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Homecoming

ust of the dead men get off the train when
it reaches South Sration. A few remain,
ar least in the car that I've been riding in.
[ can’t really vouch for what's going on in
the sleepers up and down the line, as |
Jdor’r think they're in the same place that
[ am.

Boston. Home, at least in the days when I was alive.

With a pocket tull of meaning, jingling oboli, I skip up
the steps into the avercast night. A wind is blowing in from
the nearby harbor, carrying a scent of Jead things and rot.
Then again, the tew Quick in the vicinity are probably pick-
ing up the same scents that | am. There aren’ many where [
stand, glancing left and right on the edge of the storted Fi-
nancial District, but a few blocks away the so-called Combat
Zone is a-bustle with prostitutes, johps, pimps and extremely
lost tourists. Ever since my death, I've hated cutting through
that part of town. The mark of Oblivion is just so strong on so
many of the faces [ see that it's unbearable. Is easter to skire
up and around, through the Financial District and across Bos-
ton Common and the Mublic Garden 1o ger where I'm going.

That way | see the oceastonal mugger and the more than oc-
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casional vagrant, but most of them look to be alive for an-
other hundred sunrises.

When you're dead, you take what you can get.

It isn’t much past 10 as | edge my way through the sag-
ving relics of swan boarts in the Public Garden. 1 can see a
wraith sitting on top of the oldest, an old woman wrapped in
gauzy gray scarves with a rag tied over her eyes. I'd seen her
on a few other trips and knew that she could see; she'd greered
mc by name with surprisingly pointed quesricns about my
wanderings the last rirne I'd been in town.,

“Erik."

I stop and leok up. She’s staring at me... well, she would
have been staring if she'd had eyes instead of a black and
bloody rag. “Yes? Is there anything [ can do for you!”

“Don't go back there, Erik. It’s a had place for you to-
night. I'm secing your future right now, boy, and ir's full of
shadows.” She hops down off the swan boat and stumps right
up to me, and somehow, all [ can think is that her breath is
terrible. You'd think death would clear up that sort of thing,
“I know the deal you cut on that train, boy. Tt stinks. Could
smell it clear from South Station.”
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I've long since given up trying to lie to Oracles. [t doesn't
pay, and they have a way of making Fate bite you on the ass if
you piss them off. So [ shrug and gently push her away with
my good hand — the one without the steel spines in it — and
back off a few steps. “Look, it’s no big thing. | got out of that
puker game with my skinmask intact and a few new oholi,
and we still had a few hours of travel time left. The four of us
playing poker got to talking, and all that went down was that
Chillheart—"

“Coldheart.”

“Whatever. Coldheart agreed to check to see if the woman
I've been looking tor had been Harrowed lately if I'd just go
back to my original Haunt. P'd been planning on stopping in
anyway, so what's the hig Jeal?”

She waddles up to me, looking like a mummified duck.
The image is comical, and | can hear the other Erik whisper-
ing Co ahead. Have a good chuckle. Sure she's got a sensa hu-
I tell him to go screw, but it's still hard to keep a
straight face as she stomps over.

THOT. ...

“Listen, Erik, I'll warn you three times ‘cos you've got a
goad hearr onyou, if not such a good head. This is two. Do-
ing what a Spectre asks you has never done nobody no good
na how no way no when.”
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“It's harmless. I'm just going home. Oh, and are you be-
ing intentionally rustic to make what you're relling me sound
more authentic, or do you just naturally slip inte down-home
dialect?

“Don't give me any of your lip. 've been sassed by bigger
than you and twice as ugly, though lookin' ar you thar ain’t as
easy as you might think. And here’s something for you ro think
about: what did Coldheart tell vour Shadow to do when you
got there, hmm? Hear you've been getting pretty good at lighe-
ing fires, boy. Want your Shadow to get twitchy at your big
Fetter? They've already had one ‘accident’ this spring back at
your precious little consulting firm. A kttle one, of course.
I’m sure you had nothing to do with it.”

Her tone is mocking by the end, and [ hate to admit it,
but part of me thinks thar she’s gor 2 good point. Coldheart
hadn't seemed too friendly before 1 pulled a straight flush on
the next-ro-last hand of the poker game. Why would he care
if [ went home, anyway!

She's making sense, you know. Suddenly, the orher Erik is
chiming in. Coldheart scaved the bejeezus vut of me, und that's
saying something. Why don’t we go to that bar down the end of the
Common, the one all the weirdos hang out in? It'’s early, vou'll
Skinride a nice buzz — it'll be a party.




Waitaminute. My other half warning me off? Interesting.
He could be trying a lirtle reverse psychology on me, or maybe
he just doesn’t want me to get that shot of home-cooked Pa-
thos that hirting my Haunt would bring. Some Slumber would
go down nicely right abour now, too.

On the other hand, if 1 do what the other Erik tells me, 1
go out, spend a few more Pathos and maybe step on a few
local toes. That means cither a fight or losing face, and either
way my Shadow gets his jollies. [ don't like this one bit.

“Third warning, Erik. You go in there, you'll regret it.”

I really think heading back to the office would be a bad idea.

“The woman you're looking for is long gone, Erik. You'te
not going to find her here”

She's vighe. This is really starting to worry me. Look, I'll even
lay off hassling vou for a few days if you just take her advice and
skedaddle .

“Last time I'm telling you, son. It's been foretold.”

Look, your old girifriend still lives around here. Why don't
you go Skinvide her, get sone cheap thrills?

That does it. Making my apologies, | back off, thank the
rag lady for her advice, and double-time it down Newbury
Street. | can hear her still shouting warnings as [ cross Berke-
ley Streer, but what I can hear more clearly is the other Erik.

[ LS

He’s saying, C'mon, man, this is insane. We don't want o
do this. Jesus Christ, Erik, you're going to get us both wasted.

I don't care. 1t’s not far to the old office from Berkeley,
and by now my rep has gotten big enough that the local toughs
leave me alone. The rest of the neighborhood wraiths just
fade back into their haunts when [ march past. They know
how { feel about them, how much I hate them for just peck-
ing vut of their windows and watching the Lepionnaires take
the woman [ loved 1o pieces. They know that [ hate them for
not trying to save her.

A few of the more intelligent ones have also figured out
that whatever loathing [ have for them, | have in spades for
myself. After all, [ didn’t try to save her, either. Those are the
wraiths who stay the furthest from me when Uin in rown.

The lights are on in the old office. Someonc’s working
late, probably the owner. Whatever else you could say abour
my former employer, he didn't push anyone any harder than
he pushed himself. It’s well past 10, but the pre-midnight uil
is blazing away. Goody for him, [ think. He's not on salary.

Gritting my phantom teeth, [ step through the door lead-
ing to the stairwell. Ghostly wings unfurl from my back and
carry me up to the fourth floor. I'd traded learning some basic
Argos for some Qutrage tips a while back, and the Phantom
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Wings stunt had come in very handy on more than one oceca-
sion. Before they've completely folded, I've stepped throuph
another door and into the office.

It looks the same to me as it did back in rhe first days of
my death. Oh, the nameplates on the desks have changed,
but the same magazines are strewn across the table in recep-
tion, and the same miasma of hatred, fear and self-loathing
still stews in the atmosphere. Even the map that gave me my
little souvenirs — the metal spines through my right hand —
still hangs in the same place on the wall, placid and malign. |
laugh, and fade through the door into Joel's office.

He’s working late, and he's not alone. His formaliry still
astonishes me, though — it's getting near 11, and he's still
wearing a tie. His hair's gone a little grayer, and it looks like
he’s put on a few pounds, but otherwise Joel locks much the
same as he did when | drew paychecks from him instead of
Pathos.

The computer at his desk is on, open to a spreadsheet
that has to be this month’s financial numbers. They're ap-
palling, and not because the company is in any kind of trouble.
What's insane is how well the firm is doing. The bottom line
has risen considerably since I shuffled off the mortal coil.

Bullshit. That's my dark half again. The numbers always
were this gnod. He lied to you when he said there was no momey
for a raise. He was keeping it for himself and laughing when vou
belicved his lies.

['ve got no response.

As 1 said, he’s not alone. His secretary is in there with
him, giving him {of all things) a neck rub. There'’s gor g0 he
something extracurricular going on here — fast | heard as a
living man Brigit was making less than her expenses, and Joel
wouldn't give her overtime hours. Either he’s rescinded that
little declaration, or there’s something else that's up. 1 don't
much care, to be honest. Brigit and [ had never gotten much
past some drunken necking at the Cock'n’Bull once, and jeal-

ousy just isn't on my agenda any more,

Faintly, in the background, I can hear Yanni on the of-
fice stereo system. The other Ertk starts digging up memories
of days when that damned CD would be in from 8 in the
morning until 7 at night, with me slaving away ar my Jesk
the whole time listening to the same thing over and over until
[ wanted just to scream and smash the CD player. We couldn'
change the CD), though. We weren't allowed. It was corpo-
rate policy.

I'm losing my calm.

Now Brigit's hands are sliding under his shoulders. Joel’s
making sarisfied little grunts as his hands move aver the key-
boards. He’s upping a clicnr price here, adjusting 4 payment
schedule there, changing a commission percentage over in
column J.

Oh, good, now even Brigit's gone over to the enemy. Remem-
ber the bitch sessions the twa of you used to have? I'll ber Jocl's




heard every word of those now. You're dead, why keep the confi-
dence?

Is tao much, [ back away.

Chickening out of watching a live woman give a live man a
backrih? God. vou were a prude when you were alive, but this is
something else. Just hop on in. Skinride. Brigit always gave you
good backrieths when you were breathing. Don't you want just one
more!

No, [ scream silently into my own head. No, I don’t want
one more, and no, [ don't want 1o see what's happenening heve,
and no, I do not want 1o be heve any more. We — I — am leav-
mg. | turn on my heel, prepare once again for the pain of
walking through a solid door.

He's paving vour replacement more than he paid you.

I'stop. [ can't move, can’t think. All 1 see is a curtain of
red, pure rage. The bastard. The absolute bastard. Then, sud-
Jenty, I'm sicting in the back of my head staring out through
the vther Erik’s prison bars.

Stcker, he says to me. All [ can do is howl.

Now we're going to take care of that prick once and for all,
wnd vou're going to help me do it. 1 try to fight, but not as hard
as [could, [ think. I don't know. Part of me wants te do this.

Brigit's hands are back on Joel's neck, strong fingers work-
ing along the vertebrae. “Yes, a little harder there...,” is what
[ think he’s mumbling.

I can feel my face righten in a smile. “A little harder,” [
can hear the other Erik say with my voice. And [ can fecl the
terrible, terrible pressure that my mind brings to hear with
Brigit’s fingers.

The snapping of Joel’s neck is alimost anticlimactic. One
minute he’s lolling forward, the next his tongue is lolling ob-
scenely as it swells out from under his thick moustache. Brigit
steps away from the corpse, staring at her hands with wide
blue eyes and screaming. | feel sorry for her.

Gatcha, the other Erik says, and suddenly 'm in control
again, [ feel sullied. I feel dirty. There's a far dead man in a
chair, and I'm responsible, and 1 find myself praying to God
that Joel goes straight to Oblivion so [ don’t have to face him
and tell him what ['ve done.

Disgusted with myself, | walk through the bookshelf and
the wall, back into the reception area. Brigit is on the phone
to the police, yammering hysterically and crying. She must
have left Joel's office while 1 was regaining control. It means
nothing to me.

Out of force of habit, I turn to the big hay window at the
office’s front. 1 used to see the woman | loved out thar win-
dow.

Tonight, I sce gray swaddled rags.







Everthing not forbidden is compulsory. Everything not com-

pulsary is forbidden.

— T.H. White, The Bock of Merlin

introduction

his book is intended as a companion to
Weraith: The Oblivion 2nd Edition. It has
Al a lirtle bit of everything in it: rules, crea-
tures, Storyteller help, a FAQ and a set-
ting/chronicle to give new players an in-
troduction to the world of Wraith. This
book is not a masterpiece of the gamer's
art: rather, it contains a few things to help make Wraith: The
Oblivion complcre. Enjoy.

¢ who dies with the most toys wins.
— Anon.

The greatest treasures of the Under-
world, Artifacts can be as varied as imagi-
nation allows and as dack us perversed
morals. Sought after by all wraiths, the
objects tisted below cover the gamur, from
weapons to protective devices and more, Most of these de-
vices are extraordinarily rare, and many wraiths will show no
hesitation about using violence to obtain them.
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Standard Artifacts
Styeian Steel Armor (level 3

Only a meager few within Stygia receive such a prize.
These highly ornare full suits of armor appear ceremonial,
but in reality are quite functional. Their desien falls some-
where berween the full plate mail dress of the romanticized
chivalric knights and the Roman aesthetic that emulated the
pertect proportions of the human figure, bur the important
fact is that most of the armored Legionnaire’s torso is pro-
rected. Stygian steel armor can absorb a full 10 levels of dam-
age before it is considered to be destroyed, and certain suits
have been known to amplify their wearers’ Arcanoi as well.

Nhudri's Erbrace (Variable Leve)

Built for one purpose alone, these Artifacts are the marks
of slavery that so many rebel against. These inky black chains
are infused with the means to inhibit a wraith’s Arcanoi in
order to prevent him from escaping. The lower grade chains
are equipped with mechanical locks that can be picked, while
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the more powerful chains are sealed with a secret password
spoken in thoughr alone.

Normally it is impossible for a chained wraith to use his
Arcanoi. To even attempt 1o Jo so, the prisoner muist roll Will-
power (difficulty 8} and achicve a minimum of two successes.
Nhudri’s Embrace is specially configured o resist the use of Araos;
the difficulty on any roll to use that Arcanos is 9.

Variations: The invisible manacle is one form of chain
used to bind people into servitude without timiting their
mobility. The manacles, once in place, vanish and can be
neither felt nor seen by anyone save the Theall himself, The
chain’s owner possesses an identical ser of manacies thar al-
low him to dictare the terms of the slave’s limited mobility
(e.g.,, he cannot venrure beyond a certain Jistance, or muse
return after a period of time). For every hour that the impris-
oned wraith breaks these rules, he is drained of one Corpus.

Bell of Summoning (Level 1 Soulsteel Artifact

The Bell of Summoning, brought over from the Jade
Empire, bears the appearance of a small Tibetan bell com-
plete with round-headed hammer. By touching this Arrifact,
one or more wraiths may invest as much Parhos as they wish




inter it. Afterward, whenever the bell is rung, its summons is
heard actoss the Shadowlands by those who have invested
Pathos into the deviee.

The Bell of Summoning is indiscriminate, in that it will
automatically spend one Pathos for cach person who empow-
ered it every time it is rung; it cannot call out to one wraith
specifically. Once all the Pathos from a wraith has been spent,
he will no longer hear the bell’s summons, no matter how
ureent they might be, The bell can be rung for one minute for
vach point of Pathos expended.

Seibbler's pen (Level 2 Soulteel Artifact

First created for the use of the Great Library's chief ar-
chivist, the Scribblers Pen allows a wraith to rranscribe the
words that uther would have remained entirely unvoiced. They
are the scribblings of Angst and Dassion given inky form and
shape upon parchment through the pen. The words written
are of liquid silver that never appears to Jdry, and which will
shimmer enticingly for crerniry.

For every hour spent using this pen, a player may transfer
one point of Dathos to the paper. Two hours” writing time will
enable a wraith to scribble down one peint of Temporary
Angst, In either case, the character who Jdoes this must be
very careful with where he hides these papers, for they are his

soul revealed. Should the papers be torn or otherwise Jam-
aged, all the emotions stored upon them, good ur bad, will tly
back into the character who wrote them down. This whirl-
wind rush of Pathos and/or Angst will render the wraith un-
conscious for as many turns as he spent hours writing with
the pen.

Some wraiths are known to use the pen to store Parhos
for later use, caching positive emaotions which can he recalled
by rercading the passages containing them ata later dare. With
this method, the words evaporate from the page as the Pathos
once again floods hack, but this time in a more controlled
manner. Nobody else can use the Pathos or Angst of another,
and any emotion stored rthrough use of the penis for the pen’s
wiclder alone.

Lving Chains (Level 3 Stygian Steel Artiact

These ebony chains are often mistaken for Nhudri®s Eim-
brace, but while Nhudri’s Embrace inhibits the ahiliries of a
wraith, Living Chains are meant to empower the user. Onee
activated, the chains leap up and embrace their user, coiling
around his form like a snake. The middle link of the chaim
embeds irself into the base of the wraith’s back, inflicting vne
Corpus Level of non-aggravated damage (which cannort be
healed until the chains are removed). The other lengths ot
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chain wrap themselves around the wraith's arms, resembling
great black serpents. At this poine, the chains are capable of
striking rargets up to 10 feet away at the mental command of
their wielder.

This weapon costs one Pathos to activate for the dura-
tion of a scenc. Living Chains are considered to be melee
weapons, and offer the user an additional three dice in com-
bat. They can cither inflict non-aggravated damage (Strength
+ 3 dice), or grapple the target (three successes on a Strength
roll, difficulty 6, to break free of them).

Stygian Wall Flies (Level 3 Soulsteel Artifact)

As mere works of souleraft, these mouse-sized flies would
draw many approving nods. Srygian Flies, however, are far
more than normal statuertes. They are messengers and spies
for those who own them. While they can fly and travel about,
cach insect must remain within the realm in which it origi-
nated (such as Stygia or the Shadowlands). It cannot cross
the Tempest or go into the Labyrinth. Still, within those limi-
tations, a Wall Fly can go just about anywhere and insinuate
itself into almost any surroundings.

By expending two Pathos, a Fly’s owner can see through
the eyes of her Artifact. For a third Pathos, she can speak
through the Fly, no matter how far away it might be. By spend-
ing a fourth point of Pathos, the wraith can also hear through
the Fly. All these effects last one hour before more Pathos is
needed to infuse this Artifact. Though quick and reliable, the
Stygtan Wall Fly is also easily damaged because of its delicate
construction. It is for this reason that Flies are primarily used
in safe areas or in cases of extreme emergency. Some Flies are
capable of instantaneously teleporting their owner to them,
as pet the Argos ® e e e arg Flicker.

Soulfre and Souled Weapons (Variable Level

Soulfire crystals are essentially batteries of Pathos, us-
able for everything from melting the Corpora of wraiths in
the forge to powering weapons to running relic jukeboxes.
Supposedly distilled by the Usurers’ Guild, the bloody red crys-
tals of soulfire can also be used to fuel relics and Artifacts so
that an item’s user need not invest Pathos every time he wishes
to use .

Ranging in size from tiny {one stored Pathos) to huge
{the size of an 18-wheeler’s engine block; 50 stored Pathos),
soulfire erystals are most often found in units about the size of
a soda can that hold 10 Pathos points. Relics designed to be
powered by soulfire crystals are generally created to receive
this size crystal, which is just plugged into the object’s shard
receptacle and allowed to power things up. Such items are
referred to as “souled.”

In the case of “souled” weapons, crystals can be affixed to
the grip or butt of a fircarm (by an Arrificer only). For each
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bullet fired, the weapon’s Pathos cost is drained from the crys-
tal. For items like relic shotguns, this can get expensive quickly,
so enterprising Artificers have come up with multiple crystal
mounts and other innovations allowing more than one bit of
soulfire to be in place at a time.

Note: Spectres are reputed to possess crystals filled with
Angst. Called bloodfire, these crystals glow the reddish-black
of an old, clotted bloodstain.

Soulfire Lantern (Level 2 Artifact

Most lanterns are designed to illuminate the unseen. This
Artifact, on the other hand, conceals the presence of its holder.
The lantern holds a soulfire shard with 10 Pathos at its cen-
ter. When the crystal is activated, a point of stored Pathos is
spent and the lantern, along with the bearer, fades from view,
becoming visible only as a bobbing, dim light. The lantern
reduces the difficulty of all Stealth rolls by - 2 as long as it is
lit, but it does take a wraith a turn to reacclimate to nermal
ligh after dousing the lantern’s glow.

Soulfire Mask {Level 2 Weapon)

Masks were developed by the Hierarchy in order to pro-
tect those of higher station. Sometimes, however, mere ano-
nymity is not enough protection. Unlike their common cous-
ins, these Stygian steel masks were designed for use by high-
ranking Hierarchy officials as weapons. Each of these grimac-
ing visages is infused with a soulfire gem that holds 10 points
of Pathos. Upon activation, the mask is capable of either spew-
ing ribbons of flame (Dextetity + Firearms, difficulry 6) that
inflict 4 + successes dice of damage for every point of Pachos
expended, or surrounding its wearer with a fiery nimbus that
can absorb two dice of physical damage for every peint of
Pathos available. The user dictates how much Pathos is spent
in this defense,

Masks (Level | Soulsteel Arifact]

Most masks are strictly functional and decorative, noth-
ing more. Made from polished soulsteel, they are iconic in
the extreme. Each is intended to represent an office, not an
individual, and as such they are forged (each from a single
traitor’s soul) in a highly representative style. Barghest train-
ers’ masks have a distinctly houndlike cast to them, while
Anacreons’ look like heraldic skulls. Somehow, masks {at least
official Hierarchy-forged ones) adjust to fit any wcearer not
marred by extensive Moliation.

While not innately powerful, masks do represent the au-
thority of the offices thart they represent. A wraith wearing
an Overlord’s mask, regardless of how tatty or disheveled her
appearance, will be accorded the respect due the office that
her mask indicates — no matter what. That is why mask theft
is a favorite sport of many Renegade groups — cven when the




thett of the mask is reported, a stolen Hierarch’s visage will
still serve to bluff most Centurions.

There is also 2 thriving trade in imitation masks, some of
which are very good replicas of the real thing. A good forgery
can grant the mask’s wearer entry into the heart of a Citadel,
but one that's not quite adequate insures that the intruder
never makes (1 out again.

Candelabra of Souls (Level 3 Artifact)

Made through some obscene application of the Usury
Arcanos, the Candelabra of Souls is as breathrakingly beauti-
ful as it is evil. Somehow bearing the appearance of beaten
brass, the branches of the Candelabra (there are nine, each
with a different number of arms) extend out as gracefully as
willow fronds. Each branch ends in a holder for a fat candle,
in which Moliated wraiths are meant to be set.

Normally soul-candles sit in their holders and add noth-
ing more than aesthetic appeal to the Candelabra. However,
when a soulfire crystal is touched to the tip of each candle
(and cach candle must be touched), the Corpora of the wraiths
thus imprisoned hegins to rransmute into raw, free-floating
Pathos. One point of Corpus per candle is transformed into
ambicnt Pathos per hour. This saturates the room in which

the Candelabra sits with the escaped Pathos, which can then
be relished by any passerby. With an effecr like this, it is no
wonder that a Candelabra is de rigeur at all of the finest Stygian
parties, and the only reason that there aren’t more of them
about is that the secret of their manufacture has been lost.

Note: The crafting of properly prepared candles is amar-
ter of some skill and delicacy, and only a rare tew Masquers
have the knack. As each candle is made from a single wraith,
it can be assumed that most candles will have between seven
and 10 Corpus levels to burn. These candles always tetch an
exorbirant price in oboli, but no owner of a Candelabra is
willing to be without a steady supply.

Star of the East {Level 2 Artifact

Imbued with a combination of Fatalism and Argos, the
Star of the Fast is either a baleful warning or a usetul guide,
depending on whorn one talks to. Looking like a star of palest
spun sugar, the Star of the East hovers around the head of its
owner in an eccentric arbit that can at times cause near-col-
lisions with buildings, other wraiths and whatever else is
nearby.

However, when activated by the investment of a poine
of Pathos, the Star immediately rises to a position 30 feet away
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from its owner in the direction of the greatest danger cur-
rently facing the wraith. If the danger is within 30 feet, the
Star hovers directly over the threar; otherwise, it maintains
its position as a constant compass of danger for one hour. At
the end of this time, the Star again lapses into its irregular
movement unless fed another point of Pathos.

Before the Star will function at all, however, it must be
attuned to its new owner through the investment of three
Pathos points and a point of Willpower. The wraith must also
hold the Star in his hand unceasingly for 24 hours, else the
attunement does not take and the Srar will flutter away to
seek a master with more perseverance.

A free-floating Star can be caught by a wraith who makes
a Dexterity + Achletics roll {difficulty 7) and a Strength check
(difficulty 8). A failure indicates that the Srar escapes; a borch
means the captor crushes his prize. A Star of the East has only
2 Corpus and cannot be repaired ance broken.

Redeyes (Level 2 Artifact)

A superb tool for marking a trail in the trackless Tem-
pest, Redeyes were sardonically named by a Legionnaire who
noted that from a distance, the twin red beacons were a dead
ringer for the eyes of the dreaded Spectre Coldheart. The face
that said soldier disappeared a scant three days later has been
remarked upon, but wisely not analyzed.

Just a pair of soulfire torches in relic glass spheres, Redeyes
burn with a strong light that can always be scen for a distance
of up to a mile through the glare and miasma of the Tempest,
Each set of Redeyes has enough power to last a full yeat, and
at least one set is carried by each Legionnaire on patrol in the
storm itself (as opposed to along a Byway). When relcased
into the Tempest, a set of Redeyes hovers in position without
drifting down to the Void until the soulfire crystals powering
its lanterns burn out. These items are particularly useful for
providing reference points for patrols in the Tempest, search
and rescue teams and other work details that wander far from
a Byway.

There is no Pathos cost for activating a set of Redeyes.

eMap (Level 3 Artifact

Navigating the Electron Highway can be a nasty busi-
ness, particularly for wraiths who are inexperienced with the
subtler manipulations of Inhabir. It is extremely casy for
wraiths to get hopelessly lost in the maze of circuits, ISON
lines, nodes and other components of the Internet. Without
proper guidance or a great deal of luck, it is quice possible for
a wraith navigating the Electron Highway to end up miles —
ot even hundreds of miles -— away from her intended desti-
nation.



For this reason, the Artificers’ Guild has created the
eMaps, single sheets of hammeted souls that somehow man-
age to map the entire Electron Highway, From a distance, an
eMap appears o be a shifting, shimmering gray-green piece
of parchment that folds exactly like an earthly road map.
When a wraith wishes to map a path aleng the Electron High-
way, however, the details of her vicinity instantly come into
sharp focus.

By expending a Pathos poing, then touching her finger
to both her starting point and destination on the eMap, the
wraith activates the Artifact. A glowing line indicating the
shortest path adong the circuirs and lines of the Net will draw
itself on the eMap. The wraith can then use the eMap to navi-
gate to her destination without any fear of becoming lost or
misdirected so long as she remains on the route laid out by
the L‘M‘dp.

Unfortunately, the eMap only provides the shortest roure
to the intended end of its owner's journey. It does not provide
the route that is necessarily the fastest, nor does it map out
the satest. Many wraiths counting on a guick and easy jour-
ney with an eMap’s help have found themselves splatrered all
over a virtual wall, as their guide didn't reveal that their short-
est toute went straight through a firewall.

ntant Nl {Level 2 Artifact

Very popular among Renegades, Legionnaires at isolated
outposts, and other wraiths who frequently have to make fast
getaways, Instant Nihils are equally useful for escape or at-
rack. Looking like glass bottles filled with inky black liquid,
lnstans Nihils are fragile and must be handled carefully lest
they break before their owners get a chance w use them. Once
A hottle is broken (say, by a fleeing wraith tossing an Instant
Nihil behind bim te discourage pursuit), a Nihil approximarely
dix feet across forms within a single turn. A wraith in close
pursuit of the Nihil-tosser may well fall into the Tempest un-
less she makes a Dexcerity + Athlecics roll {difficulty 7) to
avoid the newly opened gaping pit. Conversely, a cornered
wraith without Termpest Threshold (Argos *) might just wish
touse an Instant Nihil to provide an escape route for himself.

Otticialty, the Hierarchy frowns on the use of Instant
Nihits as they tend ro linger for days or even weeks. In addi-
ton, the use of an Instant Nihil seems to attract the atten-
tion of Shades. These Spectres gravitate toward any Instant
Nihil i their vicinity, which can be bad news for any wraith
who talls (or leaps) into one.

No one seems to know exactly how to make Instant
Nihils. However, they are popular items in the black markets
of many Necropoli, and most wraiths with at least Streetwise
e e know where to find a steady supply. Current rumor has it
thar Ferrymen make the things, though no one has yet ex-
platned why Ferrymen would do so.




 Relic
Avery's Sweets (Level | Relc

When Avery's Sweets burned down in the *50s, many
wraiths were astonished to discover thar his wares had en-
tered the Shadowlands, still resplendent in their original rain-
how-colored wrappers. Many younger wraiths scoff at the no-
tion of relic candy, but these minor items are never refused by
even the most cynical Lemure.

The primary attraction of the candies is that they can
still be tasted inall their shocking, syrupy sweetness. The can-
dies inevitably awaken poed and pleasant memaories, albeit
hriefly. When enjoying a sweet, the wraith is infused with
two points of Pathos, which last as long as the candy does.
Onee the candy dissolves, the Pathos is gone.

Sweerey s Pride (Level 4 Reli)

This device, an old straight razor with a mother-of-pear]
inlaid aak handle, has claimed many a victim during its three-
century existence. Sweeney’s Pride, as it has been satirically
christened, remains honed and delivers Strength + 2 aggra-
vared damage. Furthermore, a wraith who pussesses the razor
receives five Pathos whenever his work with the blade drops
someonc into a Harrowing or destroys him.

Ha wraith is harmed by the razor for more than five points
of Corpus and manages to escape or survive her Harrowing,
she immediately acquires the Passion Destroy the razor’s
wiclder and take it for my own (Vengeance) 4. To dare, the
razer seems to be indestrucrible, though it is debatable how
many of the object’s owners have really wished to test that,

Ermperor s Nightingale Level 4 Reli)

Rumored to be an import from the Jade Empire, the
Emperor’s Nighringale is a thing of clockwork and gears that
Lord Ember himself is said 1o have been unable o duplicare.
Some scholars speculace that ir is actually a Relie Artifact,
and the gems conningly worked into the metallic skeleton of
the Nightingale lend credence to this theory.

Beauty is not the only thing for which the Nightingale is
noted. When starred with two points of Pathos and a spoken
instruction, the Nightingale can find literally anything in the
Underworld, be it a place, Artifact or wraith. So long as the
rarget still exists, the Nighringale immediately flies to it once
activated. Unldess circumstance intervenes, the bird makes a
steady pace allowing its owner to follow, but it never hales its
flight. Once a wraith sets the Nightingale to hunt, she'd best
be prepared o follow to the heart of the Labyrinth or the
ends of the Underworld, as her hunting bird neither pauses
NOr reses,
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While nor all Skin Arrifacts have a shared origin, most
possess a common source of forging material. The first Skin
Artifact was created from the corpse of a gigantic Whistimmu,
brought back by a detachment of Harbingers loyal to the Hi-
erarchy. Charon decreed that the monster's remains be brought
to Nhudri, in order to see what he might craft from them, To
this day, many Arrificers still recall Nhudri’s wan face when
he emerged from the forge, and how he claimed that the pot-
tions he forged seemed to take forms contrary to those his
hammer would have dicrated.

All'Skin Arrifacts require two Pathos a day in order o
maintain their active status, ortherwise they Jo not wark for a
full day and require four Pathos to be reactivated. Any borches
rolled while using these dark items give the wraith a point of
temporary Angst, and most Legionnaires don't like using Skin
Artifacts for long. Among the more useful creations culled
from the gigantic Plasmic were:

Bloodwebs (Level 2 Skin Artfact]

When the scavenged portions of the Plasmic Entity ar-
rived before the Artificers, nothing was left to wasre, This
included the Bloodwebs, small nets created from its stripped
veins and arteries. Blue-black in hue, the nets are designed to
be thrown over a target (range 10 yards, difficuley 6), at which
point they begin draining Pathos from the victim. A Bloodweb
steals one point of Pathos for cach turn that it remains on «
wraith. Anyone hit with a Bloodweb must roll Dexteriry +
Athletics (difficulty 5) in order to stay on her feet and an-
other Dexterity + Achletics (difficulry 7) in order to escape
entanglement. Otherwise the target is trapped and is consid-
ered to be entangled in the Bloodweb beyond hape of freemg
herself. A Bloodweb may store up to 10 points in Pachos be-
fore it stops draining a wraith, ar which point it glows bright
blue. When full, the Bloodweb will drop oft of its victim and
simply lay on the ground, pulsing. The 10 points of Pathes it
contains can be scavenged by any wraith who chooses to suck
on one of the web’s veins, and the web will remain inert until
its Pathos storage capacity is restored at least parrially.

Wail Tongue (Level 4 Skin Artifact)

Wail Tongue is one of many slivers cur from the tongue
of the fallen Plasmic, inlaid with Stygian steel. The place-
ment of this Arrifact is painful indeed, for it requires a weaith
to place the Wail Tongue within his own mouth, At this poin,
the Artifact begins devouring the tongue of rhe wraith encil
it replaces it. This procedure costs the wraith rwo Corpus
(which may be healed normally) and 3 points of temporary
Angst, as well as changing the wraith's speech patcterns per-
manently.




Fully operational Wail Tongues automatically grant cheir
wsers the ability o use Crescendo (as in Keening oo @ *}, as
well as permitting them to speak with Spectres in such a man-
ner thar the Spectres will not immediately attack.

Guardian Orb (Level 5 Skin Artfact

This beach balk-sized, milky-whire eye (with opric nerve
cord still attached) is set within a thin circular brace made of
Stywian steel. A smaller ring {made from the same forged soul
comprising the brace) is worn by the Orb's user, behind whom
the Orb will bob and float in midair. Not only does the Orb
permit its user to see behind himself, but it also will maneu-
ver to intercept any projectile acracks on the wraith who con-
trols it. Each Orb has a Corpus rating of 20, and it will place
itself berween its controller and harm (even bullets and other
rapidly moving missile weapons) on a successful roll of it’s
owner’s Dexterity + Dodge (difticulty 7). The number of suc-
cosses dictates how many attacks the Orb can intercept in

rhat turn.

Spectre Artifacts

No Artificer, no matter how sas'stic, could ever foree
the dark fantasics and fetishes of a Spectre. However, Arrifi-
cers and Masquers who succumb to their Shadows are capable
of monstrous workings indeed, with their talents and experi-
ence driven by pure malice. Spectral Artitacts e created with
one purpose in mind: pain. They are lovingly cratted o bring
misery, and then turned loose on an unsuspecting Underworkd.

Memory Net (Level 3 Spectre Artifact)

Spectres skitted in Tempest-Weaving can often pluck
useful items from the endless storm, but cven the hest Spec-
tral fishers have haphazard luck. The edds of success improve,
though, when a Doppelganger out for an afterneon’s tishing
is armed with a Memory Net. Supposedly woven from the
hair of a captured Angelic, 1 Memory Net i aweb of shim-
mering golden beauty surmounting i hoop and rod of inhu-

manly long bone. Upon close examination, the rod hears re-




tarkable resemblance to the skeletal strucrure of 2 human
arm, and twisted fingerbones make up the hoep from which
the nerting hangs. The diameter of the net’s opening is three
teer; norhing larger than this can he plucked from the
Tempest’s waves.

There are w prand total of 17 Memory Nets in existence,
anlallappear precisely identical. Qddly enough, individual
Spectes never seem to retain possession of Memory Nets for
very long, Whether by theft, gift or destruction, the Nets seem
to pass from Shadow-caten hand to Shadow-eaten hand ar an
alarming pace.

A Memory Net, when used properly, greatly increases a
spectre’s chances of pulling a desired Memory or item from
the swirling tides of the Tempest. A Specrre sufficiently skilled
i Tempest-Weaving has his difficulty on all Grasp the Pass-
ing {Tempest-Weaving e e o) rolls reduced hy three when
utilizing s Memory Net. Spectres withour encugh skill to Grasp
the Passing, and those with no knowledge of Tempest-Weav-
ing at alf can still attempt to pull something useful from the
~cething chaos. By making a Wits + Awareness rol] (difficulry
Voany Spectre with a Memory Net can attempt to duplicare

Yy
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Grasp the Passing's effects and rescue somerhing pertinent
from the storm.

Wraiths attempting ro use a Memory Net run o bit of o
risk. They roo can use a Net o withdraw useful items from
the Tempest by rolling Wits + Awarenoess (difficulty 3). How-
ever, any Specrre seeing rthe Nee will instant vy recognize it tor
what it is and undouhredly artempt to wrest it from it owoer.
Even worse, on o botch the wraith-gene-fishing will hook
something, and be drageed Jown into the Tempest by what-
ever foul thing is caught in the Net.

Lucky's Mr. Bunny (Level 1 Spectre Relc

This stuffed rabbit is deceiving, for it Joes not SrOw 1o
monstrous proportions, sprout needle-sharp fings or spew forth
swarms of carnivorous inscers. Instead, it huarasses and ridi-
cules oppenents with verbal barbs and jabs. However, that's
more than enough, and Mr. Bunny has driven neny a wrairth
to distraction.

With the exception of the dualogue that he spows, Mr.
Bunny is the cutese stuffed animal o child could ever hug, He




has huge cartoonish eyes, an ever-presenc smile (even when

he insules someone), Targe floppy cars, a stufted potbelly and
slt fur. Mr. Bunny is also capable of walking around under
his own power, which he will Jdo o follow wraiths, and once
he becomes attached to a Cirele he will verhally harass its
members to the beat of his ;ﬂwihr\;. The taunts themselves are
wecasionnlly amusing, usually grating, and never meant in jest,
but they really serve one puepose: to get the wraiths to attack
him.

As soon as 4 wraith gets incensed enough to attack
the bunny, che real tun stares. The lightest blow to the rab-
Bt will send his linbs tlying as fake blood begins spureing
our in timed intervals. In the background, lirtle children
can be heard crying for Mr. Bunny as he whimpers and looks
at his “artackers” with huee, tear-filled eyes. Just before he
Jies, e says, 1o sowwy ... chen pititully flops over and
fudes away. At this, the invisible children really stare hawl-
e, Most Shadows will have o ficld day with this sort of
thing.

Maggot Revolver (Level 4 Spectre Souled Weapon

The weapon's name is only as foul as its function, This
handuun is 2 heavy revolver (Colt Anaconda, Difficulty 7,
Range 35 vards, Rare 2, Angst cost of two per bullet, dam-
aue 6) with o bloodfire crystal affixed to the handle (10
Angst). Rarher than shooting bullets, however, this weapon
fires the revolting creations called Shadow Maggorts. One
Shadow Mawrot is detivered as ordnance on each success
ot damage roll, and the roond afrer impact the Shadow
Maggots hegin boring into the target. This attack delivers
an additional die of damage per Maggot present in the
wraith’s Corpus. In addicion, the pain from cach Maggot is
excruciating cnough to increase the difficuley of all of rhe
victim’s actions by + 1.

Burrowing Mageots can be removed either through Mo-
linte or simply by digging after the Maggots through their bore
hales, though the Tarrer process often wounds the victim fur-
ther. Castigate ® ®  (Purity) can also be employed to kill one
Maguot per success rolled, and this method won't cause the
victimized wraith any futher damage. Any wraith using the
revolver gaits o point of temporary Angst for every bullet
fired.

bean Nighe Caul {Level 4 Spectre Artifac

Undeniably eme of the more revolting Spectre Artifacts
known to exist i~ hady suit christened the Bean Nighe Caul.
Made solely from the tanered, stripped remains of various
wraiths faces, the Cauls components have been stretched

and frozen in silent anguish, then Moliated topether into a
macabre suit. A Spectre possessing this Artifact must spend
one Corpus a week feeding it, otherwise the suit feeds oncit-
self until sared.

This hideous garment is a prized possession among
Spectres and an anathema to wraiths for more reasons than
just its appearance. The faces on the suit never stop crying
or screaming in anguish. When used as an atrack, the suit
gives the user the equivalent of Keening »® & (Reguiem).
Furthermore, while wearing the Caul, a Spectre can scue in
a 360° arc, making it impossible to sneak up on him. He

may also draw upon the memories, emotions and skills of

the various wraiths who now comprise the suit for the Ju-
ration of one scene (Subterfuge + Charisma, Jifficulty 7,
costs 2 points of Angst). A success indicates that the Spece
tre may now recall a mask’s memory or call up a mask’
emotion (useful for feeding the Dark Passions of nearby
wraiths), use a skill not readily available to him {exclad-
ing Arcanoi} or augment his own related skills by one die
for every success made.

Any wraith trying to don the Bean Nighe Caul i
usc its abilities, is hampered from using his own Arcanoi (ali
difficulties increase by + 3} and loses one point of Carpus per
turn. Spectres often enjoy watching a bound wraith be de-
voured by a Caul, making bets as to how long it will rake the
wraith to discorporate.

Arcanoi and the
World of Darkness

G| 5 there anything your phantomhool woudd itk
to know about our armament’
— Otiver Onions, “Phantas”

Arcanoi can affect more than just the
Restless Dead. Some have the power 1o

Wil punch through into the Skinkinds and

have tremendous impact on things — or
people — there, Nor are the Awakened dwellers in the World
of Darkness immune to the powers of wraiths, While mos
wraiths {not to mention most vampires, werewolves, mages
and changelings) are blissfully unaware of the powers that
can be levied from the Shadowlands, some Restless are quite
aware of what they're capable of and what they can do. Seme
cut deals with other Awakened beings, others go hunring.
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Argos

Most uses of this Arcanos are restricred to the Under-
world. Embodied wraiths can use Enshroud, but cannot wrap
others in those same shadows.

(astigate

Dwellers in the Skinlands for the most part don't have
Shadows, and an Arcanos that deals exclusively with taming
the personified dark side has little use among the living.

Erbody

Embody, to quote one Proctor, is all about the Skinlands.
When Embodied, a wraith can be affected by other Awak-
ened beings. This includes being Dominated by vampires,
being atfected by most Spheres of magick, and being caught
up in changeling cantrips. All of these will work on an Em-
bodied wraith in the same way they might a normal huran
being.

Fatalism

Both Interpretation and Kismet can be used on dwellers
in the Skinlands. While the readings an Oracle will get on
something out of the Underworld will be more vague and less
coherent than those obtained on other wraiths, they will still
be useful. This effect can be counteracted by the use of Em-
body.

Fatal Vision can be used on the living and Kindred alike,
but the information it yields tends to be of limired usefulness.
Attempting Fatal Vision on Garou, mages and changelings,
all of whom have been known to reincarnate, can produce

« some interesting effects, and wraiths who have been too sue-
£ cossful with that art have gotten backward flashes to their
target’s other existences,

_ Fatal Vision and vampires can be an equally problematic
- combination. As each vampire has technically already died,
- oceasionally Fatal Vision will show an inquisitive Oracle how
the vampire’s mortal life ended. In these instances, the method
in which the vampire’s first death occurred will inevitably
have some connection to the details of his Final Death.

o Inhabit
% .

Ot particular amusement to wraiths who practice Inhabit
are the cybernetically enhanced servants of Iteration X. While
the Shroud rating in the systems is usually high (even raking

oot mtoaccount the reductive effect the cyborg has), cybernetic
7 systems can be Gremlinized, Surged or otherwise mucked with
justas any other computer can. As the Technoeracy is gener-

ally unfamiliar with matters of Spirit (with the exception of
certain Void Engineer ghost-chasing teams), Artificers who
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are so inclined can often wreak havoc with most Techno-
cratic systems.

Virtual Adepts, on the other hand, have hetter defenses
and more respect for wraiths. Any Virtual Adept with a Spirit
rating of at least 2 can generally construct an effective de-
fense (difficulty 8 ro crash) against Artificers cruising the elec-
tron superhighway. For an enterprising Netrunner co
Gremlinize or Shellride such a defended system, it will take a
roll of Wits + Inhabit (difficulty 8) to get past the fences.

Sons of Ether present an entirely different problem, as
their systems do not conform to the more-or-less commonly
agreed upon laws of physics. Any wraith artempting to
Gremlinize or Shellride a device put together by a Son of Ether
must roll Intelligence (difficulty 7) or be trapped inside the
system’s weird workings for up to a day. Some Etherites have
even gone so far as to create “ghost traps” for overtly inquisi-
tive Artificers, trapping the intruding wraiths in Moebius toops
of circuitry from which only the mage can free them.

Up, Up and Online

Various Awakened beines maintain online
covironments in the World of Dinrkness, with
the rwo hest-known ones being the Malkavian -
Madness Nerwork and the Digital Web, While
no one has ever broughe back evidence of la-
mg accessed either of these domains, pleney of
Artiticers claim to have done so. Whether or
not they've succeeded is stilt o marter of con-
jecture, and for every bit of *proof™ that an Ar-
tificer offers thar he has in facr visited the Digi-
tal

wraiths have broughe hack very detailed descrip-

by there s a logical refuration, Some

tions of the infamous Spys Demise, but their
detracrors claim that they've simply accessed
Virtual Adepe systems and downloaded the in-
formarion. Still the controversy keeps many
late-night Artiticer bull sessions voing, and
“Gone Fishing™ is Artiticer sling for someone
who's cone Tooking for the other Nets,

Keening

Those Storytellers using werewolves in their chronicles,
particularly in conjunction with the Werewolf: The Apoca-
lypse rules, may allow Keening to affect a Garou's Rage. If so,
then Dirge may be used to steal Rage points {ar difficuley 9,
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one per success), and Ballad to add Rage (also difficulty 9,
one per success). Some Chanteurs have been known to be-
friend those of the Silent Strider tribe, singing battle fervor
into their allies” hearts in exchange for help in the mortal
world. The unfortunate side effect is that the Garou thus af-
fected are more subject to frenzy, but such is the power of art.

Keening can also affect other Awakened beings. At Sto-
ryteller discretion, an Embodied wraith can spend a Willpower
point while using Requiem and force a vampire either into or
out of frenzy. This assault can be resisted with a Willpower
roll, but only if the object of the Requiem is prepared for it.
Otherwise, no resistance roll is possible.

Changelings ¢an also be strongly affected by Keening. 1f
the changeling in question can see a Chanteur, the wraith
need not even Embody to work his magic. Keenings of suffi-
cient beauty {usually Requiems, but occasionally Ballads as
well) can infuse up to a point of Glamour per success. Many
changelings will also cut deals with Chanteurs, dealing with
mortal matters for the wraiths in exchange for uses of Muse
on favorite artists,

As noted in Wraith: The Oblivion, Crescendo can be
used as a physical attack by Embodied Chanteurs.

[feweh

Of all of the Lifeweb arts, only Soul Pact has much of an
effect on dwellers in the Skinlands. Most Monitors will refuse
1o make Soul Pacts with Awakened beings, as the incessant
violence of the World of Darkness makes acquiring such Fet-
rers risky at best. Very few mages, vampires, werewolves or
changelings are interested in such a pact, either, as most have
no wish to have their cycle through the Great Wheel of Ex-
istence temporarily halted by a sojoutn as a wraith.

Moliate

The arts of Moliate only work on the Restless Dead. A
Masquer, even an Embodied one, cannot work with flesh the
way she works with plasm. Even so simple an art as Glow only
effects the stuff thar makes up ghosts, not the tissue of the
living o unliving. - -

(utrage

For the most patt, this Arcanos is a strictly physical in-
teraction with the living world. A Stonehand Punch is ex-
actly that; it can be countered, blocked or dodged (if the rar-
get knows it’s coming} just like a normal, physical strike.

The art Obliviate {## #® ) also works normally on super-
natural beings. [t does not matter if the rarget is 2 mage, change-
ling, werewolf or vampire. The Arcanos functions as it would on
a normal human being. A very few Dreamspeaker mages have
been experimenting with ways to counter Obliviate with Life
magicks, but as of yet there is no rote for doing so.

As for the effects of Dearh'’s Touch, while Spooks can use
this art to set fires, they cannot use it to ser living creatures or
vampires ablaze. Fetish necklaces, garments, the contents of
all of chese can be ionited. However, the actual

pockets
flesh of an animate heing, living or dead, cannot he torched,
no matter how talented the Spook attempting ra do so.

Pandemonium

Pandemonium is another Arcanos whose function is pri-
marily directed toward the Skinlands. Most of its ctteces e
physical ones (unearthly glows, rains of frogs and hlood, and
other such paranormal phenomena), and as such can he dealt
with by Awakened beings on a purely physical level. While
attacks can be generated through the use of Foul Humour
(e e e} the materials created for this purpose (acids, for ex-
ample} must be both relatively simple and common in com-
pasition. While the components of a strong acid can be pulled
from the very air, a Haunter using Foul Humour could nor
attempt to manifest, for example, silver or garlic. Furthermore,
any dead organic mateer created will be similar in composi-
tion to human flesh and/or blood — it is impossible tor a
Haunter to create raw steak, for example, and any meat cre-
ated in this way will be atterly unpalatable to Garou. Like-
wise, any blood made by Foul Humour will he revolring 1o
vampire — clotted, foul and generally nasty, much like what
a Risen would have in her veins. As for the creation of hiving
creatures, for some unknown reason only those antmals Jde-
fined as vermin can be generated by this arr. Circling gnac. or
mosquitoes can be created, but killer bees primed tor the at-
rack cannot.

Tempus Fugit (¢ eeee) can conflict with the uses of
Celerity, Rage, Time magicks and the licde-understood
Temporis Discipline. A vampire or werewolt using Celerity
or Rage cannot garner additional actions from being influ-
enced by Tempus Fugit, but can have actions removed by the
dilatory effects of the art., Either Time or Correspondence level
three will serve to counteract this art, but only once the mage
hecomes aware of what is going on. As for Temporis, current
theory is that successful use of Frozen Object will counteract
the effects of Tempus Fugit. There has been one veritied ex-
ample of this nullifying usage, but as there are so few prace
tioners of Temporis, it is believed that lirerally decades can
go by without the two abilities coming into contlict.

Phantasm

Sandmen are amony the most active wraiths in dealing
with the Awakened pepulace. Whether is slipping old souls
inte new hodies for the Progenitors or communing with Si-
fent Striders and Dreamspeaker mages, Sundmen are frequent
violarors of the Dictum Moertnamm when it comes to their su-
pernatural neighbors.

Chapter One: Rules




Phantasm works on vampires et alia precisely as it does
on regular mortals. Vampiric souls and Garou consciousnesses
can be pulled into Pageants as easily as those of accountants
or bank managers. However, an Awakened being is likely to
recognize what is going on, and will be able to act accord-
ingly.

Vistting Dreamscapes

When pulled into rhe dream theatre of
Sandmen, Awakened heings have aceess to vari-
it is anly
the soul, and not the body that is heimg pul

ous levels of their innate abilities.

into the Underworld, the spirits of vampires

abducted by Sandimen have no aceess to their
Disciplines for o {ong as the Dream Pageant
lasts. Most Garon do have aceess to their spiri-
rual and mental-based Gifrs (Storvteller discre-
rion) while pulled into the Dreamseipes. Thus,
Aura ot Confidence would still be available to
a dreamnapped Garou, while Silver Claws
would not. Mages would have access to their
Spheres, bur the usage of such would he lim-
ited by the normal conditions of the Under-
world. Drecamspeaker mages i particular are
adept atadapting to the peculiar circumstances
l\\ f‘t')l'
maximum ctfect, Changelines tare best of all

of Dreamscapes and adjusting their mMagi

Awakened in Dreamscapes, being able to per
form pretey much their entire samut of cantrips
and bearing their chamera wich them.,

No denizen of the World of Darkness is immune to the
Puppereers’ wiles. All Puppetry arts, up to and including Oblit-
erate the Soul, can be used on Awakened beings. However,
unlike normal humans, Garou and the like can fight back. If
an Awakened being is aware thar she is being meddled with,
she can spend a Willpower point and make a Willpower roll
(difticulry 7) to counteract the effects of the Puppetry art be-
ing utilized. Certain arts, like Skinride, Sudden Movemene
and Master's Voice are almost impassible to anticipate, and
thus can only rarely be blocked through the exercise of will.
On the other hand, repeated assaults from ares like Rein in
the Mind can be counrered.

The confluence of Dominate and Puppetry can provide
for interesting conflicts. In instances when a wraith s attempt-
ing to use Puppetry on a Dominared individual, the control-
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ling vampire and the Puppeteer make a1 contested Willpower
roll. This sort of conflict arises oniy when the Dominate that
the Puppeteer is attempting to counteract is a directly con-
trolling order; mortals under long-term vampiric condition-
ing can be used by Puppeteers for short-term projects.

Humans under the influence of Presence can be sulwerted
by means of Puppetry without any conflict hetween Disci-
pline and Arcanos.

Usury

A wraith can use Usury on a supernatural being just as
she would on 1 mortal. She can thus steal Health Levels from
vampires, werewolves, mages and changelings. At the
Storyteller’s discretion, the wraith may steal other forms of
energy from these beings. This sort of arrempt is always at a
higher difficulty, usually 3 above the norm (maximum Jiffi-
culty of 10).

At the Storyteller's discretion, a Usurer may ol o vam-
pire of Blood Points (the energy in the blood, not the physi-
cal blood itself), a werewolf of Gnosis, a mage of Quintes-
sence, or a changeling of Glamour. Of course, the wraith must
first identify his victim as supernatural, and many of these
beings can retaliate. A Usurer may also feed his subject’s en-
ergies (for example, with Charitable Trust}. Such uses of Usury
can lead to interesting relations between Awakened beings,
as wraiths with a knowledge of Usury can be potent allies —
or dangerous enemies.

his iy a list of frequently asked questions
concerning Wraith: The Oblivion. [t i
Al by no means comprehensive, but covers

the most commenly asked questions. As
always, a Sroryreller should feel free to
madify or ignore any ruling given helow it
she finds it unsuitable for her chronicie.

When my wraith talks to his Shadow, can other wraiths hoar it?

No, that conversation is strictly internal.

How abouz when Spectres tall to Shadows? Can that be heard
by others?

Nope. Again, that conversation is entirely relepathic, For
more information, sce the Dark Arcanos Contaminare in Dark
Reflections: Spectres.

How can I tell if my Shadowguide is plaving my Shedow or
her cum character?

Suggested ways for differentiating between Shidow and
character include having the Shadoweuide wear o black
domino mask when playing the Shadow, using a Jitferent voice
for the Shadow, or whispering to portray the Shadow's voice.




The best method is simply to arrange an agreed-upon merhed
of Shadew identification hefore each session starts.

Shadows now get experience. Who shends it/

The Psyehe’s player does, though inpug from Shadowguide
and Storveeller is recommended.

Pre gat enoigh Shadow experience to buy my permanent
Angst up to 102 Whar happens now?

[« perfect world, you spend your Shadow experience
onsomething else, Permanent Angst should not be purchased
above permanent Willpower with Shadow experience. Why
wouhd you want to turn your character into a Spectre, any-
way!

My swrarth has just been tured into a Spectre. Can I keep
plaving hey?

Sure, though Doppelgangers are a lot easier to pull off
than Shades or Nephwracks. 1f your Circle will accept your
explanation for having vanished into the Tempest for an in-
Jeterminate time and is wiliing to welcome you back, go for
it

One of my Fetters was destroyed. Can I keep its velic as @
Fetter?

Certainly not. Ferrers must be physical objects (people,
places or things) in the Skinlands. Underworld objects and
denizens cannot be Fetters.

What if a Silent Strider werewolf picks up my Fetter and car-
vies it into the Dark Umbra? Is it sull a Feuter?

Yes, because it’s crossed inro the Underworld physically B
as opposed to by means of being destroyed. However, this sort '
of situation is extremely rare.

Can [ have Passions centered around the Underworld?

Most certainly. Most older wraichs have Passions devoted :
almost exclusively to the Shadowlands and Tempest, and tew
or none dealing with the living.

How fast can a wraith move when usmg Ride the Electron
Highway (Inhabit ® ), and can she take along passengers?

Wraiths moving through electronic equipment move at !
the speed of thought, which is preety fast indeed. Thissort of
ease of movement has led to many Artificers abandoning the
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Tempest as a methad of eravel between Skinlands points, as
moving through circuits is as fast and often safer. However,
it’s hard to select where you're going, it's very easy to make
wrong turns, and competing for space with data packets can
get dangerous. Furthermore, wraiths traveling the Electron
Highway cannot take passengers with them, limiting the art’s
use as a method of basic transportation.

What does the inside of the Electron Highway look like, any-
way?

The entire system is representational, and what it looks
like pretty much depends on what each individual wraith
moving around inside is looking to see.

What other Awakened beings am 1 likely to see in the Under-
world?

Not many of any stripe, but the most frequent visitors
are Silent Strider Garou, and Euthanatos and Dreamspeaker
mages. Void Engineers are occasional visitors.

What about Giovanni vampires?

Even if they could travel to the Shadowlands, the mas-
ters of Necromancy would know better than to meet wraiths
on their home territory.

How is Stygia now governed?

The Deathlords of seven of the Legions now rule the Dark
Kingdom of Iron in a sort of semi-feudal oligarchy. The La-
dies of Fate, servitors of the one true Lady of Fate, command
their own Legion but usually do not dabble in Stygian poli-
tics.

So who's really in charge?

That would be telling. ...

Where are the various Dark Kingdoms located in relation to
ome another?

The true heart of each Dark Kingdom is tucked away in
an oasis of safety inside the Tempest, separated from all of the
other Deadlands. However, each realm’s Shadowlands occupy
the same physical space as their Skinlands counterparts. Tech-
nically, a wraith could walk from a Stygian Necropolis to the
Bush of Ghosts or the Yellow Springs.

Who controls the Shadowlands of the Middle East?

Stygian Legions followed Rome 2000 years ago, and they
haven’t relinquished control yet. That doesn’t mean that the
local spirits are happy about it.

One of my Fetters is @ human being, and I know he’s going to
die some day. If I get him ghouled or Embraced, do I lose him as a
Fetter?

You definitely wouldn’t if he were simply turned into a
ghoul. A Fetter turned into a vampire is more problematical,
as the human being technically dies in order to receive the
Embrace. In that instant, the Fetter is lost but can later be
reattached through Lifeweb (after the Harrowing, of course).




I've got two Passions tied up in the same core emotion. Do |
roll for both if I'm in the presence of that emaotion?

Yes, though it's recommended that you not double up on
emotions with Passions. You can even find yourself rolling for
a Passion and a Dark Passion simultaneously.

Can [ convert 1 point of permanent Angst into 10 points of
temporary!

Yes, but that sort of defeats the purpose of the exercise.

If my wraith gets pulled into a Sandman’s Dream Pageant,
can he still use his Arcanoi?

Within the bounds of the shared dream, most certainly.

So what's so bad about being a Spectre, anyway!

Other than constant agony and the likelihood of being
Jevoured by one of your own allies, not much. Did I mention
the incessant suicide charges?

What happens to a wraith caught owside in a Maelstrom?

Lucky ones are simply whirled off to the Tempest. Unlucky
ones tall prey to the Spectres riding the storm winds, or have
their Corpora abraded away by the sheer force of the wind.

Okay, so my wraith is about to be captured by a bunch of
slavers and sold off to the local Artificer. Why not just have my
character dump himself into @ Harrowing to avoid escape’?

In the short term, this is a good plan. On the other hand,
what if the stavers have someone skilled in Lifeweb with them!
They'll just be waiting at his Fetters iffwhen he emerges from
the Harrowing, tired and depleted.

M~ vampirefmage/changeling/Garou character just died. Can
! bring her back as a wraith?

Any vampire who is not diablerized and whe did not reach
Golconda before Final Death can become a wraith, Mast
Garou are reincarnated as opposed to becoming wraiths, but
certain werewolves with a Wyrm taint on them can become
Restless Dead. Any sort of mage can become a wraith, though
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she won't bring her Avatar across the Shroud. Only chunue-
lings killed by cold iron can become wraiths.

Will my vampire still have all of his Disciplines once he be-
comes a wraith?

No. Any Awakened being of any type who hecomes
wraith starts out as a basic wraith — no Disciplines, na
Spheres, no rotes, no Gifts, cantrips or anything clse. Most
formerly powerful wraiths take a while to adjust to the Un-
derworld (“You mean 1 can’t throw fireballs anymore ™), and
for some, that adjustment period s too long. Also, a great
many Awakened beings have racked up quite a few enemies
before crossing the Shroud, and some of those enemies are
certain to be waiting for them, with the benefit of years of
wraithly experience and the shoe planted firnly on the other
foot.

As with other wraiths, an Awakened being’s ghost’s ap-
pearance will depend on how she viewed herself. A Gareu
could conceivably become a Crinos-formed wraith, but she
would only have the shape, not the additional strength that
Crinos form bestows upon the living.

What about that city of vampirves that’s supposedly in the
Underworld? Can’t those vampires use their Disciplines?

Awakened beings that arc physically transported into the
Underworld can still use their natural {or unnatural} abili-
ties. As for the City of Enoch, those few wraiths who have
heard of it alternately claim thar it has its own island in the
Tempest a la Stygia, or that it’s one of the less popular Far
Shores.

My wraith was French. One of my Circlemates was Ameri-
can and another was German, How can we talk to cach other?

The language of death is universal. All of the wraiths
from a particular paradigm can converse, while their Linguis-
tics ratings determines how well they can undersrand the Tan-
guages of the Skinlands.
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Where's the Poet? show him! show him,

Muses nine! that | may know him!
Jobn Kears, *The Poet (A Fragment)”

: his chaprer contains hints for Storyrellers

ranning Harrowings, in particular a series
of sample Harrowings that they can work
with for their chronicles. Alse included is
4 more information on the Far Shores, as
| well as detailed descriptions of other an-
tagonists wraiths might come across,

Sample Harrowings

Jdually, every Flarrowing will be unique,
Jrawn from the experiences, Passions and
Fetters of the wraith or wraiths undergo-
ing the Harrowing, Generie or stundard
Harrowings run the risk of becoming pre-
Jdictable, affording lictle challenge to the
Harrowed wraith, On the other hand, it

can hecome difficult constanely coming up wich new and dif-
ferent Harrowings on the spot thar are both etiecrive and well-

u‘-tlslrtl&‘lvd.

Harrowings that are impossible to escape, no mateer how
atmospheric or terrifying, are worse than useless in game rerms.
On the other hand, Harrowings that are too casy are also poind -
less, and may well lead to wraiths choosing to go through .
Harrowing to escape an unpleasant siruation. This prodices
situations where Harrowings lose their impuct from over-fa
miliarity, When Harrowings inspire ennui or the contemy
bred of familiarity, then they aren't serving their function ci-
ther in or out of game. Harrowings should be frightening, dil-
ficult and rare. Should any of these three clements e Tack-
ing, the results can be disastrous.

One possibility for avoiding this sort of situation is ot
up potential Harrowing plots in advance of the session, 1
loring them to the individual wrairth Harrowed but otherwise
having up to three Harrowings prepared per gaming session,
Another option is to assign cach Shadowguide the task ot
coming up with an appropriate Harrowing for her Psyehe; this
way the Harrowing is prepared by someone who knows the
Harrowed wraith best,

What follows are suggestions, basic plot outlines and po-
tential escape conditions for some common ypes ot




Harrowings. Storytellers are free to use, modify or ignore these
as they wish.

* Rescue Me — One of the old standbys, the rescue
Harrowing involves forcing the Harrowed wraith o rescue a
loved one, usually from her living days, from the grip of un-
imaginable peril (tied to train tracks, menaced by Spectres,
etc.). In its most straightforward adaptation, the wraith moves
from rescue attempt to rescue attempt, with cach efforr end-
ing in failure and landing the “kidnap victim” {usually a
Moliated Spectre, but on rare occasions the actual wraith of
the target’s loved one) in even greater danger. The best os-
cape from this sort of Harrowing is for the wraith to accept
that she cannot win and, as difficult as it may be, she has to
accept fate. Other variations call for the wraith to sacrifice
herself for the sake of the hostage, but this sort of Harrowing
is not about triumph. It’s abour acceptance.

* Wilderness of Mirrors — The mirror is a favorite psy-
chological image. A funhouse maze, where every pane shows
either a distorted image of the Harrowed wraith or one of his
enemies, can make for a powerful Harrowing. Voices coming
from everywhere and nowhere, 2 seemingly infinite supply of
mocking faces, reflections that move when the weaith Jdoes
not — all of these offer tremendous horrific potential.

Mirror-maze Harrowings can be resolved in a variety of
different ways. Not recommended is the solution when the
wraith simply smashes every mirror in sight. Instead, he mighe
choose to walk into the mirror and join with his Jistorted
image, gaining a measure of self-acceptance. Another option
might be for the wraith te find the center of the maze and rest
there, dwelling at the heart of all of the images of his self and
encompassing all of them. A third idea could have the wraith
following the trail of the most horribly distorted reflections,
descending into the heart of his own darkness and escaping
out the other side.

® The Missing Hammer — Try as they might, most
Wraith players find it impossible nor to realize that they are
in a Harrowing and alter their play style accordingly. With
that in mind, the “missing hammer” technigue often works
well as a method of keeping players’ arrention thoroughly in-
game.

With the knowledge that she is in a Harrowing, a wraith
player instantly starts assuming the worst. What's more, she
instantly stares looking for it. If disaster is not immediately
forthcoming (the serting is pleasant, the disguised Spectres
are friendly, there’s no immediate evidence of torture or other
unpleasantness), the wraich will seek it in every innocent
phrase and action, looking for what she feels to be the mevi-
table hidden trap. Within a few short minutes, the wraith can
make her own hell, as the Spectres simply act politely and
watch the wraith drive herself into a frenzy of paranoia.

This sort of Harrowing can be difficult to pull off, and
should only be used as a contrast to more standard psychodra-
mas. The lesson to be learned here is that i is all right to



accepr goed rthings when they come to you, and that if you
Ltk too hard for Hell you just might find it. Wraiths who can
actually accept what’s going on with a minimum of fuss (there’s
adifference between aceeprance and blind naiveré, after all)
should be considered to have roleplayed their way from the
Harrowing.

* Darkness Rising — Through the use of the Dark
Arcanos Contaminate, a Spectre can easily take the part of a
wraith’s Shadow. Bringing a character face to face with his
own dark half, someone who can match his every move and
unveil his every secret, can be extremely unsettling. If the
other Spectres in the Harrowing are portraying twisted vet-
stons of the rest of the wraith’s Circle, mocking and mutating
familiar mannerisms, the situation can get terrifying. How
much of what the Shadow is revealing is being told to the
characters and not to other Spectres? How can a wraith de-
feat his vwn dark side? This sort of Harrowing can also be
Jone for suspense value, with the wraith and his Shadow
trapped in 4 maze or on a desert sland, engaged in some sort
of contest. A variation on “The Most Dangerous Game” can
work well, as can gruesome variations on rag.

Again, self-acceprance is a good key to this kind of Har-
rowing. A wraith who can embrace his alter ego, no matter
how loathsome it might be, and who can integrate it into his
own personality, should be able to escape this Harrowing.
Uther methods of escape could come from either defeating or
escaping the Shadow. On the other hand, acceptance is not
the same thing as surrender, and any wraith who simply gives
in to his Shadow’s blandishments should be considered to have
failed the Harrowing (a roll should still be allowed, but the
difficulry should be adjusted upward at Storyteller discretion).

¢ Misplaced Childhood’s End — Among the most terri-
tying things imaginable is innocence gone wrong. When the
icons of childhood — stuffed animals, friendly parental faces,
familiar homesteads — suddenly reveal menace, the impact
aan be devastating. Returning a wraith to a childhood set-
ting, such as her room in her parents” house circa her seventh
birthday, and then having evil crawl out of the woodwork is
an effective Harrowing rechnigue. Finding horror in place of
satety, and having the images the character most associates
with safety taken away from her can really unsettle the un-
derpinnings of a wraith’s world. The Freudian parent-mon-
ster images can also come into play in chis flavor of Harrow-
ing; the father-monster is a particularly effective tool.

Conversely, the idea of the Harrowing (from the Spec-
tal perspective) could be to get the wraith to sink back inta
her childhood, giving up the fight against Oblivion and sur-
rendeting. For a superb example of this sort of Harrowing, see
the film Labyrinth™, in particular the sequence when Sarah
TULNN QCTOSS thL‘ jlll‘lk\v()mﬂn.

Putring aside the things of childhood and accepting adult
responsibilities is the way out of this type of Harrowing. A
demonic teddy hear who'll rend his owner'’s flesh rather than




let her go is in a way serving for the demands that childish
things make of adult minds, and how they must he put aside
for any growth to occur.

* 1 Want Your... — DPsychosexual imagery can be ex-
traordinarily horrifying, and should be employed with care. [f
players are mature enough to deal with the subject matter, a

Harrowing cast around sexuality gone wrong can work very
well. If the players aren’t sufficiently mature, however, the
situation can bog down in bathroom humor and lose what-
ever impact it might once have had.

On the other hand, the perils of sexuality provide rich
source material for Harrowings. Seductions turned predat Y,
obsessive behaviors, sado-masochistic impulses raken too far,
the commingling of pleasure and pain and even such delicate
topics as castration imagery are all suitable plot paths for psy-
chosexual Harrowings to follow.

Harrowings with a sexual base can be among the most
delicate and individual. While there should be no easy out
from this sort of Harrowing, marure behavior and an accep-
tance of the subject material should go a long way toward
helping the imprisoned wraith find a way out.

® After the War — Harrowings can have elaborate set-
tings, including faux Maelstroms. This sort of Harrowing gives
the impression that, rather than being pulled into a Harrow-
ing, the wraith has instead heen caught in the Sixeh Great
Maelstrom. Helpless, he'll warch as the Spectral hordes de-
scend on Stygia {or his home Necropolis), laying waste to all,
Desclation and ruin will he the rule of the day, with
Doppelgangers frolicking in the stacks of the Great Library
and Shades tearing down the bridges to the Iron H