. Or the one time
you were dumped, the guy you had your eye onalsosplit
up and the two of you hooked up within weeks. Once
per chapter (game session), the Storyteller may de-
crease the difficulty of a critical roll you make by two.
If you succeed, it’s because some random factor makes
things easier for you.

You cannot start the game with both this Merit
and the Fool's Luck Innocence edge. If you gain the
edge in the course of the game, you may spend your four
freebie points on other Merits that develop during the
chronicle.

PHYSICAL

Reuve Sewse (i~rv Meniy)

One of your senses, be it sight, smell, taste, touch
or hearing is exceptionally keen. The difficulty of any
roll involving this sense is decreased by two.

Goo Ricr/ Lery Hook (i-rr Mearr)

The power of your punch belies your modest frame.
Maybe you were a boxer for a while, or perhaps you've
just been inalot of fights, No matter the reason, people
tend to fall over when you hit them. Add two dice to
your damage roll for any Brawl-based attack.

Hotcow Lz (- Mean)

You can drink like a fish. The amount of alcohol
you can put away during a binge is truly phenomenal.
What's more aggravating to your buddies is how little
you suffer for it. Anyone who gets into a drinking
competition with you quickly regrets it. Halve any
penalties you suffer for consuming alcohol.

Uiy Sezeren (1-rr Meriv)

Although yousleep well, you are awakened quickly
by a commotion. Any disturbance, from a poltergeist
tossing objects around your room to a cat getting
amorous on a neighboring rooftop awakens you imme-
diately. Unlike possessing the Vigilance edge (Hunter
Book: Judge) or the Endurance Trait (Hunter Book:
Defender), you still need eight hours'sleep to function
properly. You just wake up more easily than most.
Narunat Ruwwzs (-rr Meir)

You've enjoyed running ever since you were a kid.
Whereas most people wheeze and complain about
exercising, running has always been an absolute plea-
sure for you. Asaresult, youcan run like the wind when
the situation demands it. Your Dexterity counts as one
point higher than it actually is for purposes of deter-
mining Movement rates.




Pearecr Batanes (i-rr Menrr)
Your sense of balance is superb. The narrowest
of ledges holds little fear for you, because you have
such a good command of your physical equilibrium.
You're probably a good dancer, too. This Merit
allows you to reduce the difficulty of all balance-
related rolls by two.
Rosusy Heatvi {i-ry Meaiv)

You have the constitution of an ox. You rarely get
ill, if ever, and food poisoning is a stranger to you. You
don’t even get hangovers, you bastard. Reduce the
difficulty of any roll to resist illness or poisoning —
including alcohol poisoning — by two.

Sea Lees (i-rv Mew)

No landlubber, you're a salty sea dog ar heart.
You're at home on a boat, even when traveling rough
seas. You suffer no penalty incurred due to rough seas
or unpredictable ship motion on any actions per-
formed while on board.

Bundez of Enceoy (2-rv Mzaiy)

You are full of energy. You subsist on five or six
hours’ sleep a night, you find yourself unable to stay in
bed any longer. Your days are full of physical activity,
and you can work long into the night without penalty.
You cannot have both this Merit and the Endurance
Trait (Hunter Book: Defender). If you develop the
Vigilance edge (Hunter Book: Judge) through play,
you must cash in this Merit for two freebie points.
Car Narezs (2-ry Menir)

Although you need six to eight hours’ sleep per
night, you don’t need it all at once. You catch your Z’s
as and when you can. As long as your naps total six to
eight hours in a 24-hour period — and they usually do
unless you're forcibly denied naps — you can function
as normal.

Forgerrastz (2-pr Mewin)

[t's not that you're ugly. It's just that, well,
people’s eyes tend to slide over you. You're of
average height and build, unremarkable looks and
run-of-the-mill dress. People have problems re-
membering your appearance after they meet you,
unless you have talked with them for a long time.
Certainly, people won’t be able to give a useful
description of you if they only see you briefly. You
must have an Appearance of 2 or 3 and a Charisma
no higher than 3 to take this Merit. If either of
those Attributes moves outside its assigned range
through play, you lose this Merit. Unlike Hunter
Book: Innocent's Everyman Background, this Merit
applies solely to your physical appearance. You
might have a dreadful credit rating, a police file as
thick as the phone book and a sexual history that
would make a porn star blush, but people on the
street just don't remember you.
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Goad Nicur Yision (2-ry Mexiv)

Maybe you spent a lot of time camping. Maybe
you're just a fisherman who's used to getting up before
dawn. For whatever reason, your night vision is excel-
lent. The difficulty of Perception rolls at night is
decreased by two.

Sexv(2-pv Meniv)

Youare one sexy mutha. You might not necessarily
be that good looking, bur there’s something about the
way you move and act that exudes sexuality. As a
result, you draw attention from members of the oppo-
site sex, or your own sex, with raw animal magnetism.
You may lower the difficulty of any Social roll by two
when dealing with someone who is attracted to you. If
you actively attempt to direct your charms at a person,
you may lower the difficulty by three.

Dagzoeeit (317 Mearv)

You love taking risks, and the adrenaline rush you
get helps you succeed ar stunts. Whether, you're
leaping from a moving train or taking on a rot in face-
to-face combat, you live for danger. When attempting
any dangerous action, you can add three dice to your
roll and ignore one botch die that results. In general,
the action attempted must be at least at difficulty 8
and have the potential to do three health levels of
lethal damage or six levels of bashing damage if you
fail. The Storyteller is the final arbiter of when this
Merit applies, and he may impose a cap of one hair-
raising feat per game session.

Hugz Size (3-#v Meriy)

You're one big individual. You're stand almost
seven feet tall and weigh 300 pounds or more, making
your physical presence nearly impossible to ignore.
Because of your sheer bulk, you gain an extra bruised
health level. Your Storyteller may also award you
bonuses for attempts to push objects, break down doors
or resist being knocked down.

Menrat

Common Seuss (i-rv Mearr)

You've been gifted with practical, everyday wis-
dom thatallows you to avoid making stupid, obvious
mistakes. Whenever you're abour to act in a way
that’s contrary ro common sense, the Storyteller can
make a suggestion as to the likely outcome of the
action, possibly warning you away from it. Unlike
Hunter's Intuition Ability, this Merit doesn't allow
you to make good guesses, nor does it offer you any
particular insight. It just helps you avoid doing
really, really dumb things.

Concenrrarion(i-rr Mexir)

You're rather good at shutting out distractions and
focusing on the task at hand. You're unaffected by
disturbances — such as screaming kids, loud noises,
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hanging upside down or DJs playing really terrible
music — when you focus on a particular action.
Good Mae Renoex (i-vr Mzniv)

You're the Holy Grail of drivers everywhere:
someone who can read a map well. Whether you're
using an old map and a road atlas to locate a
bloodsucker’s nest, or you're navigating the New
York City subways with a street atlas, you can find
your way to where you need to be.

Fasy Reanea (i-rv Memiy)

You can read and understand a piece of writing far
faster than most people. Although it can make long
journeys by train or plane expensive propositions due
to the number of books and magazines you go through,
itallows you to quickly extract useful information from
anything written in your native language.

Gooo Recogurvion (i-rr Meair)

You are great at remembering the names of people
you've encountered, and places you've been. You can
call to mind the name of somebody you met briefly at
a party three years ago, while you were a bit drunk, as
clearly as if you'd met them only yesterday. You can
also remember the streets you staggered along on your
way home. You're even good at remembering the
names of people mentioned in newspaper stories and
broadcast reports, and locations glimpsed in still pho-
tographs or on TV.

Heatray Skervicism (i-»r Meary)

You're good at separating truth from fiction, and
someone has to be up pretty damn early to catch you off
guard. You rarely take what people say at face value
until you're able to check the details yourself. This
Merit allows you to reduce the difficulty of any roll to
perceive a lie by two. It should be roleplayed as much
as possible.

Reticious Bevorion (i-rv vo 3-rv Mzarv)

Your character has strong belief in a particular
religious docrrine, the intensity of which is reflected
in the Merit rating you choose. This belief gives your
hunter strength, comfort and calm in trying times.
His devotion grants 1 ro 3 additional Willpower
points when he's tested, when he must perform a
challenging task, or when he needs confidence to
succeed at an action. Your character probably prays or
asks for guidance or depends upon his own trust in a
Supreme Being during these moments. You then
have a separate pool of Willpower points that you
may draw upon for the remainder of the scene.

These points must be spent in efforts that sup-
port or affirm your character's devortion, such as
saving another person’s life, lifring an obstructing
object or controlling his own fear. They cannot be
squandered on selfish acts or petty efforts. In es-
sence, if a point is used to perform an act that runs



counter to the reachings or values of your character’s
faith, perhaps to save himself or to lash out in
unjustified anger, he has probably misapplied his
devortion. You and the Storyteller must agree whar
are appropriate circumstances in which you may
spend your bonus Willpower points.

When points are squandered or used inappropri-
ately, your character may have strayed from his
faith. For major transgressions, he might lose his
sense of self and connection to his Creator, tempo-
rarily oreven permanently. Your character loses this
Merit and possibly even additional points of his
Willpower rating. Subtle transgressions, such as
cursing your Creator for the injustices of the world
and doubting your faith as a result, deny your char-
acter access to a point or more of his Religious
Devotion until he pays emotional penance or rec-
onciles his beliefs.

In general, Religious Devotion can be called upon
once per chapter (game session). It may be summoned
more frequently under particularly demanding or ap-
propriate circumstances — say to save someone’s life
or to put your character directly in harm’s way — but
the Storyteller must consent.

T e Sense (i-rv Mear)

You have an almost uncanny sense of rime. You
can estimate the amount of time that has passed, and
the approximate time of day, without using a clock or
any other means of measuring time.

Coos OF Honor (2-pv Meniv)

You have a personal code of ethics to which you
adhere strictly. This code may be related to your creed
or not. There’s no reason an Innocent can’t have a
code of honor that dicrates she seek retribution forany
direct harm done to her friends. You should work out
the details of your code with the Storyteller before play
begins. You gain two additional dice to all Willpower
rolls when accomplishing a major feat in accordance
with your code.

Devenmined (2-ry Meniv)

You're one tenacious bastard, determined to go
your own way. [t can be really difficult for people to
persuade you otherwise. Gain two dice in any resisted
roll in which someone tries to persuade you to do
something, This Merit also applies to attempts to resist
supernatural tricks that have mind-conrtrol effects if
you do not have Conviction active. You might also
have the Stubbomn Flaw (see p. 116).

Emeric Mewony (2-rr Merir)

You have perfect recall. As a result, you can
remember things you've seen, heard or read in perfect
detail. Entire conversations, documents or pictures
can be commirtted to memory with only minor con-
centration. Should you attempt such a feat under
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stressful conditions — for example, trying to memo-
rize a long list of names while three rots pound at the
door — you must make a Perception + Alerrness roll,
difficulty 6, to summon enough concentration to
finish the job (unless you also have the Concentra-
tion Merit, which allows you to commit information
to memory flawlessly).

Invenney Savyy (2-rv Maiy)

The Internet is becoming increasingly common-
place, but it is far from universal. Many users never
progress beyond the basic email/simple surfing to “sites
whose address you know” stage. Characters with this
Merit are adept at using the Internet in all its vast,
rambling confusion. You can track down and use
mailing lists, research obscure weapons and maybe
even pick up clues about monsters online.

Naruat Lmurst (2-»v Meriy)

You have a gift for other languages, reading and
speaking them with the fluency of a native. When
you learn a language, reflected by increases in your
Linguistics Ability, you learn it in more depth and
with greater fluency than do most others. You may
add three dice to any roll involving writing, reading
or speaking a language you know, barring your na-
tive tongue (presumably, you use that language
almost flawlessly).

Fasr Leawnea (37 Mzair)

You learn the basics of a subject very quickly
indeed. You can cram simple information about virtu-
ally any subject into your head with speed and ease.
You take the normal time to develop a deeper knowl-
edge, of course, but you start getting the hang of things
very quickly. The cost to gain a new Ability is one
experience point instead of three. Costs for higher
levels are normal, however.

Navurat Arvivuns (3-# Megir)

You have a particular Ability at which you excel.
You're just a natural, or you've studied it so extensively
that the Ability comes easily to you. You pay fewer
than normal experience points to gain dots in the
Ability. Each level is achieved as if it were the one
below. The first point of the Ability costs only one
experience point to gain if you learn it afrer play
begins. You also gain one extra die on any roll involv-
ing that Ability.

Unetarenete (3-»v Mer)

You are a naturally placid person and take most
things in stride. You were almost hit by a car! That
was close. Your wife has left you? Ah, well. Al-
though you have emotionsas others do, youdon't let
them affect you ro the same degree. You gain two
extra dice on any Willpower roll that involves
staying clam or not overreacting to mundane expe-
riences — those within your pre-imbuing bounds of
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comprehension. This Merit differs from the Steel
Nerves Background (see Hunter Book: Judge) in
that it doesn’t make you resistant to supernatural or
horrific experiences. It simply helps you to cope
with the plausible and unfortunate of everyday life.
You might have witnessed dead bodies before, and
can deal with seeing them now, but seeing a dead
body that’s partially devoured is probably beyond
your previous experience.

Dinzerion Sewse (4-ry Meair)

You have an innate sense of where you are and the
distance you've traveled. You can make a good guess of
which way is north, even without clues like the posi-
tion of the sun. You rarely get lost and can estimate the
distance between two points pretty well. You may even
be able to navigate your way through London’s one-
way systems. Maybe.

Oermmsvic (4-py Mean)

Despite the horrors you've experienced since the
imbuing, you have retained a basically positive out-
look on life. Even when things go wrong, you face each
day with the hope that things will get better. Regain
two Willpower when you wake up each morning,
rather than the usual one.

Leoat

Seccinuisy Davzrs Liczwss (i-ry Minir)

Your driving repertoire extends far beyond the
SUV or sports car. You're qualified to drive trucks,
farm vehicles or some other specialized form of vehicu-
lar transportation.

Dunt Nariomacrry (2-p Migiv)

Thanks to being born to parents of different
countries, you have dual nationality. You may even
have two passports. This makes it easy for you to
operate in two different places, and even hide out in
another country if things get too hot in your normal
place of residence.

Firearws Cicense (Z'PT My )

The effect of this Merit depends on the country in
which your game is set. In places such as the UK, it
indicates that you are allowed to carry weapons. With-
our this Merit, possession of a firearm is illegal. In
countries where you have a right to bear arms, it
indicates thar you have a license ro carry unusual or
powerful firearms such as automatic weapons.

LCONOMIC

Rumowy Recirizwr (i-pv vo 3-pv Memiy)

Your marriage has failed, butatleast that cheat-
ing asshole has to pay you. The level of Merit you
buy indicates the number of Resources points you
can have (that must be purchased separately) for
which you don’t have to work. Your rating also

suggests how wealthy your ex was, or how badly he
was beaten in court. Chances are you have the
Children Flaw, too.

Bscaim Houno (i-rr Mexiv)

You have a knack for getting things cheaply.
Sometimes you get the goods you need in sales. Some-
times you get them through wholesalers. Sometimes,
you just hunt around until you get a bargain. However
you do it, the difficulty of any Resources roll you make
is decreased by two.

Inozeznnent Incows (i-rv vo 5-pr Meniv)

Through hard work, heredity or phenomenal good
fortune, your Resources rating is an independent in-
come for which you don’t have to work. The level of
Merit you buy indicates how may dots of Resources
(which mustbe purchased separately) you have thatdo
not require you to work.

Gooo Cxzrr Ravmg (2-rr Memir)

You've always had a reasonable income, paid
your debts on time and built up enough financial
security to keep the most cynical banker happy.
You have access to a decent amount of credit as a
result. You must have 3 or more Resources to
purchase this Merit.

Waatrny Paevuce (2-pr Meziv)

Your other half is pulling in a fortune, at least by
your earning standards, and happy to be the breadwin-
ner. With someone else covering the bills and living
expenses, you can get away with a part-time job that
allows you time to pursue the hunt.

Fuexiste Jos (3-»r Menir)

Your job allows you to a flexible schedule or allows
you to travel a lot. Or perhaps you're effectively your
own boss, with no one monitoring your activities.
However you do it, you can earn your Resources rating
through a job that doesn't significantly restrict your
hunting activities.

Paio Mogr gacs (3= Megiv)

Your house is your own. You've finished paying the
bank, SO mortgage instullments are no l{mger an issue.
Nor is repossession a threat. Even if your hunting costs
you your job, you have a roof over your head.

Fiaws

Ericson looked over his charges with the eye of a
seasoned professional. He wasn’t sure where to begin. He
wasn't sure that he wanted to begin , not with this group. He
wouldn't feel secure taking them om a walk through the
park, never mind going up against whatever the hell Stu
Randolph had become.

The young kid, Richie, was still breathing hard after
walking up the two flights of stairs to Ericson’s place.
Ericson eyed the kid's chair, hoping it would be able to
support his bulk for the afternoon.




Marianne, on the ather hand, looked as if she could
be blown away by a breeze. Her arms were as thick as
Richie's fingers. Ericson swove he saw track marks on her
upper arm, but she adjusted her shirt before he could get
a good look.

Tyrone was the only one of the trio who didn’t have any
obvious physical problems. So, of cowrse, he and Ericson
couldn’t agree on anything. The one thing they did agree on
was that having another screaming match in front of their
two colleagues would be a mistake.

Ericson drew a deep breath and prepared to deliver his
speech. Well old man, he thought to himself, you survived
Nam. You can make it through this.

Sociat
Ban Link (i-»v Fiaw)

You have tremendous trouble lying. The sponta-
neous excuses that you come up with are usually
unbelievably elaborate or easily refuted with the bare
modicum of research. While telling a prefabricated lie,
you stutter, stammer, blush and generally look guilty.
Increase the difficulty of any roll that involves verbal
deception by two.

Bacoimg (i-rr Faw)

You barely have any hair left on your head, whether
it'sdue to old age or cruel genes. You are relatively easy
to pick out of crowds, and you have problems making
a good impression on others, especially in romantic
situations. Increase the difficulty of any Ability rolls
involved in a seduction attempt by one.

Butey (i-pr Fuaw)

You tend to push people around when you can
get away with it. This aggression doesn’t necessarily
require a physical display; it is often purely social.
You chafe under the leadership of more forceful
personalities and can be a malcontent when you
aren’t in charge.

Caiconey (i-ry Fiaw)

You have children for whom you are a primary
emotional, social and economic provider. You take a
lot of joy in your kids and pride yourself on being a good
parent. Unfortunately, the hunt gets in the way of
parenting. If you go more than three days without
seeing your kids because of work or activities related to
your calling, you feel tremendous guilt. Until you see
your kids, you cease to regain a Willpower point after
a night of rest.

Curomrcatey Lavz (i-rv Feaw)

You're always running behind schedule. If you
agree to meet someone at a particular time, you must
make asuccessful Willpower roll (difficulty 6) toarrive
on time. Failure means you arrive between 15 and 30
minutes late, A borch means you show up an hour late
or not at all.

Camonic Pessimisy (i-v Fraw)

You think the glass is half-empty, that the water
in the glass is contaminated, and that the glass will
probably tip over at any second. Others practice
pessimism out of habit. For you, it's an art form.
Nothing can ever go right, especially plans that
others propose. You are the implacable voice of
gloom and doom, always ready to poinr out a poten-
tial problem no matter how remote a chance it has
of coming to pass. Add two to the difficulty of your
Leadership rolls.

Cusomcacty Suy (i-rv Fuaw)

You become very nervous and ill at ease when
dealing with strangers in social situations. You often go
out of your way to avoid meeting new people. Increase
the difficulry of all Social rolls involving strangers by
two.

Coammis Famicy (i-pr Fuaw)

Your family is as loving and supportive as anyone
else’s. They don't take kindly to strangers, however.
Your relatives either disapprove of your friends or they
like to keep favors within the family. Yourkin don’t do
anything that directly or indirectly helps anyone apart
from their own.

Coctasornror {i-»v Fiaw)

Sometime in the recent past, you have allied with
one monster or more to take down a more powerful
creature or to learn some insight into the ways of
night creatures. Or the hunter word-of-mouth circuit
reports you doing so, whether legitimately or not.
Either way, word has spread through the local hunter
community or farther, and many conservative im-
bued mistrust you.

Caupe (i-rr Faw)

You never learned any manners while growing up.
You talk with your mouth full, burp loudly and slurp
your soup. When interacting with others in any re-
fined or formal environment, increase the difficulty of
all Social rolls by two.

Cutrurac Shos (i-r1 Fraw)

You have nothing but disdain for popular music,
TV and movies. You couldn’t name any of the current
top-10 songs, and you think knowledge of TV is asign
of poor taste and incorrigible stupidity. Unfortunately,
this means you have a hard time relating to people who
aren’t equally snobbish about such things. When deal-
ing with strangers who don't share your allegedly
enlightened views, increase the difficulty of any Social
rolls by two.

Derensive (i-rv Fiaw)

You have problems raking responsibility for your
actions. Perhaps you view yourself as a perfectionist, or
maybe you're simply too immature toaccept the blame
for failure. When things go wrong, you look for ways to




blame others and rarely accepr blame or criticism for
your actions without contention.
Eceenruic Arrcaranes (i-rr Fuaw)

You dye your hair pink, wear clothes that are
fashionable only among fringe subcultures such as
goths or punks, and otherwise appear nothing like the
average citizen. When dealing with people not famil-
iar with your particular subculture, increase the
difficulty of any Social rolls you attempt by two. Your
appearance unnerves mainstream people and makes
them wary of you. Furthermore, your appearance is
eye-catching, though people tend to focus on your
attire rather than your actual physical characteristics,
such as eye color.

Gawetiwe Roneer (i-rr Fraw)

You are addicted to wagering money on games of
chance. A sizeable chunk of your income goes toward
sustaining your habit, and even when you win you
inevitably gamble your winnings away. You're too
much of an addict to walk away with a profit over any
extended period of time. Increase the difficulty of any
Resources rolls you artempt by rwo.

Groutisk Sewsz of Humor (i-rr Fraw)

You find humor in situations that make most
people uncomfortable or even nauseated. Your ques-
rionable taste doesn’t make you particularly resistant
to the horror of gruesome sights. Your defense mecha-

-

nism is simply to belittle the situation or those in-
volved in an inappropriate way. When confronted
with a horribly gory scene or otherwise uncomfortable
situation such as people trying to console each other,
you tend crack jokes and sling insults. The difficulty of
any Social roll you make under such circumstances is
increased by two,

ley Deweanor (i-er Fiaw)

You're uncomfortable relating to people on an
emotional level, which is reflected in your mannerisms
and speech. You clam up, seek escape or avoid eye
contact. Increase the difficulty of any Empathy rolls
made toward you by two, as people have trouble
idenritying with you.

Tewormwy (i-»y Fiaw)

You tend to miss common cultural references that
others take for granted, such as knowing that the
Statue of Liberty is in New York City. You're not
necessarily dumb or uneducated; a cloistered college
researcher could just as easily dive so deeply into his
field of study that he dismisses anything outside it. You
do tend to give people the impression that you're slow
or uneducated, however.

Imrracricat Dresser (i-rv Fuaw)

You tend to dress with an eye toward impressing
orhers rather than personal comfort. Unless you ex-
plicitly stare that you dress appropriately for physical




activity, you wear high heels, tight jeans or something
else that hampers physical activity. Increase the diffi-
culty of Athletics or Dodge rolls by two when you wear
such clothes.
Insewsiive (i-»v Fuaw)

You have problems understanding how to gauge
others’ emotional reactions. You can be rather blunt in

handling delicate matters, and you often find yourself

apologizing without really understanding what you've

done to offend someone. Add two to the difficulty of

any Empathy rolls you attempt.
Invotzaanr Neicusors (i-»v Fiaw)

Your neighborhood is exceptionally placid and
people like it that way. Any odd noises or disturbances
coming from your place invariably cause someone to
call the police.

Miseormed (i-ry Faw)

You uphold some odd belief, such as a conspiracy
theory or UFQ visitation, that flies in the face of
accepted science or conventional wisdom. You tend to
incorporate this misinformarion into your worldview.
Whenever you test a Knowledge that in some way
relares to your belief, increase rhe difficulty by rwo.
This penalty kicks in when you roll a failure. It repre-
sents your rendency to come up with off-the-wall
answers that others see as obviously incorrect.
Misyaxen foewr vy (i-pr Fuaw)

You bear a striking resemblance to a notorious
figure. This person could be someone known to the
hunterunderground, such as a particularly feared rot or
a radical hunter, or you simply look like an infamous
media star. While most people can quickly figure out
that youaren’twho they think you are, hotheads might
not think twice before confronting you.

Nezoy Friznns (i-rv Fuaw)

Your friends and other non-imbued social con-
tacts have a partern of falling into bad situations and
turning to you for help. You're the bedrock of their
lives. Whether what they need is bail money or advice
on dealing with a significant other, they look to you. If
you have the Allies Background, this effect is magni-
fied even more, at the Storyteller's discretion.

Mo Devenwer Rcess (1-pr Fuaw)

You lack an email address, web access and perhaps
so much as a computer. You're unable to keep up with
developments on hunter-net, assuming you even know
itexists. You must doyour research through nondigital
outlets such as libraries or by old-fashioned legwork.
No Pronz (i-rr Fiaw)

You do not have a regular phone number
through which you can be contacted. You are very
hard to get in touch with on short notice and are
difficult to track down. 1t’s hard for you to keep in

touch with your fellow hunters, and you must rely
on face-to-face meetings for planning and to ar-
range subsequent meetings.

Nowconsronravionst (i-rv Fuaw)

You have a hard time bringing up difficult sub-
jects with others. You're willing to make a lot of
sacrifices to avoid interpersonal confrontations. You
let people have their way simply to avoid fights, and
often you step into arguments and attempt to end
them without any thought about the outcome of the
discussion, so long as it ends. You have a hard time
coping with pushy people and find yourself making
lots of compromises that you later wish you hadn'’t.
Add two to the difficulty of any roll that involves
debating or arguing with someone who is normally
friendly with you.

Poor Denvac Heaurn (i-»r Fuaw)

Your teeth are very obviously in need of serious
work. They jut out at weird angles and some may have
fallen out. When interacting with others in superficial
social settings such as a nightclub or bar, increase the
difficulty of any Social roll by two.

Pook Ontine Deweanor (i-rv Fraw)

You have discovered hunter-net or another online
community of hunters but managed to antagonize
many posters thanks to unnecessary flames or rude
behavior. When dealing with a hunter familiar with
that mailing list, increase the difficulty of all Social
rolls by two.

Poor Persont Hverewe (i-rv Fuaw)

You often go days withour showering, and you
brush your teeth only when they start to gain a
greenish tinge. You often smell quite bad, and your
breath is atrociously offensive. Add two to the diffi-
culty of any die roll that involves interacting
face-to-face with others.

Pook Yasve (i-rv Fuaw)

You wallow in bathroom humor, lowbrow jokes
and other practices that make more refined people
uncomfortable. You've seen movies like Dumb and
Dumber dozens of times, and don't plan on giving
up on them any time soon. Your sense of humor
makes you an instant pariah in any reasonably
cultured company, and you can’t help but let your
true colors shine through in even short-term social
contacts. Add two to the difficulty of any Social
roll that involves people who might dislike your
brand of humor.

Suowy Past (i-rv Fraw)

You aren’t proud of your life before the imbuing,
and if word of it ever got out, your fellow hunters might
abandon you. Perhaps you ran a kiddie-porn ring, dealt
drugs or were involved with organized crime.




Sociniey Osuivious (-vr Fraw)

You have trouble picking up subtle hints from
others. You often overstay your welcome at parties,
and you tend to blurt out topics that everyone else
takes great pains to avoid in conversation. You
aren’t a socially repellent person, just occasionally
tactless. Add two to the difficulty of any Etiquette
rolls you attem

t.
Srezch IupeDimEnY (li-n Fuaw)

You stutter, stammer or otherwise have trouble
speaking clearly. Increase the difficulty of any roll
involving oral communication by two.

Srussorn &-n Fiaw)

Once your mind is made up, there’s no changing it.
You cling to your beliefs the way a pit bull does a leg,
and you're about as pleasantly comported when others
challenge you. You hate to be proved wrong and go to
extremes to avoid enduring the shame of it. Increase
the difficulties of all Social rolls by two when someone
challenges your ways.

Surersrivious (i-rv Fuaw)

You adhere doggedly to a superstition, such as
knocking on wood or tossing salt over your shoul-
der. Although everyone has foibles, you take your
behavior to extremes, often tying misfortune to
your inability to abide by some superstition, and
crediting any success to your adherence to “the
rules.” Your obsession doesn't lead you to risk your
life, nor does it have a pervasive sway over you. You
do tend to raise warnings and make superstitious
suggestions frequently, though. Add twao to the
difficulty of any Social roll when dealing with
people who know about your superstitious bent and
who frown upon it.

Trusvimg {i-rv Feaw)

You tend to follow your instincts when dealing
with strangers. Sadly, your instincts often tell you that
you can trust people. You want to believe the best
about everyone you meet and tend to put yourself in
situations that could be dangerous, such as accepting a
ride home from a recent acquaintance, going home
with a person you just met at a bar, or taking a stroll in
a poorly patrolled city park after nightfall.

Rousive Parraer (2-py Fuaw)

You're married to or living with someone who
routinely abuses you physically. Make a Stamina roll
(difficulty 6) every time you spend a night at home.
Failure indicates that your character has suffered one
health level of bashing damage. A botch means that
you suffer two health levels of bashing damage.
Comrutsive Ling (2-2v Fuaw)

You feel the need to put your personal spin on the
truth. Youdon't necessarily do so out of spite or malice,
and you may come to genuinely believe the tall tales

that you tell (especially when you spin them often
enough). This Trair is especially troublesome when
other hunters rely on you for information about mon-
sters and their habits. You might have to spend a
Willpower point to force yourself to be honest, espe-
cially if it means publicly revealing a previous lie.
Conseicuous Consuwea (2-rr Fraw)

You tend to blow a lot of money on useless items
and overpay for brand-name clothes and other imprac-
tical items. You tend to live beyond your means, and
you're always short of cash. Add two to the difficulties
of Resources rolls.

Doccen ey Frmge Meoin (2-rv Fraw)

You have somehow attracted the attention of an
amateur reporter, one who operates a fringe web site or
publishes a zine that covers the bizarre or paranormal.
This crank occasionally follows you to try to discover
any dirt on you. Unfortunately, and in true modern
journalism style, he tends to catch you in bizarre
circumstances that he simply can't understand. Of
course, he tries to interpret them anyway.

Fonercnzn (2-»v Fraw)

You are not native to the area in which you
currently live — and hunt. Although you may under-
stand the language and the general customs, you have
trouble with many of the details. You have a distin-
guishing accent (which makes you easy to identify),
and the difficulty of any Streetwise or Etiquetre checks
you attempt are increased by two.

Hoxesy vo  Fautr (2-»r Fiaw)

Youalways try to tell the truth, no matter what the
situation. You won't stretch it, bend it or manipulate
it to take advantage of others, unless human lives are
in jeopardy. If you do attempt to lie to someone, the
difficulty of any roll involved is increased by two.
Ineamy (2-rv Fuaw)

People in your community tend to recognize you
for all the wrong reasons. Maybe you were involved in
a local scandal involving a politician, or perhaps you
were charged but not convicted in a sensational case.
No matter what the cause, you tend to attract a lot of
unwanted attention wherever you go. Penple look
down on you, though they don’t necessarily hinder or
harass you. Add two to the difficulty of any Social rolls
that involve people who know your past.

Lusrrut (2-ry Fuaw)

You can't resist the eroric advances of the appro-
priate gender(s). You are easily seduced and often
exhibit very poor judgment when dealing with sexu-
ally attractive people. The difficulty of any attempts to
seduce you is reduced by two.

Monsyrous Comcerions (2-rr Fiaw)

You have to deal with a monster as part of your job

or even your family life. Perhaps it’s your boss or a key




family figure. The monster is not necessarily hostile
toward you — it might not even know you're a hunter
— bur it’s in a position to cause you a lot of trouble
should it choose to.

Nosv Nergusos (2-rv Fraw)

Your neighborhood is rife with gossips and busy-
bodies. Your neighbors are always dropping by for
unannounced visits, and they take an active interest in
your comings and goings. You might want to wash up
before heading home if you've just killed a rot and are
covered with guts.

Poos Juoez of Canrscrza (2-ry Fuaw)

You're the type of person who always ends up
hanging out with the wrong crowd. Maybe you just like
to date dangerous men or you're a sucker for a woman
in trouble (or vice versa), Whatever the reason, you
have a very hard time figuring out whom to trust.
Increase the difficulty of all Awareness and Intuition
rolls you attempt in social circumstances by two. Also,
your friends and acquaintances tend to be sponges and
other lowlifes.

Srauzd (2-rr Fuaw)

Someone has an unhealthy obsession with you.
Despite repeated calls to the police and several re-
straining orders, this person continues to follow and
occasionally harass you. Your Storyteller should create
game stats for the stalker. Any time you head out on
the hunt, the Storyteller can make a Perception test on
your behalf, difficulty 6. If it fails or botches, your
stalker has managed to tail you throughout the night
and may put in an appearance.

Tzennorhons (2-rr Fuaw)

You are severely intimidated by computers and
other technology. You never use an ATM if a teller is
available, and you get nervous at the sight of a key-
board, You must make an Inrelligence roll, difficulty 6,
to perform even simple tasks on a computer, ATM or
similar device. Increase the difficulty of any Computer
or Technology roll by two.

Monescauseime (3-rr Fiaw)

You exist ro make money. Family, friends and
other concerns are trivial when compared to the al-
mighty dollar. If someone offers you a bribe, you must
make a Willpower roll, difficulty 7, to resist. If the
bribe involves something that as far as you know won't
directly result in any injuries or lasting damage, in-
crease the difficulty to 8. You also tend to target
monsters that have a lot of material wealth. Some-
times, the best part of the hunt is looting the bodies of
fallen monsters... or allies.

Waverme Fairn (3-rr Fuaw)

You were once a strong adherent of a religion, but
your faith has faded (or fades) in the face of the enemy.

Ifadivine being exists, how could He let such creatures
prey on humanity? Ghosts are concrete evidence that
the afterlife is flawed. Your confidence is severely
shaken. Add two the difficulty of all Willpower tests.
Criminat Enangtewenrs (4-ry Fuaw)

You owe a lot of money or a big favor to someone
on the wrong side of the law, and you have refused or
been unable to pay. Although hitmen aren’t being sent
after you quite yet, the threat hangs over you con-
stantly. The exact nature of the debr and the
individual(s) behind it are left to the Storyteller, but
they should suit your character concept.

Unwwery (4-pr Fuaw)

You've dealt with bad breaks all your life. From
that true love who had to move across the country to
the struggling Internet company you quit two months
before its billion-dollar IPO, you seem always to make
the wrong moves at the wrong time. Once per game
session, the Storyteller may increase the difficulty of a
critical roll you make by two. If you fail the roll, it's due
to some random, hard-luck factor. Your bad luck seems
to crop up at the most inconvenient rimes. You may
not take this Flaw and the Fool's Luck edge. Acquiring
that edge frees up points spent on Unlucky for other
Flaws. Nor can you have the Lucky Merit.

Pacifisy (5-pv Fuaw)

You utterly refuse to use violence against any-
thing, even if your life or the lives of others are in
immediate danger. Furthermore, you work hard to
prevent others from using violence, though you do
not recklessly endanger yourself or expect others to
doso. You never carry weapons and refuse to procure
them. A Willpower roll, difficulty 6, may be re-
quired to resist the temptation to engage in violence
when a gross offense is committed before or against
you, such as a loved one being harmed. If you defy
your nature and succumb to violence at some point,
you cannot regain Willpower each morning until
you come to terms with your lapse or you change life
philosophies altogether.

PHysIcAL

Ruczrres (i-rr Fuaw)

You're allergic to a rather common substance,
such as cat fur, that causes sneezing, coughing, watery
eyes and other distracting symptoms. The difficulty of
all actions increases by one when you are exposed to
whatever triggers your allergy.

Reviwrie (v Foaw)

Your joints, especially your hands, are stiff and
often swollen. When you attempt anything that
requires a fine and careful touch such as sewing or
repairing a watch, increase the difficulty of your roll
by one.




Cotor Bumo (i-»v Fuaw)

You have trouble distinguishing between hues.
You must make a Perception roll, difficulty 6, to
accurately determine the color of an object.

Disvinguishing Cangacr zmisric (i-rr on 2-ry Fiaw)

You have a physical feature that makes you very
easy to pick out in crowds, such as elaborate tattoos, a
scar or an obvious birthmark. This Flaw is worth one
point if the characteristic is hidden easily under clothes,
rwo points if it is not.

Henvy Stesecr (i-rv Fuaw)

You tend to sleep right through most distur-
bances, from the loud stereo playing next door to the
rot thar just burst into your home. You must make a
successful Willpower roll, difficulty 6, to wake up
quickly. Failure means you spend the equivalent of a
combat turn waking up. A botch means you sleep
right through the disturbance, pending the
Storyteller’s judgment on the situation.

Lazy (i-pr Fiaw)

You have trouble motivating yourself to do any-
thing. You'd rather sit around the house watching
TV and thinking of doing something with your life
than actually getting up and doing it. You tend to
complain loudly when there's work to do, and you
prefer to let things slide until the last possible
moment. You must make a Willpower roll, difficulty
6, to take care of any routine tasks not directly
related to the hunt, such as repairing your car after
that skinchanger tore off the hood.

Low Atconot T oczrrnce (i-rr Fraw)

Alcohol goes straight to your head. While this can
be an advantage when you try to enjoy a night out on
the cheap, it can be deadly on the hunt. Double any
penalties you suffer for consuming alcohol.

Movion Steknzss (i-rr Faw)

You become queasy and nauseous on board boats,
when traveling long distances by car oron amusement-
park rides. Increase the difficulty of all actions you take
by two when dealing with these conditions.

Mo Sensz o Swett (i-rv Fiaw)

You completely lack a sense of smell. You may
have simply been born without it, or perhaps you lost
it due to some freak accident. You can't smell any-
thing, no matter how strong the odor mighr be. Food
rastes somewhat bland to you. On the good side, you
aren't bothered by the stench of sewers, rotting flesh or
other nastiness.

Mo Sewse of Y asve (i-rv Fiaw)

Your taste buds simply do not function. You
cannot appreciate a fine meal, and you have trouble
pauging the difference between good and bad food
and drink.

Nonswimmzs (i-rv FLaw)

You never learned to swim, and you have no
natural talenrt for it. If you ever find yourself in a
position where you must try to swim, you can manage
a pitiable doggie paddle. Increase the difficulty of any
Athlerics rolls involving swimming by two.

Poor Evesic (i-»r on3-rr Fiaw)

Youare either severely nearsighted or farsighted.
[ncrease the difficulty of any rolls that involve
visual acuity by two. The one-point version is cor-
rectable with glasses or contact lenses. The
three-point version is not.

Poor Hearme (i-pv 0 3-#v Fraw)

Your hearing is exceptionally bad. Increase the
difficulty of any roll involving auditory acuity by two.
This Flaw is worth one point if it is correctable with a
hearing aid or similar device, three points if it is not.
Siexty (i-rv Fiaw)

You are constantly coughing and wheezing, and
you have trouble shaking colds. You suffered almost
every childhood illness imaginable, and you've only
become worse as an adult. When making checks to
avoid catching a disease or developing an infection,
increase the difficulty of the roll by two.

Viez (i-rv vo 317 Fuaw)

You're addicted to some sort of controlled sub-
stance. The one-point version of this Flaw represents
an addiction thar is legal and easy to satisfy, such as
cigarettes. The two-point version represents a legal or
mildly illegal substance that inhibits your ability to
hunt effectively, such as alcohol or marijuana. The
three-point version represents an addiction to a highly
illegal or highly dangerous “hard” drug such as heroin.
You're always under the effects of your chosen vice
(you have the Addiction derangement; see Hunter
Book: Redeemer, p. 68.)

Yourneut Reecanance (i-rv Fiaw)

You look like you're still in high school. You
always get carded at bars and often have to produce
identification even to buy cigarettes. In order to gain
entry to clubs, concerts or bars, or to purchase alcohol,
you need to present a valid-looking 1D.

Diseigurzd (2-pr Fuaw)

Your face is misshapen or maimed. Increase the
difficulty of any rolls involvingsocial situations by two.
You cannot have an Appearance rating above 1.
Insommiac (2-rv Fuaw)

For whatever reason, you have tremendous
trouble getting more than a few hours of sleep. You
dare fdft('_‘n grnggy ';ll’l(‘] 51(]“{' ds a rt’SU]t- InCreﬂSt‘ [ht‘
difficulty of any Alertness, Awareness or Intuition
rolls by two. You can’t have this Flaw and either the
Vigilance edge or the Endurance Ability. Acquiring




either of these Traits frees up the points spent on
Insomniac for other Flaws.
Low Pain Y otceawce (2-pr Fuaw)

You have a very low capacity for pain. You turn
into a whimpering, blubbering ball of misery ar the
first sign of it. Although you soak damage normally,
you suffer an additional -1 die-pool penalty whenever
you are injured.

Osesz (2-#v Foaw)

You are seriously overweight and large enough
that you have trouble using the seats in most theaters.
Add two to the difficulty of any Dodge or Athletics
rolls that you make. You move at half the normal rate.
0un Inury (2-pr Fuaw)

You hurt yourself pretty badly back in your younger
days and now pay the price with chronic pain and
tenderness. Increase the difficulty of any Athletics roll
hy wo.

Pook Kicnr Yiston (2-ry Fuaw)

Your eyesight is poor in low-light conditions.
Increase the difficulty of any action attempted in dim
light, such as what a flashlight might provide or under
starlight alone, by two. The Discern edge eliminates
Poor Night Vision when the edge is active, although
other perception-based powers such as Witness and
[lluminate offer no relief from this Flaw. You must

compensate for your bad night vision with bright light
or close proximity ro a subject for Witness or [[lumi-
nate to function properly.

Showr (2-rv Fuaw)

You are less than five feet tall, making it difficult
for you to reach and use many objects designed for
average adult use. Your movement rate is also half that
of average-sized people.

Creeczd Live {3-ry Fuaw)

You are either missing a limb or have injured it so
badly that it is unusable. If one of your arms is crippled,
increase the difficulty of rolls for actions that normally
require two hands, such as firing a rifle or bow, by two.
If one of your legs is crippled, without some sort of
cane, walker or wheelchair you can move at only one-
quarter normal speed. With the appropriate aid, you
may move at up to half narmal speed.
£eoeaty (3-pr Fuaw)

You're too old for this shit, but you're too damn
ornery to step aside and let others do the fighting.
Although you're just as strong and quick as some of the
younger hunters, you don’t have the endurance or
resiliency of youth anymore. You make soak rolls
against a 7 difficulty instead of the normal 6. In
addition, increase the dice-pool penalty for each of
your levels of injury by one.
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Suxy Hawos (3-r Fiaw)

You have a lot of trouble keeping yourself com-
posed under pressure. In any extremely stressful situation
such as combat, your hands shake so badly that you
have trouble completing any tasks that require a deli-
care touch and intense concentration. Examples include
pickinga lock, loading bullets into a revolver or typing
at a computer. Increase the difficulty of any rolls for
such demanding activities by two.

Missimg vz (3-rr Feaw)

You're missing one of your eyes. Increase the
difficulty of any Perception rolls involving eyesight by
two. The difficulties of all die rolls involving depth
perception (such as ranged-weapons attacks) are also
increased by two. Amazingly, the Discern edge allows
you perfect sight as if through both eyes.

Caito (4-py Fuaw)

You are prepubescent. You're much smaller than
the average adult and move at half the rate of adults.
Also, because you are not fully developed physically,
you may notstart play with more than three dots in any
Physical Attribute. Similarly, you do not have the
experience of an adult and cannot start play with more
than three dots in any Knowledge Ability.

Caomte Iuiness (4-ry Fiaw)

You sufferfromadebilitating illness such as chronic
fatigue syndrome or even cancer. You frequently feel
weak, and you are easily injured. Add two to the
difficulty of any Athletics or soak rolls.

Dsarness (4-1-7 Fuaw)

You cannot hear. You automatically fail any test
that requires hearing, and the difficulty of appropriate
Alertness rolls is increased by three.

Bumo (6-rv Fuaw)

You can't see. Increase the difficulty of any rolls
involving hand-eye coordination by three. The Dis-
cern edge allows you to see even though your eyes do
not function. Other Perception-based edges such as
[lluminate and Witness may operate for you as well by
intensifying other senses such as smell. The Storyteller
may even rule that second sight is still useful to you via
means other than seeing, if you know how to interpret
the sensory impressions you receive.

Mewrat

Gutusts (i-»v Fiaw)

You have a lot of trouble separating truth from
fiction. You're not stupid, you just tend to believe
what people tell you rather than to take things with
a grain of salt. Increase by two the difficulty of any
roll to detect lies.

Menrcaven (i-rr ok 5-rv Feaw)

You require daily medication to stay in good

health. As a one-point flaw, your medication is im-

portant for your long-term health but has little effect
on your day-to-day well-being, as with prescription
drugs that keep your cholesterol down. The five-
point version represents insulin shots or something
else that is necessary to keep you alive. If you should
miss a day's worth of medicine, you automatically
suffer a bashing or lethal level of damage for every 12
hours thar pass without your medicine, as determined
by the Storyteller. This damage is healed at a rate of
one level per 12 hours that pass once you resume your
regular medication schedule.

Mgy warzs {i-rr Fuaw)

Your sleep is plagued by visions of the horrors that
walk the earth. You must make a Willpower roll,
difficulty 7, to sleep through the night without being
tormented. The day after, add two to the difficulty of
the first Ability or Attribute roll you make to deal with
monsters. You can have the Vigilance edge or Endur-
ance Ability and this Flaw; the little sleep you get with
either is simply haunted by really bad dreams. The
Storyteller may rule that any roll made to apply Con-
vicrion reactively (see Hunter, p. 133) while you sleep
is at a +1 difficulty.

Mo Senst of Divecrion (i-rv Fuaw)

You get lost all the time. Maps, compasses and
detailed directions do little to help. You have a lot of
trouble figuring out where you are in relation to land-
marks that aren’t immediately obvious, and maps are
largely incomprehensible to you. Increase by two the
difficulty of any roll that involves following convo-
luted directions, backtracking a route or navigating a
confusing set of city streets.

Poor Sewse of Tiwe (v Fiaw)

You have no intuition for the flow of time. You
can't even begin to guess the current time without
looking at a clock, and you always overestimate or
underestimate the amount of time that has passed
since a specified event (or that remains before one).
Suony Y zweex (1-»v Fuaw)

You are easily driven to distraction by what would
otherwise be minor failures and other frustrations. If
you fail to gain any successes on any single roll during
an extended action, increase the difficulty of all subse-
quent rolls by one, cumulatively.

T exursce wirh Nawes (L-ev Feaw)

Tryas youmight, you almost always forget people’s
names, especially when meeting large groups for the
first time. You may not write down the names of any
people you meet during the game unless your character
(as opposed to you, the player) has paper and a writing
utensil handy. You also have problems remembering
whether you've been someplace before, and with rec-
ognizing faces. Make an Intelligence roll, difficulty 6,
to recall such information.




Resenr Minoen (2-rv Fraw)

Details and important facts slip your mind con-
sranrly. Once per game session, when you artempL to
use an item that you normally carry with you, the
Storyteller may require you to make a Willpower
roll, difficulty 6, to determine whether you remem-
bered to bring it or, if so, whether you can remember
where it is, The item turns up again after an hour or
so of searching.

Avvewrion-oerierr Disondza (2= Fraw)

You have a hard time sitring still and paying
attention to anything for more than a few minutes.
If you must sit still and quiet for more than 10
minutes, such as when keeping watch over a mon-
ster or standing guard, make a Willpower roll,
difficulty 6. On a failure, you lose interest in your
task and are distracted from it,

Dystene (2-pv Fiaw)

Printed information of any sort, from written text
to maps, is nearly indecipherable to you. Although you
are not necessarily illiterate, you struggle to read the
simplest sentences. In order to interpret a map or read
anything, you must make a successful Intelligence roll,
difficulty 8. On a botch, you interpret the message to
have almost its opposite meaning.

Exrme Disorer (2-pr Feaw)

You have an unhealthy obsession with your ap-
pearance and have chosen tostarve yourself in order to
lose weight. Increase the difficulty of any Stamina-
related rolls by two.

Lawcunce Banniza (2-rv on 3-v Fuaw)

You cannot speak the language or dialect in
your area of operations. In order to communicate
with the locals, you must find a translator or rely on
a language handbook to atrempt rough translations.
Taking the rwo-point version means you can read
the language but have trouble using it in conversa-
tion. The three-point version means that you can
neither speak nor read it.

Ovzaconringnr (2-pv Fuaw)

You either overestimate your own skill or underes-
timate your opponents'. Once per game session, the
Storyteller may secretly increase by two the difficulty
of a non-combat action that you take. This increase
represents your tendency to plunge headlong into
activities that are beyond your capabilities.

Prosin (2-pr Fiaw)

You have a deep-seated aversion to something
such as heights, spiders or even the dark. You suffer
from one aspect of the Phobias derangement (see

Hunter Book: Defender, p. 74)

Famr of Hearr (3-v Fuaw)
The sight of gore and blood shocks you to the core.
If you witness a gruesome scene, you must make a

Willpower roll, difficulty 6, to avoid debilitating nau-
sea for five to 10 minutes. The difficulty of all actions
increases by one when you're in this state. You cannot
have this Flaw and the Steel Nerves Background. If
you ever acquire that Trait, this Flaw’s three points
must be assigned to other disabilities.

Incomeevan (3-pr Fiaw)

You are spectacularly bad at something. Unfortu-
nately, you're the only person around who doesn't
understand this fact. Pick a single Ability. You believe
you have the proficiency equal to three dots in that
Trait, when in reality you almost always ruin any effort
involvingit. Whenever you try to use the Ability, treat
the outcome as if you rolled a borch.

Low Seee-zsreew (3-pr Fuaw)

You have trouble accepting your own value and
worth. You tend to highlight your failures and over-
look your triumphs. Whenever you have the
opportunity to gain Willpower from accomplishing
goals (not from resting), make a Willpower roll, diffi-
culey 6. If you fail the roll, you do not gain the bonus.
If you botch, you lose a temporary point of Willpower.
Stow Lennza (3-rv Feaw)

You always lagged behind in school, and even the
most patient people find it frustrating to teach you the
simplest concepts. You aren't dumb. It just takes you
longer than most to wrap your brain around things. For
the purposes of figuring out how many experience
points it costs to raise an Ability, add one to your
current rating. Acquiring a new Ability costs four
experience points, not the usual three.
WEl.K‘wltlEDG'H Fuaw)

Try as you might, it's challenging for you to
summon inner reserves of courage or toughness.
Whereas others shoulder extra burdens in the name
of the hunt, you simply find the going harder and
harder. You're not a coward. You just don’t have the
fortitude necessary to make truly heroic efforts. Add
two to the difficulty of all Willpower rolls. As long
as you have this Flaw, your Willpower rating may
never rise above 8.

Awnesin (4-rv Fraw)

Life before your imbuing is a vague blur. You
remember nothing of the existence you led before you
were chosen — that doesn’t mean your old life has
forgotten you, though. Your Storyteller creates the
details of your old life and the circumstances surround-
INg your amnesia.

Derrzssion (4-rv Fuaw)

You're mired in a pit of bleak, mind-numbing
sorrow. Convinced rhat your eternally dark mood is
completely natural — or deserved —you refuse toseek
professional help. You do not regain a point of Will-
power per day as most characters do. Instead, you may




gain Willpower only through actions, and even those
must ardently reaffirm your goals, such as tracking
down and destroying the first monster that you ever
witnessed — a creature that did you grievous harm. If
you ever acquire the Manic-Depression derangement,
the points spent on this Flaw are freed up and must be
spent on new Flaws.

Iuurveanrz (4-ry Fuaw)

You never learned ro read or write your native
language. You can understand most traffic signs and
warning labels that rely on pictographs, but written
instructions and warnings are completely beyond your
comprehension. This Flaw does not interfere with your
understanding of hunter code.

Lecat

Pouricat Exvemsy (i-pr Fuaw)

You have connections to a political organization
that most people view with suspicion or fear, such as
the Nation of Islam or the Ku Klux Klan. You are an
active member of the group and local law enforce-
ment has an open dossier on you. Although you do
not necessarily have a criminal record or engage in
illegal activity, the local police view you as a trouble-
maker and suspicious character. At any given time,
you might be the target of undercover observation
prompted by the activities of your organization.
Revoxed Driver's Licans (i-rv Fiaw)

You have lost your driver's license due to a poor
driving record. If you are pulled over for any reason or
are otherwise caught driving, you will be arrested
immediately and your car will be impounded.

Suwoay Drrvca (i-vr Fiaw)

Whenever you go out with friends, no one wants
you to drive. You pay almost obsessive attention to
traffic regulations and make a conscious effort ro drive
below the speed limit. Alternatively, you have no
patience for traffic, right of way or signs, or you simply
fail to pay attention to the road. The difficulty of any
Drive rolls you make during a chase or other high-
speed situarion is increased by two.

Criwinat Rzcord (2-rr Fuaw)

Having been convicted for several misdemeanors
or perhaps for a minor felony, you have a bit of a shady
past. You are unable to buy firearms legally, and you
receive exceptionally poor treatment from law-en-
forcement officials who know your record.

Proearion (2-rv Faw)

You are currently on probation for some minor
offense. You have to meet with a case officer on a
regular basis and are subject to random drug tests and
searches of your home and person. You must also
commit — or seem to commit— yourself to becoming
agood citizen: maintaining a job, keeping current with

debt and other aspects of respectable life that the hunt
makes challenging.
Tuczgat Inwicaany (3-p Fuaw)

You lack proper lawful permission to be in the
country in which you currently live. You do not have
a legitimate 1D and are likely to be deported to your
nation of origin if you are placed under arrest. You
cannot hold a job unless it pays under the table.
Wanrzo ey Law Enrorcemeny (3-rv Fuaw)

You are the prime suspect in a felony crime. The
police actively look for you, and you cannot move
openly about your usual hangouts. If you encounter
cops who know that you're wanted, they’ll call in back-
up and try to bring you in.

LCONOMIC

Auor (i-»v Fuaw)

You currently undergo an audit by the national tax
authority. You cannot purchase illegal goods toralling
more than $500 without attracting the artention of the
officers assigned to your case. Any money you wish to
use for illegal purposes must be laundered first. Increase
the difficulty of all Resources rolls by two.

Dewawoing Canezs (2-v Fuaw)

Your current job requires long hours and frequent
travel, making it challenging for you to both work and
pursue the hunt. You must always carry a pager and
keep in touch with the office, and you can be called
back to work at almost any time. [f youshould quit your
job to free up time for the calling, reduce your Re-
sources by at least one point.

Priwagy Bazaowmmes (2-pr Fuaw)

Youare the primary income earner in your family.
You pay the bills, from the heat and electricity to the
weekly groceries. You have to maintain a steady
paying an desplte the demands of the hunt. Ar least
two points of your Resources score must be dedicated
to supporting your family. If your rating drops below
that level, your family begins to suffer. The difficulty
of all Willpower rolls you attempt is increased by two
thereafter, because of the deep shame and embarrass-
ment you feel for not providing for your loved ones.
Unnsurzd (2-p7 Fiaw)

You either cannot afford insurance or have simply
chosen to go without it. You must pay for all medical
expenses and any damage incurred from accidents out
of pocker.

Atmony Prywenrs (3-ry Fuaw)

You are financially responsible for your ex-spouse
and perhaps children. You must hold down asteady job
and meet monthly payments or risk having your assets
frozen and your possessions seized. You can never have
more than 3 Resources because of the economic hard-
ship of keeping up with payments.




Howetess (4-rv Fiaw)

You live on the streets. You can never have
any dots in Resources, and you have no secure
place torest when you're not hunting. You cannot
heal any lethal damage naturally while living on
the street, and you must either carry all of your
property with you at all times or risk hiding it and
hope no one finds it.

Backerounds Make v Hunyer

Sarin sat in the car and looked out the window at the
old neighborhood.

It hadn't changed all that much. The Rouls" house
looked different, maybe with a new coat of paint. But to
Sarin, his old stomping grounds seemed like another world.
It reminded him of his grandfather's sepia-toned photo-
graphs — a bygone era frozen in browns and grays. He
reached down, fumbled with the ignition, decided to leave
it off and sat in the near darkness as night fell around his
parents' house. He didn’t want to leave.

Sarin could see his mother cleaning up after supper,
washing dishes the old-fashioned way. His father, out of
sight, was sitting in his lazy-boy smoking a cigar. Sarin
could smell the thick aroma of it. Bath were oblivious to
the horrors that now, probably somewhere nearby,
awoke. Not for the first time, Sarin wished he'd never
heard the call.

He had hesitated about coming home. He couldn't
stand Iving to his parents, especially his dad. In the past
months he'd all but abandoned his former life, faced things
no sane person should even know about, and here he was
afraid to visit his parents. Sarin smiled to himself as he
climbed out of the car.

They welcomed him as if nothing had happened. It

almost didn’t matter anymore that Sarin had dropped out of

medical school and wasted every nickel his father, a plumber,
had saved to ensure his son didn't have to fix toilets for a
living. No questions were asked. No answers were expected.
It was a quiet family gathering, complete with his mom's
famous blueberry pie and his father’s dreams of the Blackhawks
winning the Stanley Cup (or just getting there).

It was a pleasant evening. Sarin didn't want it to end,
butithad to. He said goodbye to his mother, hugged her and
walked out onto the porch. Sarin’s father was waiting there.

“So you're off?”

“Yeah, for now." Sarin answered, looking anywhere
but into his father's eyes.

“Here. Take this...." Sarin's father handed him a
thick envelope. Sarin didn't have to look. He knew
what was in it.

“I can't, Dad, you've done enough already."”

“Just take it. But for your mom'’s sake, make sure you
visit more often. She misses you. We both do." With that,
his father stepped inside and locked the door behind him.

In the car, Sarin looked at his old home one last
time. He saw the light in the kitchen go off, the one in
the bedroom come on. He smiled as he twrned the
ignition and drove away.

He was glad he'd come home.

Roors

Nestled inconspicuously on your character sheet
next to “Edges” and "Virtues,” Backgrounds are more
than simple “advantages.” They alone can tell the
story of who your character was before becoming a
hunter. More importantly, they are your character's
link to her past — to her life before the imbuing.

A character’s Nature and Demeanor are a blue-
print of her personality. Her creed and Virtues
describe her as one of the imbued, but Backgrounds
represent her past, who she was, where she came
from and who those things made her. Backgrounds
are your character’s roots. Before she was imbued,
she was a regular person. She had family, friends, a
job — the ordinary stuff that tends to get ignored
in roleplaying games, but which serves a promi-
nent role in Hunter.

Backgrounds determine what kind of life your
character lived before hearing the Messengers' call.
Two Martyrs might have the same edges and Vir-
tues, but their Backgrounds can be worlds apart.
One might have been raised in the lap of luxury
(Resources, Influence), whereas the other might
be a street kid (Contacts, Allies). This is the true
potential of Backgrounds. A character without
these Traits is a caricature, yet it takes more than
dots to make her three-dimensional. Each Back-
ground must be integrated into the overall concept
of your character. If not, the Traits lose their
relevance and purpose.

It’s best to think of Backgrounds as roleplaying
“stats” rather than as dots on a character sheet.
Unlike points in Conviction or Skills that quantify
what your character can do, each Background repre-
sents a “slice” of your character’s past. All
Backgrounds give characters certain benefits, such
as friends in high places or a stash of automatic
weapons. These advantages are by-products, how-
ever, not the be-all and end-all of Backgrounds.
Each dot is really a 5n3pshut of your hunter’s life.
Togerher, Backgrounds paint a picture of who your
character really is, who she knows, what she’s done
and what she might do next.

Ties YHaY BiwD

Collectively, Backgrounds remind your charac-
ter that once, not that long ago, she was a normal
person. They're best thought of as story and plot
devices rather than as weapons or favors to exploit.




Your character doesn’t gain or lose Backgrounds by
acquiring or spending experience points or rolling
dice. Backgrounds are gained and lost through
roleplaying, pure and simple.

You have to keep in mind that while your
character's Backgrounds are penciled in on your
characrer sheet, that doesn't mean they're guaran-
teed or that you can take them for granted. Most of
the Traits demand some sort of “upkeep” to be
retained — an ally won’t always come to the rescue
unless your character bothers to have a drink with
him sometimes, or unless your character does the
occasional favor in return. Backgrounds require
roleplaying. They force your character to interact
with the people from her mundane life, and in doing
so help define her roots and motivation for continu-
ing the hunt. Your character’s friends and loved
ones are precisely the people she protects by going
out night after night, and this article explores how
to make Backgrounds an integral aspect of your
character and ongoing chronicle.

Dsvstoring BACKEROUNDS

There are no hard-and-fast rules or mechanics for
losing, acquiring or developing Backgrounds once play
begins. This lack is not a design flaw, but rather a quire
conscious decision. [t illustrates the fact that Back-
grounds are pivotal to creating and roleplaying a real,
developing character, not a static action-movie clone.

Evolving Backgrounds is best handled through
roleplaying. Savvy Storytellers may base changes in
your character's Backgrounds on your character’s
actions and on story events. Befriending a reporter
might gain your characrera dot in Allies. Meanwhile,
finding out that her boss is one of the walking dead
might result in a loss of a job and a dot (or more) of
Resources. But most changes in Backgrounds require
a personal effort or conscious choice on the part of
your character. Her behavior is key to developing her
Backgrounds, and that’s why roleplaying them is of
paramount importance.

Increasing a Background requires some sort of
investment on your character’s part — helping a
friend or loved one, fulfilling a personal goal. Gain-
ing Backgrounds is a small victory in life and on the
mission. Conversely, losing Backgrounds represents
a setback for your character — personal failure,
failing a loved one, the inability to help those in
need. How a character deals with these accomplish-
ments and setbacks is what determines how her
Background ratings change.

Such personal victories or losses paint most — but
not all — of the picture, however. The remainder
involves the accomplishments and setbacks rhat a
character experiences during the course of a story —

the events that benefit or afflict her and thar are not
usually subject to her control. The murder of one of her
contacts or allies is a detriment to her Traits rating, but
not necessarily one she can influence.

Think of Backgrounds and their ratings as a mea-
sure of your character’s interaction with the world.
They quantify what she accomplishes and how she is
set back. Whether your character stands to gain or lose
a Background point, the event should be the focus of at
lE‘ﬂSr a scene l['l da S[DY\I"- E\"Cn bctter, SUCh Ch‘dnge:‘. cdn
be handled as solo game sessions between you and
Storyteller, similar to a prelude. The game should
place your character in a situation in which she must
make a decision or rake direct action in regard to the
Trait in question. The outcome determines whether
she gains or loses dots, or retains her former score.

By iz Book

Technically speaking, Backgrounds fall into a
nebulous zone as no firm mechanic governs their
development. This freedom is both a blessing and
a curse. It's a blessing because players can't in-
crease Backgrounds by spending experience points,
thereby placing the focus on roleplaying and per-
sonality development. The downside is, Background
changes are a judgment call and have the potential
to upset players or unbalance the game if not
considered carefully.

Adjudicating changes to Backgrounds falls
squarely on the shoulders of the Storyteller, but that
doesn’t mean you have no say. As a player, you can
always perition your Sroryteller whenever you feel
an event or situation warrants an increase or de-
crease in a score. Although sugpgesting a loss might
seem counterproductive as a player — say, you
believe that being convicted of a crime should re-
duce your character’s Fame — your Storyteller may

reward such honesty elsewhere for being true to your
hunter's identity. Such rewards could include Will-

power or experience points. Unless events are
intense, a character should not gain or lose more
than one Background point of any kind in a single
game session.
Rotzriaying Backcrounps

Backgruunds are more l'h'ﬂn Secﬂndary 1nt'\'1har:-
ics called into play whenever your hunter wants to
do something not within her immediate power —
get information or sneak into a crime scene, for
example. They represent the baggage that we all
carry through life. Your character is no different. It's
easy for players to ignore Backgrounds or to resort to
them as “get out of jail free” cards to be used when
needed. While there's nothing inherently wrong
with that, it minimizes the Traits' storytelling po-
rential. Hanter is about ordinary people thrust into
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B rne Nuwszes

The ways in which roleplaying and story events can influence Background ratings are discussed under
each Trait. If you don’t want to rely on such ephemeral influence over your ratings, you can turn to the
following mere mechanical systems. These are optional systems for developing Backgrounds between stories,
and are subject to the Storyteller's approval.
: Downtime ,
Not everymoment of your character’s life is roleplayed or needs to be the focus of a story. Between
each story, your hunter presumably goes back to her normal existence, or what's left of it that shé;ban

hold togethers This is called downtime. One benefit of downtime is that it allows you the opportumni

t eharacter's Backgrounds without having to wait for a suitable in-game event to signa

3 igh the Storyteller must still approve any changes, downtime gives you some direct

loping your character’s Background Traits.

During devm@e, you can trade-in permanent Willpower points for Background points. This ex
represents yourchagacter’scommitment and devotion to reconciling the hunt with hermundane life — (|
by getting home frompatrol in time to get the kids off to school, or disposing of monstrous evidence and getting
an oil change. Altk the two lifestylesare nor mutually exclusive, they cannotusually be reconciled without
sacrifice, and the expenditure of your Willpower rating serves as a reminder of this challenge.

To increase an existing Background or acquire a new one you must spend a number of permanent |
Willpower points equal ta'the new rating of the Background. Increasing Allies from 2 to 3 requires three
Willpower points, whereas gaining the first dot in Contacts costs only one Willpower point. '

Trading permanent Willpower can be done all at one time or over a number of stories until you have
accumulated the required amount. The latter approach allows you to set aside Willpower points in a pool
when you think your eharacter can sacrifice them, without diminishing your Willpowerrating severely in one
fell swoop for the sake of a new Background point. Pooled Willpower points are deducted from your
character’s Willpower rating and are usable only to increase a Background thereafter. They cannot be
restored to your Willpower rating or spent as regular Willpower points any longer.

Increasing Backgrounds through downtime requires a suitable explanation for the rating change, such
getting a job (Resourges), helping a friend paint his house (Allies) or taking the sergeant’s exam (Influence).
Only one Background can be increased at a time between stories.

Background Pb[;ﬂ

Your character always has a pool of five Background points. That's how many you get to spend at
character creation, No matter what happens during play, you can never drop below that starting pool
of five points for the purposes of this system. If your character has only five Background points and loses
adot in a Trait, the point is returned to the poal and you can use it to augment an existing Background
or develop a new one. Of course, such change can occur only through roleplaying (see the individual
Background descriptions for examples) or during downtime (with this system, there is no need to spend
Willpower points).

Of course, if you have more than five total points in Backgrounds and you lose some of those points,
they're lost forever. If your character has six dots in Backgrounds and loses two, only one point is returned
to your Background pool.

Example: If and when Spaulding's mentor, Old Zebulon, dies Spaulding's player could channel the dots allocated
to Mentor to any other Background such as Patron — as long as Spaulding did not have more than five dots in
Backgrounds at the time. If he did, the excess dots would be lost.

o

extraordinary situations, and Backgrounds help re-
inforce that “everyday person” theme.

Behind each dot in a Background is usually a
person — one of the very people your hunter tries to
save from the abominations that stalk the streets.
These people are more than “tools” to be used.
Backgrounds require your character to interact with
other people. Even Arsenal and Resources are more

than just money and guns. Either can signify an
inheritance, for example, and if that's the case then
it could have entailed the death of someone close to
your Ch'ﬂr}.‘.ct@r.

Take the time to give your Backgrounds a “face.”
Give them names and motivations, even quirks. The
more effort you put into your character’s Backgrounds,
the more rewarding they are.




Changes in Background Traits represent unique
opportunities for roleplaying and should not be di-
minished. Although Backgrounds represent an
external facet of your character, they have a profound
impact on her personality. The most significant
changes should come when losing a Background.
Regardless of the situation, losing Backgrounds is a
tremendous setback. It represents a loss of some kind,
and in the scope of Hunter, a loss that means some-
one or something held dear.

Whenever your character loses a Background,
think how it impacts her. Does she lose the will to carry
on the hunt! Does she doubt herself and her mission?
Or does it fuel her with a desire to not fail again?

While gaining Backgrounds is generally a positive
experience, it also entails greater responsibility for
your character — responsibility she may not be ready
to shoulder.

Aitics

Allies are the people your character knows well
and with whom she shares a bond. They may be
childhood friends, parents or the staff at the local
pub. Whatever the connection, allies are usually
there when needed. Not everyone the character
knows is an ally, though. Allies require a special
bond. Friends might help out or do a favor because
they're just that, but they won’t usually risk their
lives for your character. An ally might. The bond
can be anything from motherly love to sharing a
minority political agenda to a past deed your charac-
ter did for an ally (rescued his daughter, helped him
out when he lost his job).

Although allies are there for your character,
there are limits to what they can do. The local

Creen Book Backgrounns

You may notice that the Backgrounds pre-
sented in the various creed books are missing
from this article. As a core book to the Hunter
line, the Players Guide focuses on only the
Backgrounds found in the rulebook itself. Refer-
ring to the supplemental creed books would
require you to own or purchase those books to
make use of the material here. As a result, the
Players Guide could not stand on its own as a
companion to the game,

While the creed books’ Backgrounds are
not covered in detail here, the material and
advice in this article serves as an adequate
foundation for developing and roleplaying those
Backgrounds in any Hunter game.

bartender may gladly bail your character out of jail,
but there is little he can do to get the charges
dropped. Likewise, allies have ethical boundaries —
while some might look the other way about breaking
the law, others won't.

One final note about allies: Unlike mentors or
contacts, they are unaware that your character is a
hunter, and they can’t understand the monstrous
truth of the world. They are normal people conrent to
live in their safe, shielded reality, ignoring the crea-
tures that walk among them. Not every ally will
desert your character if they're confronted with the
truth, but most will. They would much rather think
your character is insane than perceive the world to be
a lie hiding nightmares.

Atties mPLRY

Allies lends itself particularly well to roleplaying,
and any rating changes are handled best during play.
Regardless of the relationship between your charac-
ter and her ally, this Trait demands interaction.
Characters who abuse and ignore allies may soon find
themselves without supporters. Furthermore, allies
are not mindless slaves. They have goals and ambi-
tions of their own.

To portray allies properly, give each an identity
and create the basis of your association. You need to
know their likes, dislikes and their motivations —
the reasons that they're willing to help your hunter.
Not only does this detailing make them memorable,
it also makes them easier to integrate as a part of
your stories.

Finally, you can to establish your allies’ spheres of
influence. Like specialties for Abilitiesand Attribures,
an ally’s sphere of influence has a direct impact on
what your character can expect from him. One option
is to associate a Trait or two to each ally to help flesh
him out. A cop could scrounge up a few leads among
criminals on your character’s behalf (Streetwise). A
newspaper editor might be able to look further into a
story (Investigation).

If your Staryteller agrees, you may assign a total
number of Influence points equal to your character's
Allies rating among her acquaintances. This second-
ary rating doesn't translare into real Influence dots for
your characrer, but serves as a benchmark of what your
hunter's associates are capable of achieving. The cop
ally could pull strings at his preciner (Influence 2 —
Law Enforcement), for example.

Losime Atties

Pike staved at the blinking answering machine and
finally pressed the button.

Beep.

There was silence at first, deep purposeful silence, not
just dead air.




“Mr. Flask....” A disunguished, almost Old
World voice crawled from the small speaker and filled
Pike with dread.

“I knew you would never agree to meet with me, so [
acquired your phone number from a source.”

“Youneedn't concern yourself withwho 1 am. 1 believe
you'll be more interested in what I can tell you. | thought
you should know that someone close to you has betvayed
you in exchange for his life.”

Pike panicked, Who could know about him? What
could someone be telling? He hadn’t talked to Hanson since
his lawyer busted Pike out of jail. Pike tried calling to thank
Hanson but kept getting the runaround. Hanson was
always “away.” Something was up at Roman-Smythe
Munitions, and Pike feared the wonst.

“I could be persuaded to reveal my source — in
exchange for a favor. Of course, you could try to identify
my source yourself, but I know where you live and [ make
an offer only once.”

Pike was out of his apartment before the answering
machine beeped again.

As real people, allies are always at risk — almost
anything can happen to them. Losing allies should
have a profound effect on your character — she’s
either gotten a friend or loved one killed, or pushed
one away because of the hunt, The result could be loss
of confidence, self-doubt or even self-loathing.

Below are common ways to lose allies during play.

® Death: The most obvious way to lose an ally
is by death — whether by accident or through the
machinations of monsters. While allies give your
character an advantage, their very association with
her puts them at risk. Reaching for the phone and
calling an ally may seem like a good idea, but your
hunter must realize that she endangers their lives by
involving them in matters they simply cannot
fathom. Like your character, an ally can become a
target. Unlike your character, an ally can’t see the
truth and is not empowered in any way to deal with
it. Every time your character calls on her allies, she
runs the risk of exposing friends and associates to
the evils of the night.

o Abuse: Allies are your characrer’s closest
friends at some level. If your character calls her
allies only when she needs something, they stop
helping sooner or later. Some allies may not even
be friends art all, bur allies in the strict sense of the
word — people who are willing to lend their help
in return for something. Your character better be
ready to help when an ally comes calling. If nor,
she could lose the Background.

Gamimg Reies

“Mr. Flask?" Pratt's voice came feebly, swallowed by

the cavernous warehouse.
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“It'sme, James Pratt. 1 got your message." The lawyer
hesitated before stepping into a disk of yellow light projected
from above. Dressed in an expensive tuxedo, Pratt was out
of place in the squalor of the storehouse.

“T wasn’t followed. I left my car at the theater, as you
instructed. [ took a cab to the subway station and walked
here. 1 don't appreciate being brought to this part of town
dressed like this, but I'm interested in what you have to say.
I'm curious to know what you can tell me about Mr.
Smythe's... behavior.” Pratt realized he was being tested.
Flask meant business.

“What's Hanson up to?” A whisper echoed from
somewhere in the darkness.

“I'm not sure,” the lawyer answered. “I've noticed a
considerable change. I'm not comfortable with it. He's
become involved with a number of business ‘associates’
who keep odd howrs. He has me busy running a charity that
helps people like you get out of trouble. It was the Founda-
tion that bailed yow out of jail. So, whatever you have to say
about Smythe, you have a captive audience — perhaps we
can come to some sort of agreement.”

“Glad to see we're on the same page." A shape
emerged from behind a crate, stopped for a second 1o light
acigarette, and stepped into the light. “And by the way, it's
Pike. Not Peter. Not Mr. Flask. Just Pike."”

Gaining Allies, like making close friends, is nei-
ther simple nor easy. Just about anyone your character
meets can potentially be turned into an ally. The
process takes rime and isn't always successful, how-
ever. The alliance should be beneficial for both your
character and the would-be ally — anything from
promises of mutual assistance to favors to even binding
friendship. Without this commitment on both parts,
there is no alliance.

® Networking: One way to gain allies is to “pro-
mote” a contact. To do this, your character must
somehow gain or earn the respect of the contact in
question (and must have the Background of the same
name). Doing so might entail doing favors or errands
for the contact, demonstrating goodwill or saving her
life. The freed-up Contacts point can be reassigned or
dedicared to another Background.

® Who You Know: The otheroption, and thisone
depends solely on roleplaying, is befriending someone.
Your character must earn the respect and trust of the
potential ally over rime. 1t helps when both share a
goal, but the relationship can also be based on any-
thing from a mutual interest to murual love.

Rrschat

Arsenal describes your character's possessions
rather than someone she knows. [t quantifies what
your character owns, or has access to, in the form of
firearms and specialized gear that can be applied or
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adapted to the hunt. Not everyone has access to a
cabinet full of pistols and rifles, however, much less to
military grade weapons. For this reason, your Story-
teller may limit how many points you can acquire in
Arsenal. No marter how many points you have, creare
a plausible explanation that not only justifies your
hunter’s Arsenal Trait, but that supports and adds
depth to his concept. A paramedic who “steals” guns
and knives from unconscious gang-bangers in an at-
rempt to keep weapons off the street might have a
rating in Arsenal. But he shouldn't have a shitload of
weapons “just because.”

Arsenal can seem like a “faceless” Background —
a laundry list of guns and amme — but it's not. Like
every other Background, it’s indicative of your
character’s past. Arsenal doesn’t automatically mean
your hunter is a gun nut. While some hunters may fir
the stereotype of paranoid survivalist, not every person
with Arsenal needs to be one. Certain occupations and
origins can explain Arsenal. A cop would probably
have a dot or two. A chest filled with WWII (or
Vietnam, Gulf War or “peacekeeping”) memorabilia
belonging to a relative might be worth a couple of dots
—and might not necessarily include guns. In the latter
case, Arsenal is an heirloom and has an emotional
value. Finally, although Arsenal focuses on guns, it
could include all manner of rare or specialized equip-
ment and supplies such as lock-picks, rations ora GPS.

Then there is the question of legality. Arsenal
doesn't always mean crates of M-16s and LAW rock-
ets. Legal firearms might not pack the punch that
illegal ones do, and might be tracked back to your
character, but at least they don't artract the attention
of the police as readily as automatic weapons do.
Arscuat 1 PLay

Hunters are sometimes outnumbered by the mon-
sters they face. Edges can even the odds, but sometimes
there's just no substitute for raw firepower. A belly full
of lead might not stop a bloodsucker, but at least it can
slow him down — which is where Arsenal comes into
play. The only limits to Arsenal are those imposed by
common sense and your Storyteller.

If the Storyteller allows, Arsenal can be used as an
equivalent to Contacts, focused on acquiring guns and
ammo instead of informartion. [f your character wants to
purchase weapons or specialized gear once play begins,
an Arsenal roll (difficulty 7) might point her in the right
direction—although she still needs to come up with the
cash or steal the items in question, whether it be
weapons, a mechanic's tool set or welding equipment.
Losing Arsenat

It was getting close to daun.

Just a few more hours and the nightmare would be
over, Father St. George thought to himself as he crouched
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behind a fallen tree and assessed the situation. In the
distance, the howling grew closer.

His Kevlar vest was ruined, clawed to shreds. It wasn't
even keeping him warm, only weighing him down. Pissed,
Father St. George stripped off the vest, tossed it to the
ground and counted the rounds left in his revolver — each
a silver star in the gloom of the forest.

Four.

“Not enough for a stand-up fight, but enough to make
the furbags think twice,"” the grizzled hunter muttered as he
took up a firing position and prayed.

He would have to make every shot count.

Just because your character loses a weapon or uses
up all her ammo doesn’t mean she loses points in
Arsenal. Some circumstances, however, do dictate
that your character loses the Background.

e Full-Auto: The most common way to lose
Arsenal is by thoroughly exhausting its supply. Losing a
gun or two might not affect your character’s rating, but
keeping a hoard of zombies at bay for a night in a tense
standoff could. Also, being reckless and trigger-happy
might leave you behind an empty chamber while beset
by a pack of crazed vampires. Ammo does not grow on
trees. Although your character may know where ro get
more, it doesn’t magically materialize when needed.
Neither do guns.

* Raid: A police raid and confiscation of hunt-
ing equipment (perhaps they're tipped-off by a
vampire or other enemy) warrants a reduction in
Arsenal. But it could also serve as a catalyst for a
story of revenge as your character gets even with
the bloodsucker. Losing weapons is only part of the
problem. Anyone whom your character dealt with
to acquire Arsenal might be arrested, or worse
might no longer trust your character. Attracting
the attention of the ATF is not the wisest of moves
your character can make.

Gammg Rrscwac

The table was covered with weapons. Not high-quality
stuff — mostly surplus-grade rifles and equipment, but it
would have to do. Father St. George spotted a couple of
late-model Glocks. They would definitely come in handy.
The priest did one last check. *“What about the vest?”

“That'll cost extra, old man. You can't veally put a
price on peace of mind, can you?"

Father St. George hated dealing with Saul, but after his
run-in with the overgrown mutts, he had no choice. “I'll
give you an extra thousand.”

Saul thought it over. Father St. George could see his
acquaintance doing the math. Irritated, the Father slapped
down a wad of bills on the table, next to a pair of grenades.

“That's nine grand, take it or leave it. There are other
dealers I can go to," Father St. George lied. Saul was his
last hope, and the priest didn't have a penny morve.

Saul grinned. “Deal.”

Arsenal is more than just owning guns. It means
your character may know were 1o find weapons and
equipment. Granted, ammo may be used up and
guns lost, but your character can always find more —
she just has to pay for them. Replacing a box of 9mm
ammo or a pair of NVGs is easy, if expensive.
Finding a new batch of silver bullets is next to
impossible — and is the reason your character must
be judicious in her use of Arsenal.

® Guns 'r" Us: The simplest way to gain or
increase Arsenal is to convert Resources dots into
Arsenal dots on a one-for-one basis. This represents
your character selling her possessions in order to buy
equipment. Doing so comes with some heavy conse-
quences, though — it might seem like a good idea to
sell the car, but your character (or her spouse) still has
to get to work and drive the kids to school. Convert-
ing Resources points requires your character to have
the right connections (a successful Contacts, Allies
or Arsenal roll) or at least know where to acquire the
gear. The conversion is not automatic, either. Your
Storyteller must approve it and might schedule a
quick solo game session to roleplay the potential
consequences of the conversion.

* An Honest Night's Work: Buying equipment
(whether legal or not) is not the only way to increase
Arsenal. Raiding a vampire’s haven might yield all
sorts of gear, as does stealing from local thugs or even
the police. A desperate hunter can acquire Arsenal in
this manner, but she must be willing to face the
consequences — and in these cases, a criminal record
is the least of your character’s worries.

BysyaNDERS

Bystanders is a precious Background. Hunters
are often forced to work alone, isolated from regular
folks who are ignorant of monsters’ existence. At
best, the imbued can count on each other, but
sometimes that isn't enough, and a newly imbued
hunter may not even know that others of his kind
exist. Here's where bystanders can come in. They
are your character’s staunchest supporters, aware of
her mission and the truth, and often willing to
contribute to the cause that they have been exposed
to only briefly.

Bystanders can arise during your character’s imbu-
ing and are probably not people she knew before. They
were there when the Messengers opened your
character's eyes to the monsters. Unlike your charac-
ter, these people didn’t act. They remained aware but
transfixed, unable todo anything, and therefore weren't
imbued. In the aftermath, they may have eventually
sought out your character and one another — whether
out of fear, confusion or even guilt — to cope with
what rhcy'd seen.
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Bystanders may be aware of the horrors that prowl
the night, but they're still essentially civilians caught
in the crossfire. They're vulnerable and your character
must always keep an eye out for them. [t's one thing for
a hunter to willingly battle the undead, but asking a
bystander to do the same is tantamount to asking them
to commit suicide.

Bysyannces m Py

Like Allies and Contacts, bystanders are people,
not tools or slaves to be used or abused. They go
through all the denial that hunters do after being
exposed to reality, and might help an imbued only
once they've come to terms with what they saw and
what it could mean to them. Even then, they help for
their own reasons, not for anyone else’s. Your charac-
ter might have points in Bystanders, but they are not
automatic helpers or simple sidekicks ro boss around.
Somewhere along the line, she's convinced them to
help or they've come to her for answers.

To portray your character’s bystanders fully, you
have to flesh them out. Give them names and moriva-
rions. Even fill out character sheets for them, or
encourage the Storyteller to do so. You can use the
Bystander crearion rules found in this book as a guide
(see p. 24). What's imperative is that you understand
who your character’s bystanders are as real people, not
as dots on a page.

Bystanders are there to help your character in her
vigil against monsters. Some might provide physical
assistance, acting as bodyguards or muscle in the hunt.
Others can provide informartion, repair your character's
car or do research. Bystanders do not jump in front of
speeding cars for your character or risk their lives need-
lessly — they may have witnessed monsters and your
character’s imbuing, but they'te neither fools nor heroes,
Losing Bysranoers

The motel room's door was open a crack. Something
was wrong.

Sarin pushed it open a little wider. The lights were off.
All he could see were vague shapes on the floor, any of
which could have been Michelle. Sarin’s heart vaced. He
gave the door a shove, and it swung wide. He flicked on the
light. The motel room was amess. Blood covered the walls,
and everything was smashed.

Michelle was nowhere to be seen.

Sarin almaost fell to his knees. He cursed himself for not
taking her to meet his parents as she had asked.

Ouwtside the motel voom, a car pulled away with a
screech of tires.

“"Michelle!"

Bystanders are regular folks who know that evil
walks among them, but are largely powerless to do
anything about it — aside from lending your char-
acter a hand. They might be convinced to help in
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the hunt out of duty, love, fear or guilt, but sooner
or later, they'll want nothing ro do with your
character or her divine mission. They'll want only
to return to their safe and ordered lives and forget
about the truth.

® Casualties of War: Death is the maost common
way to lose dots in Bystanders, but there are other
risks involved. Your character’s bystanders might be
kidnapped or, worse, be turmed into the very crea-
tures your hunter confronts. Having bystanders usually
entails a significant responsibility for your character.
[f she falters or lets her guard down, her companions
can be hurt or even turned against her. It's one thing
to stake a bloodsucking leech. It's another ro decapi-
tate one of your character's bystanders after she's
been turned into a vampire.

® Carelessness: Your character can lose Bystand-
ers points by treating her followers poorly or
endangering their lives constantly. No matter how
dedicated your character’s helpers may be, there's only
so much abuse or risk they're willing to rake. Bystand-
ers might stretch their necks for you a few rimes.
Habitually sacrificing their well-being is a sure-fire
way to push them away.

® Shellshock: Bystanders have few or none of
the gifts that hunters do. They do not usually possess
edges or have Conviction. Whereas your character
might be able to cope with seeing a shambling
corpse, bystanders can't. Witness one werewolf too
many or some vampires feeding messily and your
bystanders might lose their resolve and quit— or go
insane. Your character’s Bystanders rating is af-
fecred as a result, unless he takes pains to shelter and
protect his assistants.

Gamme Bysyanders

Sarin stumbled into the alley, Michelle's weight too
much to bear in his wounded condition. He set her down
gently next to a dumpster and caught his breath. She was
unconscious and bleeding badly, but still alive — barely.

Sarin himself was in bad shape. He shouldn't have
gone looking for her alone. He was lucky the creature
had underestimated his resolve — not to mention his
propane torch.

A moment later, Sarin heard the bloodsucker enter
the ally. There was nothing for him to do but put up a
good fight. He always feared he'd go down this way —
his back against a wall and Michelle's life in the
balance. It was all his faule.

He charged the vampire hoping to catch it off
guard. It didn't work; it swatted Sarin to the ground
like a fly. It was all over.

Just then, a thunderous roar erupted from behind
Sarin. The vampire staggered back, screaming, its torso
engulfed in fire. Sarin turned to see Michelle leaning against
the dumpster, smoking torch in hand.

CHAPYER 3:HEW YRRIYS

Whereas many Backgrounds require roleplaying
to be increased, Bystanders demands it. Your
character’s bystanders might have been witnesses to
her imbuing and were exposed to the Heralds’ call at
the same time as she was. It's therefore difficult to
increase Bystanders without some reason to justify i
once play begins.

® Failed Imbuing: The Messengers work in
mysrerious ways. Sometimes, increasing Bystand-
ers is a matter of stumbling across someone else's
failed imbuing. Disoriented and lost, these failed
hunters might look to your character for answers
and protection.

® Serendipity: Bystanders may have been cre-
ated at the scene of an intended imbuing. They reeled
from the event, baffled and terrified by what they saw
and heard. They questioned their own sanity thereaf-
ter, but couldn’t put the experience out of mind. Now
along comes your character, who struggles with a
creature or who performs some feat that gives one or
more bystanders a flashback to their previous en-
counter. Although these people failed to act then,
they can seek to redeem themselves now by coming
to your hunter’s aid — or by turning to her for
validation and comfort.

Cowracrs

Whereas Allies describes your characrer's asso-
ciates, and Bystanders reflects her peers, Contacts
represent a network of acquaintances and infor-
mants who usually, but not always, share a mutual
interest with your character. Typically, contacts
are not friends, but people your character knows
from life before. A contact may be your high-school
sweetheart, whom you parted with on amicable
terms and who now works at the local newspaper as
an editor; a bartender who's walked you home on
more than one occasion; or a bum on the street to
whom you've been generous. Contacts do nor take
a bullet for you, but they help when they can — if
the price is right. While cordial and friendly, con-
tacts aren't in the business of providing information
and services for free. Allies and bystanders may
bend over backward for your character. A contact
needs the right motivation. Your hunter’s relation-
ship with her contacts is mercurial —a complicated
affair of promises and favors. Although your char-
acter can have expectations of her contacts, she
can't always trust them — and vice versa.
Comvacrs inPLay

Bringing Contacts into play is as easy as mak-
ing a phone call. It takes slightly more than that to
make them more than two-dimensional Deep
Throar knockoffs, however. First and foremost,
each should have an area of specialty, whether she
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is a minor or major resource. For major contacts,
the area of specialty should be a detailed conceprt,
such as publishing, law enforcement or the legal
system. Assign each major contact an Ability (Aca-
demics, Streetwise or Bureaucracy, for example).
Minor contacts are more flexible; just describe
their general area of specialty — underworld, street,
business, information, occulr.

Second, establish what your character's relation-
ship is with each contact. Isit purely business, requiring
your character to shell out cash in exchange for infor-
mation, or is it more friendly? Regardless, conacts
always require some form of payment — whether it’s
money, favors or even protection — in return for
helping out your hunter.

Fleshing out Contacts in this manner gives both
you and your Storyteller a good starting point for
defining who these people are, and it paves the way to
possibly make a conract into an ally.

Losimg Cowvaers

Arnie staggered back into the heap of garbage that used
to be his home. The cut across his forehead bled profusely.
The goon stood over him, a lead pipe poised to come
crashing down.

“That's enough!” a voice hissed from down the alley.
“Leave me and the ‘gentleman’ alone — now!"” The goon
hesitated for a moment and then stepped aside.

Arnie looked up, squinting through the blood.
stranger stood over him, dressed in an old kind of suit. Thc
stranger’s face was pale.

I apologize for my associate. He gets carried away. |
have a proposition for you. Here's enoughmoney to get you
anice meal, maybe some new clothes — and as much booze
as you need to drvink yourself into oblivion.

“What I want in return is to know where Sarin and
his little girlfriend are hiding. You can either take the
money or | leave you to my associate, Either way , you'll
tell me where they are.

Nothing is guaranteed with contacts. Like hy-
standers and mentors, contacrsare vulnerable. Because
the relationship between your character and her con-
tacts is often based on mutual benefit, not necessarily
friendship, almost anything can cause a reduction in
Contacts rating. This Background is easy to gain, but
also to lose.

¢ Recklessness: A hunter who constantly risks
the lives or well-being of her contacts (to either
mundane or supernatural forces) may soon find her
calls are not returned. This is especially so if a
contact is involved in the hunter’s illegal activities,
or is implicated because of the actions of your char-
acter. An ally might look the other way, and a
bystander knows the risks involved, but a contact is
hard-pressed to help your character in these situa-

tions. Take one risk too many and your character
might lose Contacts for good.

® Double-cross: Conracts are in it for the
money (or favors or power). Sure, they might
have an undLrstandinE_ with your character, but
who's to say they won't sell her out to a higher
bidder? Even worse, they could be intimidated or
coerced into betraying your character. Regard-
less, the trust berween your character and a contact
is broken and your hunter is a fool to continue
counting on his source — and you lose a number
of dots in the process.

e Obligations: A contact might do a favor or two,
but abuse him and your character may be left outin the
cold — and usuvally when she needs his help most.
Unlike allies or bystanders who expect your character's
assistance from time to time, contacts always require
some sort of compensation. Fail in yourobligationsand
your character could find herself a contact short.

® Exposure: Contacts are regular people content
to live in ignorance of the horrors that exist. If ever
confronted with your character’s existence as a hunter,
chances are they run — or at least consider your
character a wacko, and sever any ties to her.

Gammg Convacs

The bookstore smelled of mildew. There were books
piled high on the floor and tables. The whole place had a
chaotic energy to it. Savin was surprised anyone ever found
what they were looking for in all the mess. In the 40 minutes
he had been there, however, the owner must have sold at
least $100 worth of books.

The old man finally approached Sarin. “What can |
help you with?" They were alone.

Sarin went straight to the point. "Someone suggested
this place if [ want to research some legends — without
attracting too much attention.”

The bookseller looked at Sarin closely, “Perhaps. But
privacy comes at a price. I close at night to keep the less
desirable crowd from bothering my customers.”

Sarin reached into the envelope his father had given
him, took out a $50 bill and handed it to the store owner,
“About this ‘less desivable’ cvowd. ... Where do they usu-
ally hang out?”

Gaining Contacts is as simple as meeting the right
people. Almost anyone can become a contact — at
least a minor one — as long as your character is willing
to do her homework and grease a few palms.

@ Referral: Contacts know people. If a particular
contact can't help out your character, and the rwo are
on good terms, the contact might point your hunter in
the right direction. Of course, a small kickback often
helps extend your character's network.

® Legwork: Sometimes, your character has to hit
the streets to find contacts. This might involve buying




someone dinner (or whatever it is they want) or getting
them drunk. This approach might require a Charisma
(or Manipulation, depending on the method used) +
Subterfuge roll to work. More than that, your character
must demonstrate that her friendship (or cash or protec-
tion) is beneficial to the would-be conract.

Desyimy

Your character is marked for greatness or tragic
failure. She possesses some quality that makes her
stand out in the hunt. Perhaps that's why she was
chosen to hear the message, perhaps not. Other
imbued regard destined hunters as lucky, tenacious,
even single-minded — which gives them a subtle
distinctiveness thar makes them special. When faced
with overwhelming odds, your characrer somehow
manages to squeak by. Everything might nor always
be rosy, but with Destiny luck is on your character’s
side — at least until fate knocks and the moment of
truth arrives.

Desyimy mPeay

Destiny may grant your characterachance tore-
roll failures, but there’s more to this Background
than a simple mechanic. Although your Storyteller
has the ultimate veto as to what precisely your
character’s destiny is, you can and should rake an
active role in fleshing out this Background. How
does your character relate to this “blessing”? How
does Destiny manifest? Does your character see
visions or hear voices, or is it more subtle, a feeling
in the pit of her stomach, perhaps!’

One way to personalize Destiny is to pick a
“specialty” for it. Maybe your character’s Destiny
manifests as “confidence,” “toughness,” “sacrifice,”
“greatness” or even “hope.” Choosing a simple noun
as a label for Destiny goes a long way toward adding
depth to your character. It also makes it easier for
your Storyteller to choose a fate that fits your char-
acter and your concept of her. If she'’s “confident,”
other hunters, and maybe even monsters, may rally
to her to achieve a great feat or to meet a terrible
end. If your hunter is “sacrificial,” other hunters or
even people may sense that she has been marked for
some specific trial or fate and help her achieve it —
or seck to avoid her and going down with her.
Losme Desvimy

The car ride was quiet. They still had another 12 hours
before they got to L.A. Carrie and Spaulding sat in silence
as the desert flew past at 80 miles per hour,

Everyone thought Carrie was mute. She wasn't.
She just hadn't said a word since her 12th birthday.
The doctors never found anything wrong with her or
learned what trauma caused her silence. She just
stopped speaking. Sitting in the car next to Spaulding,
driving to a place she had already seen in her mind,

she knew the time to speak again would come soon —
and it scared her.

Ephie's death had affected Carrie more than the
others suspected. Her actions had caused the death of
someone she knew — that she loved. It shattered her
confidence. For the first time since she heard the voices,
she doubted herself. All she wanted to do was reach out
and tell Spavlding, but she couldn't.

Carrie was afraid.

People can and often do walk away from destiny.
It's a tremendous responsibility to bear knowing
that so much hinges on you. To some, including
your character, fate might not be a blessing, but a
curse. Destiny always requires a sacrifice of sorts,
and there are times when your character isunwilling
or unable to pay the price. The consequence (and
there are always consequences) could mean the loss
of this Background altogether.

o Acting against Destiny: lgnoring the pull of
destiny is an easy way to sever your characrer’s ties
to the ephemeral quality that makes her special. A
characrer fated to greatness might lose Destiny
points or the Trait if she acts in a cowardly manner.
This is why choosing a specialty for Destiny is
important; acting adversely can undermine your
character's appointed role. If your hunter's destiny
manifests as honor or hope, betraying people might
have a detrimental effect on her Background rat-
ing, for example.

® Doubt: just because a character has Destiny, it
doesn't make her superhuman. It’s one thing to suspect
that fate is on your side. It's quite another to believe it.
Doubt is anathema to destiny. Self-doubt plagues the
greatest of heroes, and sooner or later a doubting
character could question her actions and confidence
to such a degree that she is not only uncertain, but
crippled by indecision. A point or two of Destiny could
be lost in the process.

® Abusing Destiny: Destiny lets you choose to
retake any roll you fail, to the limits of your Back-
ground rating. It doesn't mean you should. Sometimes
failure is as much a part of destiny as success is, and
sethacks on a mission should be accepted and learned
from. Turning to Destiny to avert every annoyance
that comes along abuses your character's appointed
status. Abuse Destiny and your character runs the
risk of “crying wolf' roo often. Your Storyteller
might penalize you if you frequently default to Des-
tiny when you fail a roll. Use Destiny with caution
and respect.

Gaming Desriny

The coffee was stale, but it was the best anyone could
expect at 3 a.m. Spaulding looked down at the tar pool
coalescing in his mug and then at his mute companion.
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Her silence was annoying. Spaulding didn’teven know
her name. It was like she was from another planet. But
something was obuviously bothering her. She seemed even
more withdrawn than usual. He'd noticed amarked change
over the last couple of days. It seemed the closer they got to
L.A., the more restless she became.

Finally, he said something about it. “Ephie respected
you, you know. She admired your confidence and nerve.
Coming from Eph, that meant alot. We all miss her. 1 guess
we have to accept death as part of what we do. All we can
hope is that when our time comes, we take down some of the
bastards with us."”

Spaulding's quiet companion stopped playing with
her piece of pie, scribbled a note on a napkin and slid it
across the table.

My name is Carrie.

“Well Carrie, why don't we finish owr coffee and get
out of heve?”

For the first time in days, Carrie smiled.

Your characrer is either blessed or cursed with
Destiny, or she is not. It's highly unlikely rhat a
character acquires Destiny during play — bur not
impossible. Destiny makes an excellent Storyteller
reward after your character survives a particularly
harrowing hunt or suffers a great victory or defeat.
Gaining Destiny is not a simple matter of saying, “I
have my character do X so I can gain Destiny,” and
scribbling down the dots. If you want your character
to acquire the Destiny Trait, your Storyteller prob-
ably makes you earn it through a particularly
challenging or personally trying story.

e Sacrifice: Sometimes, it takes a loss to under-
stand just how important destiny is. There are times
when destiny seems to work against your characrer,
such as when a loved one dies and it could just as
easily have been — or should have been — vour
hunter who was lost. In rtruth, such loss acrually
makes Destiny stronger. Although sacrifice leads or
pushes your character off her intended path, it can
also have the opposite effect. It might reinforce her
commitment to a goal and warrant a Trait increase.

e Blessing: The Messengers might bestow upon
your character, thanks to heractions on the hunt, what
amounts to extra Destiny points. Working in theirever
mysterious ways, the Messengers have perceived some-
thing of note in your hunter — and know she must
fulfill some greater purpose as the end times near. You
might gain the liberty of re-rolling dice, but your
characrer could acquire the dreadful sense of being the
direct agent of the Heralds.

EXPOSUERE

Whether it comes flooding back in visions, dreams
or the occasional “gut feeling,” your character suspects
more about the supernatural than do other hunrers.

- | Y

Exposure is not neat, codified knowledge. Rather, it is a
matter of instinct and intuition. When confronted by a
towering man-beast, a hideous bloodsucker or some-
thing that otherwise just doesn’t make sense, your
character might have an inkling as to what she really is
facing. She might remember thatstaring intoa vampire's
eyes makes you into its slave, or she might once have
seen a wolf-man disappear just by staring into a pool of
street water. Exposure is not always informative or
correct, however. Sometimes, memories are jumbled
and confused — but it’s better than charging into a
situation blinded by absolute ignorance.

EXPosuRE INPLAY

Exposure is really nothing more than an educated
guess, half-glimpsed memory or inexplicable sense,
but when confronting the supernatural even a hunch
is better than nothing. Exposure is not a Talent or
Knowledge, and just because a character has it doesn’t
mean she is a walking encyclopedia on the oceulr, At
best, the information imparted by Exposure is fleeting
and imprecise — suppressed memories bubbling to
the surface that make sense only now that your
character has been made aware of the true reality
surrounding her.

Exposure is not gained from “dabbling” in the
occult. Exposure comes from actual conract with
monsters that your character couldn't understand
— until now.

Although Exposure might give your character
insight about almost any horror she witnesses, some
remain unfathomable. Jor down a line or two about
the source(s) of your character's Exposure and then
work them into your character concept. Doing so
might help your Storyteller judge the difficulty of
your Wits + Exposure rolls. If your character was once
attacked by a stranger and found unconscious after-
ward, it’s possible that she now intuitively senses
more about vampires than, say, ghosts (so a difficulty
of 6, not 8 or 9, for vampires).

LosinG Exposure

Marcy opened her eyes painfully, the bright lights of the
hospital room burning them. Everything was hazy. She felt
Si‘(.‘]’( ﬂﬂd T]ﬂu.ﬁﬂﬂ[ed. Whﬂ[ hﬂppfﬂﬂd!’

[t all came back slowly. .. the van, the fear, the pain.
She reached for her neck, but the bite marks were gone. She
was still alive — barely. Marey sighed in relief.

She heard someone enter the room, but she couldn't see
whom. “Sarin, is that you?"

Silence. She couldn’t see anyone, but she felt a
presence — a cold, suffocating energy. She struggled to
get out of bed.

She understood that some creatures could make
themselves invisible if they wanted to be, but this
presence was something new. There was something




else in the room with her and Marcy didn’t know what.
All she could do was hope Sarin wasn't far when she
started screaming.

[t’s difficulr to lose Exposure. The Trait repre-
sents your character’s memories and feelings, not
friends who can be killed or guns that can be
stolen. Cerrain events can trigger a loss of Expo-
sure, however. Afrer a particularly traumatic
encounter with the supernatural, your character's
mind might try ro suppress the memory — resulting
in a reduction of Exposure dots if the Storyteller
deems it appropriate.

® Madness: If your character acquires a de-
rangement for whatever reason, there'sa chance she
might lose some dots in Exposure. This loss reflects
your character suppressing memories or losing her
grasp on reality, Her delusions and insights become
intertwined so that it's nearly impossible to distin-
guish fact from fiction. For example, a character
with Paranoia might believe she sees the walking
dead everywhere she looks — rainting any aware-
ness gained by Exposure.

® Repression: The mind can do just about
anything to protect itself from what it can't or
doesn't want to deal with. If your character suffers
a near-death experience or some other horrific
trauma thanks to the supernatural, there's achance
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she blanks it all burina desperate effort to retain
her fleeting sanity — losing Exposure points in
the process.

¢ Supernatural Influence: It's impossible o
have Conviction and its attendant mental protec-
tion from supernatural influence active atall times.
There’s always a chance a monster with mild-
altering powers might erase your character's
recollection of events or alter them with false
impressions. Your character might temporarily or
permanently lose Exposure points as her memories
are altered or eliminated. If yvour hunter's memo-
ries are ever restored, the creature responsible for

tinkering with them is likely to be the subject of

her ire and could be the very subject of past
encounters with the unknown.
GG Exposure

Gorman trailed the vampire, He didn’t think he'd been
spatted. “That’s it, take me to your hole." He could hardly
contain his excitement. Tonight would be a good night.

A half-block later, the vampire crossed the street
suddenly — he was fast, faster than Gorman could follow.
The hunter broke into a trot as he stepped off the sidewalk, ..
and was almost hit by a speeding taxi. Gorman leaped out
of the way, taking his eyes off the vampire and slamming his
fist onto the hood of the cab.

When he reswmed his pursuit, the vampire was gone.
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Frustrated, he scanned the street and saw nothing.
Then, for some reason, he focused on a small stairwell
bathed in shadow. There was something about the darkness
there. On any other night, Gorman might have overlooked
it. But the way the shadows seemed to hang made Gorman
flash back to a childhood memory.

He remembered walking home one night, past the
old house at the top of the street, just knowing some-
thing watched him from within. Gorman’s mom never
believed him, and sent him to bed without TV, But
Gorman knew better — he still did, and he got the
same feeling now.

He laid one hand on the crowbar that was tucked under
his coat and walked straight toward the stairs.

Exposure is like a revelation — you never know
when it will hit like a bolt of lighting and grant your
character an inexplicable or unnerving understanding
of the horrors she battles. Hunters confront the un-
natural on a regular basis, so there'’s always a chance
that your characrer could develop Exposure based on
past encounters. Your character’s very nature as a
hunter makes gaining Exposure easy.

e Epiphany: Your character can have an
epiphany about an event from before her imbuing.
Perhaps the conditions of a current scene or experi-
ence have to be just right to remind your hunter of
something she witnessed or suffered before. Sud-
denly that past experience makes sense (say, the
cold feeling in a room of her old house was the result
of a haunting and protective spirit) and has bearing
on current developments (a ghost dealt with now
might also be protecting something important toit).
This sudden realization might now allow your char-
acter more insight into ghosts, and might be the
doorway into other old, suppressed memories about
the supernatural in general.

The Storyteller could bestow this benefit upon
your character through story events, or you might seek
itby petitioning him and elaborating on your character’s
identity and past.

¢ Blessing in Disguise: Failure is a traumatic
experience, but given enough time a hunter can learn
a lot from her mistakes — if she survives, that is. Any
rime YD[I ljl}[l:h d l—(')” \Vhen your Ch'l:'lri:lctcr L':Url.fr('ﬂ"ll’-‘i
a monster, there's a chance the next time she con-
fronts a similar monster that she gains insight as to
why she failed — and acquires an extra dot in Expo-
sure. This “blessing in disguise” applies only if your
hunter does not have Conviction active at the time
she makes the initial botch.

Although this approach to increasing Exposure
does not involve the “traditional” supernatural en-
counter before the imbuing, hunters are still human
and their post-imbuing experiences might offer preter-
natural insight into subsequent efforts.

L&

Fame

Whether a hunter is a pop idol or a local hero,
Fame makes him a celebrity. Everyone recognizes the
hunter or, worse, wants to be his friend, and cameras
follow everywhere he goes. For good or ill, your
hunter becomes a public icon. This state has definire
advantages. Complete strangers are more likely to
lend a hand to someone they consider “famous.” Cops
might look the other way. Bouncers are all too happy
to the let your character enter clubs. Secretaries
might be convinced to let your hunter take a look at
the bass' files.

Fame doesn't always mean life is a bed of roses
for your character, however. People might adore and
even respect him, but fame does come at a price —
lack of privacy. Regardless of his level of Fame, your
character’s every action can be subject to public
scrutiny, whether by his peers or narionwide fans.
People might recognize your character, usually at
the worst times. Hunters are often forced to live
double lives to keep family and friends in the dark.
With Fame, such efforts are challenging or impos-
sible, and loved ones might be linked with your
character by the enemy itself.

Fame i Puay

While all the public exposure might be an
annoyance (although some hunters might thrive
on it), it does have its benefits — something clever
players can exploit. You must establish what makes
your character a celebrity. Not every character
with Fame is an actor or rock star — and given
Hunter’s common-folk theme, a character is more
likely to be famous for something he did rather
than for who he is. A fireman who risked his life to
save a mother and her child; a local politician who
campaigned to keep the regional factory from clos-
ing; a shopkeeper who fought back against robbers:
All are excellent examples of actions that might
make a character famous.

Part of deciding what makes your character well
known is choosing the cross-section of society in
which he's popular. Just because your character has
fame doesn't mean everyone recognizes him. Athigher
levels in the Background, this may be the case, but at
low levels only a limited group of people recognize your
characrer. Is he a TV star, a neighborhood leader or
even an infamous criminal?

Fame does have its drawbacks. Does your char-
acter have groupies? How about stalkers? The most
detrimental effect of Fame is your character’s pub-
lic exposure — it becomes easy for his enemies to
tfind him and others near and dear to him. The flip
side is that being famous also protects your charac-
ter. The authorities might dismiss an attack on a
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nobady, but an artack staged against a celebrity
could attract enough attention to dissuade poten-
tial enemies.

Losine Fame

Dave needed a story — badly. It was almost 2 in the
morning, and he had nothing. His editor would have his ass
if he didn’t come back with something. He scanned the
police frequencies in one last, futile attempt. His car
smelled of cigarette smoke and gyros. Dave hated the
graveyard shift.

He was about to give up when it hit him, Literally. A
body plummeted down and crashed onto the hood of his car.
Slamming on the brakes, Dave spilt his coffee all over
himself. At least it hid the piss stain. Scared witless, he
stumbled out of the car.

Ina panic, he looked up to see where the body had come
from. A window was smashed out of an office building a
few floors up. Someone looked down at him — someone
familiar. Dave knew him somehow. [t was that guy, Jamal
Wilson, who'd saved a kid from wild dogs a few weeks back.
The man backed away from the window.

“Hey, stop!” Dave yelled, but Wilson was gone.

Dave couldn't believe it. A story of a local-hero-gone-
bad had just landed in his lap. He turned toward his car to
check the body's pockets for identification — and saw only
his smashed-up Ford.

The body wes gone.

Fame is fleeting. Today's sensations find them-
selves relegared ro the realm of the has-been sooner
rather than later. Unless your character works to
maintain her public persona or becomes a de facto
celebrity, chances are that her Fame rating flucru-
ates Oor even L’\':l]_‘rol‘ill_cs. T]‘}ar le 1TIinUtL‘S iilﬁts
longer for some, but it ends eventually for just
about everybody.

e Passing Fad: People's attention span is mea-
sured in seconds; today's news is forgotten tomorrow.
If your character does nothing to promote herself, she
might lose one dot per week in Fame as her exploits are
demoted from cover story to page nine.

® Neglect: Fame requires money to maintain it, or
your character can lose it. For the most part, a charac-
ter with Fame must look the part. [t costs money to
keep up with the latest fashions and to be seen atall the
trendy clubs. This effort requires a sufficient Resources
rating (perhaps 3 or more), but only if your character
wants to become a “celebrity.”

® Bad Press: They say any press is good press, but
that might be stretching things. Most characters with
Fame are respected and adored, and anything that
taints their reputations has an adverse effect on their
Fame scores. Notoriety and infamy are not the same as
fame. Your character must be careful not to get into
trouble, not only because she's a hunter and excess




attention usually leads to death (or jail), but because
her fans might abandon her.
Gaimme Fame

“Mr. Cohen, is it true that you're not going to charge
Jamal Wilson, or even launch an investigation to verify the
story published about him? Is this all part of your campaign
to support the recent outbreak of vigilantism in our city?”

The district attorney looked tired, his hand was being
forced and he didn’t like it. “We are not charging Mr.
Wilson because there is no evidence. And no, we are not
investigating. Mr. Wilson is free, and unless something else
turns up, this case is closed.

“But the chief of police feels an investigation of an
underlying pattern to Wilson's behavior is warranted. He
said so publicly.”

“The chief is entitled to his own opinion. If you ask me,
he should focus on policing crime, not harassing heroes like
Mr. Wilson.”

Fame is one of the easiest Backgrounds to develop
during play — all your character has to do is be at the
right (or wrong) place at the right (or wrong) time
while the cameras are rolling.

e Film at 11: [n the age of the video camera and
instant news, any character can unwittingly become
the focus of attention in the blink of an eye. Whether
your character is filmed by accident during the
taping of Cops or is a budding artist discovered by a
local critic doesn’t matter. Hunters, by virtue of
their duties as protectors, cross paths with news-
hungry reporters at some point or another. Unless
your character takes steps to prevent this collision,
her face might wind up plastered across the front
page of a newspaper or flashed on the evening news,
resulting in points of Fame.

e Working the Crowd: Characters who devote
time and energy to promoting themselves can increase
Fame easily. Granting interviews and signing publish-
ing or movie deals are all ways your character can
improve Fame — if she wants to.

® Burgeoning Talent: Being famous isn't only
about looking pretty or saving people. On rare occa-
sions, talentis noticed for its own sake. If your character
has any skill in Expression, Crafts or Performance,
there's a chance she makes it to the big time — along
with a dot or two of Fame.

INFLUENCE

Whereas other characters might need the favor
of an ally or the services of a contact to accomplish
something, a hunter with Influence may he able to
do it on her own. If your character has Influence,
she has the ability to make things happen — when
and how she wants them to. Although it doesn’t
always rtranslate neatly into authority or even a
title, your character has the capacity to sway or

coerce people through her presence or contacr.
Influence can stem from something rangible (a
police badge or incriminating evidence), a posi-
tion (lawyer, politician) or from intangible qualities
such as respect, confidence or fear.

Influence allows your character to effect change
and throw her weight around. A character with Influ-
ence might be able to get a warrant executed on a
vampire's haven, or to dig up incriminating evidence
on a corrupt politician. Like Fame, Influence is a
visible Background requiring your character to a have
a public position. It reflects your hunter's standing and
pull within an organization or community. Obviously,
the larger the community or organization, the more
dots you require in this Trait.

IneLugnes PRy

Influence is rife with roleplaying potential. Not
only is it normally used in social situations where
roleplaying is paramount, it requires your character
to take an active role, though it might be a small
one. The Trait can make your character a public
figure of some sort — or at least someone known in
her region or profession, whether she’s a respected
preacher, a city councilor or assistant district attor-
ney. Influence also requires you to describe your
character's range of power. A cop might have a dot
or two — good enough to get people investigated or
a search warrant executed — but there’s no way the
same cop can call in favors from the mayor's office
(at least not normally).

[nfluence canalso be applied to criminal channels.
Blackmail and extortion can give your character pull.
Going this illicit route is obviously dangerous, but it
gives your character an alternative (some would say a
prerequisite) to pursuing political avenues.

Losme Inrtuewes

Houston had amassive headache . For the longest time,
he lay on the floor trying to figure out what had happened.

He'd come home after having a few beers, opened the
door, turned on the light, saw someone or something run
out the living room and then bam, he was hit. It hurt his
head just to remember.

Houston got to his feet.

His place was a mess. Almost everything was broken.
Someone had gone to great lengths to look for something.
The question was what?

Through the haze o f his headache , it dawned om him —
his photos of the bishop!

Houston staggered to the kitchen. The fridge was out
of place. He didn't need to look behind it to know the
pictures were gone.

Influence has the potential to fluctuate greatly
during play. One false move or overstepping bounds
can have dire repercussions on your character’s Influ-




ence rating. The world of politics and intrigue is
unforgiving, with no room for rookies or amateurs.

® Scandal: If your character's influence is the
result of a public position, then almost anything
she does during the course of the hunt can cause a
rating decrease. Influence grants your character
significant power, but also requires that she respect
certain rules of decorum — not to mention the law.
Even if your characrer has acquired her influence
by illegal means, she must be careful not to get
caught, targered for revenge or accused of betray-
ing her own kind.

® Checkmate: Your character’s influence pales
compared to the hold some monsters are reputed to
have over the system. If your character becomes too
much of a nuisance, she might find herself out of favor
and her Trait crippled thanks to the machinations of
the enemy. It takes more than edges to compete with
the undisputed masters of intrigue.

GAming InFLuznce

It was late, and Judge Sorben walked across the
parking lot like a man who wished he was already at home.
Otherwise, the lot was empty.

Houston scanned the lot from the shadows, double-
checking that no one else was around. Confident, he
approached the elderly man from behind.

“Tudge Sorben?” The old man jerked as if by a heart
attack. He spun around to face Houston and tried to press
his Cadillac's panic button, but he succeeded only in
dropping his keys.

“Who are you? What do you want?”

“Don’t have a cow. I'm a... friend of a friend.”
Houston handed the judge his last snapshot, the one he'd
stored in his safety deposit box. He'd been smart enough
to keep this one in a separate place — and besides, it was
the most incriminating of them all. "1 just want to have
a little chae.”

The judge looked at the picture. He was shocked.
Houston seized the opportunity.

“We're both men of principle. You can do what you
want with that picture, [ just want to know if | can count
on you in the future?”

Sorben looked at Houston. The old man’s eyes nar-
rowed to slits. For a moment, Houston wondered if he'd
made a mistake. Maybe the bishop and the judge were in
cahoots, after all.

“You have done the congregation a great service,”
the judge said as he shook Houston's hand. “What can
I do for you?”

Gaining Influence is all abour politicking. Even if
yourcharacter doesn’t hold a title or any real authority,
she can use her connections to build her reputation
and standing. It helps to have Allies and Contacts to
supplement your character's Influence rating. With-
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out them, networking is challenging and it’s almost
impossible to acquire more points in [nfluence.

® Public Office: The easiest way to increase
Influence is by climbing the political or corporare
ladder. There’s only so much a beat cop can accom-
plish by flashing his badge, but a detective or sergeant
has significantly more sway. Becoming an elected
official or an executive in a company requires ambi-
tion, dedication and perseverance. Increasing Influence
in this manner is best suited as the focus of a story or
even a chronicle of its own, Although such hard work
can be daunting for your character and filled with
countless risks — especially when it must all be recon-
ciled with the hunt — such a story can be extremely
rewarding.

® Climbing the Ladder: Procuring favor with or
over increasingly important people/groups is another
means of increasing Influence. Befriending (or black-
mailing) a judge's clerk might eventually get your
character an audience with the judge — and a corre-
sponding increase in Trait score. Going this route
allows your character to use her Influence dots as
stepping stones to higher, more powerful individuals.
Gaining the ear of the mayor might be impossible at
the start, but if your character sets hersights lower (say,
on the mayor's press secretary or advisor), anything is
possible in time.

Menyor

Hunters are largely alone in their calling. Your
character might have allies or know bystanders, and
might even work alongside other imbued, but ulti-
mately her success or failure on the hunt and in life
rests on her alone. Being a hunter can thus be a very
lonely and strenuous proposition, which is why
mentors are coveted and respected. There are no
“Hunting for Dummies” books or informative Dis-
covery Channel shows to guide your character, much
less teach her how to use her powers or survive from
one night to the next.

Mentors alone can help your character face the
dangers to which her imbued nature exposes her.
Although not every mentor is a wise sage, the knowl-
edge and experience your hunter gains can mean the
difference between life and dearh. As long as your
character has a mentor, she has someone to tumn to
when the going truly gets tough.

Not all mentors are hunters — nor does all their
wisdom revolve around the hunt. Theyare less instruc-
tors and more guides. Your character learns as much as
she’s willing to learn from her mentor. Such a reacher
doesn’t test his pupils; life does. A mentor prepares
your character as best he can to face challenges.
Anything else is icing on the cake.




Mzwvons in Peay

First and foremost, not every mentor needs to be
the stereotypical “mystic on the mountain"™— or
even wise for thar matter. After all, a guide is just
another person, like your character. An instructor
has simply seen and done more than your hunter
has, even though it probably doesn’t involve mon-
sters, You or the Storyteller should establish the
mentor’s identity. Start by choosing a Nature and
Demeanor and work from there. Is your characrer’s
mentor kind and patient, or is he a raskmaster ready
to chide hisstudent forany mistake? Also determine
why he chooses to direct your character, or why he
accepts her requests for instruction. Does he see
something in her, a spark of genius, or is your
character just in need of a friend?

The obvious benefit of having a mentor, apart
from his assistance and wisdom, is thar he makes
learning some Abilities easier. Without the Mentor
Trait, a character must learn and improve her Abili-
ties the hard way — by going to school or through
hours of practice. Although having a personal teach
doesn’t negate effort on your character's part, it
makes the process easier. Learning Demolitions is not
something your hunter can study at the local commu-
nity college, but a mentor might be willing and able
to teach your character how to make explosives — if
he knows how himself.

Losime Mewyo

Spaulding was exhausted. The drive had nearly killed
him. He promised himself he would fly next time. At least
Carrie was doing better than she had previously, though.

The phone rang, but Spaulding already knew the
news. He didn’t know how he knew, he just did. He'd
felt Zeb's presence leave him about a day after he and
Carrie had left for L.A.. He had tried to ignore it during
the drive by focusing instead on the road and on his mute
companion. Half of him wanted never to stop driving.
As long as Spaulding staved on the road, he wouldn't
have to admit that Old Zeb was gone. That was why,
Spaulding guessed, he'd been so irritable with Carrie.

Spaulding felt empty inside. Nothing mattered any-
more. He let the phone ring and drifted to sleep,

Death and injury are by far the most common
ways to lose Mentor points during play. If your
hunter's connection to her mentor is ever discov-
ered, chances are he becomes a target in the war
with the supernatural. Losing a teacher is a tremen-
dous blow to your character — and depending on
her relationship with her mentor, it might even
shatter your hunrer's confidence.

The loss of your character’s one and only mentor
eliminates all points in this Trait. If your characrer's
mentor had a subordinate or replacement who might

take his place, your Background score may simply be
diminished by the loss of the primary guide.

® Training Is Complete: A mentor might be a
guide and a teacher, but there comes a time when
the student must leave the master. This usually
occurs after your character overcomes a grear chal-
lenge (which might be the focus of the student-master
relationship) such as coming to terms with her
father's death; after which she no longer needs a
father figure. Coming of age as a hunter makes foran
excellent subplot or solo story.

o Lack of Discipline: There is only so much
a mentor can tolerate from a pupil. If your charac-
ter constantly disagrees, disobeys or ignores her
mentor, he may simply abandon her. A master-
student relationship is based on trust and respect.
Without them, there can be no learning. Your
character need not adhere slavishly to all her
mentor’s teachings, but she must show proper
respect and dedication.

¢ Exposed to the Hunt: Mundane (non-imbued)
mentors cannot be enlisted in the hunt. Should your
character divulge her greater mission, her mentor may
turn his back on her or at least try to “help” by getting
her treatment or by encouraging her to seek medical
assistance “for her own good.”

Gamine Mzwror

“How long have we been doing this together? Five
weeks? Six?" Devon asked.

Gorman took a long swig from his bottle. He was tired,
hurt and frustrated. On top of it all, he hated when Devon
got all fatherly.

“Long enough. I know what you're gonna say, but |
don't need help. I'm dealing with it just fine."

Devon sighed. He'd seen this happen before. Gorman
was a good kid. A little young, but he showed promise.
“Look, I won't tell you how to live your life. Butif yowdon’t
wise up, you're gonna get killed. If that's your choice, fine.
But the next time you just throw youwrself at them, I may
not be there to save your skin.”

Gorman stood up and walked out. He hated when
Devon was right, but he wasn't ready to admit it. .. not yet,
anyway. He still needed someone.

It’s rare for a characrer to gain dots in Mentor
once play begins. The Mentor Trait usually re-
mains constant, is lost completely or diminishes
after character creation. Increasing rating or gain-
ing the Trait from scratch is another matrer. For
your character to acquire a mentor, she must find
someone willing ro take her under his wing. Doing
so requires legwork and dedication. Not every in-
structor is willing to take on new students, so your
character might have to prove herself and earn the
respect of a potential reacher.




® Hunter-Net: Hunters can count on each
other — at least some of the time. Inexperienced,
naive or simply lost hunters somerimes stumble
across more experienced imbued who may be willing
to show them the ropes. Not every hunter your
character meets jumps at the opportunity (in fact,
most don't), but that doesn't mean one can't be
different or can't change his mind.

¢ The Prodigal Returns: There are times
when old lessons must be re-taught, and a wise
mentor is always there for his pupil — even if the
student interrupted his training for whatever rea-
son. Should your character suffer a setback in life
or the hunt, there's a chance a previous mentor
surfaces to help her back to her feet, thus restar-
ing any lost Mentor points.

e Relationship: All relationships change with
ttme. What might have begun as a master-student
relationship could evolve into true friendship (or
even love). This tighter bond might result in a
higher Mentor rating for your character — but
also the increased responsibility of maintaining
the relationship.

PATRON

While all hunters are agents of the Messengers,
characters with the Patron Background are truly
blessed (some say cursed) by them. No one really
knows what distinguishes one hunter from another
in the view of the Heralds — if such beings even
exist. [f your character has Patron, she may rarely be
alone as she faces the creatures of the night. Indeed,
wherever your character goes or whatever she does,
the Messengers may always be present, incessantly
reminding her rto the point of near insanity of her
ordained mission. Most hunters who know the ben-
efits — or miseries — of Patron do so from their
imbuing or shortly thereafter.

None of which makes patrons into guardian
angels. They may seldom appear to your characrer,
and if they do they probably won't have bright halos
or harps. Nordo they suddenly whisk your character
away from danger (as far as she can rtell). The
Messengers can’t be perceived, understood, defined
or categorized, much less controlled. They are an
enigma that drifts in and out of your character's life
— for good or bad.

At best, they work obliquely through subtle,
easily misunderstood and disorienting clues. This
guidance might manifest as luck, seeming coinci-
dence, visions, epiphanies or sudden premonitions.
You and your hunter should never know whether
patrons have been at work, whether your character
is actually mad or whether things simply happen
because they do.

Parnows w Py

Patron is largely under the control of the Story-
teller. Your character can't call upon the Messengers
like she can Arsenal or even Influence — it's nor a
mystical 911. Patron is a Background that puts your
character in the passenger seat — and this is what
makes it such a potent roleplaying tool. Through it,
your Storyteller can impart all sorts of information, not
only about the story but about the serting and backstory
of your chronicle.

Unlike the other Backgrounds, the less you know
about Patron the better. Still, you might describe and
detail how the Heralds tend to communicate with your
character (signs, visions, “luck”) to give the Trait its
own unique flavor and to give your Storyteller some
direction. And just because your character has the
Traitdoesn’t mean she must believe her visions. Forall
she knows, she's going crazy.

Patron does bestow some tangible benefits, how-
ever. Other hunters might recognize the mark of the
Messengers on your character, thus earning her a
level of respect and starus. There's something about
your character, some ephemeral quality, that makes
other hunters rake notice or that makes them ner-
vous. Perhaps an eerie calm surrounds your hunter
— until the Heralds make contact, anyway. The key
is to make these side effects of the Background
subtle enough thar others may dismiss them or,
alternatively, have even further cause ro suspect
your characrer’s sanity.

Losing Pavrox

“I miss you Rachel.”

Rachel looked across the room and tried to ignore the
man drooling in the comer. And the woman chasing
imaginary whatever's by the window. She hated visiting
Jack. She hated the hospital. More than that, she hated Jack
for not letting go of his “visions.”™ Rachel finally looked at
her husband.

“I can't do this anymore. | just can't take it, and it's
tearing the kids apart. They want their daddy home. So do
1.” Rachel had to fight back the tears.

“You of all the peaple should understand. Please....”

“Not anymore. I want my life — our life — back the
way it was. No more voices, no more hallucinations.”
Rachel stood up. "1 love you Jack, but not like this,” she
said, and walked out of the room.

That night, when Nurse Jacobs gave Jack his pills, he
didn’t flush them down the toilet. He swallowed them and
dreamed of Rachel and the kids.

The Messengers move in mysterious ways. Al-
though Patron seems to establish a link between your
character and these beings, it is a tenuous and capri-
cious one. Your character might sense that he has a
purpose and that the Messengers chose him for a
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reason ( perhaps he has the Destiny Background, too).
But when that goal is fulfilled, your hunter has played
his part and the Heralds seem to turn their attention
elsewhere. Conract from them diminishes or stops
altogether, reflected by a decrease or loss of Patron
points. Or maybe your characrer chooses to consort
with the enemy for his own reasons, and the Messen-
gers appear to turn their back on him thereafter.
Regardless of the reason for a Trait decrease, losing
Patron pointsisasignificant event in your character’s
life. Although she seems to gain something of a
normal lifestyle again — as much as can be expected
in a world overrun by monsters — a distinct vacancy
remains where the Heralds once lingered. Your char-
acter is no longer “special.”

e Lack of Faith: Patron can require taith — not
necessarily religious faith, but a dedication to the hunt
and a hope that whoever creates hunters and intrudes
upon your character’s life does so for the best. The
Heralds are enigmatic and unfathomable. If your char-
acter repeatedly ignores their messages or neglects her
role as one of the imbued, the Messengers might
withdraw their support.

Gammg Pavron

The phone rang, pulling Spaulding slowly back from
the abyss of sleep. It must have rung five times before he was
even aware of it.

He wasn't sure what time it was or even what day it
was. The hatelvoom was dark. The television showed snow
that mirroved Spaulding's oun dim awareness.

He wanted nothing move than to slip back into the
peace of sleep. But the phone kept ringing.

Spaulding swung his legs out of bed and stared at the
phone. He didn't want to answer.

Again it vang.

In defeat, he reached for the phone. The momentary
silence that followed was bliss.

“Hello?”

“You are not alone.” The voice was Zeb's.

“Zeb? Zeb!”

The line went dead. Suddenly, Spaulding didn't feel
lonely anymaore. He knew that somehow, somewhere, Zeb
was looking out for him.

Gaining or increasing Patron is purely the pre-
rogative of the Storyteller—there is litrle you or your
characrer can consciously do ro attract the attention
of the Messengers. Like Destiny and Exposure, Patron
is potentially awarded or imposed as a result of your
hunter’s success or failure at a significant develop-
ment on the hunt. There are a few things your
characrer can have or do in hopes of gaining the
Heralds' favor, however.

e Faith: Just as lack of faith or determination
in the hunt might cause a drop in Patron rating,
putting faith in the Powers That Be can open your

-

character's eyes to the grace of the Messengers.
Your hunrer has to be willing to put her money
where her mouth is. Thar doesn't mean taking
needless risks, but it requires your character to
carry out her mission with vigor — even in the face
of overwhelming odds.

e Humbleness: Hunters are normal people
caught up by abnormal events. Characters strug-
gling to reconcile the hunt with their daily lives
might get some help from the Messengers when
they least expect it, almost as an act of divine
kindness, if that's possible.

Resouress

Resources is a measure of your hunter's posses-
sions, ways and means, pure and simple. Whereas
Arsenal determines what kind of specialized gear
she owns, Resources describes the stuff your char-
acter has packed away in her closets, the kind of
home in which she lives, and the job she main-
tains. Compared to the other Backgrounds, it's all
too easy to ignore or forget about Resources. But
that belies the importance it plays in your
character's life.

Hunters are regular people: They have jobs. They
have families to feed. They pay taxes, and they want
to buy what’s adverrised on TV. Without Resources,
your character is destitute. She might have a small
apartment, but cash is always a problem. Surviving
the hunt is hard enough without having ro worry
about your character's next meal or where she’s going
tosleep, Bystanders and Destiny are good to have, but
having a roof over your character's head or being able
to buy a round of drinks have their own benetfits.

Resources are even more important if your hunter
has a family or dependents. No hunters were loners
waiting around to be imbued. They were mothers,
fathers, brothers and sisters with obligations to meet,
bills to pay and responsibilities to fulfill. The hunt not
only risks the life of your character, but the financial
well-being of the people she loves.

Lt might be tempting to skip out on work or buy a
crate of explosives, but there are always consequences
to bear in mind with Resources.

Resounces mPLRY

The most obvious use of Resources, other than
establishing your character’s standard of living, is to
buy things. There's no need to meticulously keep a
tally of every dollar your character spends, as long as
she doesn't go buying Saabs every other day. If a
dispure over Resources ever comes up, the simplest way
to handle it is to roll your character’s Resources as a
dice pool against a difficulty assigned by the Story-
teller. Success means your character has enough funds.
Failure means a bounced check. Simple.
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Resource dots can also be traded in for Arsenal
(and vice versa — see Arsenal, above), if your hunter
has both Backgrounds. Keep in mind, however, that
doing so requires your character to sell possessions
such as her home, car or something else valuable.
Losie Resources

Withdraw Amount: $2000.00

Amount Exceeds Balance; $1367 .67

Enter New Amount: $1360.00

Withdraw $1360.00 from Savings’

Yes

New Balance is: $7.67

Thank You for banking with First Federated.

Michelle walked away from the ATM with a heavy
heart. She'd been saving up for a trip overseas simce she was
12. She had the itinerary memorized. Fly to Paris, take a
train to Berlin, backpack up to Norway and take the Trans-
Siberian to Hong Kong,

The whole idea seemed childish now: a far-away
dream that had no place in a world where evil was real. It
made her feel silly — and sad. She got into Sarin's car.

“You sure you're fine with this? We can always get jobs
and lay low, We have the last of the cash my father gave me.
That should last for a few more weeks if we're careful.”

“I'm sure,” Michelle hesitated for a brief second.
“I planned on traveling with Marcy.... Let's just get
out of here.”

Losing Resources points is far too easy for a hunter.
The mission imposes all sorts of demands that make
keeping a steady job difficult. Your character needs
equipment, and it's not as if the Messengers provide
her with an extensive health plan. Like it or not, your
character must pay the bills.

¢ Upkeep: Regardless of how your character
receives her Resources (job, inheritance, lottery),
she needs ro work at it to maintain her standard of
living. Your character must actively manage her
Resources or she stands to lose them. Every dot in
this Trait requires a minimum of one business day
per week to maintain. This effort can be handled
during downtime, but your Storyteller needs to
have a vague idea of how your character makes
money or he might penalize your hunter by reduc-
ing her Resources rating.
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Gaimmg Resources

Father St. George had hit it big this time. The zombie
must have been a packrat. Its lair was crowded with junk
— really old junk. Most of it was useless: pictures,
diplomas, diaries and whamots. Stuff that wouldn't be
missed, so St. George left it behind.

The tackle box tucked away at the back of the closet
was more interesting, however. It contained jewelry, mostly
antigue pieces. The cameos alone would be worth a few
hundred, the rings and earrings thousands.

Of course, St. George wouldn't keep all the money.
He would give some to the parishand some to Gorman. The
rest would go toward paying bills and getting new clothes —
and if there was some left over, a nice dinner and a bottle
of wine at Da Vingi's....

The priest turned to leave, but hesitated. Rot or not,
what St. George was doing was still stealing. He looked at
the tackle box, took out of few of the pieces and buried the
rest with the remains of the zombie.

The simplest way to increase your character’s
Resources is to get a new or second job. The nine-to-
five routine might not coincide well with a hunter's
calling, butit’s the only sure-fire way of paying the bills
and putting food on the rable. But finding a job is
neithereasy nor is it necessarily something you wanrt to
roleplay, so it’s best handled during downtime be-
tween stories.

If your character needs cash, fast, here are some
suggestions.

® Crime: Regardless of what people say, crime
does pay — burt only if you don't get caught, which is
phenomenally hard to do. Some hunters rationalize
crime as a lesser of two evils, becoming modern-day
Robin Hoods by stealing from monsters while de-
fending humanity. Crime, however, is the first step
toward becoming no better than the nightcrawlers
your character confronts.

® Loan Sharks: Catering to the desperate, loan
sharks are an easy way to increase Resources — with
interest rates measured in bodily harm and injury.
Every city has its share of bottom-feeding scum willing
to lend cash. Whether your hunter can pay them back
is another story. But if she needs to increase Resources
fast, this is the way.







So when this corruptible shall have put on incorrup-
tion, and this mortal shall have put on immortality, then
shall be brought to pass the saying that is written, Death is
swallowed up in victory.

— 1Corinthians 15:54

Knowing who your Hunter character is, from
his job to his love life to his innermost fears and
desires is important to playing the game. This
familiarity helps you portray a realistic, human
person — just like you and everyone you know. It
also helps you portray and understand what your
character goes through and how he responds when
exposed to the truth of the World of Darkness. And
just like you, your character is subject to change,
whether based on an invigorated bond with his
previous life — or a rejection of it — or on an
evolving perspective of what's important in the
hunt. Your character is no more static or inflexible
than you are. This chapter helps you get to know
who your character is and how he can change
during the course of your chronicle.

Curneing Cresds

Hunter's creeds are easy-to-understand labels
thatwe use ta describe character mentalities. They're
ways of looking at and dealing with the horrific
truth of the World of Darkness. They’re frameworks
from which hunters may seek to change reality,
whether to rear down every monster, to heal the

wounds that enrage the beasts, or to find other
worlds in which to live, free of the tyranny of evil.
Because the creeds are outlooks and perspectives —
not formal clubs or organizations — they're not
overt or plain. Indeed, the imbued themselves are
more likely to consider each other first in terms of
race, gender or religion than in terms of values in
and aspirations for the hunt.

So creeds are a handle used ro identify general
character beliefs and thoughts. They're internalized
and as complex as the motivations and hopes of the
people who are defined by them. Thus creeds, like
human ideals and values, are subject to change.
Human nature is never set in stone. People change
as they gather life experiences and hunters are no
exception. The World of Darkness is crawling with
inhuman terrors. As the imbued learn more about
them, hunters’ attitudes about reality, the super-
natural and existence itself alter. So too can their
responses to the questions and dangers that mon-
sters present.

There are many reasons why a hunter might
change creeds, as many as there are imbued. A De-
fender who witnesses a skinchanger save his wife may
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rethink his attitude toward monsters. Instead of see-
ing them as a single unified group, he might accept
that not all monsters think and act alike. He may also
feel indebted to a monster that did a better job of
protecting his loved one than the Defender himself
did. Likewise, an Innocent who allows a rot tosurvive
only to learn that the thing is a maniacal killer may
undergo a similar change. Her guilt and overwhelm-
ing remorse may undermine her belief in monsters as
victims and inspire her to take a more aggressive,
militaristic stance toward the other side.

Changing creeds can be as simple as saying, “I'm
sick of attacking every bloodsucker we face. [t's getting
us nowhere, There has to be a better way.” Because it's
a matter of identity, belief and goals, changing creeds
is a matter of roleplaying. There are no hard-and-fast
rules for seeing a better way and making a life-altering
direction change. If you sense that it's time for your
character to change focus, to take another route on the
hunt, all you need are some simple guidelines — and a
lot of roleplaying initiative.

Note: These suggestions for changing creeds in an
ongoing chronicle — not simply during the prelude or
shortly thereafter — are optional. Your Storyreller
may or may not allow this concept for a variety of
reasons, depending on the needs of the story and the
tone of your game.

Generat GuiDztmes

Each Virtue promotes a few general attitudes in
the creeds that fall under it. The following sections
offer guidelines on why hunters may move to or from
a Virtue (and probably creed), focusing mainly on the
storytelling aspects of the change. The mechanics
discussed under each Virtue are meant to reflect a
hunter’s fluctuating state of mind as he accepts new
ideals and goals, and abandons old ones.

When hunterschange creeds, they probably change
Virtues as well. A Martyr who has an epiphany in his
“career” may change from the Mercy to the Vision
Virtue, for example. Because primary Virtue changes
are so common when creeds change, this article fo-
cuses on Virtue changes for ease of discussion, with
creed changes being implicit — you know what creed
your character leaves behind, and which he chooses to
uphold hereafter.

[t's possible, however, to change creeds without
changing primary Virtues. The change involves only a
slight perspective alteration on the hunt, but a differ-
ence nonetheless. These changes involve moving to
creeds under the same primary Virtue — Defender to
Judge (Zeal) or Redeemer to Innocent (Mercy), for
example. These intra-Virtue transitions are also ad-
dressed in this arricle.

Note thar hunters who are already Hermits or
Waywards, the lost creeds introduced on p. 16, may not
change creeds as a rule. Likewise, hunters or other
creeds, even Visionaries, cannot become Hermirs or
Waywards. The lost creeds have such extreme frame-
works and outlooks that it's impossible for them to
adopt other, less abstract perspectives. They are inac-
cessible to hunters of other creeds for the same reason.

In game terms, a hunter’s primary Virtue rating
(that which governs his creed) cannot normally be
exceeded by a rating in another Virtue. Thus, a
Judge with 4 Zeal cannot have 5 Mercy or 6 Vision.
When a character changes creeds and Virtues, his
rating in his new primary Virtue is probably lower
than his old primary score is. If that Judge becomes
a Martyr, his new primary Virtue is, say, 2, compared
to his old primary Zeal score of 4. This seeming
“breaking of the rules” comes at a price — the price
of changing creeds. Until your character’s new pri-
mary Virtue score is increased to match or exceed
his old primary score, he is subject to the restrictions
listed under his new primary Virtue, below. In the
case of our Judge, he is subjected to the penalties
described for the Merciful.

Now, it's possible that your hunter's new pri-
mary Virtue score is equal to his old one when he
changes creeds and Virtues, Say that Judge has 4
Zeal and 4 Mercy before changing, for example. If
old and new primary rarings are equal, your charac-
ter suffers none of the restrictions discussed below.
Your character already feels enough of an affinity for
his new calling that his change isn't radical enough
to cause him any significant frustration, soul-search-
ing or lament.

For example, a Visionary with 3 Vision and 3 Zeal
l‘n'ﬂin['(li“!i d \"(’ry bEllﬂnC(.‘d stance bL‘tween the two
Virtues. He tries to keepan eye on the big picture of the
hunt, especially in making long-term plans, but he
doesn’t let his view of the horizon obscure his perspec-
tive on the here and now, especially when a creature
clearly needs to be destroyed. He's willing to take up
arms against monsters in order to build a betrer roday,
but not at the risk of a better tomorrow. When a
suitably tragic or revelatory event compels the Vision-
ary to become an Avenger, the transition between
Vision and Zeal is relatively casy — at least in terms of
mechanics. The character suffers none of the penalties
discussed under Zeal.

There is one other circumstance that makes it
challenging to change creeds and embrace new
philosophies and beliefs. Normally, your characrer’s
highest rated edge in his creed path cannot be
exceeded by an edge in any other path. That is, a
Redeemer with the level-two Redemption edge can-




not have an edge from any other path rated three or
higher. When a hunter changes creeds, the highest
rated edge of his new parh is likely to be less than
that of his previous path. In that case, your charac-
ter also suffers the creed-changing penalties detailed
below until his new primary Virtue is raised suffi-
ciently, and until his highest rated edge in his new
path equals that of his old path. So, if that Redeemer
becomes a Visionary, he suffers penalties for chang-

New Creeo, Same Yivue

Your character can certainly change creeds
under the same primary Virtue, say from Avenger
to Defender or from Martyr to Innocent (Vision-
aries, Hermits and Waywards cannotacquire each
other’s creeds, as explained elsewhere in this
article). Because such a transition involves no
primary Virtue change, the only factor that may
delay full acceptance of your character's new
creed is the level of edges he possesses. His high-
est level edge in his new creed path must equal
that of his old path before he completely comes to
grips with his outlook on the hunt. Until that
time, you can risk Conviction only on edges that
belong to your character’s new creed — not on
any edges that he possesses from his old creed, or
on any edges that belong to other creed paths.
Thus, if your Martyr becomes an Innocent, and
had a level-two Martyrdom edge, your character
must acquire a level-two Innocence edge before
you can risk Conviction on edge rolls for any-
thing apart from Innocence powers.

Although changing creeds within the same
primary Virtue seems beneficial compared to chang-
ing to a creed of another primary Virtue — say,
from Judge to Redeemer — there actually is a
drawback. Both your character’sold and new creeds
confer new edges with the same pool of Virtue
points. If your character advances to, say, level
three in the Avenger path and then switches to
Defender, he might never feel wholly comfortable
with his new creed and remain caught between
them for the remainder of his life as a hunter. That
occurs because you have spent 6 Vision to acquire
the level-three Avenger edge. You have only 10
Zeal to spend on powers. Attaining the same level
of Defender edge would cost a rotal of 12 Convic-
tion — which is impossible to attain. You could
therefore never risk Conviction on edge rolls for
anything but Defense powers for your Avenger-
turned-Defender. Such is the danger of changing

| courses late in a hunter career, and in directions
that cover much of the same ground.
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ing creeds until his Vision equals his Mercy score,
and until he attains the level-two Vision edge.

Of course, as with Virtues, the edge levels your
character has attained in his old and new paths may be
equal when he changes. The Redeemer might have the
level-two Vision edge before he changes creeds. In
that case, he is that much closer to being a fully
functional Visionary and may use all his edges and
capabilities without hindrance.

Please keep in mind that the following commen-
taries on the creeds are not rules. The description of
each creed is meant to give you examples of the
“how’s" and “why's” behind changing creeds. Read
them for inspiration, not dictation. ldeally, you'll get
some insight into why a hunter changes creed, and
maybe you'll learn a bit about how the creeds relate
to each other. Bur please don't assume that each
description is some sort of how-to guide or recipe for
changing creeds.

Theoretically, your hunter could change creeds
multiple times in his career. As long as you can
acquire the Virtue points and necessary edges, re-
peated changes are possible. In practice, changing
creeds more than once or maybe rwice is unlikely.
Each transition can mean a radical difference in
personal beliefs and outlook on the mission, One
such redirection is emotionally and intellectually
challenging. More than one can be devastating, be-
cause everything your character used to value or
uphold is essentially forgotten or setaside. It's as if his
life until that moment has been wasted, and no one
takes such revelations lightly. Compare a creed change
to learning about, becoming immersed in and dedi-
cating yourself to a religion or career — and then
dropping it for a new one. How often does that
happen in a normal lifetime!

¥
Lent

Raymond stared at the ceiling above his hospital
bed. The skin under his casts itched like hell, but it
was a small price to pay for saving Harry. He'd do it
again in a second, Would the others be able to get
along without him while he was cooped up here?
Raymond thought so. He hoped so. Harry was always
getting on him about taking dumb risks and getting
hurt. Maybe he should tone it down. There was
strength in numbers, and he was useless to the others
while he was in the hospital. Sull, someone had to
take one for the team.

His train of thought was interrupted by the phone. He
picked it up with his good hand and pressed it close to his
remaining ear.

“Hello.”

He recognized Sarah's voice immediately, but it was
thick with fear. She spoke in ragged buysts, as if she was
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trying to catch her breath: “Ray, listen to me. Do exactly
what 1 tell you. The hideout’s gone. They got almost
everyone. Don't contact me. I don’t thinkanyoneis left. I'll
find you when I think it's safe. Look out for yourself."

She hung up, or so Raymond thought.

He eried to keep his sobs quiet. When the nurse arrived
he was able to collect himself enough to convince her not
give him a sedative.

How could that have happened? What went wrong?

Ower the next few weeks, something cold and hard
formed at the core of Raymond's soul. His days of taking
hits for others were over. He had to hit the enemy, hit it
hard, and never give it a chance to hurt anyone again,
not even him.

Raymond stopped at a pawnshop on the way home
from the hospital. The clerk gave his bandages a funny
look, but she still helped him pick out a small arsenal
of guns.

The three Zeal creeds are oriented toward meet-
ing and defeating monsters. Hunters who come into
Zeal from another creed are often enraged by a
distinctly unpleasant experience with a creature of
the night. Zeal demands forceful, outward action.
Zealots express the hunt not through thought or
reflection, bur by going out there and meering the
enemy head on, do ordie. The other Virtues empha-

size introspection, contemplation and long-term
planning. Zeal relies on forceful extroversion, ac-
tion and rapid adaptability, whether ar all times or
when a Zealot feels the time is right, such as when a
creature intrudeson a Zealot's territory ora creature’s
actions are indisputably in the wrong.

Gathering the anger, self-righreousness or dis-
gust to become a Zealot may occur over time. [t
usually happens after a single traumatic event,
though, such as losing a loved one to a monster,
discovering thatadear friend has become a creature,
or facing betrayal at the hands of a trusted monster.
Any embers of anger that a hunter previously sup-
pressed now burst into a red-hot inferno. Newcomers
to Zeal are likely ro take a fanarical, unguestioning
approach to the hunt.

Hunters who already follow a path of Zeal are
generally intalerant of other hunters who change
creeds. Zealots typically maintain a straighcforward
us-versus-them outlook. This stance rends to breed a
siege mentality, which often spurs suspicion of or
resentment toward imbued who stray from their own
callings, no martter what they are. Zealots tend to
categorize both the imbued and the creatures of the
night. Any who unexpectedly cross boundaries are
treated with mistrust.




Rvengers

Reasons for Joining

The most common reason for a hunter to seek
Vengeance is personal loss. “Avenger” is an apt title
for those who come to this creed late in their
hunting careers. They've sometimes lost comrades
and loved ones to monsters that they trusted, and
now they seek to even the score. Anorher common
motivation is frustration with the hunt. Talking and
investigating might help win the war in the long
run, but those activities don’t do much for tonight's
victims, Latecomer Avengers tend to become the
most gung-ho, do-or-die hunters, as if they hope to
make up for lost time.

Perspectives on Changing Creeds

Avengers are the imbued least likely to accepr
another hunter's change, or perhaps even the thought
of changing creeds themselves. Because Avengers put
emphasis on confronting the supernatural directly,
they need to feel secure around their fellow hunters.
Toan Avenger, ahunter whom she can’t trust to watch
herback isno better than the enemy. Even an Avenger
who moves to a different Zeal-focused creed is held in
suspicion. Avengers tend to look down on those who
stray from the path, viewing them as cowards, traitors
orweaklings. An Avenger who takes up a new ourlook
on the hunt altogether can count on an icy reception
from his old, vengeful comrades.
Dercwoens

Reasons for Joining

Hunters who become Defenders late in their ca-
reers can usually point to a moment of dreadful clarity.
For many imbued, the hunt is a dangerous game that
must somehow be kept out of their personal everyday
lives. Friends and family are one of the few refuges for
hunters, and every imbued is terrified by the thought
of losing them to the forces of darkness. What pushes
that terror into a commitment to defend and protect is
typically concrete evidence thar a hunter’s actions
placed his loved ones in danger. A hunter who finds
detailed files on his family in a rot’s lair may no longer
be willing to let his loved ones out of sight. Alterna-
tively, a single loved one may be lost to the enemy,
inspiring a hunter to ensure the safety of the rest with
all his being.

Perspectives on Changing Creeds

Defenders tend to look at everything in light of
their charges. A hunter who changes creeds isn't likely
to elicit much of an extreme reaction from a protector,
That changes, though, if her charges are brought into
it. If the Defender benefits from another hunter's creed
change, she’s all for it. If a previously pacifistic Inno-
cent decides to take up arms against all monsters, a
Defender can embrace the change because it gives her

a new ally in keeping her charges safe. If she loses
support due to another's creed transition, she’s likely
to make her one-time ally a pariah. A previously
steadfast and supportive Martyr who veers down the
path of Vision, eager to learn the truth behind mon-
sters, can earn a Defender’s cold shoulder.

Defenders tend ro feel the weight of the hunt
quite heavily. They see the price of failure whenever
they spend time with whomever or whatever they
value most. Therefore, they aren’t likely ro accepr a
change, no questions asked. A Defender may not
actively avoid a hunter who changes creeds, but she
is likely to drop him to the botrom of her list of people
she can trust until she sees proof that she can afford
to believe otherwise.

Junces

Reasons for Joining

Judges are often the field officers and ractical
planners of the hunt. It stands to reason, then, that
hunters who come onto this path from another see
the need to take command of others as a result of
their experience with the enemy. A raid that comes
apart because of allies' failure can inspire a hunter of
one creed to rake up the role of the Judge. Less
commonly, a hunter may adopt this path because of
contact with a Judge whom he considers incompe-
tent or careless. Another Judge who regularly bungles
planning and investigation can be faced by a fellow
hunter who has decided that someone else must take
charge. Finally, some hunters are so repulsed by the
immoral orabusive actions of their fellow imbued or
other people that they take up the path of Judgment
to police their own.

Perspectives on Changing Creeds

Judges tend to take one of two views of hunters
who change creeds. If a Judge plays an important
advisory role in bringing about another hunter's
creed change, she’s apt to feel a bond with that
person. On the other hand, if a Judge is caught flat-
footed by an ally’s change in behavior and beliefs,
she's likely to feel betrayed and abandoned, much as
an Avenger is. Judges consider themselves caretak-
ers and planners. If another hunter is obviously
unhappy with his role, it might be up to the Judge to
help resolve his feelings and make him an asset to
the hunt again. Judges can be remarkably flexible
when they feel thar they work in the best interests
of the mission. Conversely, if a Judge feels that a
change comes about capriciously (especially if the
Judge isn't involved in the process), she might no
longer trust one of her own people.
Craneime From Merey vo Zeat

The Mercy creeds are largely the functional
opposites of the Zeal creeds. When a hunter changes
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his primary Virtue from Mercy to Zeal, he moves
from the forgiving, sacrificial or hopeful to the
aggressive, protective or decisive, This change is
reflected in how you can risk Conviction points.
You cannot risk Conviction on Mercy-based edges
when confronting a monster directly. Thus, if your
Innocent becomes a Defender, you can't risk Con-
viction on rolls for edges that derive from the
[nnocence, Martyrdom or Redemption paths. You
can certainly risk Conviction on Zeal-based (and
even Vision-based) edge rolls.

This restriction reflects a hunter's newfound
fervor for dealing with monsters aggressively, and
violently when necessary. The old ways — discus-
sion, sacrifice, redemption — have failed. Putting
faith in them again now (represented by you risking
Conviction in edge rolls in the presence of a mon-
ster) is an admission of defeat and weakness. Once
your hunter’s Zeal rating is equal to his Mercy
rating, and his highest rated edge of his new creed
path equals or exceeds that of his old one, your
Conviction restriction is lifted. At this point, your
character has come to terms with the emotion or
drive that compelled him to change creeds. He still
adheres to a Zeal creed, but he can now resorr to his
old ways (you can risk Conviction on Mercy-related
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edge rolls in the presence of monsters) without
feeling guilt or weakness.

Example: David is changing creeds from Innocence to
Vengeance. He's stumbling through the city sewers on the
trail of a rot when four zombies suddenly lurch toward him
from the shadows. David may use Hide to avoid the
zombies, but his player can’t risk any Conviction on the
attempt. David knows that his best option is to lay low and
avoid the creatures, but his new bent toward confrontation
keeps him from putting his heart fully into any compassion-
ate or forgiving effort.

Cuancing From ¥ision vo Zzat

Vision typically involves a philosophical rather
than an outraged approach ro the hunt. Vision
demands introspection, analysis and long-term
thinking. Zeal demands acrion, cunning and a
quick response. The Visionary who changes to a
Zeal creed responds like a desk-jockey cop assigned
to a tough street beat. He flinches, panics and goes
a bit over the top until he’s used to thinking on his
feet. Contemplating change and personally bring-
ing it about are two radically different activities.
This divergence in attitude is reflected in how you
can risk Conviction. Whenever your character
activates a Vision edge when facing a monster di-
rectly, you cannot risk Conviction on that edge. In




this period of transition, your character cannot
analyze a monster calmly, but instead wants to
destroy it. Once your hunter's Zeal rating equals
his Vision rating, and his highest rated edge of his
new creed path equals that of his old Visionary
path, this restriction ends. Your character is now
accustomed to the rigorous demands of hunting
monsters and is able to reconcile thar with his
previous, broad outlook on the hunt.

Example: Sue recently changed from a Visionary toa
Judge. If she wants to use Fovesee before entering a
supposedly haunted house , her player may visk Conviction
on the edge voll. If she encounters a spirit once she enters the
house, her player may not risk Conviction on Foresee or
any of her other Vision edges while the spirit is present.
Sue's new attitude compels her to engage the creature, not
observe or contemplate it.

Merey

Cynthia was in the bar, even though it was a week-
night. Robert didn't know what to make of that, but it
probably wasn't a good indicator. Her eye caught his before
he could duck into the crowd. She descended on him like a
hawk, moving across the bar with her fluid, athlete's grace.
Resigned to his fate, Robert tried to muster a smile as she
drew close.

“Fancy meeting you here," she said over the pound-
ing frat rock.

“It’s a free country,” he said.

Her contemptuous smile drove his eyes away from her.

“You should know better than that, after what we've
seen,” she said.

“Let’s not get into this agam. There'snothingmore tosay.”

“I think there is. Like, ‘Nice of you to twm your back
on your friends,” or ‘How did you become such a wimp?””

She was working her way up to it, He could sense it
coming. “Look, just because 1 think we can reason with
whatever’s out there doesn't make me a wimp. We commit-
ted murder last week, even if he was already dead.”

“Tell that to every persom that freak killed.”

“He newver killed anyone.”

“Did that bitch Jennifer tell you that?”

There was the first part, Robert thought,

“Are you sleeping with her yet, or do you have 1o talk
to more monsters first?”

And there was the second part. Robert hoped he could
getaway from Cynthia before Jennifer showed up. The last
thing he needed was the two of them going at it in a bar.
Sometimes, he wondered whether the monsters ever had
doubts, ever fought amongst themselves.

He prayed that they did.

Mercy is a path of support and comfort. Innocents
reveal the humanity lurking behind monsters' horrific
exteriors (and behind hunters’ rage and obsession).
Redeemers bring out the good in others while contain-
ing the evil. Martyrssacrifice themselves so tharothers

do not suffer harm and become twisted by it. Mercy
comes into its own when hunters face monsters and
other imbued as equals. Not every battle is fought with
bullets and knives, and the war for a creature — or a
hunter's soul — is just as important as that for a city
block. Depression and regret tumn a soul just as thor-
oughly as can abuse and anger.

Hunters who move to Mercy from the other Vir-
tues often use their old methods to pursue their new,
compassion-inspired objectives. That is, they rely on
old methods until they are fully ar ease with their new
callings (their creed transition is complete). For ex-
ample, a Judge who becomes a Martyr may
systematically compile a list of area hunters, caralog-
ing what they need and what he can doto get it to them
—at least until he can give of himself for its own sake.
A Visionary who becomes a Redeemer still strives
toward long-term goals, but those goals focus on saving
souls and turning around people and beings gone
wrong — at least until saving souls becomes a major
goal in and of itself.

Hunters who follow Mercy tend to support and aid
other hunters who change creeds. A supportive Inno-
cent, Redeemer or Martyr is just what the doctor
ordered when a hunter changes creeds. The Merciful
want to help an ally become well-adjusted and reason-
able — unless his new rale is antithetical to the goals
of the Mercy-based creeds.

Ixvocewys

Reasons for Joining

A hunter can become an Innocent late in his
career under very special circumstances. Innocence
thrives on optimism and idealism, two traits that
the hunt usually wears down rapidly. But some-
times, in the midst of the confusion and fury, an
imbued gains a profound sense of understanding, a
sudden realization that the other side isn't all bad. A
change to Innocence is often spurred by an encoun-
ter with a surprisingly sympathetic monster, one
that aids hunters or even fights against other crea-
tures on humanity’s behalf. Another common push
to Innocence isother hunters. Overzealous or down-
right bloodthirsty imbued can force your character
to reflect on the hunt and decide that violence
might not be the only solution. Alternatively, a
fellow hunter who never lets her optimism for the
mission or her faith in others falter may be inspira-
tion to other imbued, perhaps even the angry or
jaded, showing them how to aspire to the same
uplifting ideals.

Perspectives on Changing Creeds

Innocents want those around them to be conrent
and secure in their roles as hunters. Thus, they tend to
support imbued who recognize when a change in




objective or purpose is necessary. Innocents recognize
the inner turmoil that can plague a hunter in transi-
tion, and they work to assuage the mental and emotional
anguish a change can cause. If a hunter's new role goes
against an Innocent's views on the hunt, the Innocent
can cast himself as the “misguided” hunter’s con-
science, trying toshow her that her old path oranother
one is berter. The Innocent tries gently, though persis-
tently, to sway the other hunter to a more tolerant
outlook on the hunt.

Magy Vs

Reasons for Joining

Most Martyrs are born, but a few are made during
the course of the hunt. Hunters who come to embrace
Martyrdom tend to do so after making some terrible
mistake. Perhaps a Judge throws together a plan at the
last moment and watches his allies die. A hunter who
owes his life to the kindness and support of other
chosen may decide that the only way to thank them is
to follow their path. Whatever the reason, hunters
who feel they have a debt to pay to the hunter commu-
nity sometimes take up Martyrdom.

Perspectives on Changing Creeds

Martyrs, as part of their drive to alleviate the pain
of others, rend to be very supportive of hunters who
decide ro change creeds. The key difference between
Martyrs and other Mercy-based hunters, however, is
that Martyrs are willing to support a hunter who takes
up a path that runs against the devoted’s personal
beliefs. That doesn’t mean a Martyr can't show a
hunter-in-transition a better way, though. Where an
Innocent might act as a hunter's conscience to steer
him onto adifferent course, a Martyr can be compelled
to displays of sacrifice and heroics. Such efforts are
meant to demonstrate to another hunter that the
Martyr's beliefs are so right that he is willing to die for
them. In the Martyr's mind, such evidence should sway
a fellow hunter who seeks to follow a hurtful or callous
path. If the Martyr's demonstrations fail to sway the
other hunter, he at least tried and must now accept
who the other becomes, or turn his back on the other
hunter completely (and turning one’s back may not
involve any sacrifice for the mission...).
Reczmens

Reasons for Joining

A hunter who becomes a Redeemer often under-
goes an experience that forces him to stop asking how
to destroy or examine monsters and hunters, and how
tosave them. He doesn’t necessarily lose his enmity for
the enemy, but he learns that rehabilitating souls
might be a bit more important than, and not necessar-
ily bound to, destroying monsters. A hunter who has
lost several allies in the fight is a typical candidate for
becoming a Redeemer, because he seeks to support

new allies rather than encourage their destruction.
Sometimes, a Redeemer sways other hunters to his
path through the use of his edges, especially when
those abilities save identities and lives that conven-
tional medicine cannot. Other times, a burned-out
hunter may decide that the only battle that he can
possibly wage with some hope of victory is keeping his
friends’ spirits and ideals alive. An encounter with a
penitent or regretful monster can also push a hunter
roward Redemption. He might recognize humanity in
a monster that he would otherwise destroy, and he
realizes that working with it is better than working
against it.

Perspectives on Changing Creeds

A Redeemer who watches a fellow hunter change
creeds is often careful to assess the direction of the
hunter’s change. If the hunter takes a path that
coincides with the Redeemer's ideals, the savior can
be among the hunter’s most trusted supporters, sur-
passing even other Mercy-focused hunters in offering
care and support. A hunter whose move challenges
the Redeemer’s beliefs may find himself with arelent-
less new enemy, one who might not attack him
directly but who does everything possible to limit and
hamstring the hunter’s efforts along his new course.
Redeemers are careful to put beings that they can
help in one group and those that must be contained
in another, This distinction applies equally to hunt-
ers who change creeds.
Canging From Yision vo Mescy

Transitioning from a Vision creed to one of
Mercy requires a hunter to set aside guidance and
contemplation, and to take up support. It’s a subtle
but important difference. Rather than searching for
answers to the hunt, the former Visionary now seeks
meaning in hunters and the hunted rhemselves.
Many Visionaries who take up Mercy are often filled
with a sense of guilt for rrearing others so objecrively
in the past. Until this guilt passes, the Visionary
feels uncomfortable reverting ro his old ways. You
cannot risk Conviction when your chavacter uses
Vision edges directly on hunters, people or monsters. In
his heart, your Visionary feels uncomfortable de-
taching himself from others and treating them as
impersonal objects. This restriction is lifted when
your character’s Mercy rating equals his Vision rat-
ing, and his highest rated edge in his new creed
exceeds or equals thar of his highest Visionary edge.
At that point, your Merciful is sure enough of his
own feelings and his new mission that guilt and
frustration aver his old ways fades.

Example: Paul moves from Visionary to Martyr, If he
wishes to use Delve to find out what happened on a street
corner, his player may risk Conviction on the attempt. If he




wants to use Delve to find out what happened to a friend of
his or what amonster has been up to, his player maynotrisk
Conwiction. In the first case, Paul examines something
inanimate. In the second case, Paul reverts back to his old
practices, looking at a human or being from a dispassionate
distance.

Cuancing From Zent vo Merey

Former Zealots can work hard to deny their old
violent methods and beliefs, clinging tenaciously to
their new compassionate, forgiving ones. They be-
come staunch advocates of nonviolence and try to
see monsters in the most sympathetic light, If your
hunter changes from a Zeal creed to a Mercy creed,
you may not risk Conviction when using Zeal edges
divectly against monsters, people or other hunters. Much
like a transitioning Visionary, a former Zealot can
feel guilt and remorse over his old ways and is loath
to resort to them again. This restriction remains in
place until your hunter’s Mercy rating equals his
Zeal rating, and his highest rared edge in his new
creed equals or exceeds that of his old creed. Over
time, as your character reconciles his old bheliefs
with his new ones, he may once again call upon his
old edges as effectively as ever. He now has control
of his anger and hostility, and he knows that he can
wield and control violent powers withour being a
victim of them himself.

Example: Joanna moves from Avenger to Innocent.
Her player may risk Conviction on a Cleave roll if she uses
it to batter down a door. If Joanna is confronted by a rot,
howewer, her player is unable to risk Conviction on Cleave
when using it against the creature. In the fivst case, Joanna
uses Cleave as a tool to deal with an inanimate object. Such
actions aren't violent ones against a being who potentially
has a soul. In the second case, she reverts to her old ways
of dealing with mansters angrily, something that she cannot
put the full force of her beliefs behind now that she is om a
path of Mercy.

Yision

“Dammit, say something!" Carl roared, his voice
reverberating in the dingy basement.

“I'm not an advisor, Carl. I'm just an observer,
Kerry replied in carefully measured tones.

“But you used to help us. You led us. You guided us.
Things went so much more smoothly then. Did we piss you
off? What did we do?”

“It'snot you, Carl. It'sme. Remember how I told you
we needed to take a step back from what we were doing and
look at it rationally, that we needed to plan our moves?”

Carl nodded enthusiastically, Any reminder of the
“good old darys” of twomonths ago brought a smile to his face.

“Well, let's just say I decided to take another step back
from there. Itisn't enough to ask what should we do. We
need to ask why we're doing it."

CHAPYER4:Y HEMERSURE QF HUMARIT'Y

Carl didn’t bother to try to stop Kerry as she turned to
leave. She's pissed at us, he thought to himself, Or some-
thing like that. All Carl knew for sure was that, as his ex-
wives would agree, he could never understand women.

Vision demands that its followers stand in neither
the monster’s shoes, as Mercy requires, nor the victim's
shoes, as Zeal insists. Instead, Vision is concerned with
the big picture. It compels hunters to perceive and
understand the greater forces at work behind the hunt.
Victory and defeat are irrelevant if no one really knows
how to define them. Visionaries come ro a fork in the
road and, instead of choosing a path, wonder why
someone decided that this place would be a good one
for the trail to split. Vision is the path of distance,
revelation and detachment. It takes no sides and often
asks why there are any sides ar all.

Yisionanics

Reasons for Joining

Frustration can drive hunters of other creeds ro
become Visionaries. Fed up with fighting small battles
that neverseem to truly weaken monsters as a whole or
to hold any hope of winning the war, a hunter may
decide that the struggle is useless unless he knows what
he fights for (and against) and why. Finding no satis-
factory answers from those around him, he might rake
up his own personal quest for meaning and solutions.
Sometimes, the reality of the hunt overwhelms a
hunter and forces him to try to understand his situa-
tion. Some rots are mindless killing machines, whereas
others seem tormented by their own existence.
Skinchangers operate in bizarre ways that often have
nothing to do with human society. Frustrated and
confused, these imbued take a step back and hunt for
meaning instead of monsters.

Perspectives on Changing Creeds

Visionaries rarely care either way ifanother hunter
changes creeds, unless that hunter becomes another
Visionary. Many Visionaries take a paternal approach
to newcomers and offer to guide them along their new
path. At the same time, many Visionaries see such
hunters as means to learn how other creeds tick, from
someone once intimately involved with one. New
Visionaries usually face a bizarre mixture of charity
and inquiry from their seeming mentors.

Cuawcing From Mzrey vo Yision

A hunter who moves from Mercy to Vision still
retains his desire to empathize and heal. Although
he now wants to question the world and learn its
secrets, he still retains some affinity for people
rather than institutions or concepts. To reflect
this, when your hunter moves from a Mercy creed
to Visionary, you may risk Conviction on a Vision
edge only when using the edge in a situation that
directly involves helping or showing sympathy for a
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human, hunter or monster. This restriction is lifred
once your hunter's Vision rating equals his Mercy
rating, and his highest rated edge in his new creed
equals or exceeds that of his old creed. When your
hunter has learned to look at the world with an
impartial eye, without a bias for or against anyone,
he is finally comfortable with his new role as a
long-range thinker and planner.

Example: Louise was once a Redeemer, but she
now treads the path of the Visionary. Her player
cannot risk Conviction on Foresee to figure out which
button she should press to make a machine shut down,
because she is used to applying her edges to understand-
ing people and monsters, not situations. Her player
could, however, risk Conviction if Louise wanted to
know how her next action might affect a cornered rot.
She deals with a thinking, emotional being in this
situation, to which she is far more accustomed. Once
Lowise completes the transition to Visionary, she is
more willing and adept at focusing her Vision capabili-
ties on theory and concepts alone.

Caancime Frow Leat vo Yision

A hunter who moves from the Zeal to Vision
primary Virtue in some ways faces the opposite chal-
lenges of one who moves from Mercy to Vision. The
Zealor is comfortable facing monsters with some sort
of detachment, and when considering fellow hunters
as assets rather than as people. That detachment is
aggressive, dismissive and perhaps ruthless, however.
It's not based on curiosity, interest or consideration as
is the true Visionary's. A Zealot tends to look at
monsters and ask “How!" whereas a Visionary looks
at them and asks “Why " This difference is an impor-
tant but subtle one in understanding how Zealots and
Visionaries differ. When your character goes from a
Zeal-based creed to Visionary, you cannot risk Con-
viction on Visionary edges when using them dirvectly
against monsters. The conflictis simply too infuriating
or righteous for your hunter to take a step back and
analyze the situation more objectively. This restric-
rion is lifred when your hunter’s Vision rating equals
his Zeal rating, and his highest rated Visionary edge
equals that of his old creed. When this catharsis is
aChiC\"eL‘L your hunter can ﬂCCt‘_’pt Thi:lt a lﬂnﬂ'tcnn
view of the hunt is more important than short-term,
Aggressive acrion.

Example: In contrast to Louise's dilermma, Jim, an
ex-Avenger, is comfortable using Foresee while working
with a machine. His player may risk Conviction on the
attempt because Jim is used to approaching the hunt froma
somewhat inhumane angle. When faced with the rot,
however, his old beliefs and actions conflict with his emerg-
ing ones. He's used to considering the rot an enemy. That
lingering impulse makes it difficult for him to focus on how

the rot fits into the greater scheme of monsters, hunters and
the world, so Jim's player can’t risk Conviction on applica-
tions of Foresee that involve the monster.

Huwvsas' Y micesrs

Javier flexed his hands slowly and purposefully, as if he
were working a pump that could flush all the tension from
his system. He couldn't decide what made him more
nervous: the way that Mary nonchalantly pulled the re-
volver from her purse, or the way that she scratched her nose
with the gun's barrel.

“What's got you so worked up?” Mary asked. She looked
at him mtently before seeming, finally, to notice the gun.

“Oh, this? It was a gift from my father. He was worried
about a country girl like me living in the city. It'snot loaded,
but 1 like to have it on me. Ever since Dad died, it's been a
reminder of him. The funny thing is, when I heard the
voice, | had the gun on me. I was terrified that Nick was
gong to see me, but then | remembered | had the gun, and
| vemembered my dad and how he watched over me. Then
Nick overlooked me and walked right on by. Since then,
["ve carried it with me wherever [ go. It just comforts me to
have it, even though it isn't loaded."

Javier sighed. “Okay, but just don’t lec Victor see it.
He's jumpy enough without you pointing that at him.”

“I'mnot going to point it at anyone. It's probably more
of a danger to me than to anyone else, like those anti-gun
nuts are always screaming. Dad hated those whackos. Said
they were all commies. Why would they want to take my
dad's guns away? He was the nicest guy you could meet."

Javier sighed again. Mary might be a bit countrified,
but she was handy envugh when they had to deal with people
like Victor and Nick. But why, of all things, did she have to
carry a gun?

Every hunter who uses a trigger does so for a
reason that is always personal and, ideally, unique.
Triggers are a good way to define your character and
to help tie his edges into his history and outlook on
life. Edges are expressions of a hunter's beliefs, as
reflected by his Virtues. Triggers are the talismans,
gestures or utterances that serve as physical linkages
to the mental states some hunters “need” to deploy
their edges. Even hunters who use no triggers doso far
a reason, whether they simply never felt the need for
these cues or because they see reliance on such things
as a sign of weakness.

This article elaborares on and explores the con-
cept and possibilities of triggers as elements of your
characrer's identity. Quite often, these evocative
character-building tools are overlooked by players
as incidental or inconsequential to the game. On
the contrary, they can make the game possible as
your hunter resorts to them as a rationale or expla-




nation for how and why his edges work, and there-
fore for how he can pursue the hunt. Feel free to use
this article as inspiration for making your characrer’s
edges a foundation of his identity as a person and
one of the imbued.

Initial triggers — those gained at or shortly after
the imbuing — don't follow any creed- or Virtue-
specific guidelines. They tend to reflect a hunter's life
betore the Messengers touched him, or perhaps some-
thing positive that an individual associates wirh the
imbuing itself. Triggers that accompany edges gained
over the course of the hunt usually reflect the hunter’s
attitude toward the ongoing mission.

Rensons For Using & TRIGGER

Dissociavion

Hunters like to draw a line between themselves
and the horrors they face: on one side, humanity;
onthe other, monstrosity. Monsters regularly break
the laws of physics and routinely commit cruel and
brutal acts. Some hunters need triggers to separate
their edges from themselves. It's not me doing that,
they tell themselves. It's this lucky charm that |
found. Maybe your character happened to have a
rabbit’s foat thar an old army buddy gave to him.
When he first encountered a monster, he thought
back to his friend and the rabbit’s foot. Triggers
like this are ideal choices for hunters who follow a
Zeal creed. Those creeds construe monsters and
their allies as the opposite of mankind, a force thar
can be fought brutally and destroyed but never
accepted. Edges are evidence that hunters, like
monsters, are different from humanity. To some
hunters, any link to monsters provokes guilt by
association. They use their triggers as tools to
reconcile their edges with their humaniry.
Fear

Fear provokes many actions and reactions by hunt-
ers. Triggers can reflectan imbued’s fears regarding the
hunt. These fears aren't limited solely to external
forces such as monsters but can include fear of failure
or fear of being afraid. A trigger can calm a hunter in
the face of his fears. A teddy bear might remind a
hunter of curling up in a warm, safe bed as a child. An
award, perhaps a plaque or medal, might instill a sense
of pride and confidence in a hunter. Triggers that
combat fear remind an imbued person of his strengths
while banishing his weaknesses. A newly married
hunter might touch his wedding ring as a trigger, as it
reminds him of his wife's faith in him and his desire to
protect her against anything, no matter what.
Rouvine

Beliefs and their attendant rituals lend the com-
fort of routine. Whether that routine is reciting a
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Hail Mary or rubbing a lucky nickel, some hunters
rely on a prescribed action (or set of actions) to
initiate their edges. A routine helps clear 2 hunter's
mind and momentarily takes him away from the
chaos and danger around him. It lets a hunter think
clearly and relax, allowing him to calmly collect the
inner strength necessary to focus his unusual capa-
bilities. Countless people abide by some
superstition-based routine or ritual in their daily
lives, and hunters are no exceptions. A hunter who
always carries a lucky penny or one who whispers a
quick prayer before using an edge isn't necessarily
doing so for any deep reasons. He might just need to
stave off the jitters in the heat of the moment.

Huwyme Wirnour T Rigeers

Not every hunrer uses triggers. Some imbued sim-
ply lack anything meaningful to tie to their edges;
some consciously reject anything thatr gers berween
them and their gifts. Just as use of a trigger should
reflect on a hunter, so too should not using a trigger
stem from a hunter's personality or beliefs.

ConFiewes

Some hunters internalize their triggers. Their faith
in the huntand their personal beliefs alone are enough
toactivate edges. A hard-bitren street cop who walked
his beat for years and helped turn a dilapidated slum
into a prosperous neighborhood may have the inner
drive needed to activate his edges without a trigger.
Other hunters call upon memories to use their edges.
These imbued do not need anything apart from their
own psyche in the hunt. Whereas some need tokens of
support in order to soothe their minds, these hunters
exult in their emotional turmoil and use it in pursuing
monsters. A hunter who underwent a violently trau-
matic imbuing might simply think about the first
monster he met to trigger his edges. His trigger is his
recollection, rather than a physical object. The emo-
tional and physical response that the memory spurs in
him is all he needs.

InngeewDence

Some thoughtful imbued view triggers as im-
pediments that mire a hunter's connection to the
Messengers in the realm of the mundane. Ask such
hunters how they “activated” a certain power and
you're as likely to hear, “I just did it" as you are, “In
my mind’s eye | saw that rot cut in two, and there
was my cleaver.” Your character draws upon his
inner resolve and faith to drive his edges. Thus,
using a trigger can be a reflexive attitude. While
some hunters subconsciously reach for an object or
memento, your hunter can instead draw upon his
inner strength and sense of independence. A wide
range of people could hold this belief. A highly




religious person might see a trigger as a disruptive,
worldly influence that sullies the purity of his imbu-
ing. A strongly anti-materialistic person might simply
put more stock in his own courage than in any mere
trinket. In some ways, such beliefs are triggers in and
of themselves, though a hunter who feels this way
probably never admitsit. An iron-willed lawyer who
clawed her way our of poverty might place such a
premium on self-sufficiency that she views triggers
as a crutch. She bootstrapped her way out of her old
life, and she sees no reason to change her ways now.

T yres of Y RIGGERS

A trigger is never created in a vacuum. It should
reflect a hunter’s beliefs, his personal background, and
the circumstances of its associated edge's manifestation.
When choosing a trigger, think of these three factors
and how they interact in your character’s life. Not all
of them bear equal weight in determining every
trigger. A trigger may even contradict a character's
self-image and serve as a source of shame or embar-
rassment. Imagine a tough-guy Avenger who must
use a teddy bear to trigger his Smolder edge because
he first used the power to protect his kid sister. The
teddy bear is an important reminder of her, and
having the bear helps spur his triggers via the emo-
tions it inspires in him. Perhaps his sister gave him
the bear as thanks for protecting her, which gives the
bear an even grearer symbolism for the hunter. Trig-
gers can reflect your character’s personality not only
by mirroring it, but by contrasting it.

Mewenros AMD T RINKEY'S

Any item that reminds a hunter of his reasons
for being involved in the hunt can serve as a trigger.
Personal effects tied to an important person or event
rekindle emotion and passion needed to power an
edge. These mementos can take a variety of forms. A
gift from a loved one, especially someone threat-
ened by the supernatural, is a natural choice for a
protective edge such as Ward or Bluster. It inspires
hope and passion in a hunter, two important weap-
ons in the war against the night. A Defender or
anyone else who hunts to pratect others works well
with a trigger of this sort.

Alternatively, an item present at a hunter’s im-
buing can bring back the rage and fear of his first
contact with the supernatural. This type of trigger is
appropriate for a hunter who fights the supernatural
because of a personal urge to eradicate it. A hunter
who sees the supernatural as something that must be
destroyed without exception might use a trigger that
evokes fear or anger. Your character might have a
memento from the site of her imbuing, such as astone
that she found at the site, or whatever she happened

to have in her hand at the rime of that first encounter
with the supernatural.

Another type of memento is a simple good-luck
charm. Hunters, like most people, had all sorts of odd
habits and beliefs before they were imbued. There’s no
reason that these would fade away after the change. A
hunter who always rubbed his pocket watch for good
luck might now do so in order to activate an edge.
Superstitions are a good way toflesh outyourcharacter's
pre-imbued life. Your character may have been brought
up in a very superstitious family. This sort of supersti-
tion is a good way to highlight your character’s social
and culrural background.

[tems that help create a concrete connection be-
tween an edge and the real world can also serve as
rriggers. A hunter might use a magnifying glass to
trigger Foresee or Pinpoint. A magnifying glass is
traditionally associated with knowledge and investiga-
tion, or cultural icons such as Sherlock Holmes, which
the imbued may associate with his edges. A character
who collects stamps might consider a magnifying glass
something evocative of all the happy times that his
hobby provided him. The magnifier steadies him emo-
tionally and gives him the mental clarity he needs to
use his powers.

T oots anD Wearons

A trigger needn’t be a useless knickknack. For the
practical hunter, a heavy club or socker wrench might
make up inutility what it lacks in emotional heft. The
most obvious trigger of this type is a weapon. Even if
a hunter knows that his pistol is useless against a rot,
the power that a gun represents can be enough to give
him the confidence to power his edges. Weapons
work well for hunters who fight the supernatural
despite tremendous fear, or for ones who see the
supernatural as irredeemably evil. A gun boosts a
hunter’s contidence and supplies him with a reserve
of courage. A hunter need not threaten someone with
a weapon to use one as a trigger. The simple presence
of one on her person can be enough to boost the
hunter’s confidence.

Tools, like weapons, can make a hunter feel more
capable of facing the supernatural. Unlike a weapon,
though, a tool doesn'r necessarily inspire courage be-
cause of its nature. Instead, a tool reminds a hunter of
what he does well and helps him draw confidence from
past successes, somewhat like a memento. The differ-
ence is that a memento typically removes a hunter
from his current state of mind and often relaxes him. A
tool reminds a hunter of past achievements in his pre-
imbued existence and inspires his self-confidence now.
Hunters who are artists or craftspeople or who are
particularly skilled at their profession might use a tool
as a trigger.
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Language is one of humanity's most important
tools. We use it tocommunicate not only ideas but also
emotions. Words can affect the speaker as well as his
audience. An emotional hunter who doesn't need
objects to spur his feelings might get more of a charge
from making others react to his emotions. Aggressive
imbued may shout obscenities at opponents to intimi-
date and frighten them. To this sort of hunter, his own
feelingsaren’tas important to powering his edges as are
the responses and emotional states of others around
him. A Judge might give a short, encouraging speech
or a statement of principle before using an edge,
drawing upon the self-satisfaction he feels in calming
and inspiring other hunters.

Prayers and mantras also make effective triggers.
They convey a hunter’s beliefs to others while also
comforting her. Obviously, a deeply religious hunter
can use prayer as a trigger, but even a hunter who has
little or no interest religion may find herself turning ro
it. Religion offers an explanation for the hunt to many
of the imbued, even ones who aren’t personally reli-
gious, whereas hunters who have abandoned or ignored
their faith may still cling to it in rimes of stress, such as
when activating edges.

Acrions

Ritualized actions let a hunter assert control over
himself in the face of a chaotic and dangerous world.
Much like superstitions, a hunter may create his own
personal justifications or explanations for whatever
actions he rakes to activate an edge. Some actions,
such as an obscene gesture, work much like spoken
phrases: They communicate to others the hunter's
state of mind. Other activities have a more symbolic
bent. A Martyr might practice self-mutilation to acti-
vate his edges, giving the personal sacrifice he makes
in the hunta concrete, ritualized emblem. An Avenger
might adopt a fighting stance that he learned in a
martial-arts class, whereas a Visionary could remove
his glasses, clean them carefully and pur them back on.
Actions tied to edges do not have to be specific. What
ismore important than the actitselfis the state of mind
or activity it indicares.

MaveHing Y RIGGERS Y0 EDGES

A hunter normally does not use the same rtrigger
for each of his edges. Edges thar fall under different
Virtues probably have different triggers. A violent,
aggressive edge such as Cleave is probably fueled by far
different emotions and memories than an introspec-
tive, contemplative edge such as Delve. Yer, it is
completely possible for a single characrer to possess
both edges. Most hunters don't fight the supernatural
for simplistic reasons that can be summarized in a




sentence or two. A hunter’s triggers should make
emotional sense, if only to him, with regard to his edges.

Triggers should be somewhat consistent for an
individual character. A hunter who uses quiet prayer
to fuel passive edges might use blasphemy or obsceni-
ties to power his more aggressive ones. Although the
two types of triggers might seem to be total opposites,
they both derive from the same source and reflect
different sides of one character’s identity. A character
with triggers like that might even hate himself for his
aggressive edges’ triggers, but perhaps that self-hatred
generates the anger needed to activate such powers. A
carpenter might use a different item from her toolbox
for each of her edges — a level for an edge such as
Discern, a chalk marker for one such as Ravage, and so
on. A character’s personality and past should deter-
mine the general bent of his triggers, but the nature of
his edges should have some influence on how his
triggers work.

Cunneine YRIGEERS

A hunter might become more comfortable and
confident in the course of the hunt and lose all need
for his triggers. A particularly important event after
ahunter's imbuing might serve as a major emotional
crossroad in a hunter's life, causing him to rethink
his priorities, a change reflected in his triggers. A
hunter who has a child mighr alter her triggers to
reflect her pride and joy in her offspring, and also the
new burden of responsibility she bears. Triggers
reflect a hunter's emotions and beliefs. If either
should change, then a hunter’s triggers should change
along with them.

; '
Twiceers as Parv of & Huwrer's LiFe

Some triggers are actions, phrases or tools thar a
hunter uses in his everyday life. For example, a hot-
headed imbued may need to yell a stream of obscenities
to fire himself up and activate an edge. If that hunter
accidentally smashes his finger with ahammer and lets
loose a string of curses, does he activate his edge!
Normally, hunters must intentionally focus rtheir will
to acrivare an edge.

That doesn’t mean triggers impact only her edges,
though; they can have meaning in other parts if her
life. They might remind a hunter of safety, loved ones
or whatever else that inspires her, but they can also
remind a hunrer of the grim truths of the world when
the imbued deals with these items outside the hunt. A
carpenter who uses a hammer to trigger her edges
might find that the hunt constantly gnaws at her on
the job because the hammer serves as a constant
reminder of the hunt, of monsters and of how the world
really works. Such stress might cause her to give up
work that she once loved.

Usine £nees Wirnour Becess vo T RIGGERS

When a hunter does not have access to a trig-
ger, his ability to use an edge can be seriously
affected. The most important thing to keep in
mind is that triggers are emotional tools for hunt-
ers. They serve to focus a hunter’s will and put him
in the proper frame of mind ro use an edge. When
a hunter doesn't have access to a trigger, you may
opt to increase the (or impose a) Conviction cost
to activate the edge, probably by one. The next
time your character uses the trigger with its edge,
however, you may decrease any Conviction cost of
activaring it by one. The cost/reward reflects your
character's growing awareness or understanding
that his powers originate from him, not from some
action, object or phrase. You may not bank this
bonus by activating an edge without a trigger sev-
eral times in order to build up several chances to
activate the edge with a reduced Conviction cost.
You may use this bonus only once per trigger that
your character has, no matter how many edges are
powered by that trigger and no matter how many
rimes you use the edge without its trigger.

T e Impory ANeE oF Y RIGCERS

Triggers are meant as a tool to help define your
character. They are an important link between your
character’s personality, his beliefs, his past and his
role in the hunt. Triggers should add an extra flair to
your character, the sort of detail that helps make your
character more than a collection of statistics on a
sheet. You have a lot of freedom in choosing triggers.
Make the most of it and choose something that adds
to your character. Triggers should never be hurdles
that prevent you from enjoying the game. They
shouldn’t become burdens that prevent your charac-
ter from using an edge because they're always being
stolen or lost. Triggers should not be a hunter's
Achilles' heel. Don't treat them like a superhero’s
special vulnerability that the villain trots out and
abuses to keep the hero down. Triggers shouldn't
occupy a big part of the game. They're window dress-
ing. Theyadd color to the game and to your character,
but they should remain little extras.

Normat Propis
N AN AeormAL SITURY 10N

Colin eased himself into the cheap, Korean-made
plastic chair near the back of the school auditorivm. He had
putonalot of weight since the years he was here on aregular
basis, about three decades ago, and the chair protested its
burden with an angry creak. The room was abuzz with




proud parents, prouder grandparents and omery siblings,
all of them here to see children perform in the school's
musical recital. Colin fit into the first category. Like so
many other fathers here, Colin was damn near bursting
with pride as he waited to see his little Kyra play her clarinet.

Oh, she wasn't very good, but what could you expect
from an eight-year-old? She was having fun, which was the
mam thing.

Colin couldn't say the same for himself. Time and
events had changed him, and he now realized something
he' d never confronted before. He was like no one else in this
room. He was different.

Seeing a diseased-looking stranger smash through a
window and attack his editov-in-chief while screaming,
“You bastards ruined my life!” hadn’t been a good start to
Colin's year. Knowing he recognized some of the other
accusations the man had made had been bad. Realizing that
they were verbatim statements from a disgraced politician
— an altogether different, very bitter, very dead man that
the paper had been instrumental in unseating — had been
a very special kind of bad. Hearing a loud, booming voice
declare “THIS RESTS IN YOUR HANDS" and watch-
ing sparks char the man’s flesh when Colin dashed in to
shield his boss had been downright terrifying. Altogether,
quite a shitty day to kick off an even worse year.
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The divorce proceedings a few maonths later, after
Colin's wife accused him of having an affair (Colin never
did work out how to explain where he went at night) , were
further badness. Worst of all, though, had been losing
custody of Kyra. That hurt. How could he possibly protect
her when he wasn't even allowed near her, except every
other weekend?

And Colin did have to protect her. That became abun-
dantly clear ome day while he was trailing her after school,
when some half-vampire thing leaped owt of its car and tried
to grab her — probably because Colin had killed the monster's
boss. Colin beat the little bastard black and blue.

That had been a minor triumph. Learning that
Kyra had taken cues from her father and begun punch-
ing out other children to solve her problems was not.
Trying to explain, “Do as | say, not as I do” to an
cight-vear-old wasn't easy. And they had cut his visit-
ing rights to once a month for violating the terms of his
child-custody agreement.

Colin sighed and looked at the people sitting around
him. They didn't know. None of them would want to
know, even if they could. For him, they were the others'
potential targets. People to be saved.

But then, a wonderful thing happened. The cur-
tains drew back, and glovious, discordant




near-music flooded the room. Colin basked in it, as did
every other adult in the room.

I’m not so different, really, Colin thought. | just do
a few different things now and again.

Hunter is, first and foremost, a game about normal
people. Everyday, see-them-on-the-street, workaday
people. They are vitally important to Hunter's mood
and themes, which stress horror, fear and hurt above
action and explosions.

Let's face it: Although a Special Forces commando
oraNavy SEAL isalso a real person with real emotions
wha probably would also feel fear and horror at being
confronted by a rotting, walking corpse, there’s no way
that we, Jane and Joe Average gamers, could possibly
portray them accurately. We'd end up portraying them
as if they were in a movie, which is all wrong. Hunter's
horror doesn't stem from monsters and supernatural
terrors (though they contribute toit). Instead, it comes
from the slow, painful realization that the dreams you
had are in vain, that the security of the world around
you is a lie, and that you are largely helpless in the face
of overwhelming, oppressive force. Commandos and
Navy SEALsare people who do not have such illusions
of security to begin with, and they are trained to a
much higher degree of competence than average folk.
Worse, they are perhaps more emotionally ready o

face a hunter's rask. Playing such individuals robs
Hunter of much of its horror.

But we should be able to accurately portray that
fellow who works behind the snack bar at the cinema.
Or the young woman selling tickets. Or maybe even
the manager of the cinema.

Shouldn't we?

Often, we can't, for varied and legitimate reasons.
We've been conditioned by the media of comics,
adventure novels and (especially) Hollywood movies
to see heroes as people above the average, beyond the
norm. Evenso-called “everyday heroes" somehow man-
age to handle situations rather more handily than
reason would predict. A concept like “University Stu-
dent” becomes “University Student with Fencing
Training and 5 Appearance,” and even the guy ped-
dling Raisinets isstill able to react instantly when a gun
goes off. All of these unlikelihoods are perfectly ac-
ceptable within the context of an action movie. After
all, they're tailored to foster an atmosphere of excite-
ment. Yet Hunter, despite all the guns, the stalking
and the monsters, isn't about action, but rather horror,
and such themes require more grounded characrers
who can generate empathy (though not necessarily
sympathy) in their players.

There are other reasons that more extreme char-
acters ger created, of course. Many players attempt

to use gaming as a means of feeling powerful, as an
escape from the powerlessness that we often feel in
everyday life. These people rebel against portraying
real emotions or desires in their characters, because
showing emaotion or revealing desires places your
character in a vulnerable position. Others players,
particularly ones whose out-of-gaming lives include
a heavy interest in the supernatural or the fantastic,
have difficulty trying to accurately grasp the way
that someone without such interests would see the
warld. Indeed, imagining the view through someone
else's eyes is a difficult exercise.

And contrary to what some people might expect,
it is in fact more difficult, not less, to portray a normal
person realistically than it is to depict an unusual or
supernatural character, because the standards are natu-
rally higher. Think about it: When was the last time
you talked to a vampire? And when was the last time
you ralked to a real, normal person? When someone
plays either of these beings, which one will you be able
to look at and recognize as fake? Playing a normal
person is hard.

Cremving & Norwat Person

So, how do you create a normal person? First of all,
you have to understand what normal means in the
Hunter context. As much as we like to proudly hold
aloft the claim that Hunter is the game about “real” or
“normal” people, the fact remains that real people
don’t hunt down and kill, or heal or pacify monsters,
because, of course, monsters don't really exist.

Rather, when Hunter talks about real or normal
people, it refers less to whether these people could
actually exist, and more ro a certain mindset. A
soldier back from a peacekeeping mission is defi-
nitely a real person, but he doesn't fit the model of
a “normal” person as far as Hunter is concerned.
Meanwhile, there are probably fewer subsistence-
level attorneys than soldiers, even in developed
countries such as the United States. But a round-
heeled lawyer is perfectly suited to the concept of a
hunter. A big-shot attorney might nor be, depend-
ing upon how he is played.

“Normal,” in Hunter, often means “ignorant and
plain.” The aforementioned megabucks attorney is just
as clueless — and would be as scared witless — as any
of us, but he's not plain, he's glamorous, He's not part
of the society that Hunter focuses on. Conversely, the
soldier is definitely blue collar, but he defies the mood
of the game by possessing the kind of knowledge and
training to counter the feelings of confusion, fear and,
yes, even incompetence that all hunters possess to
some degree. "Normal” is therefore defined in the
negative, in the sense of “not extraordinary.”
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Of course, the fact remains that a soldier or a
hot-shot lawyer is a real person, with normal
feelings, desires, pains and insecurities, just like
us. The amount of money that governments pay
members of their armed forces in mental care
after major operations are testimony to the fact
that even trained, armed soldiers aren't fully
prepared for facing the monstrousness that lethal
conflict imposes. And yes, Hunter could work
with somewhat “less normal” characters; how
horrific would it be to see a ghost possess your
friend, especially given that he tends to lugaround
an M-16 most of the time?

The danger here is in being able to resist the
urge to play these soldiers as cold, steel-nerved
warriors, rtather than having them react to the
monsters as they most logically would: pissing
their pants and panicking. Hunter isn’t about
violence and bloodshed. It's about real, human
reactions to violence and bloodshed.

So, if you're determined to play something a
little less “normal,” make sure you know how.

First, do your research. Try phoning a local
military base, legal office or bar association. Make
clear the fact that you're researching arole, though
you might wish to be vague about what the role
is for. Head to your local library or army-navy
store. Search the web for manuals, procedures
and the like. Start asking every question you can
possibly have about the career or lifestyle you
intend to represent. Ask about what stresses and
psychological frameworks people in such condi-
tions tend to have.

Second, spend about twice as long on your
character as you would any other. You're already
playing someone with a different mindset than
you and trying to make him or her real. That's
doubly hard, so spend twice as much time. Don’t
just create a list of various events in your charac-
ters life, go into each and every one in detail. Ask
yourself why each event happened, and how it
affected (or changed) not just you, but other people
in the event. Imagine extended discussions in your
relationships with other people. List your
character’s favorite type of ice cream. Or why all
ice cream makes her want to vomit.

And third, for goodness' sake, check with your
Storyteller before you even start to create your
character — and during character creation, if you
find your initial direction changing. If he’s not on
yourside, then youwon't have fun. It's thatsimple.
And after all, the ultimate aim here is to have fun.

Of course, the downside of being “not extraordi-
nary” isthat there’s less inherent interest to the concept.
Let’s face it: “lawyer” offers more to conjure with than
does “bricklayer,” for example, and neither sounds
anywhere near as sexy as “Avenger.”

(Which, by the way, is the our-and-out last
thing you should conceive your character as. Never,
ever make a “creed clone." Nothing makes a charac-
ter less interesting than basing it on any kind of
archetypal gaming role. Furthermore, anything ex-
plicitly to do with hunting monsters does not belong
in your character creation process, because it's the
very tension of someone who wasn't suited for doing
so that makes Hunter work.)

To some degree, this salutary self-limiration
makes finding mavies and books for inspiration for
imbued characters a real pain. Not many movies
out there are about clueless, scared, ordinary people
fighting monsters. You can take a few detours in
your local video store, of course. Films such as
American Beauty or rtelevision shows such as
Roseanne are all about normal people. American
Splendor is a great comic about average American
families. From there, take one of the characters
and slowly drag him into the Hunter serting. Was
Lester Burnham'’s breakdown due solely to work
stress and being underappreciated by his family? Or
was there another, darker reason?

But there's a better alternative to that, as well.
Here’s how it works.

Put down the remote. Walk out the door. Pro-
ceed via the most convenient method of
transportation to the nearest shopping mall, bar or
whereverelse people congregate, Start raking notes.
Using public transportation to reach your destina-
tion is ideal, because it's inherently nonglamorous
in itself, and you can take notes on the way. Start
with the bus driver.

The point here is that only good, solid observa-
tion of real people helps you creare good, solid real
people. All that movies and books can help you
create are characters who belong in a movie or a
book, so stick to observations of real people, instead.
If you know people who fit the mold of someone you'd
likely see at the mall, and you know them well, feel
free to use them as inspiration.

Here are a few things to look for when taking notes.

® Physical Appearance: And we mean more than
just “brown eyes, blond hair.” What style is that hair?
Is a person tall or short? Fat or thin? Is he bow-legged,
pigeon-toed or neither! Does she have any unusual
featuressuch asa tattoo orascar!? If so, does she attempt
to hide it, and how?




® Physical Movement: How does she walk?
Watch for the way someone “leads” with her mo-
tion. What is the first part of her body that seems ro
move! Energy seems to come from one part of a
person’s body when she walks, and that influences
her overall appearance. Does she lead with her nose,
making her whole body seem light as if she were
floating? Or does she have energy in her hips, giving
hersolidity and hard, heavy motions! Someone who
leads with her back or bottom looks as if she'’s
pushing herself forward. Also, watch for how people’s
hands, arms and heads move. Does she wave her
limbs as if she were swimming upright through the
air, or does she bob them in a more mechanical sort
of locomotion?! Does she push them out from her
body, making herself look bigger, or is the reverse
true! What does she do with her head? Does she
move it from side to side, stare straight ahead or nod
as if agreeing with herself?

Also, think about how you recognize people you
know when you see them initially from behind. Hair
and movement are central to such identification.

® Vocal Characteristics and Quirks: [f you ger
the chance to listen to someone speak, great!
Choose one of the people in a conversation (trust
us, you won't manage ro ket‘p notes on others) and

isten for repeated phrases, such as, “It's like...” or
listen f peated ph has, “I

“So, anyway..." or even more distinctive pet
phrases. Listen to the actual tone of the person. Is
it light and lilting or heavy and guttural! Does he
have an accent? Does she talk a little bit too loudly,
or is she very soft-spoken!

® Clothing: Most puop]e choose their clothes not
only in accordance with their physical appearance but
also their personality. Is his clothing baggy and loose?
Is hers tight and skimpy! Does he favor bright and
outgoing colors, darker and gloomier attire, or sedate
clothes that blend into a scene! Are there any pictures
or logos on her clothing? If so, what do they read or
depict, and what do you think they reflect about the
person's interests or beliefs?

By now, “Why?" may be running through your
head. After all, your Storyteller isn’t poing to ask you
to show up in costume, and you certainly won't be
asked to demonstrate your character’s walk!

The answer is immersion in the game. If you
can imagine your character’s every physical quirk,
vocal mannerism, choice of clothing and hairstyle,
and can keep them in mind the whole time, you're
sure to have a firm grip on what your characrer is
likely to do next. You can begin to see not only
what your character will dn, but the far more
important side of the equation: why and how he
would do ir. A player who immerses herself fully

into the experience often describes her character’s
action, then stopsand asks the Storyteller to change
her action — not because she realizes her action
was foolish (indeed, such players sometimes ask
the Storyteller to change an action to something
thatis foolish), but because she visualizes her char-
acter doing what was described and recognizes it as
stunningly out of character. As you begin ro work
yourself into character, actions eventually stop
becoming integrated into a character and begin to
flow from the character, creating a full, more hu-
man and “real” experience for all.

Peaving & Reat Person and & Huwy g

You may have noticed that, apart from one short
side note, not a single part of this article has focused in
the slightest upon creating a hunter, only on creating
a real person. This avoidance is deliberate, because it’s
not in the character generation that a hunter is made,
burt rather in the prelude.

What is a prelude! We know that it’s a short,
usually free-form game played before the true start of
a chronicle. Often featuring one player and the
Storyteller, it's a personal game designed as practice
in which mistakes can be corrected and character-
ization improved.

But the other important point is that, in almost
every case, a prelude is about a life-defining moment.
For most people, the prelude is what covers their
imbuing. Even if it doesn't, odds are that it fleshes out
the people whao are most important to your character,
and might even include a tragic or wonderful twist. Of
course, a good Storyteller has a reason for doing things
this way. She attempts to build drama, paranoia and
every other mood and motivation she intends to em-
phasize in her chronicle. In Hunter, it's also likely she
fosters ignorance and fear, as well.

Altogether, a prelude is a fearful, tragic, human
game that emphasizes roleplaying and encourages
players to improve their characterization. It's an
ideal game of Hunter. And although the Storyteller
eventually has to move past the safety of the prelude
into the chronicle, players needn’t ever mentally
“leave” the prelude.

Work hard in the prelude. Play out all discus-
sion and conversations. Don't ask the Storyteller
what your player should do, just leap in and do it!
Doing so helps you gain a firm understanding of
your character that is useful in any game and
damned essential to playing rhe kind of person
Hunter ﬁugf_’,cﬁtf‘i. Gnclﬂ' you hk] ve thﬂr Und(‘rﬁfﬂﬂd'
ing, don't be content to leave it there. Come to
each pame with the attitude that you are going to
further develop your character, to make him more




complex, to flesh out his relationships and add new
dimensions to his personality.

The end result? An incredibly well-drawn char-
acter. Thiskind of artitude is useful in any roleplaying
game, It helps build fundamentally interesting char-
acters. But the secondary result of this process is
interesting to us as Hunter players, in particular. By
increasing your personal interest in one of the cho-
sen, the game's metaconcepts fall away. Bob the
Avenger slowly becomes just Bob as we learn about
his personal love for the Cleveland Indians, Sam
Adams Cream Stout and stir-fry food. The fact that
Bob can slug a monster with a smoldering baseball
bat becomes far less important than the fact that
Bob used to be on his elementary school softball
team as a designated hitter, but he played only a
single game despite years of warming the bench.
Show these interests in the course of your characrer’s
discussions. When he talks strategy on how to raid
a monster's hideout, have him discuss it in baseball
terms: “It’s the classic squeeze play, isn't it? We force
their attention out front by making a lot of noise
while Jim slips around the side and gets in.”

T e PROBLEM WITH EDGES

Of course, the fact remains that Bob can slug a
monster with a smoldering baseball bat. That’s Cleave
in action. Surely, normal people can't do that!

Well, no. But normal people don’t do anything
with monsters (because such creatures don’t exist), so
if you can suspend your disbelief that far, you can
probably digest normal people with edges, as well.

The real problem that many players have with
edges is not that they're abnormal, but that hunters’
possession of them blurs the line between imbued and
monster. The game is, after all, about humans who hunt
supernatural creatures, not supernatural creatures who
hunt other supernatural creatures,

For some games and characters, this ambiguity
isn't a problem. The Martyr creed specifically tends to
focus on how blurry the line is. As stated in the main
book, “We are the damned who hunt the damned.”
Many hunters can’t help interpreting tales of vampires
and werewolves as normal people who are changed
into something else. Should you choose to play with
this approach, and have fun doing it, then by all means
continue to do so. Most games do place monsters in
antagonist roles, though, and some discussion with the
Storyteller is usually needed here.

So, let's examine edges and see how to portray
them in a light that does not invalidate the concepr
of “normal.”

First, an edge is unique among rthe Storyteller
games in that it is a power whose source is located away
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from the protagonist. Vampires, werewolves, mages
and so on are firmly in control of their own abilities,
which are the results of practice, teaching and inher-
ent power. Such is not the case with the imbued.
Hunters literally “happen” to do something they never
knew they could. When they try to practice it, they
find they don't get any better at it. You can't swing a
"Cleaved” baseball bat any harder with years of prac-
tice than you can at the first moment you receive it.

Similarly, edges are not extensions of a hunter's
own cognition. Because edges have their origin in an
outside source, they can easily be misused. Even the
most hardened, experienced hunter has learned to her
dismay that trying ro use Insinuate on the policeman
arresting her is doomed ro failure.

These facts are highly important, because they
emphasize one of the key points in our definition of
normal: ignorance. Never forget that hunters are as
scared and puzzled by edges and the Messengers as they
are by monsters — perhaps even more so. At least
monsters are firmly the other or the enemy. But the
Messengers are allies... aren't they!?

As for edges, if you grabbed a baseball bat and
proceeded to bash in a zombie's head in a way you
never knew you could, what would you do? Hir it
again and spew four-lerter-words like a relevised
wrestler?No. You'd probably drop the bat and scream,
wondering what the hell did thar. And even after the
first time, the conditions of how it works are so vague
that edges still shock and frighten you when they do
work. Edges are not an integrated part of your charac-
ter (although they do express themselves in terms of
his personality), but they are one of the means by
which your normal person is touched by the other-
than-normal.

Second, edges can be and are often best under-
stated. Many of the edges in Hunter can look different
depending on who uses them. Cleave, forexample, can
be a flaming sword, but it can also be just one almighty
wallop with a handbag. The former portrayal works
well in a more epic or mythic game but it's all kinds of
wrong for a gritty, personal one.

Also, remember triggers. Too many people ig-
nore this elaboration on edges. An edge such as
Foresee is incredible on its own. The Visionary gets a
glimpse into the future, seeing what may come to
pass! But the edge becomes far less incredible if she
prays for guidance and acts with some sense of assur-
ance in what she does next. Played with an appropriate
trigger, the edge not only hecomes somewhar plain —
more a part of our definition of normal — but it also
reveals something about the character rather than
just seeming like an afterthought.

OFHUMANITY
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Aiways remember the most important part of work-
ing through and on a normal person: Keep a solid and
derailed foundation. Understand who your character is
on a personal, mundane, normal level, and then work
all else into that, such as edges and the hunt. As long
as you take the time to do so, your character will be,
first and foremost, a normal person.

MainrAmNG Your GHARACT £R

Of course, keeping a character a normal person at
first is easy. You've come to the table full of zest, eager
to pounce on a new game and make it crackle with the
energy that any good game generates. But the games
keep going, and after a month of weekly sessions, you
may feel a bit tired. You still enjoy the game, but the
initial buzz that drives you early on wears off in time.
What's needed is a system to keep thar enthusiasm
alive and your characterization accurate.

Thankfully, roleplaying has a close cousin that
can be rifled for ideas: acting. Actors of all stripes
suffer much the same dilemma. The first or second
performance of any play is often the best; the actors
come on stage still full of enthusiasm for the project
and ready to knock the socks off the audience. But
energy begins to wane even by the third perfor-
mance. To compensate, actors use various
techniques, tricks and games to keep their heads
together and make each performance exact and
entertaining. The most well-known system for do-
ing so is known as method acting,

Method acting sounds intimidating, but it's re-
ally just a set of exercises and procedures for
attempting to produce realistic emotions on stage by
drawing upon acrors’ own feelings. Some exercises
are performed prior to a performance, others during
a performance, and a few others afterward. Here are
a few to try.

Ve Leenn Movemenys

Running through the Leban movements is a useful
activity to try before a game, especially if your Story-
teller agrees to help out. Make sure everyone does
them, so you feel a little less silly. The Leban move-
ments are a series of eight separate motions that
represent a good cross-section of emotions. Each mo-
tion is either strong or weak; and sudden, sustained or
traveling. The motions are:

® The Punch. Drive your fist forward and bring it
back. The Punch is strong and sudden. It represents
aggression, violence and sudden bursts of anger or
passion. Do not aim punches at other players or the
Storyteller. No matrer what anyone did to your char-
acter last session.

® The Slash. Using the elbow and shoulder, swing
your arm forcibly through the air from one side to

another. The Slash is also strong and sudden, but is far
less controlled and straight than the Punch, and this is
true of what it represents. Whereas the Punch repre-
sents ageression, the Slash shows you as angry and
unstable, and it is often used to paint a character as
slightly (or very) out of control.

e The Flick. A quick toss of the hand, arm, leg or
head. The Flick is weak but sudden. It represents
dismissal, surprise and resignation.

® The Dab. Bring your hand up, keeping yourwrist
limp, and thrust your fingers forward with your wrist.
The Dab is weak and sudden like the Flick but is a
straighter motion, more like the Punch. The Dab
shows you as nitpicking and pedantic. It’s a very
nagging gesture. Use it to show condescension, disgust
or weak defiance. If it’s done quickly and repeatedly, it
can show excitement.

® The Press. Bring the hands or a knee (not both
at once, obviously) up to the chest and slowly but
firmly push the hands or foot away from you. The Press
is strong and sustained. It represents determination,
seething anger or fury, and grace under pressure.

® The Wring. Pretend you have a piece of fabric
in your hands, and slowly turn your wrists in opposite
directions. The Wring is weak and sustained. [t repre-
sents angst, worry, fear and nervousness.

® The Glide. Walk across the room, taking long,
confident, graceful steps. The Glide is strong and you
rravel with the motion. The Glide represents arro-
gance, composure, elegance and control.

® The Float. Lean back a little and take quick,
tripping steps across the room, bouncing a little. The
Float is weak and you travel with the motion. The
Float represents ecstasy, dreaminess and joy.

Before a game, run through the motions. Stand
up. Leave the table. Find a place with room to move.
Ask your Storyteller to call out a motion by name,
which you should then act out. If he says “Punch,”
make a few short, quick jabs. After performing this
motion, begin to attach an appropriate emotion to
the action, and try to feel that emotion as youmove.
Then, slowly begin to imagine how your character
would move when experiencing this emotion. [s
your character short and very aware of it? Have him
punch upward, unleashing pent-up rage. Insecure
and unwilling to show emotion? Make the punches
distinct and separate, artificially calculated while
still angry. Then, move on to the next one your
Storyteller calls out. Run through all the motions
two or three times.

And, ves, you will look silly doing them. So!
Everyone else will look just as silly, and let's not forget:
You'realready pretending to be monster hunters. [fyou
can do that, you can look like a goof for a few minutes




and not be ashamed. Trust us, and do this exercise
honestly. It helps you play out the emotions of a game
beforehand, and gives you a berter image of how your
character looks throughout the game. Keep these
images in mind, and then tie them in to your character
research. Just how does a normal person use the basic
movements in their everyday life! Create the image of
your character with the Leban movements, then hold
that image throughout the game.

Emorionat Rzeatt aw Foorworine

One of the most common method techniques is
emotional footnoting. In traditional performance, a
method actor goes over his script in minute detail and
scribbles in the margins every emotion his character is
feeling at every line. After doing so, he not only
memorizes the lines but also the emortions. Finally, ro
complete the footnoting, he connects each emortional
foormnote toasituation in his life and tries to find a close
analog to every scenario in which his character finds
himself. When he goes on stage, he mentally relives
those moments while having memorized the lines well
enough not to have to worry about them. The result is
a highly emotional, very helievable performance.

While this end is exactly whar we're after, we
have a problem translating this technique over to
roleplaying, because we don’t have a script. We do
have a number of pertinent constants in any Hunter
chronicle, however.

First of all, we know it's going to be abour horror,
We also on firm ground if we expect violence will be
involyed, or at the least hostile confrontation, Talk to
your Storyteller beforehand to learn what other emo-
tions will be involved (and which he doesn't mind
telling you will be). Sometimes, you'll be able to guess.
[f the walking dead are involved, expect emotions of
creeping fear and desperation, If vampires are, expect
emotions such as violation and paranoia. Or if ghosts
are, look for emotions such as nostalgia or regret.

Then, recall experiences of your own that evoked
such feelings in you. Remember what it felt like to
believe you were being followed? Or when burglars
broke into your home! Or the first time you ever saw
snow? Or what it was like to change a tire alone at
night in the middle of nowhere! Write down rhese
moments inas much detail as you possibly can. Ga over
the notes. Relive these moments and memorize them.

Then, during the game, look for situations thart
loosely (or even closely) match your own. At this
point, recall the actual moment and try to revive the
emotions you were feeling then. Your character be-
comes more realistic, emotionally and dramatically.
The rechnique is a demanding one to pull off well, but
keep pracricing and you'll ger betrer and berter — and
so will your games.

In-Curncrer Dingy

One of the simpler techniques of method acting is
simply staying in character. Some actors are known to
spend much time actually living as their character in
some way, shape or form. Others spend time writing
letters or correspondence in the voice of a character in
order to perfect it. Roleplayers have a perfect vehicle
for such exploration: the in-character diary.

Anin-character diary isassimple as it seems. After
every session (or, perhaps, after each day of plot if your
sessions are intense enough to cover only part of aday),
take the time to write down a diary entry in your
characrer’s voice. If you don't feel your character
would be the type to write a diary, consider other
modes. Perhaps he regularly posts messages to hunter-
net about his experiences! Maybe he speaks into a
portable recorder of some kind?

No matter what form it takes, the purpose of this
exercise is straightforward. First of all, doing so helps
you perfect your character’s “voice,” the tone of discus-
sion she uses, the expressions she’s fond of, her vocal

A Novz on Sarz Words

Each of these techniques has been described
with a common goal: to make your playing better
and to make the game better. And making the
game better has been defined throughout this
essay as “more emotional, normal and realistic.”
And in Hunter, that is indeed often what makes
a “great game.” Hunter is all about human emo-
tion and psychological horror, and realistic
performances help it immensely.

But the fact is, what makes a good game is
simply thar everyone has fun. Sure, fun doesn’t
always mean comfortable, but playing should
never be a chore. Worse, it should never be a
nightmare. And method acting, especially emo-
tional footnoting, is all about bringing forth
real-life emotions and reliving them. Sometimes,
it can be downright unpleasant. Other times, it
can be unbearable.

As a result, when using these techniques,
always, always make sure you have some sort of
“safe word” ready. Have a word like “aardvark,” or
some other word that’s not likely to be used, and
when someone says it, play stops. Immediately.
Take the time 1o talk to the Storyteller (or, if you
can't, another player you trust) and discuss why
you can't keep playing in a particular scenario.
Then, only once it's been worked out, return to
the game. Trust us, everyone will appreciate this
release valve.
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peculiarities. In addition, the diary acts as a window
into the character’s mind. By formally setting down
the character’s opinions and beliefs, you can take the
rime to see how she evolves over time. Pay attention to
her beliefs abour other characters and about herself.
Retell the events of the game session from your
character's perspective.

This activity even has a mechanical benefit. By
tracking your character’s development, you can quickly
observe where experience points ought ta be spent. In
addition, showing that your character has leared
something becomes much easier. But more impor-
tantly, the diary serves as a roleplaying aid. Often, you
will discover your character’s opinions change in ways
you might not have observed otherwise. Other times,
it simpl\,-' serves as practice for the next session, to
reinforce your characterization. Either way, it makes
your playing, and the game, better.

Bur Way!

Of course, in-character diaries take time, and
emotional recall takes a lot of effort. The Leban move-
ments will, we personally guarantee you, make you feel
silly the first time you do them.

So why bother?

Because Hunter, probably more so than any
other game set in the World of Darkness, requires
you to understand the motivations and emotions of
your character in a sense that is human, believable
and, above all, real. The game requires you to show
your character as a normal person, in all his com-
plexity.

And perhaps most importantly, Hunter re-
quires you to portray your character in a way that is
true to the person’s emotions, not just his intellect.
This game isn't one in which you weigh personal
risks and gains clinically. Hunter is a game in
which you sacrifice yourself to save your daughter
from the threats surrounding her, because the ter-
ror you feel in your gut numbs you to your own
danger. Or do you feel the cold grip of fear in your
legs and watch in helpless horror as she's dragged
into the shadows!?

Those questions are what method-acting tech-
niques are all about: questions of how normal people
act and react.

e Huwver's Liee

It was alveady 8 o'clock at night. 1 was waiting
impatiently in the living room when Molly finally came
out of her bedroom. She had “Little Boy” in one hand. She
dragged the cast-off backpack her brather Darryl had
given her in the other. The bag was a peace offering in
exchange for the Tonka truck he'd usurped after her

o -

birthday party last Saturday. The bag was stuffed with
some clothes and other toys. [ couldn’t remember why I'd
been so pissed when Darryl weaseled the truck out of her.
She liked the goddamn backpack better.

No, I take that back. | knew why | was mad. She'd
begged for the truck and I had worked a double shift to get
it. And yet, that all seemed so unimportant now. All that
mattered now was getting her somewhere safe, somewhere
away from me, somewhere away from the thing I knew
was looking for me.

“Mommy, where are we goin'?”

| dodged her question. “You're going on a little trip,
bug. You get Little Boy all dressed and ready to go?"

She pursed her small pink mouth and looked up, the
question still hanging in her wide gray eyes. “"Mommy!
Li’l Boy is bignow. He can put his pants on hisself. Why
are we goin’ away’! | want to go to bed and watch
cartoons on the V-TV!"

Cartooms — the same ones over and over — were an
absession. “V-TV" meant “VCR,"” and “Li'l Boy" couldn't
dress himself to save his life. His pink polyester ass was still
bare. I didn't vealize I was smiling until a few minutes had
passed, when I naticed how odd it felt. I hadn’t smiled in
days — since I'd seen it.

Molly's voice had that little-girl whine that was usually
assuaged by sugary cereal or more cartoons. If only those
were the only problems [ had to deal with. .. but I had to get
her out of there while I still could.

“Bug, if you're good, I'll let you watch cartoons when
we get to Daddy’s.” Now, come on.

“We goin’ to Daddy's? Yaaay!" She started running in
circles, looking for her shoes. Finding them under the coffee
table, she plopped in the middle of the floor and pushed her
small feet into them.

Storm over. Blue cloudless sky on the horizon. Life is
so simple when you're four, although it took my full
concentration to say “four-year-old.” It took focus and
time | didn’t have.

If we didn't get out of the house right away, we might
never get out.

Your life has been turned upside-down. You know
that there are things out there, things that threaten
you daily. But, they don’t just threaten you. They
threaten your family, your friends, your safety, your
livelihood, your hopes, your dreams and your ambi-
tions. They threaten all of humanity, and it’s suddenly
become your job to do something about them. Yes,
you've been changed. Yes, you've been given tools, no
matter how insignificant they seem, to deal with the
creatures that appear to elude notice by the rest of the
human world.

Bur how much of your life must change? How
much of it can you salvage? What do you have to
give up! Can you maintain any sort of normality in




your day-to-day dealings? Can you still go on living
as you did before? Can you get married, stay married,
have children or maintain a steady relationship
with the ones you've already brought into the world?
Can you keep your job? Can you keep on living rather
than just existing!

These questions have no set answers. As is true of
everything we deal with as real peaple with real prob-
lems, it all depends on the individual and the situation.
One thing is certain, however: Maintaining any sort of
normal life after being imbued requires infinite flex-
ibility and commitment. Perhaps that's really the key,
because in real life our families and friends help keep
us grounded and happy. Our jobs, hobbies and activi-
ties help keep us fulfilled. Now, imagine a life that
denies you all of those privileges.

Pretend that some epiphany strikes and changes
— or at least colors — everything you know about
yourself and the world. Human beings are creatures of
habit, of security. We don't usually adapt well to
radical alterations in our routines. If the things we rake
for granted, such as eating dinner, are suddenly made
difficult, almost impossible to maintain regularly,
wouldn’t we be scared, angry and resentful?

Hunters face many choices after rthey're touched,
choices that threaten to shatter every bit of conven-
tionality and safety they've ever known. Perhaps their
greatest and most difficult decision is whether to try to
preserve their day-to-day lives or chuck the past alto-
gether and start again, throwing themselves wholly
into the hunt. What challenges would a hunter en-
counter with either choice? What problems would she
face and could they be surmounted?

This article explores the trials of holding onto life
as hunters know it and pursuing the mission, or turning
their backs on the world and people they've known to
dedicate themselves completely to the calling. Either
course is a lesson in exploring the humanity of the
imbued — and of your character.

Living & Dune Lire

So you're a hunter who can’t bring herself to let
go of her life thus far, even with the knowledge that
monsters exist and all people are in jeopardy at all
rimes! You can't bring yourself to forego your loved
ones, dreams or plans for the future even when the
truth has stood rotting before you, and everything
you took for granted before is suddenly suspect? You
don't want to turn on your old life so decisively that
you have no personal reason to go on? Well then, you
have some decisions, sacrifices and compromises to
make if your new and old lives are going to reach any
kind of harmony — if thar can ever be achieved in a
world of darkness.

g . - = —
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T iwe ManaGemeny

It sounds cliché, but “time management” is the
best way to sum up reconciling old and new lives.
There are only 24 hours in a day. Before your
imbuing, you probably had numerous responsibili-
ties. Your kids, spouse and job all demanded your
attention. As you hope not to lose any of those
elements of your past, you now have to juggle all of
your previous activities with a responsibility that
dwarfs any single person or occupation. And there's
little room for failure, because a mistake could mean
losing your family's trust, your supervisor’'s confi-
dence, or your life. What does everything you hoped
to hold onto amount to then!

Famicy aw Fricwos

It's prerty straightforward. [f you're going to
salvage any part of your old life, you have to stay
involved in the lives of those close to you. You have
to make an effort to find small amounts of quality
time whenever possible. It's like having the most
demanding job you could possibly imagine, and
then having a circle of people who all wanr a piece
of you. You may have heard of the 14-7 work week.
Hunters live it 24-7. You have to make incredible
effort to communicate with your family and friends,
to make sure they know they matter to you. There
will be missed opportunities, missed “Kodak mo-
ments” and missed rimes of closeness. And failing to
participate in those moments will engender a cer-
rain abour of resentment. Kids will be upset that you
weren’t at a play. Lovers will be frustrated when you
stand them up. But if you communicate with them,
let them know they still matter to you, you'll at least
have the opportunity to “make it better.” You have
to prioritize personal activities with the demands of
meeting and facing monsters.

How do you justify yourself to friends and family?
Could you explain it even if you tried? They'd think
you were nuts if you told the truth, and they can't be
made to see and comprehend monsters. 1t would be
necessary to come up with plausible half-truths about
what you were doing and why you were doing it. [t
would help if you were able to couch it in a way that
brought home how important loved ones' activities
were to you, without telling the truth. Maybe family or
friends could even be unwittingly involved in the
hunt, and thus be party to your activities.

Suppose you rescue a vagrant from vampires and
don't want just to rurn your back on him for fear that
he'll be a victim again. Your son is a really good
student. Your wife is a social worker. The vagrant can't
read, can’t get a job and has nowhere to live. You try
to solve the problem my helping the man get a basic
education from your son, and have your wife help out
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through social services. Maybe a friend owns a business
and can offer the man a job once he’s on his feet. Now,
that one-time homeless person is more capable of
fending for himself instead of being a meal on a plate,
and your family and friends have worked with you to
make it happen, never learning the true motive behind
your philanthropy.

It'sasimplistic example, and a hunter's life is never
simple, but it demonstrates that your former lite and
new calling can be made to coincide for the benefit of
both.

But then, there's always the chance that it could
all blow up in your face, too. Your family could fall
apart. You could get divorced. Your kids could end up
hating you and start calling your spouse’s new mate
Mommy or Daddy. And you could lose all your friends
because you've ignored them. It's all a matter of how
you make time for everyone — and rhe hunt.

STAYING EmpLoYED

Money is good. People need it to live — not just
well, but at all. Luxury items aside, money buys
groceries, provides housing and pays medical bills —
important when you run a daily risk of severe injury.
Screw stock pottfolios. Most peaple are glad to afford
awarm, dry place, and hunters are “most people.” But
as a hunter who dedicates time to investigating and

stalking creatures day and night, how do you main-
tain your job and keep that roof over your head? How
do you feed your family and watch the shadows
around the clock?

Keeping a job essentially means maintaining a
schedule that allows you to do your job sufficiently.

Drawaric Consinerarions

A quick note here on focusing employment
opportunities on the blue-collar: Hunter is
largely dedicated to common peaple as charac-
ters. To capture this spirit of the game, try
creating characters who had workaday, even
manual-labor jobs before. These people know
what hard work is and value what they have to
_ give up when the hunt calls. It’s not impossible
for some rich dilettante to be imbued. Being
rich presents its own problems to the chosen,
such as visibiliry, fame and the demands of
managing a fortune. And some rich folk might
put in long hours to keep their fortunes and to
make more. But how many really value hard
work or even the small things that it can afford?
Whao has more to lose on the hunt, the working

stiff or the business magnate!?

That, in turn, means getting sufficient sleep. But
monsters appear to roam day and night, when you need
to sleep and when you're expected to be at work. Sure,
you can occasionally stay active for long bouts, surviv-
ing on adrenaline, fear, ambition, caffeine orcontrolled
substances. But you can’t do it for long before some-
thing has to give.

Perhaps the most logical way to navigate
around your job and calling is to find a way to
marry the two. No, this doesn't mean becoming
the owner of an occulr shop, selling bogus tomes,
spell components and weird pieces of art. How
often does that happen in real life! It means is
finding an occupation that doesn’t stymie hunt-
ingactivities, and vice versa. Many people change
jobs, either our of want for something different or
out of necessity. A desk-monkey whao's sick of the
9 to 5 may chuck it all for a job with more
freedom. A person with a sick parent may change
jobs to move closer to and care for that loved one.
You have your own unique needs.

Essentially, you need to ask yourself when, how
much and what. When asks, “What's the optimal occu-
pation that will allow me to work when [ can? How
much is a compromise that determines, “If [ have to
work during the day, can 1 pick an occupation that
involves a limited time commitment, so | can get
needed sleep?” What is obvious. *“What kind of job fits
these parameters!”

It's probably easiest to be self-employed. Youdon't
have to punch a time-clock or explain your comings
and goings. Sure, anyone who runs a personal business
has to be committed to it, but your commitment is to
holding on to your past life. If being self-employed
makes that possible, it's worth any price. Examples of
viable self-employment are countless, from blue-collar
enterprises such as garages and body shops to Internet
start-up companies.

Owning a business takes venture capital and good
credit, however, both of which may be excluded as
options. So, you might look for a more traditional job
that allows you to continue the hunt while fulfilling
your vocation. Becoming a cop, paramedic or
firefighter! Those positions would put you on the
street, whether day or night, but you need to pass
tests, undergo training and possess certain skills,
Becoming a wrecker driver has promise. You have
access toa powerful vehicle and you're expected to be
mobile, but the dispatcher might call upon you at the
worst of times. Being a security guard offers work at all
hours, involvesa lot of on-the-job downtime, and you
could be on patrol in- or outdoors — but your turf
extends only so far. Taking up journalism justifies
gathering information and pursuing stories, explains




constant access to the Internet, and you don't neces-

sarily even have to show up at an office. The trick of

keeping a coincidental job on the hunt is explaining
seemingly inappropriate or outrageous behavior in
rerms of your career.

Yet another option of maintaining an income
and performing the mission is to find a job that
involves a set and limited time commirment. Col-
lege professors don't work thar many hours during
the day, and they're usually off three months each
year unless they teach summer school. Not only
that, research sabbaticals are relatively easy to ob-
tain and expected at large universities. A
general~[\racricc’ attorney processes paperwnrk ==
wills, contracts — that can be completed anywhere.
Your employees can handle court filings and law is
lucrative because services are expensive.

Even if your job demands that you be in one place
for a specified time, whether day or night, your hunt
may not be hamstrung completely. Internet access is
increasingly important to professions. Your machine
can be used to relay information to contacts, and you
might even steal time to search for informartion or
participate in chat lists such as hunter-net. As long as
you manage to hit deadlines, no one is likely you look
over vour shoulder to make sure you use your time in
the office to its fullest.
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Your job might also offer some unique access,
to laboratories, libraries or academia for example.
A nurse has limited access to medical equipment.
Maybe she could use it ro “check specimens” she
finds without engendering too much notice ar
suspicion. A hunter working at a university library
could search the stacks for clues and research arrti-
facts. A caroner or assistant coroner could perform
autopsies to study vicrims of the supernatural — or
even bodies active beyond the grave. Some jobs'
access makes it possible to get needed tools or
equipment, such as medical supplies, metal-work-
ing gear and maybe even weapons or illicit drugs.
Just don't get caught “borrowing” them, or the
resource train will come to a dead halt.

These are all simply examples, but they give you
the idea. If you want to hang onto some semblance
of a normal life, and intend to fulfill an imperative
to respond to the supernatural, you need an occupa-
tion that coincides with and supports all your needs.
After all, bloodsuckers, ghosts, wolf-men and wiz-
ards don't care if you have to be at work. They'll
strike regardless of your schedule, and who else will
stop them if you're not there?

Dzcisions

You see monsters hiding amid crowds. On the

streets. At work. You know you have todo something
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about them, because no one else can. But you can't
just dismiss everything that's led up to who and what
you've become, even if it’sall a lie. What priorities do
you have to change? Which ones will be changed for
you! That's simple: All of them. Here's a short list of
ways in which life as you know — and try to preserve
it — can change after the imbuing.

Who's going to manage all of life’s mundane chores
now that you don't have time for such “minor” details?
Who's going to pay your mortgage! Who's going to
keep track of the hills, keep you from getting evicred or
losing your house! Who's going to clean the house!?
Mundane, yes, but we all have to find time to do these
things in normal life, letalone when we know for a fact
that ghosts haunt houses.

Where do you live? Do you have to move? Where
do you move? How do you find someplace that’s safe for
you and your loved ones? Or if you're single, do you
have to pare down, become mobile?

Do you have to make special modifications to
your residence?! Do you have to invest in expensive
security systems, guard dogs, safe rooms or exotic
firearms? Which of these things can you do reason-
ably and not raise eyebrows among family and
friends? What mundane items in your house can
you use to protect yourself? What can you use to
make weapons?

Do you get married? Can you start a loving
relationship with another person and commit to her
while you're so committed to something else? If you
stay single, do you risk having a boyfriend or girl-
friend, or do you just relieve vour sexual urges with
prostitutes? Do you abstain for fear of spilling too
much information and for fear of engendering too
much intimacy, even with someone you pay for sex!?

Do you have children? If you die, who's going to
take care of your kids!? If you father or mother
children outside of marriage, do you take responsi-
bility for them, or does your avocation keep you
from being close to them? Does it give you an excuse
to abandon them!?

Do you let anyone in on your secret? If so, who! If
you take that leap, do they believe you? Will they think
you're delusional? If they don't believe you, will you
lose them? How can you sound out their reactions
without playing your hand?

Where do you ger discreer medical care! Can the
doctor who patches up your wounds “from an animal
artack™ be trusted? Will she ask questions that you
can't answer! How much of the truth can you reveal
and still mainrain her aid?

What sort of equipment da you need! Can you
afford it without wiping out your savings and exhaust-

ing money put away for the furure? Can you carry tools
or weapons publicly? Will doing so bring the cops, the
ATF or the FBI down on your head, subjecting you to
a criminal fate that you can't justify?

Can your kids attend school? Do you have to
keep moving them to keep them safe! Do you
home-school your kids? Do you have the education
for it? Do you send them away to private school,
and can you afford it?

These are just some of the dilemmas you face
when you maintain your past life and accept your new
one as a hunter. It quickly becomes apparent that
every decision you make, every choice with which
you're presented forces the question, “Can | preserve
who and what 1 was alongside who and whar I've
become!” Holding on to some sliver of normality
gives you strength because it provides a foundation —
some kind of footing, something to cling to and keep
you sane in the face of unspeakahle harror. But can
normality endure when the world is proved to be
everything but normal?

Aeannoning Your 0co Lire

How easy do you think it would be to just disap-
pear and start over again? [t's romantic to think that,
as a person living a normal life, you could just leave
it all behind one day. Think abour what it would be
like to leave your mail unopened, your bills unpaid, to
empty your bank account, get in your car to drive off
toward the horizon and a new life. Everyone has
fantasized about it. When rthings get too routine, it's
easy to wish you could throw it all away. But the real
world doesn’t work that way. The logistics of aban-
doning a previous incarnation are extremely
complicated. Not to mention that abstaining from
everyone and everything that you ever cared for
would be emotionally devastating.
Famiey ano Fricnds

Walking out of someone’s life completely has
immeasurable impact on that person. If you have
family or friends who love and rely on you, you've
made a commitment to those pcnpfc — emotionally
and perhaps financially, Breaking that kind of com-
mitment is a breach of trust. If you were to chuck it
H” ;1[1{] |EH\'€, h(_")'.'\-' “'t_‘l_lll] th{: p(‘UpI(‘.‘ CIﬁSl:' LD you
live! Would they be able to shoulder the additional
stresses and responsibilities that you've dumped on
them! Would your disappearance allow any kind of
closure? Your abandonment would cause others to
doubt themselves and your love for them. Your
spouse, children or parents might never be able to
recover from the emotional and even physical reper-
cussions of that kind of loss. A death in the family is
difficult but can be dealt with because it encom-



passes a beginning, middle and end. There'sachance
to say “goodbye.” A disappearance doesn’t allow
thar kind of resolution. There's never a goodbye,
only a lingering “what if.” Any feeling human being
— and you feel, unless you suffer some sociopathic
disorder, as a Wayward creed member might —
would have at least a passing qualm about walking
away without saying goodbye. How would you deal
with those unresolved emotions!

To ease the blow to yourself and your loves ones,
you might leave small clues about your well-being
and even whereabouts, but such concessions would
always put you in danger of being discovered and
always tug on you to come home. Furthermore,
anything you did to maintain the slightest connec-
tion to your past would put people in danger of
reprisal by your enemies. You might try to do things
the “decent” way by divorcing your spouse and
sending child support, but that would always make
you and your past traceable. Courts keep records of
even noncustodial parents’ whereabouts, child sup-
port is taken out of paychecks, and you need a job to
make alimony and child-support payments.

Or maybe you know you must dedicate yourself
to the hunt completely, but can’t bring yourself to
sever all ties to your old life, so you uproot the family
and take them with you. Do you do them more good
this way? [s bringing along civilians, who can’t hope
ro understand your obsession, safe or wise? Consider
that you put your spouse and perhaps children in the
same position you're in. Yourspouse won't be able to
form any lasting relationships outside of your own.
Your children have to go from school to school,
never keeping friends, never making any real con-
nection to their peers. Wouldn't this lifestyle foment
resentment? Is it really a better solution than leav-
ing your family cold?

Here are just a few thoughts on how to practically
and emotionally deal with the problems of stringing
others along while you hunt, or of turning your back on
them completely.

e Send money whenever you can. Do it anony-
mously, [t won't help emotionally with anything other
than your own guilt, but it will help relieve some of the
financial stress you've created.

® Try to write in an untraceable fashion. Emailand
the Internet are helpful, but even they’re not com-
pletely anonymous.

e Contact them through an intermediary such as
a trusted family friend who's sworn to secrecy. A family
lawyer is excellent for this purpose. If the family
doesn't have the means for such a luxury, a pastor or a
counselor works, too. Such a person would have to be
trusted not to give away your whereabouts. Perhaps you

could use this contact to try to make loved ones
understand that they weren't the reason you left.

e Unexplained gifts on special occasions are a
double-edged sword. They suggest that you might
still be alive, and conjure up feelings that might have
been overcome by the recipient, opening old or even
healing wounds.

® Keep rrack of local events as best you can. Read
local papers through the Internet or some other source
to keep abreast of the things that might affect loved
ones. If youdiscover events that could affect them, you
might deal with them through an intermediary.

® Pur someone in charge. That intermediary can
help here, too. If family knows that you've sanctioned
someone to help and guide them, they'll probably still
hate you, bur at least you know that someone you trust
acts in their best interests.

® Follow the example of a military family. Mili-
rary families often move around a lot. They have to be
very close-knit and interdependent ro survive con-
stant relocarion. Allow your family members as many
emotional luxuries as possible — limited contact via
lerters with friends left behind, involvement on the
periphery of your activities without direct under-
standing of them, involvement in a hobby or interest
that can keep them happy.

¢ Loved ones have agreed to pur all their trust in
you and leave behind everything they hold normal
and dear. Be more available to them emortionally
and physically than you might need to be. [t will
cause you stress, but you've made the decision that
they're important enough to drag along, so you owe
them. Your wants and needs have to be less impor-
tant than theirs. There will come a time, however,
when hunting will drive a wedge of secrecy, lost
time or regret between you. It will be incumbent
upon you to bridge such a gap if your calling and
relationships are going to persist.

SELF-SUFFICIENCY

Money also rears its ugly head when you throw
yourself into the hunt and forego your past. It's a lot
harder to make if you don't have access to the usual
means such as a job.

If you run away from your previous identity, you
have to quit your current job and find a new one.
Your entire credit history is tied to a few strings of
numbers, all of which are completely traceable. 1f
someone wants to learn all there is to know about
you, your payment history and your previous finan-
cial problems, all they need to do is punch nine
numbers into a credit data base and they ger a
complete picture of what you did and who you were.
Skeprical? Go to your insurance agent or bank and
ask about Dunn and Bradstreer or TRW. These
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organizations are able to find our where you've
worked, how late you are on your utility payments
and whether you have a criminal record — all by
knowing your social security number. The wealth of
information tied to those nine numbers is incred-
ible. Such numbers are used similarly in countries
other than the United States, too.

So now you can't use them. They're tied to your
old existence and you've left that behind. How do
you get credit to purchase even the most basic
necessities of modern existence, such as a car or a
place to live? All lease applications ask for credit
information, after all. Where do you find money?
Employers have to obtain certain information about
you in order to comply with federal employment
guidelines. They have to file 1-9 forms that prove
you're a legal citizen. They have to file W-4 forms to
facilitate your taxes. Okay, so you say illegal aliens
get away with it all the time. True, partially, but all
these people live in constant fear of being caught — of
being arrested, being fired and being deported. You
have enough to worry about with stalking and being
stalked by monsters, never mind the local police and
federal agencies.

After you start again, you can apply for a federal
tax identification number — the numbers assigned
to businesses and the self-employed — but if you're
caught using it in place of a social security number,
you'll go to jail for a long time. You can buy a bogus
social security number, but you better have the
money on hand to get it. They start at about five
grand, cash and carry. If you're caught using it, and
it's likely you will be unless you know all about the
government's monitoring systems, you'll go to jail
for a long time — again.

If you use fake ID numbers to ger credit, you
probably have to use them for only a shorr period of
time, milking them for as much cash as possible,
and then skipping out on the debts that you incur.
You risk revealing yourself if you actually pay bills,
because you usually have to do that by some nego-
tiable security such as a check. Money orders
probably work better, but you have to pay for them
in cash. So you end up robbing one credit source to
pay the other.

You could take rootless, solitary jobs that pay in

cash or under the table. Most of these are some form
of odd job and they rarely pay enough to keep one
person alive and healthy, let alone a family if you
decide to uproot the brood and take rhem along.
Perhaps you have to live a total cash existence,
drifting from one odd job to another. Could you do
this and maintain any semblance of a normal life!

Probably not. But after all, you've embraced the
hunt completely.

Without reliable means of your own, a strict
hunter might have to resort to criminal activity to
stay afloat and fund his cause. Skipping out on credit
and faking credit sources are felony fraud — and
they're “victimless” crimes. You (and your family it
they're along for the ride) might have to stoop to
other felonies — armed robbery, burglary, drug deal-
ing or possibly even prostitution. White-collar crimes
such as grifting or conning people can be more lucra-
tive, but they're hard to pull off. They usually require
resources or other elaborate setups. And what if you
run afoul of the law? You might skip out on arrest
warrants and become wanted. Or you might just go
directly to jail.

The need to make money also calls for a certain
amount of visibility, something thar a person who
doesn’t want to be found would like to avoid. Can
you make money and still stay completely mobile,
completely untraceable? Would you have to travel
around the country in a van solving mysteries, so to
speak? The need for ID alone implies the possibility
of being found. The living quarters that would likely
be within your means would be lamentable, due to
lack of usable identification and limited funds. At
the extreme, you might have to squat in abandoned
or condemned buildings. Sure, there are romantic
movies about people who squar in posh digs, but how
often does that really happen!

Famg Yous Own Deavn

So you want to “fall off the face of the earth” to
fight the good fight without danger of discovery
and without being a threat to your loves ones!?
What betrer way to erase yourself and start again
elsewhere, unknown, than to fake your own death?
It sounds like the ideal answer, but it's a messy,
tangled proposition in real life, and it’s not likely
to succeed for long. So, what are realistic the
considerations and problems you'd encounter if
you decided to “end it all"?

First ofall, could you do it? In terms of everything
you previously held dear, faking your own death is the
ultimate “Fuck you and goodbye.” Yes, your death
involves some sort of closure for the people who knew
you — they think they know you're gone for good —
but a bogus death still leaves unanswered questions.
There are some loose ends, no matter how careful you
are. You can't think of everything. Perhaps the CIA,
the NSA and even the Federal Wirness Protection
program successfully “kill” people only to relocate
them, bur these organizations have vast resources
that are probably not at your character’s disposal.




Remember that Hunter is about real-world people
with real-world lives. How many ex-CIA operatives
with assumed identities do you think are living in
your neighborhood?

Nowadays, even small-town coroners and medi-
cal examiners have access to hair, fiber and DNA
analysis. They simply send samples to larger cities
and wait for the results that tell them that corpse X
was really person Y. You leave ambient hair and
fiber samples everywhere you go. Luminesce, a
chemical used in crime-scene analysis, can reveal
hlood traces even when an area has been cleaned
and painted. The Feds caught the Unabomber by
obtaining physical evidence that included a DNA
sample: five-year-old saliva traces from a single
stamp! What's the point here!? Physical evidence
will always be left behind after any endeavor, and
you can’t stop it. It can be minimized, bur it can't be
eradicated. Sooner or later, you're going to leave a
trace of your not-so-dead self, even if it's mixed in
with the remains of someone who's very dead yet
still walks.

Sa, if you decided to fake your own death, could
you plan and execute so thoroughly that your “death”
passed all the tests, allowed your beneficiary ro
collect life insurance, and ensured that the kids got
Social Security to go to college? Here are some
details to consider.

® Make your death look ordinary. Anything that
looks like foul play arouses suspicion and calls for
modern forensic techniques. A good plan leaves no
body, like the old “car in the lake” trick. Drowned
bodies are rarely found, even when lakes or rivers are
dragged. Leaving no body also means youdon't have to
provide one, and if you did, how would you make it
look like you in all ways, down to the finest detail? Or
how would you erase all identifying features of it so it
could be assumed to be you?

o [f your bank account changes significantly be-
fore your death, you'll arouse suspicion. The first thing
to catch a detecrive's attention following someone's
untimely passing is an inexplicable or unusual mon-
etary transaction beforehand. Sock away and divert
whatever cash you can over time, and write off what-
€vVer remains,

® You have to move away, probably to another
distant state or province. How else do you keep
your family from finding you? Perhaps if you lived
in a city the size of New York you could lose
yourself in it, but even then there's a chance thart
someone might spot you.

® How do you avoid being identified by ele-
ments of your “past” life that you simply can't

escape. If your living self had a criminal record, you
were fingerprinted. You srill have fingerprints
(they’re burned off or altered only in the movies).
Your old self had dental records, and you still have
teeth. What if you were caught in a fight with a
monster that really was tooth and nail — and you
lost some teeth, or you used them and left an impres-
sion in your victim! The authorities would quickly
learn that you're not so dead after all. Is there
anything you can do to stop your own body from
betraying your scheme!

® Once you decide to fake your own death, take
your time. Don’t plan it and then act immediately.
The preparations you need to make to take care of
your loved ones and to set aside resources take time.
Planning for an extended period also fills any holes
in your scam. Acting quickly leaves room for all
kinds of mistakes.

® Your family is still alive and you still love them,
but you're “dead” now, remember? Could you pull off
the ruse and then resist the temptation of checking up
on them?If you were a pretty ethical person before you
“died,” could you turn your belief structure on its head
and totally abandon your family values?

Even if you died “successfully,” what would your
remaining life consist of other than the hunt? Your
life would become a series of moments; getting by,
stalking, perhaps killing and having nothing to
show for it in your own existence. Perhaps you can
maintain relationships with new people you meer,
but now that you've tossed everything aside, the
only ones who might have any worth to you are
other hunters, After all, you can’t let anyone know
who you were, and if regular folks get too close,
they'd have a chance, however small, of tracing you
back to your former existence. But then, other
imbued acquaintances might be as intense about the
calling as you are. After a while, nothing but mon-
sters and the hunt would have any value to you.
What foundation does your life have then? How
long can you stay sane! Perhaps you'd start to make
mistakes, purposefully or not. Your real death could
end it all, couldn't it? Maybe you'd even start to
empathize with the very beasts you were chosen to
face. You might slip up and become one of them,
figuratively or literally.

Where does it say that once you fake your own
death, your life thereafter isn’t forfeir?

Neeessivy Makes Strance BeDretiows

You hunt creatures that stalk humanity. Some-
thing you can’t name opened your eyes to monsters’
existence, and your eyes can't be shut again. The
revelation has ended life as you knew it, driven you to
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terror and paranoia, and has stripped you of the luxury
of trusting anyone, because anyone could secretly be
one of them.

The excruciating pressures of the calling rake an
unbearable toll of the imbued. You see horrific sights,
witness the defenseless being rortured and killed, and
watch your own loved ones suffer. Sometimes the
imbued must turn to someone to ease their own pain,
to find some kind of release. The only people who
truly understand are other hunters. Regular folks
might sympathize that you're tormented by some
problem they don’t comprehend, but other imbued
actually empathize with what you go through, be-
cause they suffer it, too.

Sympathy and emparhy aren’t the same, although
the differences are subtle. Sympathy is an intellectual
commiseration for another's suffering. The feeling
isn't mutual, simply understood in theory. Empathy is
compassion for others with a similar outlook or expe-
rience, Who could understand a hunter better than
another one of the chosen? Who could provide the
emotional support necessary to keep an imbued sane
—even ifonly for a few days, weeks or months? When
they find each other, hunters isolated from the lives
and the world they used to know often turn to each
other for affirmation and consolation, despite any
differences in belief or motive that they might have.
They need mutual support even if individual chosen
still hold on to the shreds of past lives or have
committed themselves complerely to the calling. But
in the long term, can hunters form lasting friendships
or even fall in love without worrying about their
mutual danger? [s turning to other hunters tor confir-
mation and understanding ultimarely destructive
when the desire to protect peers interferes with con-
ducting the hunt itself?

Tt Beweervs of Atties

The benefits of associating with emparhetic hunt-
ersare obvious. Anotherone of the chosen can confirm
that what you've seen and done is real, that you're not
mad. They can agree that the world is the hell it seems,
even if thar conclusion offers little solace to you.
Another hunter can know your deepest fears and
maybe even share your most profound triumphs. Even
if another imbued has different beliefs about monsters,
the Messengers and the purpose of the imbued, he can
identify with what you suffer and endure on a funda-
mental level.

On amore tactical level, hunter peers can help you
do something about monsters and the state of the
world. They can help you confront or fight creatures,
save the defenseless and help protect your loves ones
and achievements from before. You have a companion

with a mutual cause and a common point of reference.
You're not alone.

Y e Dangers of Attics

Unfortunately, there are weaknesses in all human
relationships, no matter how commitred or even battle-
hardened. Of course, there's the constant risk of
different goals and motives clashing, even violently,
perhaps turning imbued into antagonists. But the
dangers of forging relationships with other imbued run
deeper than thar.

Whart if you invest too much importance or
faith in a relationship? What if your need for or
reliance on another hunter becomes so intense
that it actually interferes with your ability to carry
out the hunt? You might not dare put your ally in
danger for fear of losing him, and you might hold
back from risking dangers for fear that your ally
might be hurt by your loss. The threat of intense
hunter relations is that individuals assume more
importance than the struggle itself. When all of
humanity is at stake in the war against the super-
natural, no objective combatant can value one
person above the masses.

In the real world, some professions prohibit
working with family members, loved ones or anyone
who might compromise participants' performance.
For example, the U.S. Armed Forces have asserted
that men and women shouldn’t serve in the same
combat units together. Tradirional thinking goes
that men naturally feel protective of women and
wouldn't abide women being wounded or dying
without interceding and possibly compromising the
mission at hand, And yet strategists claim that men
can overlook male allies being hurt or killed in
battle in order to achieve an intended goal. Simi-
larly, surgeons are sometimes not allowed to operate
on family members for the lack of objectivity they
might have when the patient clearly cannot or
should not be saved.

The danger to hunter relationships, then, is
where the line is drawn between fulfilling objectives
against the supernatural and finding personal fulfill-
ment. Some kind of equilibrium must be maintained
among peers so that the objects of the hunt are
upheld, and that hunters work together to achieve
them and support each other. If a hunter alliance
turns into more of a hunter support group, whose
members hide behind and hamstring each other, the
monsters win by defaulr.

Losses, Sereacks, T RACEDIES AND CompromISES
How you pursue the hunrt is dependent entirely

on what’s important to you about your past, abour

the current state of realiry, and about how you hope
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to determine the furure. Holding onto the things
you valued most before, forging forward on a new

beginning, or simply finding the consolation you
\ crave are determined by your needs for and experi-
ences in the world. Successand sanity are determined
by how well you stick to your guns, both metaphori-
cally and literally.

The tollowing is sort of a checklist of possibili-
ties that you might encounter on the hunt. Each can
be important based on whether you hold onto or
abandon the past to follow your calling. Each in-
stance is defined as a setback, loss, tragedy or
compromise, depending on the significance of the
experience to your values and your hunter ideology.
Use these encounters and their significance to you
as a measure of where your priorities lie in relation
to the mission and your own needs. Theorizing
about how you would handle the various instances
l'?cll_)\'-\.-', ;;lnd “'h'{lt (_‘Hch Wﬂuid mean o you, Il‘light
help you decide how you should reconcile your
personal life and the hunt, or even change your
current ways.

A setback is a minor defeat, but not a permanent
one. You can recover from it. A loss is final. When
something's gone, it's gone for good and the impact
can be important to you. A tragedy is a loss so severe
thatit'semotionally/ mentally/ physically devastating.
A compromise is a decision that allows you to sidestep
or overcome a defeat. [rmight even be a mutual victory
for the parties involved.

® Status within the community. Your life has
changed for the worse. Your status likely changes with
it. How can you remain in good standing with local
people when you're found standing over the body of a
“person” you just killed? How are people supposed ta
trust you when you confront “upstanding” neighbors
about their nightly activities? If social standing was
important to you before, how do you respond now that
you've been changed?

Setback. You lose face when someone you previ-
ously might have been able to help now goes to
someone else for aid. You suffer an emotional regret.

Loss. Maybe ordinary people don't look to you for
support or leadership anymore because you seem less
interested in ordinary affairs than you used to be. If
respect was important to your self-esteem before, you
feel a sense of loss.

Tragedy. What if you utterly fail the people who
trusted you or, worse, you contribute to their harm,
whether willingly or unwittingly, for theirown good or
completely with ill intent? Perhaps you're outcast as a
result, and it's devastaring to your identiry. You lose
their respect and trust, and your own.
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Compromise. Perhaps you could pass the
mantle of leadership onto someone else deserv-
ing, as a public display of goodwill. Or you bow
out of your relations on a good note and on
positive terms, leaving friends and possibly re-
. sources at your disposal.

® Family Matters. Family relations have been
explored thoroughly at this point, but it’s still worth-
while to ask yourself how'd you respond if loved ones
were subjected to the vagaries of the hunt, whether
through your absence or neglect or through direct
harm by creatures.

Setback. You notice that your spouse and kids no
longer include you in the kinds of decisions thar make
up family life. The kids run to your spouse or a neighbor
with concerns or victories. What must you do to win
back their trust?

Loss. You lose touch with your family because you
just can’t hold it all rogether.

Tragedy. The worst happens and you lose your
spouse, lover or your whole family. Can you handle a
divorce or the sheer vacancy of an empty life?

Compromise. You try to fit the kids and spouse in
where you can, you accept divorce but battle for
custody of the kids, or find odd comfort in letting them
all go because you know they're better off without you.

e Leisure Time, Security and Luxuries. You
can't just blow off hunting to go golfing. But then, ifall
you did was sralk, atrack and kill, wouldn’t you lose
your mind? How can you afford to be all the people you
want to be!

Setback. The values you upheld when the hunt
began secem evasive now. You're no longer certain
what you fight for. How can you find your purpose and
direction again!

Loss. You can no longer afford the little luxuries
that you used to allow yourself, whether in normal
life or after the hunt began. Maybe money is too
short, family or work demands more time than you
can find, or the pressures of the hunt slowly consume
whar you once held as important. But now that
you're down ta the essentials of your new existence,
what's left for you alone!

Tragedy. You suffer or instigare complete finan-
cial collapse. You must resort to eating at missions
and living in homeless shelters, taking rat-hole
apartments and skipping out on the rent when
eviction notices are posted.

Compromise. You settle for having less stuff and
leisure activities, or more likely just suck it up. You
accepr that your mission demands as much as you can
give it. Or you luck into or find new sources of money
and support that reinvigorate your life and efforts,

e Faith. If nothing else, hunting is a test of beliefs.
Your perspectives on life, Creation and the world are
the very foundation for how you respond to monsters
and the rruth. If you were a religious person, can you
maintain your faith while witnessing the true atrociry
of the world?

Setback. Constant contact with monsters chips
away at your faith thar there's meaning to life, and
something like heaven after death. There's definitely
evidence o support your newfound doubts.

Loss. The truth seems antithetical to many
things you held as gospel before. Does that mean
everything you ever believed and valued is false, a
waste of time? Where do you find direction now, or
do you at all?

Tragedy. Your values and hopes are in ruins. Noth-
ing you once upheld can possibly stand when monsters
roam the Earth. The Creator has clearly turned His
back. Perhaps even death is better than this.

Compromise. Okay, the world iseven worse off
than it once seemed. But evil can't exist unless
good does, and that means something worth re-
deeming in life — something to live for — still
endures. So, salvation is possible for everyone.
Maybe even for monsters.

® Health. You risk death every day and night —
sometimes just because you're alive, it seems. Once
you worried about traffic accidents and hearr dis-
ease. Now you wonder what thing is going to pull you
through a car windshield, and who's going to ear
your heart.

Setback. Perhaps the stresses of the hunt actu-
ally affect you physically, with high blood pressure
or fatigue. Maybe that all-night surveillance and
pursuit in the rain has taken you out of the hunt
with an illness.

Loss. Serious injury inflicted by a monster or
hunt-related accident impairs your ability to con-
tinue the mission or provide for yourself or your
family. Or perhaps a mundane injury or ailment
makes you incapable of performing a vitally impor-
tant role on the hunt.

Tragedy. You suffer a permanent loss such as
an eye or hand, are left handicapped or paralyzed,
or lose your grip on reality. How can you even go
on! Are you more hindrance than help to your
allies and loved ones!

Compromise. You agree to change roles in your
group, raking up research while others go into the field.
The veracity of your information saves lives. You find
or dedicate the resources necessary to overcome your
ailment or disability and carry on. You're hurt, but at
least hurt means alive.




e Life. You could die on the hunt at any time.
Are you emotionally and intellectually prepared for
that? Do you think there's something better after-
ward, or are you fatalistic enough to believe that
everything's going toshit anyway and it's the struggle
here and now that counts?

Setback. You have a near-death experience,
probably one that involves a fanged or clawed
killer. Can you bounce back with the same vigor
you had before?

Loss. An ally, whether a hunter, a regular person
or even a creature is killed. It's a wake-up call for you.
Sure, you intellectually understood that you took life
into your hands every day, but now you're even closer
to the edge because there's one person fewer to help
you. Maybe your number is already up and you don't
know it yet.

Tragedy. Maybe you once feared dying, but
now you have a death wish. You lay your life on the
line every time you face a creature, and you dare it
to kill you. Sure, you might take people you care
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about with you, but who cares. You'll be gone, and
they'll die sooner or later anyway. The irony is, the
less you care about holding on, the more scrapes
you seem to survive.

Compromise. You accept the possibility that you
could die. You still try to trust people, still try to care
about them, and still try to resist the temptation to
look over your shoulder. Somehow, you find an inner
peace in all the chaos.

Whizrs Dogs i Exp?

[t doesn't. You've been imbued. Get used to it.
It all comes down to choices about what's impor-
rant to you, how you make the hunt your own, and
how you cope with all the victories and defeats
along the way. Whether you make your past a part
of your new life, or you abandon the past to
embrace the new, your choice needs to give you
strength on the hunt. After all, you can't ignore
the call. The question is, what's the best answer
for you!
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Lord, make me to know mine end, and the measure of
my days, what it is; that I may know how frail I am.

— Psalms 39:4

This chapter addresses concepts and possibilities
that you and your character might explore as your
chronicle unfolds. It presents articles on ways your
hunter may answer the call, and how you might play
the game as a result. Ultimately, all of these opportu-
nities and options arise based on who your character is
and what's important o him. His valuesdecide whether
he should hunt alone or run with allies, and how each
can be managed. The challenges he faces influence
how he gets by on the hunt, even when confronted by
the law. And, his hopes for the mission suggest how far
he might be willing to go in pursuing or perhaps
making peace with the enemy.

Huwrme Reone

Kirsty stared into the dull, gray waters of the Clyde and
wondered if tonight would be the night she'd die. For
months, she'd been stalking these creatures she had “dis-
covered,” destroying them whenever she could,, but she had
yet to meet a single other person who would admit they
existed.

She couldn’t leave her country in the grip of these
things, however much she might want to give up and hide
from them. The voices in her head wouldn't let her. Every
time she saw a monster, they screamed at her to destroy,
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destroy, destroy. But how could she possibly destroy them
all on her oun?

One monster at a time, she thought as she noticed the
sun’s abscured glow just about to vanish behind the arma-
dillo-like structure of the exhibition center. As she began to
walk, she knew it was somebody’s last sunset.

The drizzle became a torrent as she labored up the hill
and through the central area of Glasgow toward Sauchiehall
Street. She shivered as the rain plastered her hair to her
scalp. She let the cold help her focus on what she had to do.
She couldn't afford to think about the risks, the dangers. If
this thing survived, it would continue feeding on people and
that couldn't be allowed.

Soon after the sun sank below the horizon, Kirsty was
loitering outside a cheap fashion shop, pretending to look at
clothes her daughter would be more likely to wear. In
reality, she was watching the parking lot across the street m
the window’s reflection. She waited for a specific car to
emerge, as it had done every night for the last week. The
streets were still busy after dark this time of year, and her
view was partially obscured by a group of schoeol children
who huddled under umbrellas to giggle and smoke cigarettes
they were too young to buy.

Then she saw it: the newish, dark green Volvo. The
one whose underside carried a bomb of her making. The
car paused at the end of the exit ramp as the driver waited

o Wy,
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to turn right. One of the schoolgirls laughed and ran away
waving goodbye at the others. She stopped alongside the
car and waited for it to move out of her path. Damn,
Kirsty thought. She offered up alittle praver to the God she
no longer believed in and thumbed the switch in her
pocket.

The car evupted in a ball of flame. The explosion lit up
the surrounding shops. Amid the screams and panic of the
shoppers, Kirsty smiled to herself. Success. For amoment,
she registeved that one of the schoolgirls was screaming in
pain. A flicker of concern crossed Kirsty's face. Was there
anything she could do without giving herself away?

And then, a different scream started. A blazing,
vaguely human shape emerged from the inferno. It paused
for a second. Kirsty realized it was staring straight at her.
Panic gripped her. She couldn’t move. Then she felt a
strange sense of calm pass through her. Here it was, the
moment she had been expecting since she'd first seen them.

The charnel smell of roasting flesh shocked her back
into the moment. The creature dragged itself forward. It
was almost on her. Moving by instinct, she reached under
her coat and pulled out the meat cleaver she had stolen
from a local butcher. Ignoving the pain as flames scorched
at her, she swung at the burning monster. The blow
caught it neatly on the neck. Its head spun away from its
body. The creature stumbled forward for a second and
then collapsed at her feet. The corpse sizzled slightly as the
rain pelted down.

Quickly, Kirsty pulled off her coat and stuffed it with
the cleaver into her bag. Then she darted onto ane of the side
streets leading to the office district. A sense of utter relief
rushed through her body. She had survived. Again. She
could hide out in one of those trendy new bars until the
police were done.

How much longer can [ do this? she asked herself.
How much longer before they get me and no one knows to
take my place?

Wiy Huwy Reong?

Why on earth would you want to play a lone
hunter? The odds are really stacked against such a
character: a lone human, possessed of powers she
doesn’t understand, up against monsters only she
can see. Each day is a bartle for survival. Each
victory against the other side makes your character
question her sanity just a lictle more. Is what she's
doing really right, or has she simply become a para-
noid schizophrenic?

No one isaround to comfort her, to back herup, to
tell her what she’s doing is right. She has no one to
bounce ideas off or to share intelligence with. If some-
thing goes wrong, your character has no one else to
haul her ass our of the fire.

So, why play the game that way! Simple. Hunting
alone strikes at the very heart of Hunter: the terror of
discovering that the world isa far darker place than you
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ever imagined. Modern society has cocooned us in the
illusion that we are largely safe as we hide inside our
centrally heated and air-conditioned homes. Preda-
tory animals are distant things, seen only in zoos or on
safari. Even if an animal does become a threat, our guns
or poisons soon rob them of theirdanger. We've placed
ourselves ar the rop of the food chain and no longer
have any significant predarors.

Hunter strips away that illusion and taps into the
primeval fear of being prey for larger, more dangerous
animals. Whereas our ancestors had the comfort of
safety in numbers — as do modern-day hunter groups
— a lone hunter lives each day on the raw edge of
terror, horribly aware of his own mortality. Yet, go on
he must, knowing that nobody else can deal with the
monsters.

For this reason, playing a lone hunter makes foran
intense and horrific game. Srill interested? Good. Let's
look at why a hunter might work alone.

i Oney One

Kirsty sang quietly to herself as she entered East
Kilbride. It had been a long day, and she was looking
forward to getting home . Gregory had phoned and promised
to have dinner ready for her when she arrived. The kids
were away. It might be quite a romantic evening. She
grinned at the thought.

“That was the latest single from Robbie Williams,”"
said the inane deejay through the car sterea. "And now,
THE MONSTER MUST DIE.”

The sudden change in voice jerked Kivsty out of her
pleasant daydream. In front of her, crossing the street, was
what looked like a walking corpse. Her stomach chumed.
There was no question in her mind. [t was wrong.

She slammed the accelerator to the floor and sped
straight at the zombie. [t turned, a look of surprise on its
face. Then the car hit the thing. It sailed through the air and
hit the side of a building. The creature struck with enough
force to rebound in a heap on the street.

Kirsty watched it through the rear-view mirror. It
wasn't moving. Good, she thought. Luckily, the street was
otherwise deserted. She looped around the block to check
whether itwas still motionless. Itwas. Still, it wouldn' ¢t hurt
to run over it again, just to be sure.

As she drove home, she realized that she knew, just as
if avoice in her head was talking to her, that there were more
of them and that they all had to go.

Thoughts of killing carried her the rest of the way home.

Some hunters are imbued alone. Although group
imbuings are relatively common, sometimes the Mes-
sengers choose a lone recipient for their gifts, Hunters
are rare enough that some cities might well have only
one imbued. Even in places where their numbers are
higher, a handful of lone hunters might hunt for
months withour ever seeing any fellows' markings,
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running into another hunter who pursues the same
monsters, or finding hunter-net on the web. Each
would have no reason to suspect that he is anything
other than the only one to see that monsters are real,

Of course, this approach is the hardest for a charac-
ter. She really is utterly alone. No one else believes any
attempt she makes to reveal the truth about the hidden
masters of the world. If your character persists in trying
to tell people, she starts to question her own sanity.
After all, if everyone thinks she's insane and her only
proof to the contrary bears all the indications of delu-
sion, it's hard not to go along with public opinion.

More to the point, she has no information to go on
except the supernaturally enhanced evidence of her
own eyes. She has no way of knowing that the imma-
terial spirit she sees hovering near (or in) another
person is a ghost, or that the human/animal crossbreed
she sees is a werewolf. Even if her cultural origins and
personal beliefs allow her to accept these facts quickly,
such “superstitions” tell your character little about
how to deal with these creatures’ reality. Having no
one to exchange ideas with, or to get her out of trouble
if an experiment in “monster control” goes wrong, she
has to be very careful indeed.

Casr Our

Ed yan. He didn't want to think about what he had
done. Another hunter was dead and it was his fault.
Dammit, he'd murdered a man!

But it was the right thing to do.

Ed heard Talbot yelling somewhere behind him: “We'll
getyou, you bastard! There's nowhere you can run that we
can't find you! Murderer!”

This was it, then. He was on his own. This way would
be better. The others were too weak. He'd show them how
ta pay back the monsters for what they'd done to humanity.

Some hunters find that they just can't work with
other members of the imbued community. Perhaps,
like the Avenger in the above story, they adhere so
strictly to a creed that they cannot compromise suffi-
ciently to work with the Merciful — or even Zealots
less extreme than themselves.

Perhaps, as with Ed, other imbued reject your
character for something he did. Not only does he have
all the problems faced by lone hunters, but he might
also have to face other chosen who are intent upon
hunting him down.

At least he does have the advantage of knowing
he's not mad, however. Others know about and see the
monsters, too. He can’t work with them, bur at least he
doesn’t doubr his own sanity.

Once Burned
“You killed him,” Liz said.
John looked down at her arrogantly. “No. He was

already dead. I just put him to rest,”
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Liz fought down her anger. “He would have gone
anyway, | was doing what he needed. No one would have
gotten hurt, and he'd have gone on to his rest. But no, you
knew better.”

She paused for a moment. “Go. Get out of Durham.
If I see you here ever again, I'llveport you to the cops. Now,
get out of my apartment.”

John hesitated, as if he was about to speak. Then he
turned and left. As the door closed behind him , Liz sat down
wearily. Never again would she work with another of the
imbued. They couldn't be trusted. She had to go it alone.

Trust is a big issue for a hunter. More often than
not, any other hunter she meets is a complete stranger,
sometimes from an entirely different place or of differ-
ent origins. Your character may have reacted with
relief or even joy at meeting another of her kind. Her
gratitude at having someone to understand her new
life might have been overwhelming.

Can you imagine the effects of having such
newfound trust hetrayed! Some would abandon
the hunt and try to return to a normal life. Most
would simply choose to avoid contact with other
hunters thereafter.

In many ways, it's this category of lone wolf that
best accepts the solitary life. After all, if your character
has never met anyone like him, he can always hope
there are others. If he's been cast out by one group, he
may find another to join. If he has chosen to isolate
himself, chances are he'll always work alone.

Avvivungs on Husring Atons

If your character works alone, he can rake one
of several approaches to the hunt, depending on
his creed.

T hiz Mererut

In some ways, the Mercy creeds are well equipped
for hunting alone. Edges such as Fool's Luck, Hide and
Confront (Innocence), Bluster, Insinuate and Becalm
(Redemption), Project and (to a degree) Inflict (Mar-
tyrdom) all allow your character to confront the
supernatural at close range and stand a good chance of
getting away alive.

[f you fancy a game focused on inrense roleplaying,
these creeds offer you that opportunity. Consider the
discussions an Innocent might have with a vampire as
he tries to understand exactly what it is, or the long
debates a Redeemer could undertake with one of the
walking dead about the nature of good and evil.
Perhaps your character chooses to work with mon-
sters to undo their worst excesses or to help spirits find
their rest, as Liz does in the fiction above. Hunter:
The Walking Dead gives plenty of ideas for chronicles
based on working with spirits rather than against
them. Also, see “Monsters in Our Lives" on p. 203 for
other ideas.
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Of course, your character can never be certain that
a monster’s intentions are genuine. Some turn out to
be irredeemable, and others abuse trust for personal
gain. Lone Merciful aren’t particularly well equipped,
either with edges or through inclination, to dispatch
deserving or dangerous foes. Many develop skills with
weapons merely as self-defense measures.

And, of course, close personal contact with the
other side means that a lone hunter and her family are
easily compromised by a hostile monster who was only
pretending to be decent. The high attrition rate among
lone Merciful comes as no surprise. Martyrs who hunt
alone often lead spectacularly short careers, unless
they can see that surviving in the long-term is the best
way to serve humanity as a whole. Even so, their
inherent instinct to give up everything for the hunt
often puts Martyrs in dangerous situations that, with-
out backup, can cost them their lives.

T e Yistonary and i Losy

Many lone Visionaries become observers or watch-
ers. Fyodor in Hunter Apocrypha is a prime example
of this. Although he isn’t truly alone, as his associa-
tions with Bookworm35 and Violin99 demonstrate,
many of the evenrs in which he involves himself
require his working alone to understand the nature of
the World of Darkness. Characters of this type com-
bine the behavior of the Merciful, by getting close to
monsters, with that of the Zealous to destroy some
creatures and add to their own knowledge by learning
from and about the enemy.

If your character is a Visionary, he may well
choose to befriend beings on the other side in hopes
of gathering more valuable data about them, data he
can incorporate into his “big idea” for the future of
the world, Some might choose to step away from the
active hunt altogether to remain impartial observ-
ers, taking notes and acting only when a situation
demands it.

[f your character is a Hermit (see p. 16), she is a
loner almost by definirion. Proximity to other hunters
makes the constant voices in her head nigh-inroler-
able. Many remain committed to the huntnevertheless,
choosing to act as scouts for other imbued. They
observe and analyze on their own. Only when they
have something thar really needs acting on do they
approach other hunters to pass on the information as
quickly as possible, so others can deal with it.

If you have chosen to play a Wayward (see p. 20),
it may well be that other characters simply won't
accept your character’s single-minded dedication ro
killing, whatever their mortivation. Like Kirsty in the
precedingstories, Waywards are forced to find creative
ways to detect and destroy the opposition without
revealing themselves or exposing themselves to direct
risk roo often.




Waywards use many of the same rechniques as
Avengers but are often more proactive in seeking out
monsters to destroy. Of the Vision creeds, Waywards
are the leasr likely to directly involve other people in
what they do, but they are also the most callous, often
caring little about the consequences of their actions
for ordinary humans and other hunters. The grearer
good for humaniry served by destroying a monster
often outweighs the lesser good of preserving a de-
fenseless life in the eyes of this creed.

Y ue Lentous

The one thing that even the most dedicated
Avenger can't afford ro dois go toe-to-toe with mon-
sters time and again. While an Avenger's first instinct
when confronted by a walking corpse might be to kick
the shit out of it, that's nor a good survival strategy.
Soon or larer, she'll come across a monster thar can
kick back a lot harder.

Avengers, like most Zealots, try to strike from a
distance at the monsters that nmnipu!ure humanity.
Traps, bombs and the sniper'srifle are the stock-in-trade
ofthe lone Avenger. He might be prepared ro godirectly
into combatwith a rot, but he doesso only as a last resort.

If your character is a Defender who has appointed
herself the lone guardian of a particular area, chances
are she has the home-turf advantage, which makes
surveillance and trap-setting much easier. When wark-
ing alone, Defenders tend to be the most reactive of
creeds, acting only upon the emergence of a monster
that poses a threar, direct or indirect, to their charge.

Judges make ideal loners, They watch, they assess,
they plan and they carry out sentences. A Judge might
spend a month observing the actions of a ghost, then
decide to let it go because it threatens no one. He then
might spend a few weeks trailing a rot when he can.
When it becomes clear that the rot carries out a
vendetta against a street gang, the judge decides to act
and makes a plan to unite the gang members against
the threat — or to speed their downfall.

Surving Atone: A Priven

The key tosurviving when you huntalone issimple:
anonymity. Two big dangers exist for your character.
Foremost are the monsters she tries to destroy, who
certainly want to return the favor, Next are the police,
who want to carch her for committing criminal acts.

Most direct attacks on the supernatural involve
actions that are sure to be perceived as antisocial by
people who can't see the creatures for whar they are.
Unless your character is very clever, even the most
indirect assaults against a monster are clearly criminal
acts. Few legal systems allow the public use of bombs,
random shootings and spike-laden deadfalls.

Equally, breaking and entering is a criminal of-
fense, even if you try to destroy a creature thar somehow




feeds on people. A judge won't accept obvious lunacy
like that as a defense in court. So, with no one to cover
for your character or fabricare an alibi, he has two
options: He can go ahead with the crime and do his
best not to get caught, or he can try to conduct the hunt
in noncriminal ways.

Most hunters, alone or not, want to keep incrimi-
nating evidence of the sort that hunting requires well
away from their mundane lives. Whereas some things
— such as kitchen cleavers and the like — can be
justified in most homes, more esoteric trap-making
components or surveillance equipment can be much
harder to explain away.

Most lone hunters set up several caches of such
goods, just in case one is ever compromised. Places
such as self-storage facilities, rented garages or isolated
cabins outside the city make for ideal storage and
workshops. All should be paid for with cash and
acquired under an assumed name, of course.

So much for the direct evidence. All your charac-
ter has to do otherwise is avoid having an obvious
motive for a “murder.” She has to do her best to keep
any obvious connection between herself and her vic-
tim from forming. Both the police and monsters tend
to look for someone with a personal grudge against the
victim, rather than a random killer — after all, most
murders, even in the World of Darkness, are commit-
ted by people who knew the victim. Luckily, most of
the time your character won't have any personal in-
volvement with her victim: She takes down whatever
monsters she sees.

Of course, if she knew the monster before she was
imbued, or one becomes part of her life by joining the
company the hunter works for, say, she better be very
cautious indeed in the way she chooses to work against
such a creature. As careful, in fact, as any other
criminal preparing to commit a crime.

T tis MaKinG of  Longr

Now we know why your character might hunt
alone, and have some idea of how she might survive.
Let's look at the skills and abilities she needs to keep
her alive long enough for you to enjoy the game,
Tesving Mevvie

Although choosing your character’s Attributes
based on how you believe she approaches the hunt is
contrary to the ethos of “normality” (normal people
are bereft of experience at hunting monsters) in the
game, some compromises may be necessary for solo
roleplaying. If you want your character to be in the
thick of ir, to deal with shamblers head on, Physical
Attributes must be primary. A character who's an
observer, who picks off a monster only when the
opportunity presents itself or once he has formed a
plan, is likely to have Mental as his primary category.
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A character (often a Merciful one) who specializes in
talking to and understanding monsters may choose
Social Attributes over the other two.

ESSENTIRL SKiLts For Staving Rurve

Let's be realistic. A clueless, spoiled trust-fund
child won't survive more than a few minutes as a lone
hunter. To endure the problems that the hunt pre-
sents, your character needs to have a few practical
Abilities.

Streetwise and Subterfuge both give characters
extra help in dealing with the mundane world during
the pursuit of monsters, especially when it come to
acquiring guns, parts for bombs or other weapons,
without such purchases being traceable back to rhe
character. Stealth is also a good choice. It provides
your character with a better chance of staying alive
long enough to actually get close to a monster.

Many lone hunters find creating traps of various
sorts the best way to attack the supernatural. The Traps
Skill (see Hunter Book: Defender, p. 68) is useful
here, allowing a character an understanding of how to
build basic, low-tech traps. To make things more
interesting and to start including explosive extras and
similar nastiness in traps, Skills such as Crafts, Demo-
litions (if it can be justified), Security and Technology
are a good basics.

Security and Technology are good, multipurpose
Skills for any lone hunter, allowing her some hope of
committing criminal acts such as breaking and enter-
ing without getting caught. Ina pinch, they even allow
her to deal with any evidence that might wind up
caught on video cameras and the like.

On the legal side of the fence, investigative
Knowledges including Academics, Computer (for
searching databases and other electronic files) and, of
course, Investigation are invaluable in digging up
information about your character'sopponents that can
be turned to her advantage. Equally, Finance, Bureau-
cracy and Law can all be useful for turning mundane
powers that be against the supernatural.

If your character is to get any help at all, she needs
to be very clever about it. People are never going to
believe that the local school teacher is actually a
corpse returned to life and is feeding off the emotional
energy of her pupils. So, your character needs to find
inventive ways of turning the public against such a
creature. What secrets can she discover about the
zombie that might turn public opinion against it and
save the children? If there isn't any such incriminating
evidence, can your character manufacture some? This
sort of lateral thinking is essential. To garner any aid
from the unaware, monsters’ evil has to be couched in
terms the general public can understand. Good ratings
in Performance, Leadership or Etiquerte don't go to
waste, either,...




Don’t ignore the mundane. Drive is incredibly
useful, giving your character much more mobility than
public transport offers and, ina pinch, the ability to use
a vehicle as a large, metal weapon that can carry itself
away from the scene. Sure, it's criminal. But it's pretty
damn effective.

For most hunters, physical confrontation is in-
evitable. Dodge provides a character an improved
chance of surviving any pitched battle with the other
side, although any sensible lone hunter does his level
best to avoid such a situation. Fighting Abilities such
as Brawl, Melee and Firearms might not be as useful
as they appear: Monsters are tough and taking them
on hand to hand or even weapon to weapon isn’t
wise. If your approach is combat-orientated, how-
ever, they're invaluable.

Of course, Merciful imbued who choose talking
over destroying need different abilities. Talents such
as Empathy and Expression are great for hunters who
try to talk to monsters without getting ripped apart
after accidentally insulting them. These chosen run
a much greater risk of being identified by the other
side, however, simply through their proximity to ir.
Subterfuge can make concealing your character’s
true identity easier, as can Performance, if she spe-
cializes in acting skills.

Royaxraces

What else might your character have going for
him that will serve him well in the months to come!?
Well, Backgrounds-wise, Allies, Contacts and Influ-
ence are good choices, even if the first slightly
undermines the notion of working alone. A few people
in high (or low) places who can bail your character our
of a difficult situation, or friends and family who can
offer emotional support without really understanding
the truth of the situation can make the business of
hunting a bit more bearable. Still, they can't ever

Reatrvy Gneex

As with any choice you make during character
creation, you must ask yourself whether your char-
acter would really have had the chance to develop
these “ideal loner” Abilities before becoming im-
bued. These guidelines are provided to help you
create a character that can function usefully as a
solo hunter, not to create the perfect lone-gun-
man-killing-machine.

Thart said, a solo character needs to be more
rounded than one in a group game. She doesn’t have
the strengths of other characters to balance her
weaknesses. Your choices should be determined by
the sort of game you want to play, as the proposed
examples of Attribute allocation indicate.
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understand monsters the way your character does. In
fact, they can’t even believe in the existence of such
things in any meaningful way. So, while they can offer
your character succor, they can't acrually join her in
the hunt or understand and accept what she does. She
remainsalone — and involving your friends and family
in any way is always dangerous (see below).

Contacts are more distant resources; people with
knowledge or access to goods that your character
wouldn't otherwise be able to obtain. Someone who
can help in this area without asking too many difficult
questions might mean the difference between life and
death. Contacts are useful but unreliable, and they
work toward their own goals. In many ways, dealing
with someone who can help but who doesn't really
care about who you are and what you do can make a
hunter feel even more alone.

Bystanders are just as useful, although they un-
dermine the “working alone” ideastill further, as they
give your character someone to interact with who
knowsabout the supernatural. Still, they can't see the
supernatural in the same manner that an imbued can,
and they don't have the same access to edges. A
tradition of lone heroes and their sidekicks is vener-
able enough that the idea doesn't undermine the
theme of the game too badly.

Arsenal is certainly useful, if you wish to risk the
head-on approach and if your character’s origins justify
taking it. Certainly, most hunters who take an active
physical role in the hunt develop an Arsenal of sorts
over time.

Exposure is good if you want your character to
have something on which to build confidence that she
hasn’t gone mad. Previously unexplained encounters
that now make sense allow a hunter to keep a grip on
sanity without external reassurance. Fame is a positive
disadvantage. The last thing a lone hunter wants is
attention being drawn to her. [t certainly wouldn't do
for your character to be recognized by the enemy
thanks to some damn movie poster, would it?

Mentor is ano-no. This is an article about hunting
alone, after all. On the other hand, Patron is great,
giving your character direction through frequent con-
tact with the Messengers. As for Resources, well,
they're a double-edged sword. High Resources is useful
in terms of your character supporting himself and his
hunting habits. On the other hand, higher levels of
Resources often indicate a real-world job that de-
mands commitment.

Even for the Zealous, edges that aid in direct
confrontation are not as useful as one might think.
One on one, most monsters can put a hunter down far
too easily. Thus, you might want ro consider taking
Impact (see Hunter Book: Avenger, p. 71) rather
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than Cleave to allow your character use of edge-
powered weapons from a distance.

Otherwise, information-related edges such as Dis-
cern, Witness, llluminate and Pinpoint are useful
counters to the lack of outside information your hunter
has. Bluster, Burden, Foresee, Hide, Insinuate and
Ward are all great for keeping your character alive
when things go wrong, and Rejuvenate literally can be
a life-saver many times over.

Famicy an0 Oy ner Compiicarions

Family and friends present a particular dilemma
for the lone imbued. She needs her links to an
ordinary life and the way she lived before being
imbued more than other hunters do. She needs some-
body who comforts her and brings her relief from the
terrors and demands of dealing with the supernatural
on a regular basis.

Without the outlet of other hunters, however,
who can understand what is going on and can talk
about problems, fears and hopes, relationships with
people who are close to an imbued can become very
strained. Family can see that your character isscared,
stressed, distracted or hurt, and they’re sure to be-
come anxious or angry when adequate explanations
are not forthcoming. While your character can prob-
ably assuage their worries in the short term, the
longer it goes on and the wilder the excuses get, the

less likely it is that your character’s loved ones
swallow them.

Sa, your character has to try to create excuses that
explain the worst effects of the hunt. Perhaps a change
of job could make the reasons for the increased stress
clear. If your character has taken up a physically
demanding sport, the physical damage inflicted be-
comes explicable. Of course, your character would be
sensible to actually spend some time participating in
the sport, in case his loved ones decide to check up on
him. Asabonus, the extra exercise makes your charac-
ter a more effective hunter.

Of course, your character could simply walk away
from her previous life commitments, but that's easier
said than done. Most of all, she needs money to survive
and often to pursue the hunt. That means a job, and
most jobs involve regular interaction with others.
Joming vue Cause

Kirsty had been following the bizarre tugin her head for
the last ten minutes. It was definitely calling her toward this
back alley. Steeling herself, she eased along as cavefully and
quietly as she could.

What she found swrprised her: A hunter symbol was
marked on awall. Wind whipped about the litter in the alley near
the sign and nowhere else. Nearby stood a well-built, graying
man. He wore a smart but mexpensive sust, and he was visibly
agitated. Kirsty staved at him, but she couldn’t see anything




wrong awith him. The voices in her head were drouned out by
the force she felt, so there was no guidance from them.

“Who the hell are you!" Kirsty demanded, reaching for
the knife in her coat. " And what are you doin’ tae ma heid?™

“What I am doing to your head is what I call a
summoning,” the man said, nervousness shm:.-'ing in his
obviously English voice. “If you can feelit, you're like me.
You see monsters. Maybe you even fight them...?”

Kirsty eyed the Englishman warily. “Aye, mebbe.
What's yer name?”

“Well, some people call me Sixofswords, but you can
call me Paul.” He offered her his hand. "Perhaps we can
talk a little?”

He swallowed and forced himself to carry on, despite
her silence and obvious mistrust.

So, what prompts a lone hunter to seek the
help of others! For some, it’s just the relief of
actually finding others like them. Hunter code is
often the first clue they get. Seeing one of the
symbols and intuitively understanding it may well
he your character’s first evidence that other like
him exist.

Alternatively, the symbols can be used to alert
others to the characrer's existence. Markings such as
the one meaning “l am alone” are entirely intuitive,
after all. What is not intuitive is any certainty that
anyone else exists who can (or might) read such as
message. The more active versions of the symbols,
introduced in Hunter Book: Visionary (p. 77 actually
allow an imbued to call lone hunters to her, as
Sixofswords29 does in the story above.

The benefits are obvious: The hunter still has
access to all the skills and methodology she used
before, but now she has others to back her up and
cover for her. Your character also has people to
disagree with her, however, Worse, other hunters
might be compromised by police or monsters and
reveal your character's identity.

Either of these events can cause a hunter who was
previously alone to abandon a group and return to his
old ways. Indeed, simple differences of opinion are
enough to drive hunters apart. Sometimes, the only
person who can understand what your characrer
wants is himself.

Huwr tr-ner

Introducing hunter-net to a game changes the
rules, but certainly not as dramatically as introducing
a whole group of hunters in a city. Having your
character on hunter-net provides you with somewhat
unreliable information on the monsters she might face
and with a ready supply of allies. Although Witnessl
technically forbids exchange of personal details via the
system, people do use it to arrange rendezvous and
cooperative projects.

CHAPYERS:MAKE YOUR OWHFRYE

Still, if you want to introduce allies for your char-
acter who aren't in his way, hunter-ner offers a better
way of doing it than introducing your character to a
group of hunters residing in the city.

Turning the idea on its head, a solo hunter could
use the Internet and the hunter lists as means of
faceless contact with other imbued, as sources of infor-
mation and also as a method by which to keep other
imbued at arm’s length. After all, why does he need in-
the-flesh allies when he can avoid their foibles,
weaknesses and vulnerabilities by keeping an elec-
tronic distance between himself and all of them? The
bickering and hostility seen on many of the hunter lists
would be enough to put many imbued off working with
each other.

In ConcLusion

For a player and Storyteller prepared to work on a
game with the sort of intensity one-on-one roleplaying
offers, playing a lone hunteris a great idea. Many of the
themes and issues highlighted here are merely the core
themes of Hunter: The Reckoning thrown into ex-
treme by the demands of hunting alone.

So, go for i, play the game and accept the likeli-
hood that, even more probably than in a group Hunter
game, your character’s story will most likely end with
her death.

Until then, enjoy raking back the night, one
monster at a rime.

LAW &ND DRDER

The thing let out a last, mournful howl, like a dog left
out in a thunderstorm, and then the basement fell deathly
qutiet. The white dust and ash that a moment before had
been something not exactly dead settled over the murdered
children’s bodies in a morbid snowfall. Janet closed her eves
and felt the blood pumping at her temples.

Her mind wandered to the mundane details surround-
ing the horror she had just witnessed. Someone would miss
these kids, would want to bury them. She'd have to come
up with a story. Maybe a serial killer or something else off
the five o'clock news. Anvything except the truth.

She turned away. She could deal with all that in a few
minutes. First, she needed some sun and air. To get away
fromthe death and the screams that still echoed through her.
She walked up the concrete steps, tried to ignore the broun-
red stains there and opened the basement door.

“Police! Get on the ground! Now!”

The bright California sun blinded Janetr, and she
could barely make out the squad cars arrayed in front of
the house. Shapes moved from cover behind the cars.
“Do it now!”

A strong arm wielding a sturdy nightstick swept Janet
off her feet, and she smacked facedown onto the gravel. A
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knee backed by 225 pounds of L.A.’s finest dug itself into
her back, and she screamed in pain.

“Shut up! Don’'t move! You're under arrest!” A
pair of hands patted her down and took her .38. “Well,
look at this."

Janet's eyes were clearing by the time they dragged her
to her feet. Two cops stood nearby with their weapons
drawn, while another two moved her toward their car. One
of them droned out @ Miranda warning and slipped cuffs
onto Janet's wrists.

“Watch yourself," whispered one of the cops. “You're
not alone.”

Janet saw the pin on his lapel — a shape that she
knew meant, “I am chosen” — just before the car door
slammed shut.

Both the Hunter rulebook and the Hunter Sur-
vival Guide offer advice on avoiding entanglements
with the law, but what the hell does a dedicated hunter
do when all that fails? Let’s face it, as seen by the blind,
what the imbued do is highly illegal — assaulr, stalk-
ing, murder, kidnapping, breaking and entering. Add
to that the fact that a variety of monsters have their
clammy hands all over the justice system, and getting
busted seems pretry likely for hunters. This article
takes you through the process of arrest, trial, imprison-
ment and release, with an eye toward continuing the
hunt throughout.
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A caveat, however: This essay deals princi-
pally with law and order in the United States
and, by limited extension, in the liberal democ-
racies of the West. The assumption is that your
hunter faces a justice system that operates under
certain rules, that police enforce laws by follow-
ing established guidelines, that trials are generally
fair and that prison terms are imposed according
to the laws of the land. That's a nice little dream,
of course. Even in the greatest bastions of per-
sonal liberty there exist crooked cops, rigged
trials and prisoners who mysteriously “commit
suicide.” In countries with patchier human-rights
records, people who get in the way just disap-
pear, and death squads routinely carry out
unofficial executions.

What this means for your Hunter character is
that there'’s no guarantee of justice. Your character
can get screwed royally if a smart monster has sub-
verted the local justice system. Depending on how
dark your Storyteller wants to make things, it may be
nearly impossible to beat a rap. But (and thank God
there's a “but,” or this would be one boring game), if
the story is still going it's because you can do some-
thing. So when the cops break down your hunter's
door, keep thinking, stay ready to fight and let this
article help you out.
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Remam Sicewr Armesy

The key to getting through an arrest is understand-
ing what's going on and what the cops bring to the
table. Afterall, notevery arrest, oreven every rousting,
is equal. Narcotics cops breaking down the door of a
suspected meth lab act differently than patrol cops
pulling over a suspicious vehicle. Know your enemy.
Pavnot OFFICERS

The stereotypical “boys (and gitls) in blue,” patrol
officers wear uniforms, respond to most calls, walk (or,
more often, ride) a beat, and generally provide a
deterrent by their visible presence. Assignments are
highly variable, from directing traffic and catching
speeders (especially state police and highway-patrol
forces), to supporting detectives in an arrest, to patrol-
ling dangerous areas, to community relations work.
Most officers (especially on small forces) do it all,
according to the needs of their community.

Generally, patrol officers are acutely aware of
two things: first, that they're underpaid working
stiffs disliked by most people they come into contact
with; second, that any low-life with a hard-on for
cops is going to take it out on them. Oh yeah, and
that any of those low-lives could have a gun. So,
when a patrol cop pulls someone over, she knows
she has to maintain control of the situation. She
can't tolerate any bullshit from the civilian and has
to be ready to slap him down before he can do
anything stupid. Sure, there are cops who are good
people at heart, and they may even seem friendly at
times — but on the hard streets of the big city,
empathy just gets you killed.

Most commonly, hunters deal with patrol cops
who show up to ask questions and make sure nothing
untoward is going on — which, invariably with
hunters, is not the case. Uniforms can and do stop
anyone they get a bad feeling about. Ideally, that
feeling is a combination of instinct and observation.
(Why are the plates on that van so hard to read! Is
that a gun under the dashboard?) In many places,
though, having the “wrong” skin color is enough to
make any civilian appear “suspicious." From a
hunter's perspective, that sort of harassment is actu-
ally preferable to being pulled over for a legitimate
reason — a bigoted cop out to harass an “outsider”
for the hell of it is far less likely to norice the 12-
gauge hidden in the back seat.

In rhe United States, actual arrest occurs only if
the patrol officer sees a crime in progress or has clear
reason to suspect that one has just been commirted.
Devecrives

Unlike parrol officers, detectives aren’t respon-
sible for deterring crime. They identify and apprehend
perpetrators after the fact. Detectives interview wit-
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nesses, follow leads and eventually assemble a case.
They may or may not work in teams or get help from
patrol officers (who might canvass a neighborhood for
witnesses, do preliminary interviews or provide backup
during an arrest). In small jurisdictions, such as a rural
county, a few officers might serve for both patrol and
detection, but almost any sizeable force has plain-
clothes, specialized detectives. State and federal
investigators may take over detection in small jurisdic-
tions faced with major crimes.

Columbo and Inspector Frost notwithstanding, most
detective work isn't brain surgery. Building a case
usually involves pounding the pavement, following
the most obvious leads and doing a hell of a lot of
paperwork. In the case of property crimes — burglary,
vandalism — criminals are usually caught after com-
mitting the crime repeatedly, once they finally make
some mistake or become such a nuisance that they
attract substantial police resources. Violent crimes —
assault, murder — are usually committed by someone
the vicrim knows, and poking around the perpetrator's
life often draws him out.

Detectives are usually less concerned about vio-
lence, but are acutely aware of theircase load. Another
robbery, assault or murder will always pop up. So, if
they can't get a good lead — or enough evidence to
make an arrest stick— detectives are likely to mave on
ta the next case. Thus, a careful hunter can escape
arrest even if the cops are pretty sure she was involved.
The key to beating an investigation is getting through
the first 48 hours — make sure there are no eyewit-
nesses to identify the hunter or any damning physical
evidence (such as fingerprints, hair or blood; good
luck) at the crime scene. lf your hunter can manage all
these hurdles and the cops can't make a case, they'll
drop it. Of course, they'll still keep an eye open and
some cops just never give up. And planting evidence is
always an option.

When detectives actualiy make an arrest, they're
thinking of making their case. They tend to be careful
abour reading rights and making sure evidence is
collected. If your hunter pisses them off, they may
extract some immediate physical retribution, but they
ultimately want the arrest to be a good one, at least as
far as their superiors are concerned. They're likely to
bend or break the rules — planting information or
withholding legal aid —only if they know they can get
away with it.

Y revicat and Quick Resronst

Special Weapons and Tactics — or SWAT —
teams become involved in cases that present an imme-
diate threat of substanrial violence. They organize
response to hostage situations and raids on dangerous
suspects. In the latter case, the arresting officers may be
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detectives specially equipped with tactical gear or full-
time tactical officers, depending on specific
deparrmental policies and resources.

Tacrical officers think of themselves as an elite
and view their duty the way a soldier does combat.
They become involved only in violent situations and
see the world in terms of dangers and targets. During an
arrest, they are far less concerned with making a good
bust than with eliminating any and all threats. They
use much more force than other officers and are likely
to respond with deadly force to any resistance. A
hunter who wavesa gun at a SWAT officer is asking to
meet his maker.

Your character's best strategy when faced with
cops in tactical gear is to surrender quickly and obvi-
ously. Drop to the ground and don'’t resist unless you
have no other choice.

Back Ay v Preciney

Once an arrest is made, cops want to make a
case stick to a suspect or get him to implicate
someone else. Your hunter faces persistent interro-
gation and having his life investigated so that they
can make that happen. Questioning usually con-
sists of a combination of intimidation and
psychological rtrickery designed to make the sus-
pect believe it’s in his interest to confess. Depending
on whether it’s routinely tolerated, violence —
from pushing to slaps to beatings to outright tor-
ture — may come into play. The police usually
imply that if the suspect doesn’t come clean he's
going to be found guilty anyway, and he can get a
lighter sentence by cooperating. The cops also
imply or say thar any move a suspect makes to
defend himself — denying the crime, calling a
lawyer — is just going to make matters worse.

ldeally, cops want a suspect to confess and they
seek evidence that backs up that confession. Pros-
ecutors, judges and juries love confessions because
they make everything easier. Even eyewitness testi-
mony and scientific evidence are no guarantee,
whereas a guilty pleais. So, the number-one rule for
your hunter is not to confess. The police are not your
character’s friends, and when they say cooperating is
better they are lying. If possible, get a lawyer and
make the cops work for a conviction. Pleading guilty
should occur only as part of a plea bargain worked
out with a prosecutor.

Crimes AND MisDzwERNORS

Hunting supernatural monsters who live among
humanity isn't covered in most law books. But the
various parts of that task look an awful lot like a variety
of mundane crimes. You should know what your char-
acter is in for in this life, so here’s a quick run down of
crimes hunters typically face arrest for:

¢ Assault/Battery/Murder: Hunters kill things
that (sometimes) resemble people, and that’s very
much against the law. In the case of some vampires
(and of ghosts), no body remains after the fact, which
makes prosecution (or even probable cause for arrest)
difficult, but not impossible. In other cases, a handy
carcass provides all the evidence needed. Battles with
a monster that don't end in destruction can be even
worse if the beast is cunning. It can simply call the
cops, point to its wounds and say it was atracked. Hard
to argue with an eyewitness.

¢ Breaking and Entering/Trespassing: Sham-
bling corpses may hide out in abandoned buildings, but
slick-as-shit vampires have corporate offices and six-
figure condos. Someone owns those places, and rarely
is it the hunter. Thus, the mission often means going
where you don’t belong. A sorcerer's wards and a
vampire's blood curses may have a hard time stopping
the imbued, but a motion detector and an alarm
contract can be just as effective.

® Stalking/Harassment: Hunters hunt. Thatr means
your character follows targets, tries to establish their
patterns and uncovers their secrets. Unless he's very
careful, he can be charged with stalking. A blood-
sucking witch doesn’t have to curse you to stop you
from following her; she can get the local boys in blue
to have a talk with you. If they pat you down and find
ahandgun, things could get ugly. Ifa hunter persists, he
can be arrested, face a court order to stay away or suffer
other consequences,

® [llegal Possession of Firearms or Explosives:
Owning firearms in the United States is relatively easy
to do legally. Even in the Land of the Well-armed,
however, walking around with a sawed-off shotgun isa
good way to get busted. In Europe and other places,
firearms draw even more harsh atcention. Notonly can
severe penalties for illegal possession result, but being
armed while committing another crime usually up-
grades that crime — breaking and entering becomes
armed robbery, assault becomes attempred murder.
Cops facing an armed perp are much more likely to use
their weapons, too,

® Kidnapping/Unlawful Imprisonment: Merci-
ful imbued spend much of their time on the hunt trying
to help the victims of monsters and the monsters they
feel can be saved. One common strategy is to take the
slaves of a crearure away from it and isolare them in an
attempt to free them from thraldom. Unfortunately,
doing so by force is a crime. A savvy vampire can easily
convince the police that his missing “aide” has been
abducted by survivalist freaks.

e Theft, Grand and Petty: The hunr can be
expensive, and once you realize that some devils
drive Porsches, “liberating” materiel or funding can




become a real tempration in your crusade. Unlike
street dealers or other mundane criminals, careful
monsters don't really tear the law, though. So, when
their legitimate business profits, cars or relevisions
disappear, they tend to call the cops. Even petty theft
— such as swiping a gun or wallet from a beast’s
bodyguard — can lead to entanglements. Giving the
police any reason to pay attention to your character
is asking for rrouble.

e Fraud/Failure to Pay/Tax Evasion: Focusing on
the hunt means that balancing a checkbook, making
alimony payments, paying a mortgage and all the other
financial necessities of everyday life have to take a
backsear to the mission. Of course, going into debt
won't bring a SWAT team to your hunter’s door, but
in extreme cases it can lead to accusations of larceny

(say, you used your client’s money to buy bulletproof

vests and ammo) and the issuing of an arrest warrant,
Some clever monsters paralyze their enemies by fram-
ing them for such crimes.

® Child Abandonment: Once you wake up to
the fact that monsters are out there and that you
have to contend with them, wanting to protect the
ones you love is a natural response. Many hunters
believe they are poison to their non-imbued friends
and family — being close to the imbued can be a
death-sentence — and so leave them for their own
good. It may be the best thing in the world for a
woman to leave her son and husband behind while
she goes off to fight the good fight, but the aban-
doned husband and rhe local authorities might not
see it that way. Your hunter may well face prosecu-
tion for doing what’s best for her children.

NovHing suv THe T RUTH: T RIRL

Assuming that the cops can gather (or manufac-
ture) enough evidence to make it worth some
prosecutor’s rime and effort, the next step is a trial. In
the United Startes, felony trials rake place before a jury
of the accused person’s peers — 12 supposedly random
people who, for the most part, don't give a shit one way
or the other. If your hunter pleads guilty, there won't
be a trial per se. In fact, the process from arrest to
sentencing is divided into a series of steps.

Your hunter's first time before a judge is probably
her arraignment. At this stage, she's told just what she's
accused of — second-degree murder, assault with a
deadly weapon — asked if she has a lawyer and re-
quired to enter a plea. Arraisnment usually occurs
within a few days of arrest. If a hunter is smart, she has
already ralked to a lawyer and thus knows how to
plead. If she pleads guilty (as part of a plea bargain), she
goes on to sentencing at a different time.

If her plea is “Not guilty,” the next step (in the
United States, at least) is either a grand jury hearing or

a preliminary hearing before a judge. Here, the prosecu-
tor has to show good reason to go forward with the case
— guilt isn't decided yet, bur the state must show
probable cause. A grand jury is a bunch of regular
citizens who receive some instructions from the pros-
ecutor; a preliminary hearing takes place before a
judge. In general, prosecutors have probable cause or
they don't bring charges in the first place, so this step
is mostly a formality.

Then comes the jury trial, the heart of the entire
process. [t involves numerous steps. During pre-trial
discovery, both sides share evidence so that the
playing field is level. The defense usually gets time
to prepare its defense, although the amount of time
depends on the inclination of the judge (and the
skill of the lawyer). Jury selection whittles down the
puu] of pntu:‘l[ial jurors (drawn at random from
voter registration rolls or other sources) to the 12
jurors and their alternates. The prosecurion then
presents its case, calling witnesses (either people
who have information about the crime or experts
with relevant knowledge) and entering evidence
into the record. The defense gets to cross-examine
witnesses and may object to various tactics. Then,
the defense presents its case in a similar form. After
both sides have presented their cases, the judge
instructs the jury on points of law and procedure it
should be aware of. The jurors withdraw to reach a
unanimous verdict. When they do, that verdict is
read and the suspect is either released or sent on to
sentencing. If the jury can't reach a verdict, it is said
to be a hung jury and a mistrial results. Sentencing is
usually the judge's prerogative, within legal limits
such as minimum sentences. In the case of a capital
trial, the jury must sometimes decide whether or not
to impose the death penalty.

How long this whale process takes depends on the
case. In a straightforward breaking and entering with
no legal heavyweights involved, the case can be over
in a few weeks without much rime spent in a court-
room. In a high-profile murder case, with lawyers
barraging the judge with motions and points of law, the
case can take upwards of a year.

Bt and Devenrion

A critical question for a hunter on trial is where
he spends the time between court appearances. In
all but the most serious cases, a judge sets bail, an
amount of money the defendant must give the court
in exchange for the right to remain free until his
trial is over (the money is then returned). The
amount of bail depends on the crime, the likelihood
the defendant will commit more crimes, and the
probability that he'll flee. In the case of violent
criminals, the judge can decide that no bail is war-
ranted. In that instance — or if the defendant can’t
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make bail — he languishes in a city or county jail
between court appearances.

If at all possible, your hunter should make bail.
Organizing a defense and avoiding monstrous eyes
while in jail can be difficult. Accused murderers often
aren't granted bail, but if it’s offered take it and use the
freedom to prepare your character’s defense or finish
the job he started. The only exception is if you believe
the monsterdoesn’t have access to the jail — then your
hunter just might be safer with bars and cops between
him and the outside world.

Cogs m i Lecat Macuing

Many people participate in a criminal trial apart
from the defendant (your hunter, presumably). Know-
ing what these people do, what they want, and how
they can be manipulated is critical to getting through
a trial thart is tainted by monstrous influence. The
following are the major players:

¢ Bail Bondsman: A bondsman is in the business
of advancing money to suspects so they can make bail,
in exchange for a payment (generally 10 percent of the
total bail). If the defendant doesn't show up in court,
the bondsman loses the money, so he usually hunts
down the felon. He may do so himself or by hiring
professional bounty hunters. Bondsmen make good
pawns for a monster that wants muscle and money, so
be careful when dealing with them.

¢ Bailiff: A bailiff is a police officer or other trained
law-enforcement professional who works fora judge and
is responsible for maintaining security in the courtroom.
He enforces the judge's rules and protects the judge and
public from any dangers. A bailiff doesn't have a lot of
say over the course of a trial, so he isn't a target for
control or bribery by anyone who wants to influence a
trial’s outcome. If a creature wants to make sure a
defendant dies in transit, or give a prisoner a good shot
at escape, the bailiff is the person to influence.

¢ Defense Attorney: This lawyer is your hunter’s
advocate and voice in court. She may be a private

in which case your character or some third

party pays her for her work — or a public defender, who
works for the state representing defendants who can't
afford a lawyer. A public defender is typically inexpe-
rienced, underpaid and overworked. A private attorney
is usually ambitious and money-hungry. Either way,
she is the most important person in the courtroom as
far as your hunter is concerned. Without a good de-
fense your character is, to be blunt, royally fucked. So,
any monster that wants to sway the trial is likely to
target her, and it's critical that your hunter keep his
defender free of any supernatural influences.

® Judge: The judge runs the show. He decides on
procedural matters, what evidence is admissible, who
can say what and when, and he directs the jury. In
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court, he is the law. Of course, he does have o abide by
procedure and precedent because not doing so sets up
the possihility of successful appeals. Nevertheless, he
remains the most powerful single person in the court-
room. In all likelihood, he likes having that power.
After all, judges are appointed or eiccud, so they have
to play [he political game. Judges are prime targets for
manipulation by the enemy, of course.

® Jurors: Jurors are regular schmoes called up
largely through random selection and asked to de-
cide on guilt or innocence. They have no special
training and usually just want to go home. Manipu-
lating jurors is the whole point of a trial — each side
tries to convince them that it's in the right. Mon-
sters and imbued working behind the scenes may be
tempted to influence jurors, but doing so is harder
than it seems. It has to be done after the jury
selection process (and so has to be quick), and if the
monster wants a guilty verdict it must control all the
jurors to ensure a unanimous decision. Jurors in
high-profile trials are often sequestered, which makes
influencing them all the more difficult. In the end,
it's better for a monster or hunter to influence the
jury-selection process (by rendering some jurors ill
or ineligible) than the actual jurors.

® Prosecutor: The prosecutor—sometimes called
the district attorney or the state's attorney — is your
hunter’s enemy. Her goal is quite simply to get your
character found guilty and sentenced to the maximum
possible penalty. Her pride and career depend on
gerting solid convictions, and your character is prob-
ably just another stepping stone toward a higher office.
Ironically, this adversarial role means that she prob-
ably isn't the direct slave of a monster. Self-interest,
social pressure and professional duty make her want to
take you down, so there's just no need to turn her into
a pawn. If your character can somehow affect her
performance in court, however, that can be a worth-
while tactic (but one that probably eams anyone
caught ar it a trial of his own). One strategy is to get
evidence of monstrous activity to the prosecutor: She
might not believe that the bite mark on your stump of
an arm matches that headless cop’s neck, but such facts
can be disruptive to her strategy. A less ethical (or
more desperate) hunter could of course send allies to
harass the prosecutor. Doing so runs the risk of merely
making her mad, of course.

e Witnesses: Witnesses testify about the crime.
They have either direct knowledge (as an eyewitness
or someone who corroborates an alibi) or they are
experts (such as a ballistics specialist or a forensic
psychologist). Either way, their testimony usually is
gone over twice — once in a deposition and once in
front of the jury. The deposition takes place before
the lawyers and rhe judge, and it can still be read into




the record even if a witness is subsequently manipu-
lated or becomes unavailable. Witnesses are tools
and targets of influence — they can be bribed, intimi-
dated and controlled even without monstrous powers.
Those beasts that can make people see or hear things
can easily manufacture witnesses to events that never
really happened.

Fiuy vz Powee

Beyond the normal, legal methods of defense —
building a solid case — hunters have a few other tricks
up their sleeves. Even in a courtroom arrayed against
them, the Messengers haven't left the chosen without
the ability to fight back.

Second sight is probably your character's single
most important ability during a trial. Knowing who is
a monster or a monster’s slave is key if your character
isgoing to survive the process. You act differently if the
judge is possessed than if your lawyer is, after all. Edges
that enhance second sight are very valuable as well, be
they Discern, [lluminate, Pinpoint or Witness. [llumi-
nate is dangerous because creatures become aware of
the hunter, bur the other powers can be used more
subtly. Discern is especially useful because it allows for
surreptitious observation — the hunter can even sit
with hiseyes closed and observe the jury members who
don't breathe.

The second most important strategy is protecting
your hunter and his allies against monstrous predation,
Conviction (in the gamingsense) is the primary weapon
in this struggle, but it usually protects only the hunter,
Finding a way to guard your attorney, the jurors or any
key witnesses is essential to any chance at success. The
Innocence edge Inspire is very useful for this, because
you can use it to spend Conviction on a normal
person’s behalf, The Judgment edge Anathema can
also function to effectively remove one person from a
monster’s feeding pool. Innocent charms and De-
fender tokens also extend some safety to allies.

Some edges allow you to take a more active role if
ashadow waris going on in the courtroom. Foresee and
Delve, which allow Visionaries to see into the future
and the past in limited fashion, can garner critical
information. What question is a lawyer going to ask on
cross-examination! What was said during a closed-
door session?

Edges such as Insinuate, Burden and Balance can
actually attack a monster in court. Insinuate, which
depends on asking a question, is especially effective if
a witness is a monster. She is likely to break down on
the stand, making her testimony difficult to susrain.

By Renson of Insamy
So, you hear voices that tell you to fight zombies
who hide among us! Can you say “schizophrenia”?

How about “paranoid delusions”?

Plenty of occasions arise in which a hunter
wants ro tell others the truth about the hunt. When
faced with prosecution for murder or another serious
crime, it can be very tempting to just spill the beans.
The non-imbued, after all, tend to see such admis-
sions as evidence of mental disorder, so making
them can be a quick road to a psychiatric defense.
Instead of being a convicted murderer, your charac-
ter can be diagnosed as ill and get treatment. Unless
no other choice exists, don’t do it. As tempting as a
padded cell is, it's still a cell. Politicians get in an
uproar about killers beating a rap through an insan-
ity plea, but rarely does court-ordered psychiatric
treatment mean a pleasant future. Your hunter is
likely to end up in a pretty rough, violent ward,
under even closer supervision than a regular pris-
oner, and drugged to the gills on antipsychoric
medication —all of which impairs his ability to deal
with imprisonment. Also, keep in mind that such

Gome ur vie Rivex

Your character may very well not be able to
escape her legal entanglements — or not for quite
some time, at least. If cops saw her put three
rounds into a little boy’s head, it probably won't
matter that the boy died three years ago and rose
from his grave. A skilful lawyer might use death
records to show why the crime was “impossible”
and so get your character released; or she might
eventually escape from jail. But all that rakes time
— months, possibly years.

If the Storyteller and the other players don't
want to put the rest of the chronicle on hold for
that time, making another character is a viable
alternative. Put your first hunter on the back
burner while the case builds and introduce a new
character. Presumably, the other imbued won't
let their buddy rot, so your first character can
make occasional appearances, while you still get
to play in the ongoing game.

This type of character-switching offers you
plenty of possibilities. First, it’s a good way to
outright retire your earlier character. Sent to
Attica for 20 to life, he's effectively out of the
chronicle — but the other imbued can visit her,
and solo prison stories are always a possibility for
old time’s sake. If you (and the Storyteller) intend
to return her to “active duty” eventually, your
substitute character can be wilder and not too
long for this world. Try out an extremist with
multiple derangements, a bystander or even a
hunter on his way to corruption. You should
consult with the Storyteller when making these
choices, but such a change of pace can be a blast.
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incarceration often continues until a patient is cured
— and there are no cures for the hunt.

Also, remember that spouting the truth artracts all
the wrong kinds of attention. The blind may see your
hunterascrazy, but the flesh-eating monstrosity watch-
ing from behind the scenes knows berter. And it’s sure
to know just where your hunter is locked up. Accidents
happen to psych-ward patients all the time... and to
their families.

Keep the truth to yourself. It’s safer that way.

Dome Yme: INcrReERAY 10N

With a few exceptions, the crimes a hunter can be
convicted of lead to jail time. Not all cells are created
equal, however. Different crimes and jurisdictions lead
to different types of incarceration, and these variables
have everything to do with what's in store for your
imbued convict. Some common forms of incarceration
include the following:

® City Lockup/County Jail: Even before your
hunter is convicted, he may spend a lot of rime
behind bars. If he can't make bail, he spends time in
a jail — a temporary holding facility full of fellow
defendants. These facilities can be small detention
centers or huge, big-city complexes, but they are
always very unstable. Their population is always
changing, with people thrown together pretty hap-
hazardly. Killings and suicides are not uncommon;

monsters (and hunters) can and do contribute to
those incidents.

® Minimum Security/Work Release: Individuals
who are found guilty of nonviolent crimes and who
aren't considered threats to society may end up in
minimum-security prisons, Federal prisons of this sort
are called “Club Fed” because of their reputation for
pampering white-collar criminals. Of course, it's still
prison, but little violence occurs in these settings,
sentences are relatively short and access to the outside
world is encouraged. Most prisoners participate in
training and work-release programs that allow them to
spend some time in the outside world. Minimum
security is not much of a monstrous hunting ground, if
only because prisoner deaths are highly unusual and
draw attention.

® Medium Security: A medium-security prison
is the basic cellblock stereotype. The population is a
mixed bag of armed robbers, drug dealers and others.
Access to the outside world happens through regular
visits from friends and family and through limited
vocational classes. Violence is hardly unknown, prison
gangs are endemic, guards are bullies and the strong
thrive. Monsters who are subtle predators have a good
time with these prisons — either by masquerading as
guards or slipping about unseen. Anger, boredom and
frustration exist in equal quantities here.




® Maximum Security: Violent criminals and
ones whom the courts want to make examples of end
up in maximum security. Murderers, rapists, child
molesters and drug dealers rub shoulders in an explo-
sive powder keg controlled by thuggish guards.
Rehabilitation is largely illusory — these facilities are
designed to lock convicts away, often for life. If
convicts end up killing each other, well, only liberal
troublemakers are gonna care. Monsters who find
ways to move freely throughout such cages of hate
and despair love these places. Gang rape, casual as-
sault and cold-blooded murder are the bread and
butter of maximum security.

® Death Row: Maximum-security prisons in
states with the death penalty may have a“death row,”
a wing where prisoners condemned to die await
execution. Generally, they have a long wait. It can
take over a decade to go through all the appeals, stays
of execution and other legal rigmarole. Death row
isn’t a good place for most monsters, except for ghosts
and other things that feed directly on despair and
pain. Those emotions are abundant on death row —
as is boredom. Lots of boredom.

e Solitary (and Worse): Prisoners who break
rules lose their few privileges. In maximum-security
situations, they may end up in solitary confinement,
where they stay in a small cell 24 hours a day without
any human contact. Stays of 30 days or more aren't
unusual in tough penitentiaries. This isolation can
wear down a lot of hard-cases. Of course, in many
countries, such imprisonment is hardly exceptional.
Political prisoners and others outside the larger de-
mocracies face harsh sentences and time in work
camps. These situations are grear for monsters that
feed on anger and frustration.

Don'y Dror vhe Soar

The number-one rule of life on the inside is
survive. You do what has to be done; ear or be
eaten. Prison, even minimum security, is not fun.
At best, it's a test in patience and perseverance
just gerting by as long months of monatony drag
onward. At worst, it's a hell of hard labor alongside
violent and abusive maniacs, some in chains, oth-
ers in guard uniforms. But, if ever there were a
group prepared for the hardships of imprisonment,
it's the imbued.

On the street, your hunrer has faced inhuman
killers and ungodly monstrosities. She has forged
allegiances of necessity with other desperate souls.
She has sacrificed her comforts for the cause. She
has gone to war. Compared to all that, racist gangs
and hard-core killers aren’t quite as big a deal.
Hunters have a fire that the blind just don’t share,
and in the predatory pressure cooker of a prison,

others quickly pick up on that quality. Your hunter
may be able to stare down bullies or find that others
just don't challenge her as much.

That isn't to say that prison is safe, just thatitisn’t
thar much more dangerous than the streets.

A Sure awo & Drcam

Just because she's in a cell doesn’t mean your
hunter’s “career” is done. The same drives and visions
that brought her to the mission in the first place follow
her wherever she goes. But carrying on the hunt from
prison is not easy. Basically, you have to wait for the
monsters to come to you, as your freedom of movement
is curtailed. Thankfully, all things come to those who
wait. Imbued convicts eventually come across inhu-
man horrors— be they vampires sucking prisoners dry,
zombies in guard uniforms or the ghosts of death-row
inmates. The agglomeration of the violent and the
hopeless seems to draw the beasts like flies to especially
fragrant shit.

The first question your hunter needs to ask himself
is whether he wants to carry on the mission behind
bars. After all, if you learn that a prison guard is really
a vampire who's drinking the blood of killers and
rapists, it might be a better idea to just lay low and let
the fucker gorge itself. Does the monster's choice of
victims make a difference?

If you decide that the hunt is worth pursuing,
your chosen's watchwords must be patience and
planning. If she gers caught, there’s no place to
run. She has ro wait for the perfect opportunity and
cover her ass at all times. If the monster has no
mortal identity (a ghost, for example), destroying
or banishing it may require simply getting some
time alone and unobserved. If the thing looks like
a prisoner, jailhouse murder can be covered up as
just another gang fight. Your hunter may face an
additional sentence or time in solitary, but if she's
already up the river for 20 years, that's not too
much of a concern.

If the thing is disguised as a guard or another
prison official (a psychiatrist ora warden, say) things
become much harder. Killing a guard isn't easy and
leads to a lot of trouble. Even if the other guards are
regular Joes, they're likely to exact lethal vengeance
on a prisoner who kills — or even tries to kill — one
of their own. Your hunter may think it's worth dying
for the cause, but suicide is a fool's game. A better
strategy is to set up another prisoner as a patsy
make it look as if he did the killing. Luckily, prisons
are full of proven murderers. Of course, letting
another human, even a felon, pay for your hunter’s
actions might seem terribly unfair, but some sacri-
fices need to be made.

Right?
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Assuming your character can lay low or otherwise
survive incarceration and you want to play a former
convict, life after prison becomes your major concern.
But life outside is never easy, least of all for someone
who still hears voices and sees monsters.

nouch Rorz vo Hanc Yoursete

Parole isnot the same as freedom. It'sa conditional
release, counted as part of a prisoner’s sentence and
designed to help ease overcrowding and to ensure some
sort of transition from incarceration to freedom. Ide-
ally, parole helps prevent recidivism — it stops ex-cons
from getting back into trouble. In most cases, it’s just
one more hoop to jump through, your parole officer
one more bureaucrat who doesn’t give two shakes
about your fate.

Nonviolent felons such as car thieves and burglars
usually end their sentences with a stint of parole.
Violent criminals get parole only if they can convince
a parole board that they are reformed enough to be
permitted back among society. Most of these convicts
have to make several requests over long years of incar-
ceration before they gain parole. The length of parole
depends on the length of the overall sentence.

The conditions of parole depend on the
prisoner's record both before and during incarcera-
tion, but all parolees must report to and obey a
parole officer and refrain from any and all criminal
activity. Former prisoners are banned from associ-
ating with other convicted felons, and sometimes
they are forced to wear electronic locating devices
or abide by other special conditions. All parolees
are expected to find regular work and become so-
called productive members of society. Beyond
regularly scheduled meetings with a parole officer,
the parolee is subject to surprise visits, calls at work
and other inspections. Parolees cannot own fire-
arms and must obtain special permission to change
their city of residence. In other words, parole is a
pain in the ass, made bearable only because it's an
improvement over prison.

Fora hunter, it's a living hell. Almost everything
about the hunt is made harder by parole. Keeping odd
hours, associating with troublemakers, being present
at possible crime scenes (“No, officer, I have no idea
how those rotting body parts got scattered all over the
street.”), carrying weapons, getting into fights — can
all get you booted right back into the slammer. Unless
your boss is a fellow imbued or a bystander, you have
to find time to get your work done and be available,
because getting fired is also likely ro land you back
behind bars. Add a parole officer regularly calling
your boss or dropping by unannounced, and a “suc-

.

cessful reintegration into society” doesn't seem very
likely, does it!
Maxme i Wonk

The only way to make the hunt compatible with
parole is deception. Just as with your hunter's life
before incarceration, she has to convince the world
(and her parole officer) that she's just your average
Jane Doe. The early part of any parole is the most
important time frame for achieving this illusion. The
early days and weeks of parole are when a parole ofticer
decides how much of a risk your character is, makes
surprise visits and generally makes the parolee a prior-
ity. If your character can convince him that she isn't a
troublemaker, more foolish lawbreakers will eventu-
ally draw his attention.

So forget about the hunt early in the parole.
Take mental notes if you come into contact with
the enemy, but don't act. Find a job, pay your rent
and be a good little citizen. Lay low and wait. Once
the surprise visits die down, once you've got a job
you can keep, once your new life becomes rourine,
then you can consider stepping up. Yes, that means
you may have to sit back and watch a thing get its
way. You have to sit on your hands and let it win
one — because you're being watched, and if you
act, you lose.

Once you're no longer an immediate concern, you
can get back to the hunt, but carefully. Your parole
officer is probably an overworked slob, but that doesn’t
make him totally blind and stupid. Even if he thinks
you're tame, he’ll still make a few checks and calls. So,
you still have to keep the job and be around, bur you
can risk a few nights “on the town.” As long as you
don't get caught, he won't know you fight the good
fight instead of hitting the clubs.

Teamwork and planning are essential when re-
turning to the hunt. Working with other hunters, you
can monitor your parole officer himself. Get to know
his schedule better than he knows yours. Know when
he makes his check-up calls, when he goes to check on
prisoners, and when he holes up with his wife. Then,
you can act safely.

1 7
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Of course, the possibility exists that a parole officer
is one of them. Although such a problem would be
grave, at least second sight reveals that challenge fairly
easily. A more insidious danger is that the parole
officer is just your average schmoe but is being used. A
smart, power-hungry monster could very well get its
claws into the local department of corrections. It could
then use legitimate authority to keep an eye on certain
individuals (who might have killed or harassed a fellow
beast, for example). If your parole officer’s reports end
up on the desk of that sort of boss, you have to be even
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The imbued are neither numerous nor espe-
cially well organized. Most hunters operate
largely alone or in small groups, perhaps with
some contact to others through hunter-net.
The one advantage the chosen have is that they
can be anywhere, including in the justice sys-
tem. In fact, given that the call comes to those
who cross paths with monsters and have some
impulse ro deal with them, cops, lawyers, social
workers, judges and the like make for good
imbuing candidares.

So, a hunter who ends up on the wrong side
of the law is well advised to subtly seek out
anyone who might have heard the call and be in
a position to help. Standing up in court and
crying out, “l see dead people!” won't help, but
using hunter code or dropping hints might bring
any potential allies into the open. This tech-
nique is also a good way for a player to provide a
Storyteller with a hook for introducing a new
character or subplot.

Fair warning, however: Heaven and Storytell-
ers help those who help themselves. Sitting back,
scrawling hunter code on a cell wall and hoping for
an imbued savior is pretty lame. Any such call for
helpshould be only one part of how your character
deals with arrest. Have her get ready for trial, try to
prepare her defense, search for her enemies and
protect her friends. When and if exterior help
comes, it’s likely to be nothing more than some
advice or protection (a bystander public defender
or an imbued prison guard). Actually resolving
problems is up to you,

more careful. But of course, you have no way of

knowing whether that might be happening until it’s
too late. So, assume you're being watched.
Hey, no one said this would be easy.

Sougez Codz

The justice system is a complex and arcane beast.
If you want to learn more, the following books may be
useful. They all helped in the writing of this essay.

® How to Try a Murder: The Handbook for Armchair
Lawyers, by Michael Kurland (Macmillan)

® Order in the Court: A Writer's Guide to the Legal
System, by David S. Mullally (Writer's Digest Books)

e Police Procedural: A Writer's Guide to the Police
and How They Work, by Russel Bintliff (Writer's Di-
gest Books)

® The Writer's Complete Crime Reference Book, by
Martin Roth (Writer's Digest Books)

Working Y oGEYHeR

“I don't like this. Something isn't right.” As he spoke,
Simon's head turned back and forth to take in the barren
stretches of shopping center and almost empty parking lot
that surrounded them.

Carson looked around as well, not realizing how much
more of the poorly lit mall that Simon could see. “What?"
he said. “Everything seems okay to me.”

To Simon, the lot's towering (and mostly nonfunc-
tional) light fixtures might as well have been burming at
wriple strength. Hiroko and Carson stood concealed with
him near the entrance to the derelict cinema. Hefty orna-
mental pillars provided excellent cover there. Midway
across the parking lot, John and Peter sat low in the van.
Maddy was just visible at the perimeter, on a grassy bank
near a courier-service hooth.

Even the thoroughfare bordering the mall had been
quiet for some time, its stream of rush-howr commurers
having dwindled hours earlier. The shopping center itself
had been closed long enough for the guard 1o have made his
last pass before sneaking in the nap he took nightly in the cab
of his tiny pickup. He was on the far side of the mall.
Meanwhile, their contact, who called herself “Catherine”
— Simon knew she was lying but saw no reason to confirm
this obvious untruth to the others — stood off to their left,
in the shadowed doorway of a pizzeria. To the right, an
undeveloped plot of land extended alongside the southern
edge of the center.

“‘Seems’ is exactly right,” Simon finally said. “Maybe
you should use a little... foresight?"

“Now? Are you sure?” Carson said.

“Trust me." said Simon.

“He's right,” Hiroko chimed in. The words so sur-
prised Simon that he turned and stared at her. Hiroko
appeared not to notice. “Catherine looks unsettled,” she
said. “She's usually calm. Tonight she's fidgety, like she’s
out of—"

“They'll come from over there!" Carson said, focus
returning to his eyes as he faced right and gazed into the
darkness. “I think it's a set-up!™

Simonand Hiroko spoke simultaneously, she to Carson,
he into his walkie-talkie.

“Itis nota set-up. Catherine would not betray us, and
it's unworthy of you to suggest ir."

“Heads up, people. We have company coming from
the south. Let me know if anything moves out there.”

John and Maddy acknowledged Simon’s warning.
Carson looked slightly dazed, and huat.

Simon appeared grim. “We're changing the plan.
Let's get the van over here so we can be ready to move out
fast. It's more defensible, and we'll have a better view of
those fields.”

Hiroko shook her head. “Catherine may not under-
stand. We should not surprise her, She does not like
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surprises. Stick with the original plan.” She looked at
Carson, and then they both turned to look at Simon.

“Forget the original plan,” Simon said. "She'll under-
stand. She's smart.” Hivoko grimaced but didn’t sav any-
thing. Simon activated the walkie-talkie agam. “John,
bring the van to the front of the theater. We'll have our chat
in it. Preferably in motion."

As the van's engine revved to life, Hiroko stepped
into the open to beckon Catherine toward them. Simon
saw their informant look up uncertainly, the taint clearly
visible across her features. Hiroko waved at her cheer-
fully, and after a moment's hesitation, Catherine walked
over to meet them. The van swerved sharply just short of
the curb and stopped. John kept the engine running and
the lights off. Catherine continued moving, a bit more
speedily now.

The walkie-talkie crackled.
moving in the field," Maddy said.

Simon cursed , then said to Hiroko, “Let's all see what
we're dealing with here.” He looked to the right and could
pick out the black-light coronas of several dead things
approaching through the tall grass. He glanced left to see
that Catherine had started running toward them. “Madcdy,
get ready to fall back to the mall. We'll have the van over
there in about a minute. John, have Peter wait in the back
with his equipment in case anyone needs his help." He
lowered the walkie-talkie. “Carson, be ready to give

“I can hear something

o -~

Maddy some support.”

Hirako sprinted out to meet Catherine, signaling fran-
tic explanations as she moved. As the pair hurvied back
toward the van, shots echoed across the lot. Carson and
Maddy fived their pistols at a group of votting things that had
emerged into view. The rats slowed a bit as they realized
they were being fired upon. Simon pulled his oun gun and
fired a covering shot at the things to give them a second angle
of fire to worry about. He exchanged a glance with Hiroko
and nodded toward the van.

“You will need to come with us if you are to be safe,”
Hivoko said to Catherine. Catherine looked worvied but
allowed herself to be pulled inside with Peter. Simon stepped
away to get a better angle, and fired off several more shots
while Carson tumbled inta the van. Carson slammed the
door shut as they sped forward.

Maddy better be ready, Simon thought.

One of the many things that hunters have to come
to terms with is the facr chat different imbued — often
reflected by their different creeds — have different
objectives in the hunt. Sure, everyone wants to make
the world safe for humanity, but plenty of disagree-
ments arise on the best way to go abourt it. The most
obvious polarity is between Avengers, who want to kill
monsters, and Redeemers, who want to save them. But
it’s just as likely that they will agree to pursue a fleeing
creature — albeit for different reasons — while a
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Defender wants to stay put, where everyone is safe.
Unity is extremely important for any group of charac-
ters who want to stay in one piece, so disputes have to
be settled quickly. Varying opinions have to be recon-
ciled effectively if the characters are going to have a
chance in the hunt. If your hunter can’t trust his allies,
he won't last long.

Each of the creeds possesses a unique focus and
perspective on the hunt. As with any specialization,
this is both a strength and a weakness, and it means
that groups with characters belonging to a broad vari-
ety of creeds are potentially a lot stronger than groups
with a very narrow focus. Single-creed groups can
more easily make the mistake of thinking the super-
natural is uniform or predictable. Although they are
very powerful in their specialty area, they are easy to
lure into ambushes, the role of pawns or other traps.
Multi-creed groups have a wider array of skills and
attitudes, and therefore tend to be far better at dealing
well with a range of situations.

This article investigates the reasons and ways you
and your character can encourage and maintain team-
work among hunters. Although thete are no actual
game rules about group interaction, how your hunter
behaves and interacts with his allies is vital to deter-
mining how effective, cohesive and reliable a group
they are.

STAYING T 0GEYHER

The initial formation of a hunter group is probably
inspired by the Storyteller. She provides the narrative
underpinnings for the way the group comes rogether.
It may be that your characters are imbued together,
that they knew each other beforehand, that they all
have a mutual interest or social origin in common, or
that they just find each other more or less at random
and agree to work together. However it occurs, once
the Storyteller does the work of explaining how your
group meets, it's up to you and the other players to
make sure that the group stays together. After all, if
personality clashes between characters get so bad that
the group splits, some characters probably have to
become Storyteller-controlled, which defeats the pur-
pose of playing together.

There are numerous means by which individuals
in groups possess different opinions and yet stay to-
gether. Ways of “playing well with others” can be seen
both in the real world and in films, TV and books.
Fiction in particular is a rich source of ideas, because
group tension is dramatic and tends to play a part in
many stories.

One of the most effective anchors for group diver-
sity is having a strong leader. The group is controlled
by someone with a forceful personality who is re-
spected, needed or feared by the others. That person

thus has the power to force his decisions onto everyone
else aurocratically. Some leaders are fairly tyrannical,
come to their own decisions and expect others to obey
without question. Others may be inclusive and ractful,
asking everyone’s opinion about situations and then
reaching a balanced decision. In either case, once any
decision has been made, discussion stops. Some dan-
gers lurk in this model, though. If decisions never favor
one particular character, that person is sure to become
resentful and possibly mutinous. A worse risk is the
burden of responsibility. One or two bad choices can
severely undermine a leader's confidence, making him
weak and indecisive, and guilt from botched opera-
tions may cause severe stress, even derangement.
Finally, if the leader is incapacitated or killed, the rest
of the group might fall apart temporarily and be vul-
nerable during rhat time.

Many groups look to some greater motivator, be-
yond a strong leader, to stay with each other. For
centuries, religion has united many people of ex-
rremely different origins. For hunters, a common set of
deeply held beliefs, a clear vision or some specific,
vitally important goal can provide a cause to rally
around. Some characters may even value their cause
above their own lives. The good of the cause allows
characters to put aside disagreements in favor of a
greater good. The downside is that should the cause be
undermined, negated or fulfilled — say, for example, a
key group belief proves to be false (“The Feds state
conclusively on this web site that the Roswell Incident
involved nothing more mysterious than a weather balloon!
Our belief that the Messengers are Earth’s extraterrestrial
saviors is wrong! ") — the group disintegrates.

In a similar vein, many groups come together as
a temporary means of achieving a specific objective.
Such imbued may band together for mutual defense
in the face of a clear threat, or they have a specific
mission that requires teamwork. These are quick
and easy ways to get people to cooperate, but be-
cause such a group is so loose, all dissent must be
handled diplomatically and hunters in such a group
might not be prepared to risk themselves to aid their
colleagues. Once the objective is attained, such
groups typically dissolve.

Shared trauma is less fragile. The World of Dark-
ness is a harsh place, and many terrible things happen
in it, especially to hunters. The characters may stay
together simply because there is no one else who
understands what's happened to them. Most imbued
desperately need the company and support of others
who have not only suffered the same horrors, but who
also realize it. Adversity can produce some very strong
interpersonal bonds but doesn't give any real mecha-
nism for settling disputes or making decisions, and it
can lead a group to become unusually gloomy. The
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death of a character can also affecr all others particu-
larly harshly.

A more upbear version of this motivation is to
have a leaderless group united by mutual respect and
affection. This type of group can easily grow out of one
of the other types as the characters work together,
learn to trust one another, rely on each other and so
grow close. This pattern is one often found in fiction.
When it works well, a mutually friendly group can be
extremely effective. The weakness, as with a group
brought together by trauma, can be a lack of any
mechanism for making decisions, so crucial decisions
can stretch on for a dangerously long time.

The flﬂ’l] ser l‘)f reasons f(_'!l' ﬂT(‘)lJp\ 'it“lyu‘lg [{‘]ge[]]er
centers on coercion. In this type of group, the imbued
are forced to work rogether against their personal
preferences. Such unions might come about because
members have made an oath or other type of binding
promise that forces them into a group, or because
they've accepted a contract — possibly as a form of
paid employment — or because they have accepted a
higher authority, whetherspiritual, religious or tempo-
ral. In all cases, some characters may resent the group,
while others might not particularly object to it. Mem-
bers typically feel little loyalty to one another, and may
actively dislike one another, which can make the unit
extremely vulnerable. Especially irritated characters
might try to find a way to leave or even turn traitor just
to get away.

Grour Dynamics

Whatever the rationale behind your group’s con-
tinued cooperation, instances when the characters do
not or when their objectives clash are sure to arise.
Friction is inevitable, particularly when the hunters
concerned are strong-willed and dedicated, as are the
majority of the imbued. At such times, players must
make certain allowances for group dynamics or accept
that the game is going to be disrupted repeatedly,
which means everyone has less fun.

One of the most important rules to remember is
that disagreement is a luxury that you can afford
only when nothing important is going on. Arguing
takes time, and if your charactrers are in the midst of
a crisis, events are sure to roll over them. Some-
times, even a bad decision is better than no decision
at all. So when things are really chaotic, don’t waste
time trying to come to a decision by consensus. The
most effective thing to do is to have a leader who
decides what to do, or failing that appoint someone
to make a quick group decision and then act on it.
After all, you can always fight about it afterward,
once the emergency is over.

The value of a strong leader is discussed above, but
effective leadership means more than just barking

orders. A good leader spends time keeping the group
working together effectively, and that includes mak-
ing sure that other imbued are as happy as possible,
listening to what the group has ro say, and having a
reliable way of reaching decisions before crises hit. The
leader may also have to hide information from certain
group members on occasion in the interests of getting
things done. If the group needs to make a deal with a
repentant monster, forexample, certain atrocious things
the creature did in the past may be best kept secret from
a group’s zealous Avenger. Leaders and groups who
engage in such practices should be prepared for some
interesting internal conflict, however, when the Sto-
ryteller rules thar such subterfuge fails and the monster
is out of the bag.

Healthy groups with a strong leader often feature
another important group player, the jester. This char-
acter lightly mocks the leader’s information, logic,
qualifications or even intelligence and appearance.
The jester is an important reminder to the leader to be
certain that her decisions are as accurate as possible,
and that she has considered all the options and possi-
bilities and not missed anything obvious. If the entire
group tends to defer automatically to the leader, tunnel
vision is sure to develop, leading to dangerous assump-
tions and bad planning.

IncLusive PLaYING

The most important thing to remember is that
playing Hunter is supposed to be a fun. Every player
has a duty to make sure that everyone else is included
in the game, and that no one is sidelined. When a
group of characters differs widely as individuals, mak-
ing sure that the group includes everyone while still
allowing characters to retain their own uniqueness can
be difficult. If you have to erase all free will from your
character, the game stops being fun. That means chart-
ing a middle course between obedience to the group
and constant in-fighting, so that the various hunters
all remain more or less content with the way the group
runs, and the players can all have a good time. Luckily,
doing so is not difficult, and you'll find it to be well
waorth the effort.

The best way for any group with a broad variety
of characters to be efficient and inclusive is to give
different people different roles and areas of author-
ity. The best leaders delegate, and the best groups
include people who have clearly defined areas of
expertise. The first step is to give everyone a specific
role during combat or other life-and-death situa-
tions. Determine what strengths characters have.
Apart from obvious roles in a fight situation such as
close combat, ranged combat or thrown weapons, a
sensible group ought to have someone who can
perform emergency medical services, someone who




can look for and clear an escape route, someone who
can provide a distraction, and even someone who
can go into a dangerous area and bring fallen com-
rades to the medic. If everyone has an assigned role
and a routine to perform, everyone feels included
during combat, not just the fighters. Remember to
weigh Traits and edges as well as creeds when decid-
ing who should do what.

Everyone ought to have a particular area of
authority outside combat, too. Whether based on
personality, Abilities, Backgrounds, or even experi-
ence, these “character wrinkles" are essenrial to
keeping the hunt from becoming a mere “bug hunt.”
Each member of the group should make decisions on
ideas, planning and execution of events and other
matters covered by her area. Areas of authority can
range from transport, tactics and building things to
finance, dealing with police (i.e., avoiding them
altogether) and running cons. Rely on the Story-
teller to involve all the players by bringing the
different areas of authority into the game regularly,
and feel free to assign more than one area of author-
ity so long as everyone gets a fair share. Don’t give
any particular character absolute authority on the
core matters of the hunt, though — which monsters
to act against, which are worth trying to save — or
else the other players, and hunters, may well be-
come resentful.

For big decisions when there is time to think, try to
make sure everyone is involved. Even if one person —
a leader or expert — has the last say, everyone in the
group should at least be consulted. That way, all the
characters feel they are listened to and included, and
the players can have fun.

Disagreements that cannot be settled through
character debate can be resolved in a variety of
ways. One, as mentioned earlier, is for the group
leader to impose a decision on the group. When a
decision falls specifically within one character’s
area of authority or expertise, he too can be given
the right to reach a final verdict, much like a sports
referee. If no clear expert is present, however, then
another good option is to have a rolling decision.
With this method, each character takes a turn at
being the person to make the final decision, accord-
ing to a strict order. Other characters may disagree,
but they have to wait their turn. This method offers
a very fair way of dealing with disputes but does not
always yield the best solutions.

Anotheroption is to put adecision toa group vore.
Whichever option has the greatest number of votes
wins. This method is also extremely fair, but if one or
two characters hold views different from the others’,
they might never ger decisions that go their way,
which would leave them highly dissarisfied. A fourth

option is to haggle over a decision, offering future
concessions, services or goods in return for agreement
at the present time, much as politicians do. This
process can be entertaining and imposes a significant
degree of responsibility on the winner.

When all else fails, if a character disagrees vehe-
mently with a particular course of action, it may be
necessary to give that person some other rask to do
that takes him out of the way while the rest of the
group does what has to be done. In some cases,
sending the difficult character on a side-mission
before he knows about the other issue might be
crucial to success. This sort of manipulation needs
to be handled sensitively and maturely by the play-
ers — never feel any need to get angry with your
friends just because your character would be pissed
at her fellows. Never forget that Hunter is just a
game. That rule is, perhaps, the most important of
all when trying to make sure that a group works
together. As a player, remember that the other
players are your friends, and cut their characters —
and the Storyteller — some slack. Doing so goes a
long way roward making sure that everyone has a
good time, and if people aren’t having a good time,
they're likely to stop playing and you might be left
without a game.

T EAMWORK

Having a set of systems or dynamics thar allow
your characters to work together with the minimum
amount of stress really pays off when they're on the
hunt. If they can get along, the different creeds can
work extremely well together, and their skills and
perspectives complement one another quite effec-
tively. Your characters’ personal outlooks,
understandings and opinions can be combined to
make your group far stronger than the sum of its
parts. In this last section, we look at each of the
creeds in turn to consider the generalized strengths
and weaknesses of each, and what can be done to get
the most out of them. We don't discuss the tactical
aspects of different edge combinations, though —
part of the fun of playing a group with a wide range
of creeds is finding out for yourself how things work
well together.

The biggest problem with a group having a re-
stricted range of creeds — particularly single-creed
groups — is lack of perspective. The hunt is a subtle
and tricky undertaking, and different situations re-
quire radically different approaches. Learning to
identify the correct approach to resolve a specific
situation is one of the most important skills thar a
hunter group can develop. Sometimes, charging in
with guns drawn really is the best option — bur other
times it can get all your characters killed. A group of
imbued with a narrow range of creeds tends to come up
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with the same type of answer to the majority of prob-
lems, and that's a serious weakness when dealing with
something as complex as the World of Darkness. In
Hunter, you need a breadth of ideas if you're going to
succeed in the long run.

Looking at the spread of primary Virtues across a
group gives you a quick overview of whether your team
tends more toward specialization or balance. The type
of group you have is sure to shape the sort of game you
find yourself in. If your group has a lot more Zealous
imbued than any other kind, yours is likely be a fairly
direct, action-oriented game. You probably don't spend

much time getting familiar with the secret workings of

the world, or befriending any supernatural beings.
Instead, your primary reactions are likely to be either
fight or get out of the way. Monsters that discover your
group probably try to either stay hidden or do what
they can to neutralize you.

If the group consists mo'-'.rly of Merciful hunters,
}'l)ur h]Ll_l‘! IS llkt_ lv o hf:’ JUN[’ rht l‘!Ppl‘!‘iltL Ynm’ t.har-
acters pr’nhdhly SLLI\ ln{'ﬂrn‘lﬂrlﬂn "l]'“"ﬁ.lr TI_'IE ]nLr'II
supernatural creatures, evaluate them and maybe even
try to uncover secrets about how they're organized —
to better understand what they go through and feel as
creatures. You might even get drawn into plots by the
creatures around you.

Groups that are mostly Visionary are likely ro
spend the bulk of their time on research and investiga-
tion, and are as likely to tour the country interviewing
other hunters as they are to focus on eradicating or
converting monsters. Balanced groups tend to indulge
in all these activities at various times, of course.

Avengers are usually direct and to the point, and
they often dislike delays, drawn-out plans and sneaki-
ness. The majority of them have a problem with any
form of reconciliation with monsters. They can be
pretty stubborn about it, so a good group dynamic is
important. They're brave and determined, good in a
fight, reliable and, for the most part, honorable. Most
of them are quite practical and tend to have useful
Resources, Skills or worldly authority if you need to
get something physical done. They find it easier to
cope with negotiation if they know that it's sure to
lead to an attack on a more unpleasant target, or it
otherwise clearly advances the cause of humaniry.
They can work well in good-cop, bad-cop negoria-
tions as “bad cops,” and because they don't trust
monsters, they can be excellent to have as observers
during negotiations, looking out for lies, inconsisten-
cies, ambush or other traps.

Defenders are less concerned about raking the
fight to the enemy. They prefer territory that they are
familiar with and may get edgy when they don’t know
escape routes and fallback positions. They're prag-
matic about reaching agreements that postpone
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violence or make it more effective, and they're rela-
tively happy to work on medium-term plans. They are
less pleased aboutsituations that put group members or
loved ones in danger. Often useful as organizers and
sources of information, they can be trusted to arrange
things and keep projects running. They are particu-
larly useful in a support role in combat to keep an eye
on its averall flow, and to direct strategy. Of course,
they might be over-cautious.

Judges like to deal in clearly defined situations.
Because they place so much emphasis on evaluation
and decision-making, they can find it hard to accept
that some complex circumstances require extremely
flexible approaches. They can be arrogant and inflex-
ible, and thus can find it difficult to accept that their
decisions might be the wrong ones, Their talents lie in
finding answers, assessing situations and creatures, and
making impartial judgments, so they're good at look-
ing for background information, working out what's
going on and making deals. In combat, they make good
participants and excellent planners because they're
skilled at assessing threat levels.

Innocents are most concerned that people do
the right thing by each other. They tend to be both
moral and ethical, and they try to apply their sense
of honor and fairness to every situation. They have
an uncomfortable knack for reminding people of the
negative effects of their actions, and serve as the
voice of conscience. They can make an invaluable
contribution to plans and schemes because they are
able to remind other hunters of the legality and
righteousness of their goals and methods. Innocents
often have enough sensitivity to understand the
motivations of even the least-humane creature. They
also tend to be great interviewers and spokespersons
fora group, because they are sociable and empathetic.
They are less well-suited to tactical combat plan-
ning, but they will determinedly take part in an
assault against a monster that they understand to be
truly evil and destructive.

Martyrs generally feel a strong need to atone for
something, often through personal privation and
self-sacrifice. They are brave to the point of foolhar-
diness, eager to volunteer for unpleasant or dangerous

tasks, and excellent at jobs that require stamina,

patience and tolerance or discomfort, such as atdl\e-
outs, undercover work or break-ins. Some are keen to
get into combat or other dangerous situations, but
their enthusiasm can be greater than their ability.
Because they tend toward personal melodrama and
pessimism, rthey are nor always reliable for planning
or interaction.

Redeemers, like Avengers, tend to have strong
views on the ethics and morals of the hunt and cling
to them stubbornly. Because working to save a crea-
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ture takes time and research, they quickly acquire
patience, determination and a methodical outlook.
That makes them excellent information gatherers
and primary researchers. They usually represent a
monster’s interests in discussions and provide excel-
lent insights into the sympathetic side of creatures.
Redeemers can be very effective in combat if con-
vinced that it’s necessary, and some of them also have
vitally important medical skills.

Visionaries ask questions. They often find no
answers are available, but the question alone may
stimulate productive thought. They often know
more about the hunt itself than do other creeds, and
they keep one eye on long-term goals, both of which
mean that they often seem to have an odd view of
events in the present. They are insightful and intui-
tive, excellent analysts, planners and armchair
detectives, and can be extremely inspirational. They
aren't necessarily much good ar getting tasks done
or at dealing with the public. Visionaries often
come across as distracted, arrogant or peculiar. Al-
though they are good at assessing a situation or

reature, they’re not always much use in combar.

Both Hermits and Waywards are difficult to work
with, and a player with a characrer from either of these
creeds definitely needs to be moderate in her applica-
tion of her character's derangements. Hermits are
extremely skilled at gathering and passing information
and communications, and they often get vital warn-
ings and messages from the Heralds. They experience
a great deal of discomfort around other imbued, how-
ever, stemming from the constant how! of Herald-fed
clamor. That makes them abrupt and often acrively
unpleasant. They may know incredibly detailed infor-
mation — far too detailed to be of any use. Their grasp
on sanity is shaky at best, and they may become
delusional. They tend toshy away from combat. When
in a group of players' characters, they tend ro hang
back during interaction with outsiders, but probahly
can participate fully apart from that.

Waywards, on the other hand, are highly skilled
killers with excellent combat abilities and the experi-
ence to strengthen any fighting group. Unfortunately,
they are also largely amoral and lack any sense of
perspective or appropriate action. Their only interest
is in the destruction of monsters, regardless of the
defenseless people — or colleagues — killed in the
process. They may react badly to any hunter who
suggests anything other than an attack or surveillance
leading up to an attack. As a player’s character, a
Wayward must be kept firmly in check during rimes
when all-ourt violence is not appropriate. Emotional
dependency on another character is one way to anchor
such a character: A sympathetic healer whom the
Wayward recognizes as his last bridge to humanity or

a dependable leader who takes a fatherlike role in
saying when actions are appropriate or not might
work. These figures might use blackmail (“Do anything
to her and we'll tell the police where to find you™ ) or simple,
physical threats — a language any Wayward is sure to
understand. Probably better than other imbued, so
caution is the best guide here.

Monsyers N Qur Lives

Candace shifted uncomfortably on the bar stool. Where
is that little shit! she thought. She had already been
waiting an hour for the bloodsucker. Several times she'd
considered gettingup, walkingaway and forgetting she ever
knew this... thing. If he hadn’t been so helpful recently, she
would never have agreed to this meeting.

That's what she kept telling herself, anyway.

“Mind if I sit here?”

Candace flinched at the sound of the familiar voice and
turned quickly to look "Mike" in the eye. She let the second
sight fill her and saw his sunken, cadaverous cheeks, met his
hungry, feral gaze. That was enough to confirm what she
already knew, what he'd told her himself by phone weeks
ago when he became her informant about who really ran
the city. Candace let go of the power, and she was glad to
see the brief flash of his true features fade. She nodded
toward the adjacent stool, and he sat.

“Here's the lowdown on Marrick, just like [ promised.
He handles prostitution, hard dmgs and Just about any-
thing else he can sink his claws into.” He tossed a manila
envelope onto the bar, “This is everything on where he eats,
sleeps and hangs his "Mister Big' hat.”

Candace nodded uqam, picked up the envelope and
pocketed it. “Thanks,” she said, but to her it sounded as if
a toddler had spoken the word. She cleared her throat and
continued. “Look, I know you've taking a huge risk bring-
ingme this stuff. I'm grateful, veally. But what doyouwant
out of all this?"

“I want you to stop messing with us. [ don't want you
to get hurt, Sis.”

“Don’t call me that," she said through clenched teeth,
keeping her woice low. “You're not my brother. My
brother's dead, just like you said on the phone."

Not wanting him to see the tears welling in her eyes, she
looked away. Immediately, she worried about having her
back to one of them. She hated to think of him that way,
though, and turned to face him again. “Mike—"

She saw his back as he exited the bar.

“Hey lady, you okay?" the bartender asked. “You look
like you seen a ghost.”

“Something like that,"
toward the door.

Hunters face a menagerie of nightmare creatures
thatexistonly to bring harm to humanity, that can't be
reasoned with and that want nothing more ro do with

Candace said, still staring
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any imbued beyond ripping out her entrails. In re-
sponse, the imbued load up with heavy weapons and
prepare to make From Dusk Till Daun look like a
Sunday school class. Right?

Wrang, on all counts.

First, monsters whom the imbued routinely face
were once human, and they often retain capacity for
reason, as well as their own goals, interests and needs.
Second, the Messengers do not exclusively select can-
didates who are disposed toward violence, nor do they
typically instill such a disposition through the imbu-
ing. Not even Avengers are requived to grab a shotgun
and start blasting zombie innards all over the street.

The reasons a monster and a hunter might choose
to cooperate are legion. Consider Candace and Mike
in the preceding fiction. As siblings, they shared
relatives, a past and, clearly, strong feelings — pre-
sumably feelings of love. But Candace, with her
ability ro see monsters for what they are, sees Mike as
more than just the sum of those commonalities and
yet less than her kin. Her feelings are complicated, as
emortions about family can be; Candace's part in the
hunt complicates her feelings more than usual. Mike
is willing to assist her, but within limits. She knows
things are more complex than some imbued want to
believe. At the same time, she knows that Mike’s
existence requires him to prey on others. Thatknowl-
edge, in turn, preys on Candace. At some time in the
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future, she may feel more troubled by that fact than
she feels balstered by any help toward her goals that
Mike might lend. For now, he is an ally who evokes
strong, mixed emotions in her.

Like the one between Mike and Candace, any
relationship between imbued and “enemy” that goes
beyond mutual rarget practice ought to encompass
more than one element. At the very least, any monster
capable of reasoning has to have his own motivations
in such a relationship. Those feelings are the province
of the Storyteller, though. Here, our interest is in what
could mortivate a hunter to risk betrayal by monsters,
censure from other imbued, and various ethical com-
promises (depending on the individual’s approach to
the hunt) to cooperate with the other side.

Keep in mind, though, that just as nobody is
one thing, neither is any relationship between
rwo individuals.

Tz Enemy of My Exemy Is My Frignp

Or at least an ally of convenience. A ghost or rot
whose death came at the hands of the characters’
current nemesis can serve as a useful partner with
common cause. T he ghost might have information
about those nasty sorcerers that can help turn the tide
in the hunters' favor if applied in a timely fashion. One
vampire holding a grudge against another who took
him into the ranks of the undead can prove invaluable.




Such an alliance can be one of happenstance if the
imbued meet all the supernaturals in question in the
course of theirown conflict. It can also be an extension
of a living relationship. If the old man who runs the
occult bookstore where the characters do much of
their research is murdered by a supernatural creature,
his ghost might turn to the characters for help (once he
realizes they can offer it). The ghost of a character’s
former spouse could fill a similar and long-term role in
achronicle. The ghostly spouse could serve as a means
to interact with the supernatural without violent con-
frontarion, to highlight exactly what the characters
are fighting for (or to define what they believe they're
fighting for) and help them understand their place in
the World of Darkness.

One disadvantage of dealing with monsters is that

occasion when the monster decides to use the charac-
ters as tools or weapons. Characters who choose to
work with a monster should be careful that they don't
end up merely fulfilling some creature’s whims and
creating a stronger enemy for themselves. A clever
ampire need not use mind control to get what he
wants, and an imbued with active sight is not immune
to mundane forms of manipulation. Even a seemingly
trustworthy or sympathetic supernatural creature should
probably generate some wariness in characters. If a
cunning vampire catches on to the characters’ activi-
ties, she could just as easily aim them at herrivals as she
could try to kill them. The former situation makes a
more compelling story in the long run, especially once
the characters become inconvenient for the vampire
or discover her motivations and try to take matters
into their own hands.

SALYATION

Thisone's easy: The characters find amonster who
doesn't like his state and wants to atone for his sins in
some way. Alternatively, the characters might con-
vince a monster to atone. Should others of his kind
discover his change of heart, they'll seck to change it
back, or to destroy him to keep him from endangering
their existence. In such an event, he might need pro-
tection from the characters. Hunters can have numerous
reasons to help a monster salvage herself. Perhaps she
comes to them, looking for assistance. Perhaps the
characters see a compassionate side to her thar they
hadn't expecred. Would they want to nurture that
trait? If not, why not?

Thissubject isa hard one to handle without falling
into clichés, but if handled well, it can be rewarding.
A vampire who wants salvation or forgiveness for the
wrongs he has committed is unlikely to decide to hunt
down “evil” vampires (whatever that means) or some
similar nonsense, but he might try to convert others to
his newfound way of thinking or simply try to hide

from them. Maybe he seeks death ar the hands of the
characters — whether they want to kill him or not. Or
maybe only some of the hunters are willing to give the
monster the end he seeks. The imbued, after all, are far
from unified in their views on the hunt.

Lovr

Affection is tricky, One of the characters loves
someone who happens to be one of the supernatural.
He can be a shapechanger, a ghost, a bloodsucker —
among others — each of which has its own conse-
quences and problems. A vampire's notion of the
“night life” is altogether different, a ghost lacks a body
(giving a whole new meaning to “I love him for his
mind”) and the average were-thing is prone to genu-
inely devastating fits of temper. Love may transcend
all boundaries, but such a relationship can quickly turn
very inconvenient for either party (or both) as other
imbued or supernaturals discover it — and someone
will discover it, eventually.

Romantic love makes fools of us all and nobody
more so than individuals driven to the extremely
dangerous activity of hunting the probably lethal
(and thus ill-advised) object of one's affections or
herilk. The love could predate either the characrer's
imbuing or the monster's passage into the super-
natural. This approach can be especially effective
with spouses or siblings, as seen with Mike and
Candace. Either way, this should be a twist that the
player puts into his character's origins or at least has
hooks that could become a twist. Say, Danny the
Avenger hunts the undead because they killed his
wife and daughter. What does he do when he finds
that his wife isn't dead, bur is one of them? And that
she still loves him? What if she returns in a body
that's not her own? Does he try to kill her mercifully
or does he try to help her? Should Danny decide to
destroy a member of his family, chances are he’ll go
through a lot of soul-searching first, and the act itself
is sure ro leave him seriously rraumatized. Very few
people can just abandon emotional ties, no matrer
what the reason.

Brvravat

For purposes of double-dealing, characters seek a
monster they can cultivate for information or assis-
rance, only to “kill him last.” This tactic is really not
very nice, but when you fight evil you sometimes have
to do unpleasant things. Betrayal tends to be more
easily planned than executed, however, especially
when complications arise (real friendship, love, any-
thing that tugs the characters’ heart strings).

A more strife-ridden possibility, hinted ar above,
is that some of the characters honestly want to
maintain friendly relations with a supernatural, while
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others plot a backstabbing (and possibly use the
unsuspecting characters as bait). This tack naturally
leads to some intense conflict among the hunters
and may result in a split over beliefs and preferences.
The conflict could easily escalate to one side or the
other getting branded on hunter-ner as sympathiz-
ers or worse. Characters should be careful about
whom they're willing to alienate, but sometimes the
hunt demands action.

Keep mixed feelings in mind. Even individuals
who engineera betrayal may find the follow-through
to be harder than they expected. Perhaps after
setting the bait and getting a bite, one of the
conspirators begins to see the qualities in the mon-
ster that another imbued perceived long before.
Alternatively, the hunter who befriends a super-
natural crearure might have opportunity that her
colleagues lack to see a subtly, dangerously alien
side of her “ally.” Does she share the revelation? If
not, is she relieved when the others take down her
friend? And if she's relieved, how long does it take
for guilr to set in!

Winr's My Mor1varion?

Until now, this article has discussed situations that
might bring hunters in contact with the “enemy.”
Easily as important is what hunters feel in such en-
counters. Cerrainly, working such ideas for
imbued-monster interaction into your character's ini-
tial concept is one approach to creating him. After all,
part of the fun of Hunter is the discovery of the
supernatural world and deciding how different people
might relate to it. The creeds are all based on general
atritudes roward right and wrong, with wide latitude for
individual characters. A hunter is someone confronted
by something that ought not exist but does, and that
something is ineluctably wrong in the view of the
individual imbued. Creed, however, doesn’t define
personality. A character defined entirely by his creed
would be a shallow fellow indeed.

Thus, considerations of why should go beyond
simple lists of friends or relatives who have joined the
ranks of monsters, or who might do so later. They
should spring from who the character is. A character
who views supernatural creatures as victims of circum-
stance might be willing to try to empathize with a
monster and deal with it as a person — albeit a person
with a serious problem.

Consider the following questions when creating a
characrer:

e What's her first reaction when she encoun-
ters a monster! Ponder this one carefully, as ir

defines her basic attitude toward the supernatural.
One imbued might hold back and watch, waiting
for the opportunity to strike. Another imbued might
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try to understand the monsrer: Why does it behave
as it does! What morivates it! Does it retain any
human qualities!?

® What if the monster is a friend or family mem-
ber? An imbued who would thrust a stake into a
bloodsucker’s heart without hesitation might not be so
decisive if that bloodsucker is (or was) a close friend or
lover. If the character is willing to entertain second
thoughts when dealing with people he knows, why
doeshe treat themdifferently than other supernaturals?
Does his atritude toward monsters in general change
after he sees someone he knows and loves among their
ranks? Does it steel his resolve and encourage him to
fight harder to avenge what's been done to his loved
ones! Does it temper his desire for justice into a less
judgmental response?

® Does the sort of monster make a difference?
This one is a little more complex and might rake
time to work through. Is the character more willing
to give the benefit of the doubt to a ghost than to
a rot, or a rot over a bloodsucker? Why? What is it
about ghosts that makes her more willing to deal
with them than with a walking, ralking corpse? As
her experiences with monsters mount, do her pre-
conceptions change, or does she cling to preferred
beliefs? Hunter characrers are thrown into a trau-
maric situation — sudden revelation that the world
is not as it seems. Further exploration can reveal
varied layers to this reality, How do a character’s
own beliefs stand up to her shifting perceptions of
this “secret world?"

e What would drive the character to change
allegiance! This question is a tough one to ask. In
essence, it's “What will make my character betray
what he believes in most?” What could possibly
happen that would convince him to work with
monsters rather than against them! How about driv-
ing him to work against other imbued rather than
with them? Whatever the cause, it should lay at the
core of the character's beliefs and personality. A
police officer who joined the force because he wanted
Lo nli.‘ll({: T.l"lL" WUrl(_'I d b(’.’t[t‘[’ pl'ﬁct,‘ ib‘ Ul]likt‘ly o “'Uf},(
for a rot serial killer just because rhe rot offered a
hefty bribe. Tty to consider the sort of event that
would literally shatter the character's worldview —
beyond the imbuing, that is. Also, consider what
would reinforce that view.

® What would your character hope to gain? If she's
willing to work with monsters, what does she expect to
achieve! Does she wanr ro redeem them! Does she
want to use rhﬁ'm to i'll"iLI worse [T'l(]n\rer‘a DO(‘_\- \I‘le
distrust the Messengers side of the story and seek 2
balanced perspective! Does she believe there are
supernaturals who would join the Messengers' cause if
they became aware of it?




When considering the possibility of working (sid-
ing, sleeping) with the enemy, work the reasons into
your character. Ask the above questions and any
others that would add depth and circumstance to her
reasons. Do not toss aside deep motivations for frivo-
lous reasons (“Well, I think the vampire looks sexy in
leather, so I thought I'd help him out”) when it can and
will compromise character integrity. Do not discount
the way superficialities can bear on the crucial (“Sorry,
[ can’t inhale around your zombie friend here without
wanting to puke”), either. The above questions aren’t
necessary Lo thE Chafﬁctcr'cfeatiﬂn prﬂl:lfli.‘i, bU[ thcy
can significantly add to a Hunter chronicle if an-
swered in detail.

] "
Who's vz Rent Monsyer Here !

Nietzsche wrote, roughly, “Be careful that in fight-
ing monsters, one does not also become a monster.”
This caveat is true literally and figuratively for imbued
characters, who probably have good reason to deal
violently with most creatures they meet.

But should they!

Humans are as capable of heinous acts as many a
supernatural creature, and monsters can rise above
their impulses to pursue a better existence (and per-
haps to behave more humanely than many people do),
whether or not success is possible in the long run.
Imbued who kill and kill and kill again without care for
what their targets are like or how they behave are sure
to run afoul of something that can and will kill them.
And really, can an imbued person who chooses only ta
kill that which he doesn’t (yet) understand be any
better than the beasts he destroys? Of course, growing
too sympathetic with the enemy can impair one’s
ability to fight when the time comes. This conflict has
no easy solution.

Characters who look for options apart from de-
struction have more opportunity for depth and
roleplaying than those who think only to kill. If any
monster is a potential ally (or at least not an enemy),
characters gain breathing space to find any real threats.

What amonster is and whata monsterdoes are two
different — yet sometimes related — aspects of its
existence. Some monsters mMust commit Monstrous
acts to survive. Others act in a monstrous fashion out
of choice. Some do both.

Consider the following: An Avengerseesazombie
attack a known murderer. Does the Avenger help the
human or does he help the zombie? Afrer all, he knows
the human has committed heinous acts to satisfy his
particular cravings, perhaps crimes more extreme than
the zombie’s. Some Avengers would attack the crea-
ture for simply targeting a person. But if that zombie
had been the murderer's victim, is her cause as justifi-
able as any hunter's? What if the Avenger helps the
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Hunter is, at heart, a game about struggles
with monsters. The existence of sympathetic
monsters in a chronicle can offer a lot of depth
and great potential for roleplaying in the short
and long term. Such elements work best if they
have contrast with other monsters. Thus, it's best
to keep monstrous allies at a minimum. Other-
wise, their presence loses its impact.

murderer, who goes on to kill again? What if the
human is another imbued known to the character, but
was in the process of burning down an apartment
complex to kill one rot?

Hunter offers an excellentchance to examine and
contrast what monsters are versus what monstersdo. A
player who explores more facets than “Investigate the
monster, kick in his door, kill him and loot his house™
can find some rich veins of roleplaying potential.

T He Crezds

Members of each creed have different takes
on cutting deals with the enemy. From reading
Hunter, it’s easy to conclude that only the Inno-
cents or Redeemers have good reason to talk firsr,
but a member of any creed has potential. The
following are starting points at best. None are
definitive, and it's probable that any imbued who
does ally with the supernatural does so for per-
sonal reasons stronger than creed alone suggests.
Even so, creed can subtly or overtly shade interac-
tions of the imbued.

AvengeRs

Seeing Avengers as ultraviolent protagonists
whose only interest in monsters is the amount of
ammo needed to kill them is easy, two-dimensional
and limited. As with any imbued, an Avenger is a
person granted ability to see the hidden world and
its denizens. True, Avengers view the typical mon-
ster as something better off dead, but Avengers are
neither stupid nor unwilling to ignore opportunity
when it arises.

An Avenger could have a multitude of reasons for
allying with a monster on a temporary or even perma-
nent basis. The reasons discussed above are certainly
the most common, if not always the most compelling.
In truth, if given a choice between killing a zombie
immediately or recruiting it to help kill something
worse, some Avengers would certainly choose the
latter. Sometimes, the devil you know is better than
the devil you don't.

Not all Avengers take kindly to other imbued whao
are willing to consort with monsters, especially ones
who ally with the enemy on a regular basis. It's far too




easy to fall under their “corrupting” influence and lose
track of the reason for the imbuing. Avengers who feel
strongly about such things refer to imbued who deal
with monsters as “traitors” or worse. Few Avengers
would discuss their amicable experiences with mon-
sters for that reason alone.
Derences

Defenders act out of aneed to protect something
— whether family, friends or a locale. Somertimes,
those chargeh‘ happen to be monsters. Pmtecring
monsters from what they bring upon themselves is
seen as a dangerous mistake among many imbued.
Creatures — even those that also happen to be
loved ones — can rturn on anyone. A Defender plays
with fire to place her trust in such beings. Or, so
more militant imbued would insist: Monsters are as
monsters do. Thoughtful Defenders point out that
imbued are likewise capable of turning on their own.
Standing up for something is always risky, they say,
especially for hunters.

Some creatures have goals that are compatible
with the Defender perspective. For instance, some
ghosts stay behind to guard something or someone of
value to them. Some vampires covertly watch over
and occasionally protect their mortal descendants,
How does a Defender deal with the ghost of his

grandfather, whom he's discovered has protected the
family for two generations! Eliminating someone or
something that is not a threat and is sometimes a
great help can be hard ro justify. Alternatively, learn-
ing that her 80-something grandfather has been a
vampire for 50 years may not be comforting to the
Defender, but does that mean the bloodsucking octo-
genarian should be destroyed? If the grandfather is
trying to atone for past crimes or simply ro protect his
family out of a sense of obligation, the Defender who
wants to kill him simply for being one of the undead
faces a tough choice. The fact that, despite Grampa's
good intentions, he must drink blood to survive is
sure to factor strongly into the Defender’s decision.
Innocenrs

Most imbued who think in stereotypical terms
probably believe that any given Innocent is just looking
for a chance to make peace with monsters and “try to
get along.” This notion falls far short of the truth.
What an Innocent is likely to do is to try to look at
monsters as more than a set of fangs, scary powers and
B.O. from the grave. An Innocent wants to know what
she's dealing with before she decides that it needs ro
die. Some monsters, she finds, do need killing, but she
doesn't want to make that decision without knowing
why it’s necessary.

An Innocent in doubt about a monster's deserved
fate could very easily end up associating with the

monster to “get to know him."” Such a relationship can
be productive through helping the Innocent and her
fellows by diminishing their ignorance about the su-
pernatural — maybe. Of course, the hunt comes into it
at some point —an imbued of the Innocent's acquain-
tance targets her newfound friend, or she discovers
that a creature's humane exterior covers awful depths.
Perhaps the Innocent hopes to use her relationship ro
show the monster that a “berter way" exists, through
example if nothing else.

One possibility is that the Innocent sees the mon-
ster caught in the wheels of another’s plots and tries to
show him that he doesn’t have to participate — and
that he can, in fact, help prevent those plots. Many a
powerful rot has weaker pawns who do much of his
work for him. Convincing the pawns to turn against
their former master is certainly a valid hunting tactic

as long as the hunter doesn't grow too sympathetic
with the monsters.
Junces

A Judge is careful on the hunt — he has to be. His
mistakes often can’t be undone. If he kills an undesery-
ing creature, he can't bring her back. Few monsters can
be considered “harmless” in most senses of the word,
but what if she's not harmful enowgh? Sometimes, a
Judge has to choose between two or more evils, and
when it comes right down to it, letting the lesser evil
survive is often the best choice. The hunt itself prob-
ably definesany relationshipa Judge has with a monster,
assuming something else (like love or an old friend-
ship) doesn’t complicate matters.

Judges are less likely to give a monster the benefit
of the doubt the way an Innocent might. No matter
how well he knows a monster or for how long, the fact
that she’s a monster is his primary concern. If she
works with the Judge today, that doesn’t mean she
won't betray him tomorrow. Worse, he might betray
a creature only to learn afterward that she was his
staunchest ally.

Judges hate ro second-guess themselves, and work-
ing with the enemy can feel like wandering a maze
while blindfolded. Every night that a Judge lets that
one monster go is a night that monster can do things
that warrant its destruction. And the Judge feels re-
sponsible because he didn’t acrsooner. Of course, if the
monster hasn't done anything, who's to say that she
will in the future! Can you punish someone — even
the undead — for crimes she hasn't commirred!?
Magvyes

A Martyr's relationship with monsters can be
confusing for imbued who don't share her perspec-
tive. The Martyr’s willingness to sacrifice to help
others can lead her into interactions with monsters
that don't involve the application of holy water,




stakes or incendiary edges. If she feels it necessary,
she'll do anything to help anyone, even a monster.
This drive may stem from a need to set an example
— to show people and monsters that there are
better ways to do things. A Martyr may make
sacrifices especially if a monster benefits, since her
existence since the imbuing is unavoidably inter-
twined with those of the monsters around her.
Would she be willing to offer her own blood to a
vampire so he need not stalk and assault others for
their blood? Of course, if she makes the offer she
probably does so in exchange for the vampire's
assistance in the hunt.

A Martyr is not naive enough to believe that any
monster has her best interests at heart, but she under-
stands that one must often suffer for even the smallest
of victories. And a monster who works with you is one
fewer monster working against you.

Redezmens

Arguably, a Redeemer is all about working with
monsters, at least in a way. It's not that he wants to
befriend every ghost, rot or zombie that comes his way.
Or that he believes the best about them. Rather, the
Redeemer is willing to look at monsters as individuals
who were once human and consider them on those
terms. A monster who seeks salvation or tries to rise
above his condition can possibly find a sympathetic
ear in a Redeemer. The pardoner, for his part, may see
it as similar to helping a terminal patient accept her
condition, or he might even think he can help a
monster regain her lost humanity. Afterall, characters
in Hunter really don't know much about what they're
called upon to face, or the likelihood of any particular
tactic working or failing.

Yistonarics

Visionaries try to understand what’s happening
— who chose them, why are actions necessary, and
do the imbued act without sufficient forethought? A
Visionary might decide thar monsters warrant greater
understanding, and how better ro understand them
than to get to know one! Of course, no single
monster is representative, but if even one still re-
rains enough of his former humanity for others to
see, how many others also do? Is it right to kill all
creatures if some show signs of being other than
simply monstrous?

Also, through understanding monsters, one might
possibly understand the imbued. At least some mon-
sters were once human, but through some action
(death, conversion) they've been altered supernatu-
rally. The imbued are human, but through some
action (the Messengers), they too have gained other-
ness. Certainly, despite their powers, most hunters
are sure to think, “We're still the same people we were

before the world changed, right?” Still, just how thick
is the division between imbued and monster! Be
careful — a hunter who follows that line of question-
ing too far may end up undermining her own belief in
the hunt and herself.

Fattour

When the imbued make alliances with the enemy,
the consequences are often not pretty. Other imbued
probably won't care about or understand the reasons
for any bond, and they may decide to kill an errant
imbued along with her supernatural friend(s). Thus,
many imbued keep any friendly interaction they have
with monsters to themselves. Among some like-minded
hunters, it's more acceptable to discuss the macter (if
only in theoretical terms), but even among Redeemers
it's not hard o find individuals who are opposed toany
traffic with the supernatural.

Things can get very ugly very quickly when a
hunter has to choose between another imbued and a
close friend who happens to be dead. Even worse if
the imbued is also a friend, as well as an ally. If the
monster happens to be crucial to dealing with even
worse monsters, another hunter's effort to kill an
important, inhuman ally can force an imbued to the
unthinkable: Killing one of his own. Certainly, it
might be possible to simply restrain her in some way
(drug her, lock her up), but with some edges, nonle-
thal countermeasures are unlikely to work. If it's
Convince her that what she's doing may damage the cause
of the imbued (whatever that is...), or she attacks right
now and the time for talk is over, what happens next!
Murder is the worst of several very bad options, but it
may also be the only one.

Even if a character manages to resolve the im-
mediate situation without killing a fellow hunter,
what does he do if his erstwhile fellow shares news of
his association with monsters on hunter-net!

[s it better to kill the monster and preserve a
reputation or kill the reputation and preserve a
monster! What about conscience? An alliance with
monsters is likely to turn out badly no matter how
it’s handled. Regardless of the outcome, working
through interactions can lead to powerful and inter-
esting roleplaying. It’s easy to put down a monster
uncaringly if it lacks a human face or has only a false
one. Once creatures are seen to possess personalities
and goals that are comprehensible to a human, it’s
harder to act without consideration — or, after the
fact, remorse.

Yug Yruv Is our T Here

This last point about relations with the enemy
is nevertheless the most important one: Never tell
rthem what you are. This area is one in which the
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imbued are strongly encouraged to learn from the
other side's tricks. The general populace is un-
aware of the existence of rots, ghosts, vampires,
werewolves, witches and whatever the hell else
dwells in the shadows. This lack of knowledge
endures for a very good reason — monsters hide.
Theyexpend a great deal of effort keeping the rruth
out of the world’s perceprion.

This wisdom works both ways. No matter how
much a character likes or trusts his vampire buddy, he
should never reveal whart he is to his ally. Even the
newest vampire who learns about the existence of a
growing number of humans with unusual abilities
that can ferret out monsters probably will take that

Nove o Svorvreteers: Tue Ovaer Sie
Secrecy goes both ways. Just because a vam-
pire has found an understanding friend in a hunter
doesn't mean that he'll reveal all the details of his
existence to her, or that of the greater “society” of
vampires. Just as a hunter's revelation can bring
unwanted attention from vampires, a vampire's
indiscretion could bring unwanted attention from
hunters — or worse, the general mortal populace.
Admittedly, most monsters won't survive to see
the fallout from their mistakes — their respective
societies have draconian rules enforced without
exception against revelation to beings “outside
the club.”
A large part of Hunter’s mood centers on the
| fact that the characters are uninformed about what
they're dealing with. They don’t necessarily know
that there's a distinction between rots and vam-
pires, or that silver bullets won't kill the undead.
I Even less chance exists that they know about such
things as the Technocracy or the Camarilla. When
characters deal with monsters, keep supernatural
infrastructures shrouded in mystery. Warp and
| twist them out of shape until they barely resemble
| what any player can find in Vampire or Mage, and
be stingy with every clue or nugget of information.
When revealing the enemy's secrets to charac-
ters, be careful and be crafty. Much of it can be false
or simply incomprehensible, depending upon con-
text. After all, a vampire is likely to encourage
mortals to believe that ineffective measures will
work. So much the better if things go sour. On the
other hand, don't contradict what is knoun to be
true. If characters discover for a fact that vampires
in their game don't really burn up in the sun, don't
hinge a vampire's defeat upon that weakness.
Play fair, but don't let the characters learn too
much or learn what they do get too quickly.

information to his elders. The existence of the im-
bued embodies everything the supernatural hopes to
avoid. One careless word can ger a hunter into more
trouble than he could possibly imagine. Worse, how
long will his Conviction stand up to continuous,
prolonged probing at the hands of curious
supernaturals! What if they resort to torture to ger
what they want!

Information dropped carelessly can and will move
among monsters, spreading faster than anyone might
expect. Loose lips can and probably will endanger all
of the imbued eventually. The war becomes much
harder once the enemy knows what to look for and
where. Talking too much is literally a martter of life
and death. Don’t reveal anything about the imbued
to the enemy. Ever.

Crieoren s Huwr ers

“Let me our!”

The tiny whimper matched the half-hearted punches
Georgia threw against the kitchen cupboard doors. The
little girl pushed aside the cans of food sticking into her body,
but doing so inside the cramped cuphoard didn’t accomplish
much. Pounding her fists against the doors once more didn’t
do anything; a sturdy pair of tongs had been slid through the
cupboard door handles, effectively barring shut the little
compartment.

The odd weman who had locked Georgia inside the
cupboard ranted as she rifled through shelves and drawers
in search of some hidden item. Eric and Mary, Georgia’s
parents, had nawrally objected to admitting a stranger
armed awith a sickle into their home. They lay dead on the
floor. Georgia didn't know this yet.

Georgia's brother Henry did know, however, as he
crouched in hiding behind the kitchen door. The oven was
still on, a yoast burning inside it. Pushing his back against
the door, Henry wiped his eyes of the tears blinding him.
Mom and Dad were dead. If he didn't do something,
Georgia might be next.

Henry fought through his faint-heartedness and slowly
rose to his feet. Pulling the hood of his jacket over his head,,
he calmly walked past the strange woman , who saw him but
didn’t pay him any attention. She continued to look for
whatever it was she sought. Standing on his tiproes, Henry
whispered to Georgia, “Get away from the doors.” Shedid.
Henry grabbed a spray can of cooking oil from the counter
and opened the oven door.

The can rattled inside the oven as Henry dove from
the kitchen.

Some children spend their days lost in daydreams
of brave knights who battle fearsome beasts. But for
others, that daydream is all too real. The brave knight
never watches his friends torn down while he’s helpless
to prevent it. A doorman doesn't stop the brave knight




as he chases a monster, And, at the very least, the brave
knighr gets to grow up before he faces the grand villain.
Not so the hunter.

The demographics of hunters are almost impos-
sible to assay, due to the relatively small number of
imbued and their dislocated formation. Hunter-net
roll calls aside, hunters have no capacity whatsoever to
understand how the hunt is going, or who exactly ison
their side. Hunter-net itself gives the impression of
there being no preteen hunters at all. [f any posters are
children, they have yet to come forward and say so.

But the Messengers aren’t ageist. Anyone, adult
or otherwise, who would make a good hunter — for
reasons even the imbued themselves don’t compre-
hend — can receive the call. After all, children
perhaps epitomize the hunter condition better than
any other group. When hunters discuss the feelings of
powerlessness, of never being taken seriously, and of
never quite understanding everything around them,
they would do well to stop and consider the position
of a child, who must deal with these feelings even in
normal life.

Playing a child can be a challenging experience
that both stresses the acting ability to portray a differ-
ent mindset and the gaming ability to find solutions ro
problems within a smaller and less capable body.
Children can come to the hunt without the prejudices
that can accompany maturation. They can show amaz-
ing sympathy to a monster, or they can shock with
their meanness. The facr that they can be imbued
betrays a startling impartialitcy — some might say
callousness — on the part of the Messengers in their
quest for champions.

Children, in other words, make great story fodder.

Rovanyaces anD DisaDvenvaces
of Critdren Hunyers

So, why would the Messengers choose a child as
a hunter? Surely a child is a disadvantage in the hunt.
After all, they are physically smaller and weaker, the
proverbial victims of confectionery thievery. Often
they are less coordinated, and most of the weapons of
the hunt are designed for people much larger than
most children are; achild firing even a small handgun
is going to be thrown backward by recoil, assuming
that she can even gert a finger around the trigger! In
addition, kids are often denied access to “adult”
locations such as bars and clubs (and certain amuse-
ment park rides), and in many cases, they have
knowledge-based limitations (such as literacy). Why
waste effort imbuinga child when an adult can clearly
serve your purposes so much betrer?

The answer is simple: Because an adult often
doesn't — or can't — serve the Messengers' purposes

CHAPYER5: MAKE YOUR OWRFAYE

any better. If a child is exceptional, and often excep-
tional in ways adults tend to miss (such as being
open-minded, or brave or curious), then the Messen-
gers recruit such a child for those reasons. And even
average children possess a number of advantages over
adults in the hunt, such as:

® Plausible Deniability: The police barge into a
room, which is empty save for one dead man and the
hunter. No obvious weapons are present. If the hunter
is an adult, he's still probably going to jail. But if the
hunter is a child, she gets off scot-free, because no one
can believe the child is capable of commirting the
crime. Often, this blindness extends even to monsters.
Who do they worry about more, a nervous looking
adult who might be concealing a weapon or a child?

e Edges serve as an Equalizer: A child's Cleave is
exactly the same as an adult’s. Even if they have less
physical force to put behind it, the Messengers provide
the same amount of extra “oomph” to make that swing
worthwhile. Also, a child is more likely to use his edges
on a regular basis. Kids learn that they can do new stuff
all the time. An edge is just one more new thing. An
adult, by contrast, yells “Holy shit!” and gets scared of
using it.

o Children are not Moral Philosophers: An adult
might “Hmmm" and “Hahhhh” over whether it's right
or wrong to kill (or heal, or whatever) a monster.
Waorse yet, they may suffer such nagging doubts right
before they get the chance ro act, which can prove
fatal. Children, as a general rule, don't. Children see
the world from only one perspective (their own), and
they make judgments from there. That doesn't mean
they never hesitate, but if they do it will be because of
fear, not because of doubt. Given a simple command
with a presence of authority, a child berween ages of 8
and 11 will often commit even amazingly heinous acts
wirhout question.

Cried Hunvers ey ViR ue
Lzt

Zeal seems to be the most common primary
Virtue among children. Zealots aren’t necessarily
simple, but actions that stem from Zeal are com-
posed along simpler lines than those of Mercy or
Vision. Likewise, children are not necessarily simple,
but they do tend to take things at face value more
than adults do. In particular, Defenders are exceed-
ingly common among children, who often have
strong protective instincts against threats to their
family or friends. Avengers and Judges are slightly
less common (especially Judges), but both are as
common as they are with adults.

A child Zealot must be careful. Disadvantages of
size and capability limit their ability to directly

=
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destroy monsters, and so many find other ways to
take the hunt to the other side. Some attempt to
remove themselves from actual hunting, either by
tricking others to do it for them or by setring brutal
and deadly traps. Others find noncombative roles in
the hunt, using their low visibility to become scouts
and informants for other hunters. No matter which
path they take, child Zealots must find indirect
paths to their goal. Such plotting is often beyond
many youngsters, and mentors to help them hone
skills at hunting monsters are in predictably short
supply. The mortality rate among child Zealots is as
high as that for their adult counterparts.

Mecy

Unlike Zeal, Mercy isa concept that most children
do not immediately comprehend, but it's ironically
perhaps the one they are best suited to administer. The
many disadvantages a child has in the hunt are irrel-
evant to a mission of healing, and many child hunters
do take this road. Most of these children belong to the
Innocent creed.

The stereotype of the “innocent child” is riddled
with holes: Children are not automarically sweet;
many can be quite surprisingly violent; and the
barrage of information from modern society, their
vulnerability to abuse, and the paranoia induced by
overprotective parents can all make childhood
naiveté fleeting. Nonetheless, the Innocent srance
toward monsters lacks many of the ingrained as-
sumptions the other creeds possess, and children are
likely to see a monster simply as a monster — rather
like seeing a tiger as a big cat — with no moral
judgments attached to that label. The Innocent
creed probably has a higher percentage of children
in its ranks than any other creed.

In contrast, Redeemers are rare among child
hunters. A Redeemer begins by seeing a monster as
flawed and as needing to be healed. Although chil-
dren can possess strong caring instinets, few children
see something and immediately assume it should be
changed. Those youthful Redeemers who do exist are
often brought up with very strong standards of right
and wrong that presume violence is always unaccept-
able. In these cases, redemption will most likely have
to be on the child’s terms, which may be hard to
fulfill. Even less common are Martyrs, although the
few that exist are case studies in horrific childhoods.
A very potent mix of abuse and alienation is required
to create at a young age the kind of self-loathing that
Martyrs possess.

Children who follow Mercy are often less at risk
than Zealots. Children are expected by stereotype to
fall into the less threatening role, and a monster is less
likely to be spooked by a child walking calmly toward
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it than it is by an adult. If a monster does suddenly
hecome violent when a child is near, however, that
child probably ends up dead. The wise children of
Mercy make regular use of telephones and the Internet
for their work, thus protecting themselves and possibly
creating a false status of age for themselves.
Yision

Followers of Vision are the rarest among hunters as
awhole, butamongchildren they are about as common
as those of Mercy. Child Visionaries are perhaps only
slightly less rare than Defenders and Innocents. Not
only do children come to the hunt with original ideas
and no preconceptions, but a few simply do not under-
stand that monsters are to be feared. Thus, they exhibit
an unmatched curiosity about such unusual creatures.
Such children are rare (most children are still terrified
by the sight of the walking dead), but a remarkable
number of those who do so become imbued.

Cinieoney AN Lzaxming

Children rend to be quick learners, mostly as
a function of having so much to explore and
discover. Learning (at all ages) occurs in three
ways: adaptation, assimilation and accommoda-
tion. Adaptation isthe process of changing (either
physically or by changing your perspective of)
the environment around you. After observing
the effects of this change, you either assimilate
those effects into what you already know or you
change your understanding of the world to ac-
commodate it.

For example: Trapped in the dining room of
his home, Larry desperately grabs a piece of
silverware and throws it at the wolf-man, who
screams in pain, Seeing this reaction, Larry
hurls a few more knives (adapting to his envi-
ronment) and is rewarded with the sight of the
wolf-man finally fleeing, thus giving rise to his
belief that half-men are hurt by silverware. Later,
when facing a similar lizard-man, Larry tries the
same strategy, only to find that it only makes the
lizard-man angry. Assuming Larry survives the
latter encounter, he now has to change his
theory to accommodate this new evidence. In
contrast, when he throws silver jewelry at an-
other wolf-man and discovers it works, too, he
assimilates this new knowledge and further §
modifies his old theory.

To rake this back to roleplaying, try to have
your child character explore his world in the same
way. Children apply old solutions to new prob-
lems, then quickly change those ways of thinking
to accommodate new information.




The other paths of Vision are profoundly rare
among hunters, and this is true of child hunters as well.
Although little can be said about either Wayward or
Hermit children as a rule (as you can probably count
them, combined, on one hand) a few observations
make sense. Wayward children tend to be categorized
very differently than adults: Actions that can earn an
adult the label “psychotic” get a child treated for
attention deficit disorder. Hermit children are un-
likely to flee humanity entirely, as they don't have the
wherewithal necessary to do so. Instead, they become
recluses within their homes, rarely speaking even
when spoken to, hiding behind parents in public, and
retreating into their bedrooms whenever possible.
Even a child’s parents might mistake such behavior as
being nothing more than signs of intense (perhaps
worrisomely so) shyness.

Child Visionaries follow their path as much as any
other Visionary does: by their own rules. An odd
preoccupation for many child Visionaries is not “What
are monsters?” but “What do monsters do?" Children
spend much less time wondering what things are (a
monster is just that, a monster), but do spend much
time wondering what things do. Why are there mon-
sters! What is their role in the world? These are the
questions children of Vision ask.

How & Chicd T iwks (awp Y 1ps For Prayime Oxe)

Children think differently than adults. Theirsenses
are different, and they perceive the world in vastly
different ways from how an older person does, or even
other children of different ages do. Jean Piager, a child
psychologist, looked particularly at the issues of cogni-
tion among children. He found that children’s mental
development moved through four distinct stages: Sen-
sory-Motor stage (0-2), Preoperational stage (2-7),
Concrete Operational stage (8-11) and Formal Opera-
tional stage (11-16). As it's unlikely anyone reading
thiswill have a burning desire to play ahunter less than
two years old, we'll concentrate on Preoperational
stage and beyond.

Preorerayionat Stace (2-7)

Parents often yell in despair at their children, “You
think the world revolves around you, don't you?” For
a child in the preoperational stage, this is figuratively
true, at least in their eves. Children in this stage are
egocentric, which doesn’t mean that they're necessar-
ily selfish (although they can be) but merely that they
cannot comprehend the world from another person’s
perspective. To a child at this stage, the entire world
thinks like he does. Why wouldn'r it?

This does not mean, however, that the preopera-
tional child isn't interested in things other than
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himself. Rather, children at this stage are often alarm-
ingly curious to the point of self-endangerment. But
a child sees these things from his point of view only.
If he sees something new, his first reaction is to make
up an explanation for it, rather than seek out some-
one else who might understand it. Even things that
would scare an adult with their sheer wrongness, such
as monsters or the Messengers, don't faze a child of,
say, age five because he’s barely had time to codify
what is right in the first place. Furthermore, a child at
this stage does not yet understand the relationships
between similar objects or passages, even in situa-
tions that seem obvious to an adult. If a five-year-old
child is told it takes 15 minutes to reach his hunter
group'’s bunker, he doesn’t realize that it also rakes 15
minutes to get back.

Children at this stage also often have difficulty
with complex symbols and figures. They tend to
concentrate on certain features to the exclusion of
athers. For example, if a young child attempts to
draw a square, she often ends up drawing a circle.
Concentrating on drawing an enclosed object, he
forgets about angles. Curiously enough, imbued chil-
dren this age do not seem to have such problems
when making hunter code markings. Equally curi-
ous is the fact thar an imbued child who might
confuse a circle with an oval has no trouble distin-
guishing berween the hunter code emblems for
“imbued"” and “protectred,” despite the signs’similar-
ity to each other.

Other difficulties during this stage include un-
dersranding of numbers, distance and time. A child
may see an approaching car up the road but still
begin crossing because he doesn’t yet comprehend
that the car will not always be at its current location,
Similarly, a child doesn't yet have an understanding
of mathematical conservation: He can watch a par-
ent cut a sausage into pieces yet be convinced he
now has more on his plate, because the tood scems
to take up more space.

Roleplaying Tips: When playing a child at this
stage, keep your curiosity in high gear. While chil-
dren may be shy, outgoing, reserved or extroverted,
all display strong interest in their surroundings.
Watch a child who clings to his mother's skirt.
Unless he is approached, his gaze shifts about con-
stantly. You may also be very confident. Not only do
children see things in a very egocentric manner,
they understand rules in a very egocentric fashion.
You do what you do because it's good to do it, and
everyone clse should do what you do because it's
good to do ir, too!

With regard to the hunt, extreme violence is
often one more thing for your character to be curious

about. The connections between action and reac-
tion, between act and consequence, are not yet
made in your mind. An imbued first-grader's initial
success in using Cleave against a monster mighr lead
the child to try re-creating the effect on a bullying
classmate. And unless another hunter (A reacher?
A sitrer! A relative?) instructs you about the impor-
tance of secrecy, you're likely to be considered...
imaginative, at the very least. But most preopera-
tional children are viewed as having a problem with
the rruth — separating it from lies, their own and
those of others; distinguishing between memories
and dreams; and so on. If you're lucky, most people
think your elaborate tales about “running from the
dead people” refer to some childish game.

Conerex e Orzravionat Svace (8-1i)

In many respects, the so-called “dream world”
in which children are supposed to live involves a
lack of understanding of symbols. For example,
while a young child might be able to recite num-
bers, she doesn’t yet understand that numbers are
merely symbols for groupings or orderings of ob-
jects. The concrete operarional stage child is
beginning to grasp the symbnls that sh:lpe our
understanding of the world, and is moving toward
an adult comprehension of reality.

Children at this age begin to develop the ability to
internalize their actions. For example, although a
preoperational child might be able to memorize the
path from his house to the cinemaplex (or the monster’s
hideout), he would never be able to describe it later.
He needs to be there, using the physical evidence of
the path to find his way. The older child, in contrast,
can think through the path in his head or draw a map
of how to get there. That said, the younger child
remains bound to the thinking of still solid, real situ-
ations. More abstract thinking eludes the concrete
operational child, such as discussing ways to get to the
movie thearer faster.

A more balanced understanding of objects and
numbers also emerges in this stage. If you cut up a
sausage on the concrete operational child'’s plate, she
recognizes that it's still just one sausage. Likewise, she
is able to categorize objects, and even sort them ac-
cording to physical characteristics. (“These monsters
had the most rorting flesh, and these ones had a little
less, but those ones we saw in the woods didn't have
any at all.”)

Perhaps the main difference in the way this child
thinks, as opposed to adults, is a certain rigidity in
thinking. Although a child at this stage can note thar
flames seem ro work really well against rots and even
consider why, she doesn’t begin to pnnd::r what other
tricks would work well based on that knowledge.




Morally, her attitude is similar. Although she no
longer operates on a completely id-driven, egocen-
tric moral code and follows rules set by others (such
as adults), she does not begin to consider why those
rules are set or to judge whether they are fair. Among
children, more Judges are imbued at this stage of
development than at any other.

Roleplaying Tips: Children at this stage remain
just as egocentric as any younger child, so show it in
your actions and motives. You may well understand
that a friend is sad and you try to help him, but it
doesn’t occur to you to consider why he's sad. You
slowly develop an understanding of duties, responsi-
bilities and teamwork, but you've yet to consider the
reasons for their existence. When in doubrt, take things
utterly literally.

A child’s response to the imbuing at this age can be
almost surreal. The Messengers’ fondness for crypric
slogans can clash with a child's over-literal take on
them to produce unusual results. Moral shadings can
produce extreme emotional dissonance at this stage.
You may see monsters as inherently “bad,” so one
hunter's persecuting another (or you) for some less-
than-respectful-of-public-safety method of stopping a
creature could provoke in you anything from confused
aggression to a temporary derangemcnt.

Formac Orenavionat Srace (2-16)

By this stage, a child’s thinking is structurally
little different than that of an adult. The ability to
rationally weigh physical evidence is extended to
judging thoughts and other reasoning. A child at this
age can argue someone's logic rather than their evi-
dence. Time and space become fully meaningful
concepts. Morality becomes more similar to an adult’s,
rules exist for a purpose and they can he broken in
cerrain circumstances.

None of which is to say that the child is sud-
denly on par with any adult. Children at this stage
still learn new things every day, and they are still
short on life experience. The systems by which a
teen processes new information are now fixed for
the rest of his life, however.

Children at this age develop the ability to picture
the world through another person’s eyes. As a result,
children who were imbued ar younger ages often gain
a profound sadness as they finally begin to see what
they’ve missed in pursuing the hunt. Depression is a
strong and active enemy in this situation,

Roleplaying Tips: Resist the urge to become a
“little adult” ar this stage. You're an adult intellectu-
ally, but you're still as vulnerable as any child
emotionally — confused by those older than you,
trying to make the logical leaps to fill the holes in your
knowledge, and now coming to grips with developing

sexuality — especially early in the age band. You're
entering adolescence, with all its confusion, idealism
and constant change. Whereas on the intellectual
front, the concrete operational stage is a child's tran-
sitional period, thisstage is the social transition. Adults
begin to burden you with adult responsibilities yet
continue to grant you the respect of a child — limired
— which is always an infuriating situation.

The fact that imbuings began relatively recently
means that no one has had a chance to grow up with the
hunt— whose numerous dangers mean that few youth-
ful hunters survive to grow up. If you are one of those
exceptions, keep in mind that normal teens contend
daily with feelings of envy, inadequacy, inexplicable
desire and exaggerated agony. You deal with all that
and a brutal secret life. What keeps you doing it? What
sort of future do you hope for? What's your family like,
and do they know? If so, how do they help and hinder
you! (As normal people close to an imbued person,
they're likely ro do both.) And if you haven't run away
from home yet, what's stopping you!

Respond to the new responsibilities you experi-
ence with a childlike attitude and you nail it.

Currnever Creavion

The only thing that should be different with your
child-character's creation as opposed to an adult’s is
where the dots go. Remember, children are ascomplex
as any adult — perhaps even more so. Go over your
origins and history as strongly as with any other char-
acter. [f anything, be more focused on your origins than
you would be with an adult. After all, you have o pack
as many interesting hooks as you can into your charac-
ter with a far shorter history.

Also, remember who the main foci of a child’s life
are. In the vast majority of cases, a child’s parents are
the most important foci of her life. How does she feel
toward them? The relationship does not have 1o be a
simplistic or idyllic one; children can dislike their
parents strongly for reasons trivial (“My mom makes
me do lots of chores") or traumatic (“My dad is always
getting drunk and hitting me”). Yet, very few children
don't love their parents. Consider the position of
children: small, vulnerable and often confused by a
world designed for people bigger than they are. To
whom can they turn for protection? Other than their
parents, there are few answers. Do not neglect, how-
ever, to cover close friends, enemies, extended family,
siblings, teachers and the many other people your
character has to deal with on a regular basis. Like any
hunter, children do not exist in a vacuum. Show how
they relate to the world and how it relares to them.

Children between the ages of seven and 12 should
take the “Child" and “Short” flaw at character cre-
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ation, and most children under 14 should also have
both, although some pre-teens are as tall as any adult.

Children under six are tricky cases. The Story-
teller system doesn’t allow very well for characters
who are so profoundly below the adult average in
many ways. Even an adult with 1 Strength is more
powerful than are most children that young. They
are likely to know far, far less than most characters.
The differences are so vast that no Flaw could
accurately describe the gap. Hence, no Flaw exists
for children so young, although they should still
take the “Child" Flaw, as normal. In addition, sim-
ply accept the fact that your character is not as
strong as those around him.

Young children begin with a 4/4/3 split of

Attributes. Physical must be tertiary, and you do
not begin with an automatic point in either Strength
or Dexterity. If you have zero in either Attribute,
you are simply the proverbial victim of confection-
ery thievery and you may not attempt any rolls
with that Attribute.

Abilities are even more cramped. A young child
may be weak and may not think as quickly or as
comprehensively as an adult, but at least the natural
resources are there. A child who isn't a prodigy hasn't
even had a hope of learning anything at a functional
level, however. The most they can hope for is a few
simple tricks learned from parents or teachers. Thus,
children begin with only 5 points in Talents, 2 in Skills
and a piddling 1 point in Knowledges.

The Storyteller may also allow you to select 1
Skill and rwo Knowledges as being “familiar” to the
character. This oprional rule doesn’t purvey any me-
chanical benefits, but it shows a certain understanding
of a subject. A child may not have any paints in
Computer, but he does know how to turn one on and
boot up a game. Srorytellers should note this allow-
ance in their games.

Other areas are also limited, Children this young
have a mere 2 Background points, although the Story-
teller may allow a few points “by proxy,” such as having

a high Resources and rich parents. The money affects
your life, but you can't access it. Treat such Back-
ground pointsas character flavor, with no game effects,
similar to “familiar” Abilities.

Otherwise, you begin with standard Conviction,
Edges and Virtues, but only 1 Willpower point.

Finally, the Storyteller should account for your
character growing and developing. No systems are
given here, but as the years progress in-game (if
they do), the Storyteller should award a few At-
tribute points and occasionally an Ability point to
represent your character’s growth. Consider any
Attribute points not received at character creation
to be held “in reserve” and given to you at a later
date. The same also goes for outstanding Ability
and Willpower points.

Resotvimg A Cried Wivnin s Huwy er Group

It's obvious that a very young child hunter is not
going to be even a useful backup member in the field,
and even an “older” child is still small, weak and less
socially accepted than an adult hunter. So why would
adult hunters bother with young brethren?

Because despite the limitations of youth, the fact
remains that children are still imbued. That'’s signifi-
cant when you consider how rare the chosen are. No
hunter is in a position to pick and choose his compan-
ions. An extraset of hands is an extra set of hands, even
if they're small. Those hands can still do computer
research with the right instruction. Edges such as
Insinuate can still work over a telephone, and a child
can use them as effectively as anyone else can. With
such advantages, a youngster can handle liaisons with
(or espionage against) monsters for her friends. In
short, children might not leap straight into the fray,
but there's no reason why they can’t serve as excellent
home-front soldiers. The fact that the Messengers
have selected a child means that it's probably worth
spending the time to teach him or her to be helpful.

After all, when the Messengers do choose a child,
they must imbue her for a reason, right?




