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Do rot go gentle into that good night..

~ Dylan Thomas
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fcant ek you anymnﬁ'e 9

l can' exendouch the hools yuu fetgad
oloved ol heneath lhe stars

Hounded by your memury

yout ¢od is dead ind o o cares-

- hnd alt-your régmg g|{:ry
drowtine inshis own hypotriey

_ But o Finally freg
and i there it « bell, willsee you there

[ kiss aoodtbye the howling R
g ey .

Thet seprated you o e
il pou die fo this?

Yol never know the hurf ] suffered
~ nine nch mails, heresy
Nor fe:pain | rise above
And {1 never |(H{:'W the sare about i
bt soon vie L be tﬁgether "
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}shu’mirppmgm lpmgbﬂmgllt&eshmi he moment of death s iteof passage marking the end of one journey and
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Inpu! hﬁewput,ﬂmr |ung:npudﬂmrfu

any are the products of sudder, \iﬂiﬂiﬂfﬂiﬁé&ﬂ]ﬁermmm sense of crucial deeds undone, of wnsaid wiinds bresking
i thei hearts of a e o shot by Fate. Others are consumed by o traic lonsing lor happiness and [ulilment denied thea in ffe. 4

i _fnmﬁimhrﬁiﬁmm.uwﬂrmwmﬂk '
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They all i o esenc of neig e oprst o excie, Al eitece i enpresion,eseclly i te Underorl, aod thellead ~~

fight o sarvive, W@qm-hwmmmmﬂpmmmm&ﬁ. they hoid castles out of lotsam in an attempt fo hesp

the foul mlufﬁh[}ﬁﬂ; out. They ae hemits ind atsans,Fvere politing mesmories sl puity verts s o sl rsistance

- pmins theforee of entogy

rascendence of any sor requres pasage it the Yoid,the very hear o Obfvio. The e darkoess ofthe Shadew must e

 nled, bl deied e nd e e, he it st e s, et st e, hos o do

o 1o oow, wha cannot avereomse pain, who do not feel, or who do ot exalt i thelr own endstence despte the fear are wallowed
whole by the darkness.
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To he modern reader

A R = M .,-1,4-' -

| reetings to you, whoever you' lnd}' be and
: &r you may have come upan r'ms

Lract:

Manyyears |:$11. e pusm.d aince] Emtsr.‘.l.
I down thé bulk of the marrersthat are now
] i your hands, and the dearfdeadto whom
o they were firse addeessed 3 naw withuie in
the Underworld. Tr was she who prevailed upen'me ro takeup
the pen onée more = or, teschew poetic license momen-

tarily, to turg’ to d Babbape device, whose delicatg electrical®

. ﬂnir: writing, Having been scoved and succored by these
weleame discoveries, | may nor deny such rare consolations
and remain trae to my purpose; There are appalling and rer-
rible Lhinga 1 mugt disclose, and L do not pamt thiém faifér than
they are;.] pray thar, despite & melancholy niatiire 'much en-
larged by recent experiente, I may do similar fisrice to.those
miote hopeful ntatters- It s a jab halfidone tiar wars against
the p:rfa'l]s af evil,ver mrl_r[nnlcs‘rhe nhhnus of sangtuary ancd
the paths of rederprion.

Itis alsotrue that | have been lengml b-,r t:w expériences

mechanism s farless taine ro-infllence than r'hﬁ' mAVementy ulra frngra. Lmustadmic ep new motivesfor wishing my knowl-

ofan all-too-salid quill. 5™ 0 , T
In the interim since my ealier writirig, much hag dﬂmgul:f
hoth here in my Undemworld abadeand in yoiir world: Thave
been ableta observe hoth worlds, thmugh these change.s, and
by wit and pood fortune Fhave sutvived. Thise chal s have
necessitared the revision of th&®work you now hold, for the .
original contained much that was outdated to the pﬁtnfﬁ{ bﬂng
dungerous, ar that had'been proved by painful experience o
be half-trurh or falsehood. Mareover, I had heen forced rhﬂn
by the labor of writitig to omit much dnd curtatl much “alse,
which had been of great value toany dmﬂ' Mary, The r:'lrz:cmr,
wriring machine having reduced my pains from Hercilléan ta.

merely arduois, Fam inspired to memve the ofiginal, o e
eord with my firstintent, o

There are other anAtters, teo, Ehat I TSt a{id for I:l'u.',.r
speak of hope and comfort ro which I'was Blind ar the time of

; Beyond e Shroid

2t was the fashion, inithe days of my YOI
kil manhoad, rhar those who pretended towir
ji should affecr 2 fascination wich Brearh-We
were. the youth ofagilded :Ige idle; tich
and much given o whims, and fdh(:l‘.‘i}.,
which we thdulged unmnﬂng’[y Yer we
~were'stalked forewer by, the spectre of en-
i, Stronp deink and bad compﬂnj TITH'UldEd a mﬁdﬁ{‘ ﬁﬁs{m,
ether, opium and the like gave somewhaf morej byt nothing

could stave aff forever thies prospeet of being faced with r,hri

worthlessnessof aur own lives. Empriness yawned upon us froms
all zides; shat morenatital response, then, than that we should”
distrace ourselves from oug innes H.!}‘:.'h.: l:'f ccnmmﬂ}@%ﬂh af 1t
iLtn._n{LlT'. propenitor! #

1 edpe wpon drhiers. It is my sinceré hope thit you may prafit by

Jmy labbrs, and that 1, in my wrnfmay profit fom your profit-
angYou shall understand allin rime.o .
For now, thaugh, [ humbly entreat yoo to read onj ser in-,
n.rcduhw astde, for 1 have written nothing but that comes ftom
- mysown experience; and all of which I should greatly have
walued knmvmg ar my Owin ety inm this existence.
Hor-p,w:. e tharl donot idenaly myself. | né longer have
_ need or cate for lirerary fame, €opyrighes and the rest. More
imm(_:d["ite to oy ¢ase (s the opposition of eertain powerful
intesests.drt mando morteim 16 the education-of the living in
rhese marters; for the newly amved antlimnorant soul 15 bath
clitrency and prey.romany, and they will not ook kindly upon

rmy apml_mp, their 1mL|r:, their sport g their table,

May _chu’ilmi not-bind you, nor Oblivion whelm you: May
you Transcend.

-

Heré, [ maintain, lay the seéd of that maniacalled Gothic.

‘Beiendeand Reason starved thesoul to feed the intellect; and

seeing all romance and mystery ruthlessly excized fram the

‘universe, these of red bload revelted against this gray newworld

of atoms and treatises. To'some, the spiritual necrophilia we
puirsued afféered a porenvial saneriary, where mystery might yet
prevail and theworld might be nae entitely fuled by niggardly
baokkeepers. Others sought' a méans to, be thaught wicked,
and therefare romantic and interestings Yerothers proclaimed

“thentselves the vanguard of Reason, probing the mysteries of

Pleath thar it, o 'migl‘ir - redoced o, rules, processes and
thedrems. Itis the nature nF aduenmﬂ'l:a evern, seek rhe far-
Ll'mt. frunrtm 4 o



pon the occasion of my cwn passage, [ st
admit that | el a delicious mixture of tear
8l and anticiparion — rhose dread mysteries
bof Death, which I had so lang eentem-
b plated, were abuut to open themselves w
e, and lwondered and rrembled in equal
mmmﬁ
These Fﬂelmg,s db’pam:d 'utkerly, however as r:mssad the
threshold pod emergediinto the Underworld, The sensation
whs somewhat like being under warer; both sight and-sound
were disrorred, and 1 foundimyself hampered insntvement. |
even soughv o hold my brearh-for fear of drowning: wniil I
tound thit] no longer needed to be supported by respirarion;

_Afad inrhe distance, L beheld a cold, white radiance, and some
Cinstinet bade me i my steps roward it

tAllthis | discovered i dn instant, but :.herc Were more
secrerm yet to behald. ! L

Shapes moved inithe u‘gld'ia'rm“u] me, hur, I could neicher
distiiygutsh their forms nor fathom the words borne on their
shrill and 'distorted voices. | Was ag helpless asanewborn, and
ry compasare quite deserred me in theface of their elutching,
poking andsheieking My miovement and senses were impeded
by somé soft and translodont covering upon my head, which
huyig down ro somie extent all wrgtind my body. This the créa-
tures quickly dragged fmm me, and, shuddering, l l"leheld their
trie forms.

MNawdemans from the Pitawere these, merelyouls like my
QT L.t.pL in an approximation of hurtian likeness as much by

Qur Wietched Lot

o be a wraith is te be forever neartn those
o) things one -lield dear in life, yer erernally
- '*l{I banished (ram the pleasure of them. Wihat
Fil an exquisite torture it is, t see daily the
S| faces of those one loves: ro'watch them as
‘thiay confront the buffets of mortal fortune;
“tosea agespail their looksand wither theeir
limbs; ta witness theirjoys and their woes = bu forever to be
an unseen audicnce, denied congress with them more furély
than a thearre-goer is prohibired a part in the domngs upon the
stoge. One caluneirhéfcelebrare their joys nor'commiserare

‘pn thigir mw[ul‘tums' e il nnh! whatch, and warch

Eor evén ﬂ‘mugh,,wn.'h same earmed skill ﬂnd no ||tt|¢
exbrtion, pne mAy seesionally manifest physically or quasi-

accusromed hahit as by design of Namre. Had they been homed
aud fanged, with leachern wvings and barbéd eails, 1 declare the
pn:mp::cl woull-have been less homible.

* Tquickly apprehended that these beings had lain in wait
for niy passing.and each was'ser Wpon enstaving me for its own
ends. The traffic in souls is'not exclusively an earthly vice,
andione sa black a5 my own, evidently, had especial value.
How that knowledge would have, swelled my living vamty!
But now, helplessly pulléd andseracched, grasped and prod-
ded, asthiese fiends cantested my soul, Lwould have endured a
s lifetime’s leaden virtae for bur a single ehance of escape.
Thmugh the'tising madness, beonceivid the prospect of my
Soul heing rorn asunder, like a rabbit contested by a pack of
hounds:. R
" Finally, the sirongestprevailed, and [was enslaved. Len-
duted an wltnmﬂ manyterrible things during my caprivity,
bue Ldo nor propose o tellthem here. Far naw, it suffices that
I'was qlbll: LD supvive I.Iwnuchun, and by a mixture of strengeh,
guile.and undeserved pood fortune Dulmmately escaped my
bondage: la.the process | leatned much ahout the nature of
the Underworld, its inhabitants, and the fertitories upon which
it borders: of rhese last, your own morgal world is but one, and
Jin MATY, Ways it is the [gasr typical.

Partionsof this knowledge cost me dearly, and | would
not have others, p_LthEa liss able, gay i the same kind as L
* Beware, though, far my knowledge is by no means complete,
and may not be thoroughly accurate. Inthie Uud-:nwﬂd rruth
is a5 murable as any other substance.

prehetsion and fear, at leascamong the living. Féar amang the
dead is adiffereny matter entively — indeed; nearly an emo-
tion unto i[:_gEJF.'

ﬁnd-_t_hé fear that haunts the deadis no less rerrible a ror-
ture than this cut-off imprsonment, which both offers and
denies those things one _l(wes. The fear that haunts the dead is
everlosting and _unlnhal,‘iﬁ'g;.fur it is the fear of Oblivion, the
almighty death-within-death. Evénin deadh we connot escape
the black specrre ofnorhingnes: Theweight of this terror hangs
upon us always,

Ohblivignsevil blight is incaronte in our fellow gpirits. We
poar [t_astmuls feed and prey upon cach ather widhout ceasing,
and fear to u'pat ane,another completely. Friendship of the
type known tathe living, offering consolaion fordife's misfor-

_-Iph}fﬁ!t.uﬂ}', such mnﬂifcsm[:ilqns are mecmvnnablv Wil'h incom-_rimes and sh:-u'n:d atmnpd't in the face uf hardshig™—such fel-
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lowship is made almost impossible by conditions in the Un-
derworld. Each paar wraith must laok ro its own strength and
well-being, and place na trust in offered solace from another

Over years and decades of wandering Some ofis do form
fasting alliances and associations (Wegall such grodps Circles),

S| car of that wirthour isfully matched by fear
af that within, which the Restless call the
Shadow. Tn thie living Wold, thé light and
b dack sidesof the'baing are heldina kind of
halande by the exigéncies and reduiterments
il of the flesh: Theyare'forced inianeces:
siry truce by the mutual feed for phisical
sustenance and the other necessdry things m‘_umrr.a_#, life: Bt
when the soul is stripped of its fleshly faiment, thie rwo halves
of mortal nature sre no longer resrrained, and the dagker half

.

fmaterial Plasm
2 al 't rl'.'il.: 1mlurmfpj:aﬁtﬁs dmr:.u..rclam insube

dl st surely have substance of akind,even |
iFit be only a kind of substanck. Thar sub-
stance we call plasgi f6r it isnothing that
might be 11u5f;rilaeq;1]::f-.:afth11r splence’s regi-
mien of solid andfuid mater, but-some-
thing between, ot outside, or altopether orheriige;

The plasmiaf awraicth's corpus maintains, fortheniost part, *
a sitilar shape to that of the fleshy ivis I:I'n- fgrm by which the
spirit is avcustomed w0 recopnizing its identity, and is main-
rained through Wibit, Certain wraiths, haweven h:{vc learned
the are of thaping their aiva plasnt™—'and somctimes that of
others — to make Itsappeaninee what'they willd By this art
they can disguise thersélves, @nd same may cAuseBhjcets of
plasm o be shaped like catthly clayinto such/forms as they
desire. All things it the Underworld are compgsed of some
plasm or another, just-asatl things in the.world of the living
are based upon same variety of mateer </ ! o !

Because we ate insubstantial it may be supposed that we
are invulnérble tomatetial influences = ableta walk through
walls and suchlike, just asthe'seribblers of the “penny bloods”
preseribe. Alas, it is but a portion of the rruthy allawing, by
uikind Fate, all of the hawdships to the poos wiaith, while de-
nying Imi":'-i'**E rhiar whichould
such a state ot ﬂ!lf.i'l'l'l‘!i..; :

Oblvions Consumihg"Shadow %

Bl stanrial — yet wie haye exisrence, so we S

be wseful or Camforting ahour,

B T

but seldam arises the warm-and spontanenus frivatdship be-
rween two likeminded individuals who still breathe thie swect
air. Thonghts of betrayal and irs consequences are never far
fram our minds, making f¢ar & prison for the soul a8 sure and
ineseapable as any iron bars. .

{

may wart openly upon rhe nables uspE_l;I:',df the splrh‘} unabated
by any demands of flesh ot saciery. [ F ek :
" The Shadow finds sympathy tn irs surroundings anddrass
strength fromithe datkness and waisery around ir. Bereft of joy
and ]i'gh't. the nebler spirit falrers unless sustained by extep-
tional charatrer, and it may wirher altogether unlessthe most
carefuland devored steps aretaken tomainrain inSuch a state
of affairs may-be seen among certain types of lunarics in the
living world; in the Underworld; ir is the [ofof each unhappy

ghost.

As | have already nored, plasmeis Kept in its acousromed
shiape by habir, and maybe alvered by force of will if one shauld
have learned the discipline of deing so. The will; ivseems, i
masrer of the ‘plitsm, yewitmay ot be the entire servant ofthe
consclousness. It is sbvious tothe rational mind, forinstance;
that to walk through amwall of stone is impossible; the mind
has carried this knowledge thronghout life; ind Broughr it to
the Underworld with the tesobf irs bagage. Thus, a wraith
may be initially prevented by @ physical barrier, nnless this
ramembered kilowledge issupprassed by the mind and replaged
‘with the new wisdom that plasm may not be halted by maer.

Thisiis a slighr matter; by'applying a little concentration,
one may overcome the resistance uf matter if the mind be sct
upen the tasks Mere treacherons, though, are those ogcasions
where the mind is raken unawares, and the unconsciots part
of the spirit reverts to the teachings of lifeifor want,of other
guidarice- A fall, a speeding rain ora gunshat argsudden things,
and unless themind be relaxed during theédnstant of thei strik-
~inggthen harm theywill most surelyaccomplish, forthemind
wollld have ivso, Ak -

Yer it is ot simply and etitirely so— far how simple, then;
for the poar, tortired spirit to find suregise in self-destruction,
by 1aping from the same bridge, perhaps, thab fiad wirnessed

the extinetion of the flesh. Though plasms wulnerable, it is

nor destruetible by such mundane causes, The extincrion of
. ] o o = “
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the spiritiis a greater task, de quem plus infra, and more e
tible iriirs ramifications-chan mere earthly suicide:

How is ir, further, thar an unwelcome blow may strike as
sahidly as it in life, while the touch of a dear one — 40 éar-
niestly and ardently desired — 15 ever denied the poor spirie? [t
is the most migerable part of our dismal exisrence, that we may
forever see thlm we love, yel nefther touch nor hold converse
with them. iy

and obliged o endure the ‘existence of
1| wraiths Thoseof us who wander the shad-
2| ows are imprisoned by forces from within
2| ourselves, making our awn dungean: by
clinging fast to the living world.

I'he ties that bind:ps im:nprmmh’le condinan, we shades,
have tamed Fetters. You ﬂlreadj' kenow this, dear réder, bucknow. -

ins filledwith Pereers, by which the poor spiritis held back from

its prapet rest? Consider the ghist of the miser who cannot leave

his gald; or thar of the matherwho watches over her qlri.ldmi.p.r

the mutdered spirit who haunes the' murderer, or the evildoerheld

in the place of some dagke %cﬂ;l ~— all these are Fergers. -

Relcs of Life orlom

in the living world,  =al
ton may an objeet be transubstantiated into
the Wndemwarld wirh its cwners Such gb-
jects are called relics, for they are the resi-
due ofthe goodswith which the llvin.gmul
surrondediitself.

Relics are not sa easily obeained chese days as rhm, were
int former timés. Antigue behicts held it narural thae a portion
of the dead one’s goods wouldiaccompany the spirit ta the next
worldiand the bereaved were wont ta equip the rombjmith:
provigions for thn:]nurnm and e xistence w come. 1 h:lvc frod

ot Bili..wi_ll.‘i -+ nor yet the 111%,14.}1'1!.‘?_—-— are
trappedin the misery.of the Undeeworld

not your knowledge: for are tiok ghast stories of all kinds and ori-

» hanmd to cerrain places, persons or abjects

When aware, the living mostly shun the touch of the dead,
for they are fearful and distrustful of those things thar emerge
from behind the veil. The will must be bent to accepr the pas-
sihility of thuch, just as a wraith’s will must be bent te accept
the harmlessness of a buller, before any rouch is possible. Tt is
a wretched business,

. ‘Fetters are the cablés thar hold a wraith in the
Shadowlands, and betipigs they are the anchors thar hold a
wrairh's genses frim‘disolving into the chaos of the Tempest.
They makr.- us what we are:

A Feticr is an aru:hoi‘ as - much as ir is a jailer. Wichoue
such afoeus to'shape one’s existence; the dreary passing of the
vears and the diorierting madness fundamental to Underworld
existeniee wear-awdy at thesoul, causing the wrairh ro lose
fdenitity and existence nngil ==so the eurrent wisdom has it —
the un-Fettered wraith may be phicked from the Shadowlands
and -hurlediingo tha ratling, desperate hearr of the Tempesr.

“Though thetplight of the wraith in the Shadowlands be

wietched, yer it.is far preferable to the hellish chaos of the

‘Tempest, b

thedeck pFd dragen-ship burat in Oslo-fjord ere | was born,
and heard the mmlum, notes of lyees immured with
Ozyraandias,

I these enlightened rifmes, the living are not so solicitous
of their dead, and filiny are now thiust thmuuh the Shroud
with little more than they taek from the womb. Yet, 1t is pos-
siblé Tof afavirite object ro pass thratigh wirh its owner and
bé of service in more than one existence. When a thing is so
familiar thmugh accustamedmse that it owner takes it with-
out reflectipng to be an insepaable parr of his identity, then it
may, by that mk:_n,, manifest.in phsilm: form along with its
’bwn&r
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; ' here o berin? The Underworld is such a
il place™as to Beggar the imapination, and
even such an art as:my own — for false
madesty is of nd value whete | now reside
i i| - canner speak rthe unspeakable, nor én-
able even the most agile of living minds o
conceive that whichiis ingonceivable save
throngh persanal encounter, And yet, Lmuse try.

Science would have Gs believe that the world — T speak
iow of your world, where the sunis wanm and the grassis green
— consists uf matter and energy alone, and allthesubstances |
and farms ro be found therein fice of the sameé companents,

The Shadowlands

he Underwarld is inconceivable in its vast-
ress — greater than worlds, -t is an anti-
Universe: Whareveris not of the Universe
is of Oblivion, Just @8 the Barch is buc one
| small part of the Universe, so there s a
small parr of the Underworld that corre-
sponds unto and fmpinges upon your liv-
ing Earth. The regions of this weird territary are the abodes of
the bulk of Fettetcbound wraiths, and are kndwn as the
Shadowlands.,

The Shadowlands lie, as ic were, athwart and amidst the
living, material warld and derive much of their form from it

Perhiaps, at this point where Unjverse andanti-Universe con-~

verge, each takes on something of the other's naLure,iuch philo-
sophical conjectures, however, are of lictle interest to 1h0‘~l..
who must'endure here,
You-dlready ktiow of the Shadow Lm-.!:- but by anutht‘r
name. It is where those wraiths who are forbidden free passage
to the Hereafter maost often dwell, andir is frorphence that a
witithimay see intothe ivingwarld, and perchance speak unto
the living as well;/if both wraith and living auditor have the
necessary ralent. <
This is the domiain ro which Earthly spirit-mediiums refer
“when they speak of the Bther dr the Asrral Plane. Many take

differing only in proportion and argangemenr. Some o fur-
ther, saying thar marter isbut a fortnof congealed and solidi-
fied energy, which may be reviralized by the splicting of its
aroms. Imapine, therefore, a world which is based nor'on en-
ergy but entropy — where negativity aloge holds sway and
governs che myriad fulrms of etistences Such, Iam suce, is the
way in which Science would déscribe rhe Underworld.

If it is rrue rhat space and tinle, mafter ahd energy, may be
reduced to equations and proved by mathematical proofs 1o be
ane identity, then the Underworld s surely the final ending of
the uniterse,which amuses itsell while awairing its appainted

" task by manifesting as a place racher thana moment.

it to be the whole of the Undefworld, but they are'deceived,
“Few living souls even suspect the rerrific realms and waste-
lands thar He beyond these borderlands; and of those few, the
preater part have left thelr reagn in payment for their knowl-
edge.,
The Shadowlands are well named indeed, for they cling
tothe putlines of the world of flesh, aping it as a shadow apes
its caster, Rooms, houses, and even whale ciries exist in the

- Shadowlands,.cccupying the precise space and dimensions as

their earthly counterparts; while they are not slavish facsimi-
les of their earthly ariginals, they are recognizable. They are
dismal places, chouih, futerly tacking in light, joy, and any-
thing that might gladden the heart.

It is said among such creatures as myself thar Oblivion
takes unto irself the negative farées fram your living world by
some form of magneric atragrion, and; having taken, congeals
them from force to matcer, withowhich ir builds itsell; if this is
so, ther it would surely aceount for the Shadowlands. Just as
the page of a book rakes only the ink and the lerters' shape
from the printer’s plate, sothe Shadowlands ke only what is
gloomy and squalid from the living world, reraining somewhat
the form of it



Shadow and Substance

' hough the Shadowlands abut the realms of
{ ol | the living, communion from one into the
otheris possible onlycarely, The restless dead
may observe the living world, and may even
travel through it by raveling through the cor
responding Shadows — but to make oneself

 séen or heard by the living is an underraking
of great difficulry. To rotich or mave amaterial thing is harder still.
Afanastic effort of willis required o effect material changein the
living world — so much $0] that such efforts are often clursy and
impearfectly, directed. How oany poltergersts are bur poot wraiths,
frustrared in the effort to perform some simple task!

Haunts and Nihl

here are, however, some fow places where
carlpress berween the worlds (s less ardions,
Juse a8 the living are attracted ro certain
places initheir world — brighe cities, great
mpuntains and fashionable spas, for ex-
ample — o the dead conpregate in certain
areas, which are known in limgua-morteon
as-Haunrs, These places so Strongly rerain the substance of
death thar they begin to shape their living COUNLETpaTts in-
stead of merely imitating thém. A living place thie corresponds
tod popular Haunt 15 possessed of a cermin aura of dread and
gloom; by which the more sensirive of ]i‘.'il‘tf_{ souls can know

with unspoken certainty thatrhey walk among wraiths. Occg- 7

sionally the Shroud between the worlds is rupryred somewhat
i these places, and the dead may
there:

These are the haunted places 1 sought our in my brash
youth, thinking to hald cangress with the dead and leam all

manifestto living senses

adels and Necrapol

'~| eriris notto be supposed thar the land of
/ | thesdend dependsisolely upon the land of
the living for its form and disposition.
Theré are, indeed, many instinces where
the reverse is the case, and such is the ver
iy af the Necrapalis, the city of the dead.

Oft hayve I dreamr, inhrearhing days, that [ maved asa phiosr
through some familiar séene, observing allBurariable to make
myself knowi to the friends and\loyed ones upon whase lives my
gze alighted. How many fimes has that dream repeated itself in
waking experience, and how bitter were my rears, that dripped
not an bt through the hands and faces tha 1 soupht to embrace
with fingers of mist! Over rime | leamed the discipline of mind
reguired to touch; Buric wias anarduous and birtepraad. | declare
ir cost me less effortin life taswdm the Helléspont in cdppled
parody of Lednder, than ir dmw T, 1o du so sliphts thing as m

, the pftge ofia bk

the dread secrers of Crernitye Howanuch mare foalish I'must
now-own myself, having trod thase glaomy halls a5« wraith,
and having seen wichdéad eyes the du]uded folly ofether phiose
hunters!

If a Haunr isa place where the diaphragm separating life
and deathstretches ehigy, cheria Nihil is g pinprick in the veil;
theough which sighr Satind — and, betimes, other things —
may pass without Rindrance, Nihils are holes inehe fabric of
our reality, wells that plunge directly.inm the depths of the
Tempest, Eneropy is drawn through a Nihil bythe ibfluince of
Obliyion just as watenis drawn by gravity througha hole in a
leaky bucket, Nihils arethe taves fromavhich no exploser res
tugris, andthe pools which antique Sibyls scry. They are tinged
with teprible mysrery and unexplained evenis, especially ap-
pearancesand dlsapp:arunwx Fear them, for they are door
ways with two sides —~and irisasbad ta be dmwn int a5 it is Lo
confront what mw emerge.

! .

The dead remain unchanged from their former habirudes
in many particilars: They dwell fieartne another, seeking safery
in numbets and the protection of sgronger fellows. Their wil-
lages and €itigs overlap the cities of the living almost without
excéfition, for ghe living are'thesqurce of theigwealth dnd

Sustenance. The Nccm;mh.», q:mm w}mx em-ipsn.,‘ﬂin‘t.s fcertain |
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kinship to the ﬂesh]fflcir'_.r whose space it occupies; but it isan behold only your own side of the mirror. For head vou the sight
equal partner in the matter of form and likeness. \ of the dead; you would behold worse sights than ever the walls
Hew often, dear reader, have you traversed the gloomy, of the thieves' kitchen witnessed, and plots that wouldshame
fetid streets and alleys tharlie ac the decaying heart'of a great . to maiden blushing the bloodsrained paldces of perfidicus
4 city? Amd how often, (o such places; have you felr the thrill of Byzantium.
¢ nameless dread — thouph nounottal causerbe apparént — and . The Haungsin a Necropolis may be many, barall are linked
reckoned yourselfin o grimicharnelar-mghosdy ruin, but oo by Lhe kinship of cirysteer and district bopndary. Cver all
the depasition of your waking senses? Avsuch rimes, you rn.P.',r -~ stands the Lllad!ﬂ the acro-nebropolis where dwell-the H'L’r'
warrant, you have trad the earthly shadow of 4Necropolis. -+ arch Anacreons who rule in the hame of the Deathlogdse T
The presence of the dead'is almosr anpible m sugh places, and | not inevitably sa, for'Seme few Nermpnﬁ fly the-banmers ut'
seeps inta the living world, shaping things ra irsown dismal  Renegate or Heresy, bat by far the greagecparr {5 held in the

likeness. mailed fist of the Hierarchy. OF thase é}mt are arherw{sr the
: When you find }:Jurself in ﬁl.ll."h a place, draw your gar-  majerity q‘ff':r only lrn the colars they fly.

o ment closer about 3-uu ind move: l.‘.'tn, heingthankful that you-

e
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here i much irn thebnderu.-nr!d h-emdu the. v uwaers. spun uf H-,rrcnn u-:ldqt, or- glirtering Cachayonyerof
Shadowlands; indeed, whiole otheréonti- . “fabled Eldorago. These stories ﬂmtlﬂn the haldest heart, fnr
il rents lie amid the vast uncharted ocean of “they may more likely be thue thiin not: The srrange beasts and
il the Tempest. To-the: mhahlmnts o thc rude customs that confronted explorers were tammeled atleast
il Shadowlands, thotghy these are mysterious by physical law and rule of Nature) those discoveries that may
t-and distant places, consisting for thie fiost. awaica shostly Pizame, Cosk o Polg irthe Tempestneed have
“ o part in rumer, heamsayand superstition. - - ne such litniration. Few cate to travel within the Tempest, for
Wilder tales are tolidhofslands in rhe;'fg*\:ﬁfﬁesr than ever living . it is a dangerous business. |

=

he Teropest forms the grmt&f‘r part of the - pletely fled, so thar none can tell what anysuch being may
! Underworld, and it is greatly feated. 1 have % choose to do, Many and terrible ore the forms of these crea-
i endured s fary butence; and wish thar | tiites, thouph there is nonebut whose corpus 18 the essence of
il may never have t6 do so apain. Only ary. kindliness compared ro its innermture,
il desire foran'end i thie bleakeexistence  ~ ° Worse, though, than the dwellers in rhe Tempest are the
would*prompt [llf..qllj.] tront the madness grear | ‘\-{aelsnnnﬁ that it spawns: tidal waves fran the great
again, and even rhe pr!zL nfTramcmdr.ncu' wheimmg ocean of the Tempest which sweep from time to
" is presently an sufficienclure 1o overcome my hesitation:  rime into the Shadowlands, Bringing 7 madness anddisaster in
Res ipsa, plugpostea™— Fron ahead ofmy dl.‘:wrt"itlﬂn. aﬂ.l;t must._theirwake. Whole realms may bé swept away.by Maelsrroms,.
return to the task ar hand: my geographia mfemr: and even the living world suffers greatand unnatusal carastro-
& Yer some thire arc who make their dielling b r_he Tem- - phes when they appeac Atlantis, Pompeil — evenithe Great
Ny pest. Their morives may nur be Tathomed by & rational mind,* Flaod frself, some sy — were bur rpples of the Maelstrom,
; vet perchaps thiey find in i chaarie wildness some harmony to the living mirrors of worse things afoot in the Shadowlands,
march their own troubled spiritss Thesé speetres, as they are Thete are, haweves, ‘&I‘Iumdbﬁl‘ of Bywaysthrough the Tems
known, are held in great awe and trembling ﬁw,w SLOnE, pestelike roads penetrating the datk ﬁﬁ.& dlqmai farests of the S
o survive their chosen ghode, and may mil‘r‘iw&mmc the Balkans. 'I'l-u_-:-,1 may be reavelod withe jg:catLr safer, than the "
{ o poor spinitsawho dwell ity less perilous climess Worke, hﬂ‘-'mﬂ Tempest itselfy but that compararive tﬁ‘hﬂ 'that may wruthfully
became .uccﬂsﬁame{'] 0 their hellish abode, thﬂlr TEascnL ISEOH'I-* : T_'n: said in, their fnrr'.lt. Lllr.r: llx'mpqﬂsklhg' are haunr:ﬂ hy u,
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brigands who geek to prey of unwary travelers; it 1 nior une
common, either, for the beases of the forest ta emerpe onto the
roadyand these heasts are not the pentle wolves and bears of
the livingworld. Theydonot shrink from the crackofa harse-

The ar Shores & Bl

'-h'isrj'nntmr I hesitate to place hefore you,
F@ A for {[hhﬁs fauch of !Eg_cnd ir fes pature, and
geNl )| it i althing 1 have 1ot teied by personal
experience, Th my shocked and jaded mind; -

o have much wistfulness i its nah@:ﬁp, a nd
lirtlerin the 'way of established fact. Ieis
“Held as common knawladge aiioni the deadghoweverand for
that reason I shall not omitits mention. PN
It is Said that there exist agréat many realms, floating like
istanidlstin, ehe turbulen tadean b the Tempest, I shall have
MOre to &y ahout certain af them in rime. These thag share.
the title of the Far Shores are worthy of mentiof, because it s
heldby some thag theyare the legendary afrerlife, asieis tauphe

by relipious authorities,

The Hereafter of every falth kivown to the livirg may he'

found somewhere i the Tempest, dtis claimed ahd soime oth-

1

mongallthe realms in the Underworld, the
greatest is that of Stygia. Founded, accord=r
ing to' tradition, tby Charon himself, it
1 the sear of the Deathlords, and its power?
loos over the world of the dead as thar of
mirbled Bome ance o'ershadowed Eurape:
_ The safest and most numerous Byways
through the Tempest e those.thar conduce the travelef ro
thegates of Stygia, for they are-bftmost fravéled, and icst
assidtously snaintained. ' p
Meated raund the Realin of Stypia is the Sea of Soulsea
vast and repfible tipsma thar rivals the nightmare visions of
Bosch, For o sea OF spuls is truly ‘what it is — a howid and
parhetic sighr, bt as sotnd'a defense against the :aginﬁ"_'l'\_é‘mé

L Es

g ir seems, ik, carthly legends of Pamdise,

-

whip or the report of a pistal, and may not be evaded by aban-
doning a horsé or two to sate their hunger. The urge o rravel
is a perilous one, and best left nnéonsummared save ar the most
pressing need.

ers beside: Here may be found all of the biells, and heavens
too, of every ruce and'creed. There are those who g0 so far as

to assert, indeed, that these tealms are crearedsind sustained ;
by the beligf ofithose soulswho seek andfind them, and hy no
otherdorce. . .

My rarional mind, céunsels me to heware of trusting in
stch.iimon, vet I darinot resist the delicious irony char all those
humafi fdichs, which havé expended cenruries in warare and
dogtnatie persecution, bankrupting nations and slaughrering
unnumberedsouls wprove the rightness of their reaching and
the falsity of their énemy’s creed — each and every one of
these religions, | sayy is right, and nane is wiong! Seek and ye
shall find, indeed! Surely this is a‘thing that deserves to be
truthiul, whatevermay be the actual parriculars.

pest as any bastioned wall. Beyond this vastand hapless hourne
tie the drad walls'of Stygiagwhere none tread willingly.

Thenable design of Charon is marred sinee his ahsence,
and the'wmnypost has become a prison. The Deathlords hold a
vast-captivity of souls, whose presence sustains dnd strenprh-
ens the.redlm, and feeds the power and ambition of their ac-
cursed failers. :

That mnchlis kndwn of Stygia, and for my pact, it is all |
CArk to knm'. Once through, those-dread ates, ivissaid, all ;
hope flees, and an‘cremity of enslayenicnt beckons, save for
thaseatho have achieved sufficient starus in the Hierarchy,
Only theFerrymen walk toward Stygia undismaved, and even
they are éautious. A




hie mention of Fercymen reproaches me,
that I have gone so farin niy discourse
without any but the most personal @nd
subjective explanation of the state in

Those Who Guide

he lore of l:ht‘ dead affords especial tespect
m those called Ferrymen; for they have it
dil in their powerto conduce the dekrted soul
il 1o safery, avoididp the chonsand hazards of
1| the Underworld and the deadly intentions
af slavers and orhers of wham [ shall wrire
anon, | b A0

You already know their names: Anubis, Hernies, Brunhild
and her sisters — and many” besides, swhose namies are pres-
ently inknown save taliving scholarsand dead prieses. It is
gald that Charon, who begat the-Hierarchy and carved some
~order from the chaes of the Tempest, wasithe preatesr of the
Ferrymen during His time: Though now, it is said, Charon is
missing, and hisorder be gins o crumble I that s so, then the
future ﬁhall 1:io a ﬂrcndﬁxl one indeed.

05¢ Who Rl =

ome eons past, as radirion has ir, great
Charan founded the realm of Soyizia, which
is thegreatest of ehe realms in the Under-
world. [ts influente extends heyond its
horders in the manner of an earthly em-
pite, andits ruling Hierdrchy s a power
that nofie may twifle with. The Lards of
Pleath owe fealry ra Charon, buc since his disappearance none
-8 “can say what they may do.Their Legions have been more ac-

spread.

Like any empire of mortal history, the Hierarehy rules more
theaugh fear than mild persuasion, and is based maréwponithe

tive of late, that much s eertain, and their abuses more wides

which Lfind myself, nor vet have I essayed the predominant
thinking among my ingorporeal fellows abotwhy and how
it has come o be s,

The Perrymen travel freely through the Underworld, suf-
férng hindrinee from none: lo is said thar their jonmeying
maineains in gome parr the Bywavs that reavérse the Tempest,
just as fequent.traffic Keeps a sond from growing over with
weeds angd hecorting last. They omen no, master but thefrown
appeinred purpose; thad ls tire indeed among the dead, and
speaks moreeloguently of their power than any othefmatier

_could cssayh Thoy are feared and even hated — for the souls

they clidim are praventéd from entering the currency, as it were,
of the ungitier deal — ver respect for thelr power stays every
hand fram opposing them: These who will pay the price may
reavel with a Ferryman, but these hardy voyagers rrave] where
they wilk and 'may lead one to onekidestination by a clrcui-
tqus route of years or'ceituries, or dever arrive there aall;

profits of trade and the spails of war than upon enlightensd
phitlesophy and high moral principle: The vassals of the Hier-
archy are enthusiastic slavers of sauls; and punish others who
engape in rhat reade; chey ralé; and deny othess the right to
rule’ themselves, calling them “Renegades” and “Heretics,”
Théy are the enemivs of all freedom.

Thar mugh, [ knew: Much meore I have heard, though as
rumor and heasay only. 1 shall not trouble you with unreliable

_kalgs Raving completed my main pumose in describing the

Hierarchy. Id rst, thitt any who love freedom should fear and
shun the Deathlaedsand their minions, for though their sla-
veryoffers protection fram miny of the Underwaorld's perils, it
doesmat grane prorecrion from themseelves.
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here are many who aceise the Deathlords
af doing awaywith their master Charon to
free their hands il the pursuic of power
Many soughe to dissociate themselVes from

many more, who had mever submitred to
the Hicrarchy's mile, saw the opportunity
to turn this schism to'their own advantage, and joined in the
great dsing againse Styaia which took place some owenty-five
years ago. Not since Gireege rose apainst the Turkish yoke had
[wienessed such scenes of valor, sacrifice and betrayal: it was a
terwible war, and one Tscarcely escapedintact. :

The Renegades, a5 they terined themselves, were erushod
beneath the Legions' iran heel, bur nor all were destroyed, and

Those 1ho Hope

have already alluded to the common he-
lief that the Far Shores, if they exist, are
d thoupht to be composed of purc faighgren-
dered rangible by the nature of the Under-
| world and the quanrity of souls devated 1o
the dea of their reality. Hereries seek to
employ this peculiac lawof theirsurround-
ings by ‘ereating a belief and fosteringits praweh intoa stable
realm Such an operation is onerous indeed, for the belief-founs
dation must be pure and constantif the resulting edifice, as ir
were, is to have anyhope of srability

Some of these Heretics, as they are dubbed, espouse their,
creeds becduse of natural sympathy, others because they dread

Those Viho Learm

or all the power and hubsiz of the Hierar-
chy, there are other social bonds ameng
the dead where all may mingle as free

B equals. Though the Srygian Guilds are ot
what theponce were, those towhom they
| Wl open theirdoors imay be of any backgraund;
a]:uilw is the valy qualificarion, not wealth,
position or allégiance.Whara brave world might be wrought
amang the living, ifall educarion were apportioned thus!

when cellsafidissent and rebellion flare up from time to time and
place to place, theyadapt the name of the Renegades almease as a
touchstone, They arescattered, poorly organized and diverse in
the exrreme; Beneath the Renegade banner, bandies b shoul-
ders with dreamers, and Tunadics with revolationaries.

Many Renegade groups exist in the Shadowlands. Some,
indeed, have infilerared the Hierarchy and work atis ruin from
within, This circumstance makes the minions'ofthe Deathlords
ever more prone ta-wieak painful destruction upon any poor
unfortunare suspected of collusion with the rebels, Make cau-

 tionyaur watchword: some Renepades ate wue champions of

freedam, aidng the needy and protecting the weak: others are
no mare than swaggering bravas, ready ta rob, hetray and en-
slave the LOWALY:

¥
]

the ﬁlturn:ar_'wes: ugceastng wandering in the Shadawlands,
eternicy undet: the Deathlords' yokey or a-perilous journey
throughs the Tempest toward o’ possiblifnonexistént refuge.

Lhave fonnd Hegerics ro be more eéhable hoses and beteer
allies rhan either the Blicrarchy or. the Renegades; once ap-
prised of the natute and tenets of theitthelief, one may more
safely trust in the ceurse of their behavior, because borh zeal
and pragmarismrge them to faichful bbservance: ;

Like the Renegades, the Hereticsd are freatedayithout nércy
by the Hierdrchy, and s whispered that friendship with Her-
etics can alone ke sufficientgrotinds for discorparation ar the

hands af EhE' Hiera n:h',r

ThL guilds were once Llu. grmmt of powersin the Under-
world: Farmed by Charon o help arganize wiaiths in the chags
of the early &ny‘s, anly théy couldead terns to the Hier archy,
far they had the gréatest power =—sharof knawledge, and its
withholding — to which-even rhe sterhest tyrant must bend
thie knee. But that day is lang past, and now the muilds are hue
reflections of their former poteney. Theyare no longer formal
oreanizations, but simply easudl afiliadons of kindred :.L:.ul:.,
joined in commen spirir and 1dennt1.-'




Asamong the [fving s among the dead there are seekers
after hidden truth and delvers into secrcts, and of such minds
are the guilds now composed: Each puards, reaches and builds
upon its own especial branch of thar which passes'far Seience
amang thedead: In some enlightened Citadels, those who still
call themselves guildn‘m&tcrﬁ sit alongside Anacreons, and add
*their wisdomite government! Elsewhere, the tyfants derest

them, add those openly of guild affiliation mitis€ fear, forthe

prospect of their wrarh is na longer prim. The perfect land of

philosopher-kings i5 a5 far from my world as it is from yours,
I and the lare of the puilds hasbeen stolen from them. The guilds
i ate now, by neeessity, hidden and secref, its members making
no claimof r.hurr Hll{.g!an@e

De Natura imorun

o the living, 4 goul 15 an intangible thing,
whose priceis.often cheap and whose very
existence is frequently debated in this age
ot Selenices 16 is onlyafrer death that the
souls true value becomes apparent, for souls
are both'material and currency in the world
of wraiths. The seability and strength ofia

" ofthe souls thar.dwell there, and the ppwepof a individual,
o g5 an Barth, is me&sﬁrud in the m!m};_er.of souls under com-
mand. J i
Themare pnwerful denizens of this place can shape souls,
melting them rogether like copper and tin, and pouring them
o objects pfsome power. Stygian iron s said ro be made
L from the residue of this repulsive process; it is the only sub-
stance that may bind the shifting plasm of a wraith's corpus,
and 1s highly prized by slavers,
The poor allayed souls are bound togecher in their new
formyand their viral spark drives the ohject in perférmunce of
Atspurpose, Theleathlords ofténtimes sannd grear gongs forged
9 fram t]ﬁn[:qundﬁuﬁ’mmpnumlgd souls; their kcemng is terrible
tor heag,
Just as the lnrl.m, sidke theipsertlemenes close by the things
% from which theycan driw value — mines, good tillage, f:sh
44 ing grolnds, eade roures — so do the dead abide close by the
" places wheresouls ate wont to cross the divide, Hospitals and

i3
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realm nkp-.mla in large part, upon the quarricy and characeer-

L.ike Tumaeus at Plaio’s knge; | have leamed such things
from the gulild 'wraiths as have sustained me when this drear
existence had else been insupperrable. Among them lhave
found the‘elosest sympathy o my‘own inclinarions: For those
who have aught about them of philasophy, reason; or justice,
thie guild haunts are hawens amid the crim world of the dead.

Their discipling is fess indulgent than Lhad found ar Cam-
bridge, bur the matters that they teach are infinirely, more
worthwhile, And more thanonee have they offéred sanctisary
from those who wouldshave done me harm — a saneruary
which isnot to be despiset ordespoiled.

places of butial dre as granaries ro them, and cven the living
may sense their presence theres

Mare assiduousty soughiare these other places of death:
placesof e\cecutu}n (ﬁrkﬁlh:?t where secret marder (s done,
mills and mines where dLsastettimms. and many ather such
~dismal spote. Here, the Rehpers — for such do they call them-
selves —exert eiﬁer',f arom of their influence, like fishermen
casting and raising their trawls) @ tip the earthly halance ro-
ward f;_at_as[mphe and reap tjlu.‘ resulring bouncy,

Wars and massacres ate grear artractions, if ephemeral
ones. Greatcaravans. stalk the Shadowlands behind living
armies; in carnival-mood like wustic fairgoers as-they antici-
pate the coming slaughter Great eelebrations follow the car-*
nageand its feast of souls, like the Faroese festivities upon the
coming of migrating whales. 1c is a fierce holiday.

Should some sudden and unforeseen eatastrophe occur,

the word goes out like news of gold; a grear mish of wraiths

contests the prize, and devil ke the hindmast, This happens
but rarely, however, for the' harvesrers of souls keep close watch
upon the living, and disastérs are anticipared almost without
exceptionaindeed, a great many areplanned and engineered,
as surely as thee nativesof hmerlfa drove buffalowver cliffs to
furnish their hanguets.

Indeed haye I painted ashocking picture, Only the god-
dess of Truth conld induce me roplace such dystopian visidns
befare you, HI‘!.d anly Truth may justify my deed: :




lavery is the inevimable fate of mast of the
souls who enter the Underworld. Mazed as
they are by death’s tonch — many not ap-
prehending their frue situation —they are
seized uportavidly by those awaiting them,
Derestable as slavery is to any rational be-

ing, ver in the Underworld it can betimes
he preferable o freedom.

By ancient and unbreakable rradirion, the wraith who tears
rhe plasmic Caul from a néwly arrived soul claims the night of
guidance and is dignified with the title of Beaper. Paro masrer
and part godparent; the Reaper musr guard its few possession
wall. Mor only must chieves be thiwarted, but the newfound
_avraith mustbe ensured of a good condition, and'so maintained,
like blaodstock, as to hold or increase in mading value, 111
treatment is not i the Reaper's interest.

Liberty, by comparison, i$ filled wirth serrors. Weak and
ignorant, one (s:case unprnrf-rm{‘[ into a world of predators,
Everyorie one meets is a potential slaver, and only by superhu-

nan force and guile. may liberty be maintamed. Thoush the

enslaved may dream of freedom, they have no cause to envy
its conditions.

Transcendence

aw that Whavedrawn the horrats of the Un-
derwarld in such searkeand termble coloms, it
will not astonish the reader to leamn thar the
main precccuparion of many Reseless is
escape their lot. The possibility of such a task
is that which lightens this dreadful exizrence,
and it is desired a8 fervently as the prayerful
desire Heaven's grace. Such, indéed, it may be called among some
philesophies; though its commonplace name is Transcendence

~a word embodying all thatis brighr, hopeful and inspiring in
this dreary and horritic place,

In part, Transcendence s the thiowing off of those Ferers
that bind the soul ta the warld of the living, and thus o the
Shadowlands. Just a8 na un-Fertered soul can be imprisoned there,
nonewith Ferters may hope to escape. .

But there is more w this Transcendence thanthe I'ulh![mént
of une’s remaining testo.Life; indeed, the sevéring of Feters alone
i5 a certain guarantes of destruction Loosed from its anchor, an
un-Fettered soubmay be sucked into the madness of the Tempest,
there to perish or suffer a worse fate. Before Transcendende may
be artained, the spitit must be at peace with itself;, and possessed

Heowever, ro be enslaved, as among the living, is to enter-
taint the hope of liberty in some degree. Thoseenslaved ta the

Hierarchy seek liberty in rank, aspiring o the lofey post of

Anaereon or Deathlord: Orhers, likewise, seek to advance their
sitnarion. Fes seek escipe, for to eseape 15 to forsake all pro-
tection dnd essay a world of unthinkable perils,

Those souls harvested by Benegades chafe less in their
confinement, for like the rational and humsnistic thinkers of
my own lifetume (by whose soulsno few groups, T miay say, have
heen faunded), the Renegades preach greater respect for the

» individual, placing mutual benefit and willing cooperarion
“abovethe commandments of main force. Their devorion to

the practice of their philosophy is, as indlife, somewhat vari-
able; but the newfound are accorded some few personal rights,
by, which measure their lonsupersedes thar of the enslaved,

As for those taken by Hererics, cheir condition depends
tpon their own inclinations. Those who are disposed, by narural
philesophy or willful intent, o beligve and serve the faith of
their caprors may hope ro prosper; those who cannot or will
not bend ro ivs digtates may be traded 1o other masters and an
uncemain fate,

of an inner tranguillity that will see it safeand undismayed chroogh
the jourmey to Transcendence.

The inner darkness of the Shadow must be confronted, em-
braced and Brought into harmiony with the nobler passions; all
conflict and pain mist be smoothed away, leaving the soul tran-
quiland unrroubled; régrets and dreams must be unburdened from
the spicit by fulfillment — in short, every atom of ill-feeling and
negative thought must be clednsed, leaving Oblivion no finger
held ra snarch hope away.

Transcetdence s aspiritual journeyas well as a lireral one=— if
any thing or place in sa fantasdeal aworld as this may be dignified
with the qualiry of being literal — and is noless arduous and no less
fraughtwith peril than the pilgrimages of bypone days, throneh wild
forest and hostile deserr o the grear shrines of the Haly Land.

For all rhat, it is no less possibles | have witnessed the Tran-

scendence of more than one whom [ ealled friend, and wirh rears.

of joy pledged myself ro the same caurse. Tstill entertain hopes of
reaching that blessedistare in time, thus ending my miserable so-
journ in this cheerless world. For I have seen thase who deny or
eject the hope of Transcendence, and ¢ling rothe Underworld a5
their anly rs_a|[l.'} and [would nocbe as they uh_,.ﬁ!r any prize.
Heaven helpus all,

»
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Va]edlctlon

' the:e wnrmgs gy ote day.serve you hﬂ-
tenthan the truedt friend; and saveyoufrom
all marmer ofhorrors. Upray that it maybie
501, 7 il

[taiay be thacthethingsset down here

appear tao fantastical for credence, and:thiat you are inclined

ta attribuce them to the tdvings of 4 lunatic or the nighrmares

ot opium. When I walked in'theflesh, much that is here would:

have hegeared ever oy imaginartornfor all'of my hr::-:l lifetime’s
delving into Death’smysteries: : ¢

Yet many thingsare here which willlnot be strange, if youu

will only look at themr anew. Try these writings ugainst the

dd
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ghost stories andicld wives' gales of your narive land and you
may be assured of finding Commespondences. Haw could it be
otherwise, when these tales are all rooted in the same reality!

I Let these be my witnesses, and warrant ra theveracity of the

test of the waodk, for all thatis here is tue, By my-own experi-
ence. :

Once more [ wish you well. Perhaps we mayeven mect,
here in the Underworld; thongh [ do not wish ir upon you. For
now, salve atgue vale, and if you wishta oblige me, weat well
those you'may meer-who are possessed of pentle and compas-
sionate soulss for without the selfless entreaties of one &ich

Wergarure to soften my sclfish heart; yoo would havé remained

ignotant, and been thruse into the Underworld as ill-prepared
as 1
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The stench of Death taints everything we say and do. Life
is sooften pointless and devoid of meaning, Little more than a
journey inro Oblivion, The pain just won't ga awary.

P E ¢
Quir fear of death turs life int:!i dmightmare. The terrar
of mortality stains ourtemporal existence so much thar we fail
to live. Teso torments us that escape becomes paramotint. We
find refope’in copious quantities of entettainment, drugsand
sex. Some find it in'death iself..

We are Cowards, too afraid tostop running and seart ask-
Ny fuestions.

The fear of death sustains a whole hose of terrors and
cravings. - The most overwhelming fear we have feeds on our
feelings of incompleteness and inadequacy. We resent our in-
abilicy, to embrace life as we should, and we loathe the hold
that our fear of dearh has over us.

We so seldom do what is fulfilling, We are socialized to
fallow the dictares af orhers, and suppress aur own narral de-
sires and impulses,  As welgrow older; we'become more and
more resentful. We warch our'dreams slip away from us, and
our cawardice haunts us to the end of qur days (and heyond).
The icy rouch of fear sits on our shoulders, bur seldom do we
realize what inis we fean

[ris dearh, of course— the immertal fear of nothingness. -

We are, all of us, bath shddow arid lighr, animal and hu-
man; bady and mind. The mind can reason, the body cannot
yet the bodystillean sénseand teact. However, it posscsses

its own logie, which.does not always juxtapose with the lopic
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Being and Nofhingress

A'lite which disappears once and for all, which does not return, is like a shadow,
without weight, dead in advance, and whether it was horrible, beantiful or
sublime...means nothing,

— Milan Kundera, The Unbearable Lightness of Being
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of the mind. The bady exists in a different waeld from the
mind, a realm of instinceand emaotion.

Animal existence is based on patterns. Survival and re-
production are the purposes of these evalurionary programmed
patterns. Change ina pattern signals danger. Change ina
hunting patrern, sleep pattém, eating pattern, mating pattérn
or migration pattern can signal the-arrival of a predator, a
rockslide or a sudden lack of food, Toan animal, change is
warning thatdeath lutks around the'corer

Our animal badies continiue to react in thisway, even when
we know that death is nowhere near) Any sort of change can
evoke this instincrive fear, The mind can repress it, ignore ic
or even prompt the change our of spite; but the animal/bodyf
shadow always makes iselfifelt. Fear is a part of life; it js sur-
vival.

Animalsare survival machines, each Creature the pianacle
of evolution, each possessing a profound capaciy for fear. Each
of 18 is here because every fiber 6f cur being isdnfused with a
will o fight or flée ar the slightest hint of trouble, What was
ONCLS, Our HHIV:iLi['I'I'I 15 TV GLr ".]ﬂ!ﬂl'l‘.ﬂ"“'.ln.

I the modermn world, death = but try-telling that to your
body. ‘Knowing who jumps out at you doddn't stap the adrena-
line rush. The fears of chebady elash with the aspirations of
the mind and will:: We Lill our aspiations and hopes out of
fizar, fear that death is coming.

We choose incompleteness and inner dissatisfaction over
the irmational terror of death. In doingso, we become less whale.
We give up on life and embrace nihilism. We embrace noth-
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ing, oblivian ieself. The tragic irony of our lives is thar we die
without ever having lived. Such « waste. What a pity.

Ourvehicle in this game for exploring the theme of life-
in-death and dearh=in-life is the hollow, unliving ghost. The
metaphor is complete. If you are missing somethinginside of
you, your're a walking ghost: If you are missing everything but
the last shred of your identity, you are nothing bura specrre. If
you are uiissing even that, you are gone. You are nothing.
Oblivien has swallowed youwhole.

To understand this game, you're going to need to éxplore
your own fear... and your own death. It nor a very pleasant
subject, bur then again; neither is @ life lived in fear So deal
with it. Geta grip on your fear...
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e are all, ar one level or another, game play-
ers and storytellers. Through our pames, we
transcend our daily routines; through cur
stories, we feed the spark of wonder inside
us all. Through both, we express our tal-
ents and, in the process, entertain ourselves
and our companions,

The book you hold in your hands is both a game and a
vehicle for storytelling. [t will allow you o assume the role of
a wraith — a rorrured, passionate creature trapped between
death and life. You'll have the chance ro tell stories about your
strugeles. In the end, this game is more abour you than it is
about ghosts, for the stories come from what is within you.

Although Wraith is a game, it is more concerned with
storyrelling than it is with winning. Wraith is a rool enabling
you to become involved in tales of passion and madness. If
you've never done this kind of thing before, you may be con-
fused by the whole premise of a storytelling game. Once you
understand the hasic concepts, however, you'll find thar
storytelling isn’t all thar strange. Indeed, it is something you've
done all your life.

You are going to weave wondrous tales — stories of fragile

hope and intimate tragedy. The heart of the stories is you: the
wraith. These stories will likely caprure your imagination and
invalve you far more deeply than any play or movie does. This

er (One:
roduction

He who pretends to look upon dearh without fear, lies.

— Jean-Jacques Rousseau

is because you're inside the story as an active participant, not
just an observer.

Storyteling

hroughoue the inhabired world, in all tmes and
i )| under every circumstance, the myths af man
ME S| have flourished; and they have been the living
Wil inspiration of whatever else may have appeared
{| out of the activities of the human body and
od| mind.
— Joseph Camphell, The Hero with a
Thousand Faces
Long ago, before mavies, TV, radio and books, people used
o rell each other stories: stories of the hunr, lesends of the
gods and grear heroes, or gossip about the neighbors. They
would tell these stories aloud, as part of an oral tradition of
storyrelling — a tradition that has largely been lost.

We no longer tell stories — we listen to them, passively
waiting to be picked up and carried to the worlds others cre-
are. We have become slaves to our TVs, permitting an oligar-
v:h'y‘ af arrists to dictate our culture to us,

It need not be this way. Storytelling on a personal level
can once again become a part of our culrure. This is essentially
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what Wraith is abour: nor stories told to us, bur stories we rell
orhers. Through the game and art of collaborative storytelling,
we create new stories and claim the ancient myths and leg-
ends for our own.

Sraryeelling allows us to understand ourselves by giving
us a tool with which to explain our triumphs and defears. By
looking at our culture, our family and ourselves in new con-
rexrs, we can understand things we never before realized.
Storytelling is entertaining because it is so revealing, and ex-
hilarating because ir is so true. Qur fascination wirh srories has
a purpose to it: of that there is no doubr.

Roleplaying

Wraith is not only a storyrelling game, burt a roleplaying
game as well. You nor only rell stories, but actually acr through
them by assuming the roles of the central characrers. It's a lot
like theatre, but you make up the lines.

To understand roleplaying, you need only think back ro
your childhood and those wonderful afternoons spent playing
Caps ‘n’ Robbers, Cowboys and Indians, or Dress-Up, What
you were doing was roleplaying, a sort of spontancous and naru-
ral acring rthar completely occupied your imagination. This
play-acting helped you learn abour life and what it meant to
be a grown-up. It was an essenrial part of childhood, bur just
because you have grown up doesn't mean you have ro stop.

In Wraith, unlike pretend, there are a few rules o help
you roleplay. They are used mainly o avoid arpuments —
“Bang! Bang! You're dead!” “No I'm not!” — and to add a
deeper sense of realism to the story. Rules direcr and guide the
progress of the story and help define rhe capacities and weak-
nesses of the characrers. The essential rules for Wraith are de-
scribed in Chapeer Four,

Wraith can be played with nearly any number of players,
but roleplaying games in general are best when there are six or
fewer players. The mystery and flavor are diminished when
players must compete for attention.

Y The Storyteller
: X ..'\I' | I Wraith is structured a lirrle differently from the games wirh
) i which you mighr be familiar. In the first place, there is no hoard
involved. Second, one player needs o be the Storyteller —
the person who creates and guides the stories.

Being the Sroryreller is a bit like playing the Banker in
Monopoly™, but bears greater rewards than a handful of play
money. The Storyteller describes whar happens to the charac-
ters us a resulr of whar the players say and do. She decides if
the characrers succeed or fail, suffer or prosper, live or die.
Storytelling is a very demanding rask, but it is equally reward-
ing, for the Storyreller is a weaver of legends.

The Storyteller’s primary dury is to make sure the other
players have a good time. The way to do that is to tell a good




tale. Unlike traditional storytellers, however, the Storyteller
doesn't simply rell rhe story. Insread, she creares rhe skeleron
of a story and then lets the players flesh it out by assuming the
roles of its leading characters. Storytelling in Wraith is a care-
ful balance berween narrarion and adjudicarion, berween story
and game. Sometimes the Storyteller must set the scene or
describe what occurs, but moestly she must decide what occurs
in reaction to rhe words and acrions of the characrers. She
must be as realistic, impartial and creative as possible.

As the Storyteller, you are in charge of interpreting and
enforcing the rules, ver you are alzo an enterrainer — you musr
struggle to balance your two roles, Most of this book was writ-
ten to help vou do just that. [t won't make being a Storyteller
casy, because it never will he easy, bur it will make you berrer
ar ir.

The role of the Storyteller is explained in much more de-
tail in Chaprer Three.

The Players

Most Wraith plavers will not be Svoryrellers. They will
inszead assume the roles of the central characters in the story.
Being a player does not require as much responsibility as being
a Storyreller, bur it does require just as much effore and con-
centration.

As a player in 1 Wraith chronicle, you assume the per-
sona and role of a ghost, whom you invent and then raleplay
over the course of one or several stories. The life of your char-
acter is in your hands, for you decide what the character says
and does. You decide which risks ro accepr or decline. Every-
thing you say and do when you play your character has an ef-
fect on the world.

The player musr also be an actor. As an acror, you speak
for your character and act out whatever you want your charac-
ter o do or say. Whatever you say, your character says, unless
you are specifically asking a question of the Storyreller or are
describing your actions. By announcing and describing to the
other players what you are doing, you become a part of the
ongoing story.

As a player, you try to do things that allow your character
to succeed and thus “win the game.” This strategic clement of
the pame is essential, for ir is whar so often creares rhe thrill
and excitement of a dramatic moment,

Dften, alter describing the actions "you" want to take, you
must make dice rolls ro see if your characrer succeeds in daing
whar you have illustrated with words. Your character’s Traits

— numeric descriptions of her strenpths and weaknesses —
dictate how well your wraith can do certain things. Acrions
are hasic elements of Wraith, for they describe how characters
change the world and affect the course of the story.

Characters are central to a story, for they alrer and direcr
the plot. Without characters, you can't have a story. As the

story flows, the characters, not the decisions of the Storyreller,
direcr and energize the progress of the plar.

To some extent, each player is an assistant Storyteller.
Players should feel free to add ideas and elements to the story,
although rhe Sroryreller may accepr or reject them as she sees
fit. In the end, a good story is the most important goal. Play-
ers, characters and Storytellers work together to make a story
come alive.

Characters

Many different elements compose what we like to think
of as the “sell” — too many, in fact, to separate or identify. In
truth, we really don't know who or whar we are. We wear many
masks. It is from this essential diversity of self that our desire
and ability to pretend o be someone else originate.

Characters are the literary versions of real peaple — they
are not real, but they do capture some aspects of reality. Only
when you enter the world of the story can your characters be-
come complete. They are real only with you as the animaring
farce — the soul, if you wish. Never treat your characters as
projections of voursell (even if that’s all they are). Treat them
as unique individuals, as works of arr, or as frapile expressions
of your poetic sensitiviry. You must rreasure the characrers thar
You create.

Wraith characters are easy to create. [t takes less than half
an hour ta choose all the Traits thar describe your characrer. [t
takes more time and effort to wrn this collection of numbers
into a living, breathing (or, in this case, unliving and
unhreathing) character. You must reach deep inside yourself
to find enough that is real and true to produce a complete
character. The Frankenstein monster was easily assembled from
available body parts; it was the breath of life thar proved diffi-
cult.

Character creation is discussed in greacer detail in Chap-
ter Five,

Winners and Logers

here is no single “winner” of Wraith, for
the ohject is not to defear the orher play-
| ers. To"win" atall, players need to cooper-
are with each other. Because this is a
storyrelling game, there is no way for one
person to claim victory. From the begin-
ning, Wraith characters are damned to
wander the Shadowlands, a dismal world beyond rhe living,
but outside eternity. The malevolent force known as Oblivion
softly creeps bencath the surface of the Shadowlands, while
mad ghosts and nighrmare crearures avertly threaren the char-
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acters. With such powerful forces arrayed against you, the true
measure of success in Wraith becomes survival.

If, however, a character has some overwhelming motiva-
tion (such as a need for vengeance), accomplishing this goal
also becomes a measure of success. Srories and exrended
chronicles often come to conclusions that either benefi or
harm the characters. If the players can wirn stories to their
characters' advantage, they have “won," ar least for the mo-
ment. When a group of wraiths manages to track down a cor-
rupt politician who has threatened or destroved people or places
that the wrairhs hold dear, those wraiths have “won™ a tempo-
rary victory. If thar politician has powerful friends among the
occult underground, however, attacking that politician may
be a danperous exercise in the long run. A “vicrory” under
these circumstances can become worse than defear.

In order to achieve even partial victory, the characters
must usually become friends, or at least warch our for one an-
other and have a modicum of rrust in each other. The World
of Darkness is so dangerous that trustworthy allies are essen-
tial. A divided group will not survive for long.

Playing Aids

For the mose part, Wraith was designed ro be played around
a table. Though the game does not require a board, a number
of props require a table to use properly. Dice, pencils, paper,
and photocopies of the character sheer are the only other things
you will really need. The dice required are 10-sided; these you
can purchase in any pame store. The Storyteller may also want
to have paper on hand in order to skerch our a setting (making
it easier to describe to the players), as well as a few other props
to show the playvers what the characters see (photographs,
matches, scarves — anything ro make the experience more

vivid).

Live-Action

Live-Action roleplaying can be the most dynamic and fun
part of playing Wraith. Live-Action roleplaying is similar to
improvisarional thearer: the acrors (the players) acr through
the scenes created and introduced by the Storyteller. This cre-
ates 2 much more intense and immediate storyeelling experi-
ence.

Players in a roleplaying game generally describe what their
characters do and even say. During Live-Action roleplaying,
however, players actually do whar their characrers do and say
what their characters say (within limits). They can stand up,
walk around, hold up a letter, shake hands, or rush to a win-
dow to see whar is poing on. Of course, imagination is seill
important, and the Storyreller may still interrupt the action to
describe objects and special situations.

Mo dice are used during Live-Acrion sessions; alternate
rules, like those given in White Wolf's Mind’s Eye Theatre

! Wit The Oblvion
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ling of Live-Action products, take the place of dice when
needed. For the masr part, everything is decided through act-
ing. The Staryteller simply uses the characrers’ Traits to de-
cide how well the characters manage to perform certain me-
chanical actions (such as picking a lock ). The Storyteller must
also decide how the other Staryeeller-run characters react to
the players' characters.

Rules

You must follow a few basic rules to ensure that Live-Ac-
tion roleplaying progresses smoothly and safely. These rules
must be abeyed if you intend to run any Live-Action roleplay-
ing at all. Safety is always a primary concern.

¢ Don't Touch: A player should never actually strike or
grapple another member of the troupe. No sort of combar
should ever be performed — that is one thing you should leave
for the dice to decide. Live-Action playing involves only talk-
ing, not fighting. If players or Storyreller assistants ger too ram-
bunctious in their roles, the Storyteller should call a time-out
from the acting and remind everyone of the rules of play. Re-
peat offenders should be asked ro leave, or the acrion should
be returned to a table and conflicts should be resolved through
dice rolls.

* No Weapons: No props can be used if they must touch
another player to be effective. No real weapons of any sort can
ever be handled at any time during Live-Action roleplaying.
Mot even roy guns can be used. The “no rouch” rules must
always be in effect.

# Play Inside: Play inside your own home or in whatever
private area the game normally rakes place. Make sure rhar
everyone else in the area understands what you are doing. Never
perform Live-Action if passersby may be confused or fright-
ened by the event. If you play ourside, such as in the woads
behind your house, make sure privacy is maintained.

¢ Know When to Stop: When the Storyteller calls fora
time-out, all action must immediately stop. Even during Live-
Action {especially during Live-Action), the Storyeeller'’s word
is final.

Wraiths

o would know the secret of death.

But how shall vou find it unless you seek it in

the heart of life?

wd| The owl whose night-bound eves are blind unto

the day cannot unveil the mystery of light.
=] [f you would indeed behold the spirit of death,

open your heart wide wnto the body of life.

For life and death are one, even as the river and the sea are one.

— Kahlil Gibran, The Prophet
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Though death terrifies us, it also fascinates us. Through-
our history, man has glorified death, wrapping his fear ina rich
tapestry of rite, pageantry and desrruction. Science strives to
stay the Reaper’s hand, while art and faith seek o draw back
his awful hood and touch his pallid face.

Dieach, in Wraith, is nor an ending; the moment of death
is simply the end of one journey and the beginning of another.
The majarity of souls pass on quickly, presumably into either
Transcendence or rotal Oblivion. Wrairhs, however, are the
spirits of the dead who have tragically lost their way on thar
road, They are mired in their pasts, their memories, and their
unfulfilled deeds. Wraiths' overpowering Passions allow them
to cheat death. Indeed, they forbid them from the final sleep.
Some wraiths are driven by bitterness and anger, while others
pursue ideals so powerful thar even dearh cannot deny them.
Some are driven by a longing for fulfillment denied them in
life, while others cling to the Earth in terror of what might
wait beyond,

These Restless find themselves rrapped in the Underwaorld,
aspiritual half-world between the living lands and an unknown
eternity. Here, they are surrounded by a persistent vision of
decay. Though wraiths may temporarily manifese themselves
in the physical world, or even possess mortals, they are doomed
o wander forever, ferrered o the world they left behind.

Many wraiths are the produces of sudden, violenr or cruel
deaths, deaths that came before they had a chance to resolve
important life issues. Such wraiths may dwell briefly in the
Underworld before they accept dearh and pass on. Player char-
acter wraiths, however, have profound Passions and Ferters thar
bind them o their lose lives, and are likely to remain in the
Underworld for a long time.

The Underworld

Between life and death, between Transcendence and
Oblivion, lie Stypia, the Shadowlands and the Far Shores.
These spiritual reflecrions of marralivy, collectively referned to
as the Underworld, tantalize wraiths with reflecrions of the
life they have forever lost.

Very few dead acrually end up in the Underworld; wraiths
disagree as to why this may be. Some say thar the Underworld

is merely @ waiting room for unbelievers, a temporary way sta-
rion berween Earth and ererniry. If this is true, some wraiths
have been waiting for quite a while, with no end in sighr. Other
wraiths postulate that most human souls simply pass straight
inta Oblivion, the embodimenr of nothingness that unges the
very air of the Underwarld, If this is true, then hungry Oblivion
has grown fond of the wste of souls; each year, more mortals
fall into the Void. Some oprimistic wraiths postulate that re-
incarnation exists; one Heretical sect even embraces Oblivion
as the wellspring of reincarnated souls. The possible truth be-
hind this idea would be cold comfort to the wraiths; the karmic




wheel, if such exists, has left them behind, stranded in the
Underworld.

Wharever the nature of the Underworld may be, wraichs
are stuck with it. Though the Restless are not without power,
only Transcendence or Oblivion allows them o leave rhe
Underwaorld forever. And no one who has embraced either
option has returned to tell of it. Fear, then, binds the Restless
to the Underworld: fear of judgment or annihilation.

Wraith Characteristics

Wraiths have certain innate abilities. Sysrems for these
ahiliries are given on pg. 124.

* Deathsight

Wraiths see a world tinged by death everywhere they look.
Ohblivion's influence colors the Shadowlands; a new sports car
appears scratched and dented, statues appear chipped and erum-
bling, and people close to death have a corpselike pallor.
Wraiths can see the degree to which Oblivion has affected
someone or something. With this insight, the Restless may
assess an object's weak spots or a living person's peneral healch.

* Lifesight

Wraiths are also able to perceive the life energy in all be-
ings. A wraith can interpret the “life aura” of a being, thereby
derermining thar being's mood, identity and level of hostility.
Even the most shallow, transparent person usually has several
different colors composing his aura. The colors of the aura may
shift in a predicrable eycle or complerely at random, accord-
ing to the current emotional state of the character. Few auras
remain one clear color for long; shades of intent and emaotion
can lighten, darken or mix an aura’s hues.

* Heightened Senses

All wraiths are hypersensitive to sensory input. A wraith
can hear a whisper a block away or read a license plare off a
speeding car with ease. The flip side of this is that they are
often startled by loud noises or dazzled by bright lights.

¢ Insubstantiality

Wraiths have the ability to pass through solid objects in
the Shadowlands. However, to do so requires the wraith to
expend a small amounr of her essence, or Corpus. In this way,
wraiths can pass through walls, people, or barrages of machine-
gun fire relatively unharmed.

The Shadow

In death, there is no place to hide from the dark side of
the soul. All thar is feared, hared, suppressed and denied rakes
on a sentience of its own in the Underworld. This sentience,
called the Shadow, is the bane of Restless existence. Thanatos,
the death-urpe, the siren song of Oblivion, forms the dark side's
lifeblood. Goodness, hope, power, sheer will — all fall before
the Shadow.

0 Wratk: The Oblivian

The Shadow does not always rule a wraich, bur ir forms an
inextricable parr of her being. It is nor a crazed creature, but a
malicious, malevalent and subtle force. The Shadow is the core
of a wraith’s unconscious; as such, it has access to all of her
powers, memaories and associations. It is the most terrible en-
emy a wraith can have.

[t will plot and scheme. It will whisper and rorment. And
in certain circumstances, it will take on a life of its own, be-
coming a demon whose only motivation is its own destruction
as a release from its own pain. The Shadow's ultimate poal is
to force irts host to embrace Oblivion.

Many Wraith tales revolve around combating the Shadow,
stopping its plots before it poes too far, In the end, every wraith
contains within herself the seed of her own rragic destrucrion;
all are driven roward Oblivion.

Transcendence

A life perhaps was spumed, who knows?
A chance at happiness was there and given up,
And yer finally, ar whartever price,
This THING grew out of it, not easicr than life
And yet completed and so perfect — as if
[t were no longer too soon to laugh and soar.

- Rainer Rilke, "The Lace 11"

To deny that something exists beyond the Underworld
would be to close one's eyes our of fear of truth. Many deny it
anyway, claiming that only Oblivion waits for the unwary.
Other Restless believe that even the Underworld is bur a pur-
parory through which they must pass before attaining a higher
state. Wraiths refer to this other state as Transcendence. Pass-
ing from the Underworld into Transcendence requires the sur-
render of rhe self and the embrace of all the lessons of life and
dearh.

Does Transcendence lead to a final Heaven or Hell? Is the
resulr a new incarnarion in the karmic eyele? Or is the whaole
idea a sham, some Shadow's way of feeding Oblivion? No one
knows. Transcendence is a one-way voyage to an unknown
destinarion. In any event, reaching Transcendence requires
passage through the Void, the core of Oblivion. The thought
of the Void paralyzes most wraiths with fear.

Meedless ro say, most wraiths do nor seek Transcendence.
In fact, they dread it. Some call Transcendence “Judgment,” a
final accounting to some higher power for the things they have
done. Few Restless would stand naked in Divine Lighr will-
ingly; mast feel heyond redemption. Given the choice, they
would remain bound to Fetters for all time. Better the damna-
tion they know than the mystery they fear.




Do Not Go Gentle

Wraith is a game abour dearh, loss, isolation and iden-
tity, but it is also about human interaction and emotion. In
playing Wraith, you will be confronting the darkness wichin
you as well as the darkness around you. Oblivion gradually
consumes the Underworld, but characters can make a differ-
ence. They can fight the forces of Oblivion within themselves
as well as those around them in the realms of the dead.

lexicon

The Underwarld contains many strange phenomena, and
the unfortunate denizens have adapted or invented a variery
of words to describe the hizarre fearures of their new “lives.”

(ommon Parlance

Angst: The power of the Shadow.

Arcanum, The: A dangerous group of occult investi-
gators and hunters. Caveat anima!

Arrifact: An object thar has been aleered o give it
special powers.

Byways: Paths through the Tempest,

Caul: An ecroplasmic covering thar shields a wraith
during her larval period. In some ways, it protects her, bur it
also warps her perceptions until it is removed.

Charon: The founder of the Hierarchy. Charon has
been missing for decades.

Circle: Any proup of wraiths.

Ciradel: An individual srronghold wirhin a
MNecropolis,

Cohort: A Circle of Hicrarchy wraiths. The tradi-
rional starting number of members is 10, bur arrririon and Tran-
scendence rake their toll.

Corpus: The spirit body of a wraith.

Cult: Any of hundreds of Herertic sects espousing a
particular path te Transcendence.

Deathlord: One of the seven leaders of the Hierarchy.

Domain: A large rerritary held by a wraith or group
of allied wraiths.

Deomsday: When Oblivion shall overcome all of re-
aliry, and rhe end of rime will come — or, alternarively, when
the dead will walk the Earth.

Dirone: A wraith who has lost its sentience and iden-
riry.

Chapter One: bntroduction
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Enfant: A recently deceased wraith. An Enfant is
partially amnesiac, and a Caul covers his face, altering his per-
ceprions of wharever he encounters.

Far Shores, The: Distant realms in the Tempest, of-
ten corresponding ro morral heliefs about the afterlife.

Ferrers: The ties that bind a wraith to her old life and
the living world.

Gang: A Circle of Renegade wraiths.

Guild: In times past, an organization that raughr a
particular Arcanos to its members. The guilds were dishanded
by Charon.

Harrowing, The: The nightmare ride through the
Tempest that periodically torments his existence and occasion-
ally overcomes him.

Harvest: To gather the newly deceased, eirher as
Reaper and mentor or as slave trader.

Haunt: A place in the Shadowlands where death has
a presence and wraiths are more at home.

Hierarchy, The: The largest oroanizarion of wraiths
in the Underworld. The Hierarchy was originally formed by
Charon ro assist wraiths in attaining Transcendence. Over the
cenruries, however, it has become corrupt and rwisted.

Heretics: Those who believe that yet another , better
afterlife awaits wraiths who Transcend their current wrerched
state.

Weaith: The Oblvion
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Hell: Any of counrless realms claiming to be the origi-
nal, real, honest-ro-goodness, actual Hell — there are so many

e

thar they are known collectively as the Thousand Hells, ar
simply "the Thousand.”

Host: A persan possessed during Puppetry.

Legions: The army, police and enforcemenr arm of
the Hierarchy.

Lemure: A young wraith, only recently deceased.

Maelstrom: Terrifying storms that occasionally en-  §
velop the Shadowlands; they are ra the Tempest what Jupiters
Red Spot is to an earthly hurricane. I

Malfean: An elder spectre or beast of the Vaid.

Mask: A Stygian arrifact worn by many wraiths in
order to conceal the true self.

Mecropolis: A city of the dead. Necropoli reflecr the
cities of the living and occupy the same “geagraphical” loca-
Lien.

Nephandi: Mages who have turned to Oblivion.

Nihils: Pits in the Shadowlands thar lead into the
Underwarld, usually dumping the wraith straight into the Tem-
pesr.

Oblivion: The negation of all things. Like total en-
tropy, Oblivion, in its purest form, is an ordered state. The
Vaid is its physical manifestation (or lack thereof). |
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Obolus: The Underworld’s basic unit of currency,
forped from the souls of the dead.

Pathos: Emotion; the *focd” of the spirit world.

Plasm: Any ecroplasmic substance; the spiritual scuff
that makes up wraiths and their belongings alike.

Projectors: Living travelers in the Shadowlands.

(QJuick, The: Another term for the living.

Reaper: The wraith who first removes the Caul from
an Enfant.

Relic: An ectaplasmic object brought by a wraith from
the living lands.

Renepades: Wraiths who have banded together to
overthrow the Hierarchy. Their individual morivarions vary.

Restless, The: Another term for wraiths in general,

Shadow, The: The darker half of 2 wraith's personal-
ity. It must be mastered hefore the wraith can Transcend; con-
versely, it may eventually gain mastery over the wraith, fore-
ing her to embrace Oblivion.

Shadowlands: The aspect of the Earth inhabited by
wraiths, From here, wraiths can {with some difficulty) inter-
act with the living or meet with Awakened creatures. The
Shadowlands form an ourer “shell” over the rest of the Under-
world.

Slumber, The: The sleep cycle of wraiths.

Spectre: A wraith whose Shadow has become domi-
nant,

Stypia: The largest realm in the Underworld. It is the
home of the Hierarchy.

Tempest, The: The eternally raging storm of the Un-
derworld — it hinders passage between the inner realms and
the Shadowlands, and collects the nightmares and memories
of those who pass through it.

Terminals: Small, rundown realms in the middle of
the Tempest thar serve as way stations for those traveling to
Stygia. Terminals are grim, Kafkaesque places where Ferrymen
rest and unruly passengers are sometimes abandoned.

Thrall: A wraith in subjupation to another of its kind.

Tithe: The amount of Pathos due a wraith from a Fer-
ter or a haunt.

Transcend: To leave the Underworld completely and
move on to whatever awairs beyond.

Underworld, The: The land of the dead. It includes
the Shadowlands, rhe Tempest, the Void, and all the realms
therein.

Void, The: The nothingness at the heart of the Tem-
pest. See also Oblivion.

Wraith: A spirit who has died bur remains arrached

to the living world. Wraiths are also known as ghosts or “the
Restless."

0ld form

Advocates: Powerful wraiths of a Hereric culr dedi-
cated to recruiting souls for a realm in the Far Shores. They
are persecured and hunred by the Hierarchy.

Agency, The: Nickname for the bureaucracy of the
Hierarchy.
Arisen, The: Those who have passed on to Transcen-
dence.
Consort: The host possessed by a Puppeteer.
Eidolon: The higher, more enlightencd aspect of a
personality.
Legacy: A Fetter with powerful personal ties to a Rest-
less soul.
Onyx Tower, The: Charon's palace; also uged to de-
scribe the goal of becoming one of Charon's servants,

Vulgar Areot

Body Snatcher: A wraith who possesses the living.
Boo Joh: Any artempt to scare off the living,
Boojum: A generic word used to describe hostile crea-
tures and/or Tempest dwellers.
Brain Sucker: A wraith who uses Phantasm or the
lesser Puppetry powers.
Creepshow: The Tempest.
Dioomshade: Slang for spectre. 1
Dothead: A wraith who was a hanger-on in life, fol-
lowing fickle fashion and fads withour real contriburion.
Flesh Freak: Derogatory term for a Skinrider. ;
Hellbound, The: Mickname for a wraith thought o I
be well on his way to domination by his Shadow.
Juice: Pathos.
Mear: Maorral flesh.
Meat-Chains: The human body (which ties down the spiric). §
Mirty: A wannabe who never was — wraiths who 1
never fulfilled their dreams while living. :

Molemen: Derogatory term for those who claim o |
have experienced the “tunnel of light.”

Serooger: Slang for a wraith who uses Phantasm frequently,
Skinlands: The physical world in which mortals re-
side; therefore, "Skinlanders” are the Quick.
Stormrunning: Traveling in the Tempest.
Tag: Using Arcanos on other wraiths for practice or
for nonlethal duels.

Chapter One: ntroduction
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Think you God built this place, wishing man ill
And not lusts uncontrolled or swords unsheathed?
Not God, my friend. The truth's more hideows sall:
These halls were carved by men while yet they breathed.
— Alan Moore, “Amongst the Dead Men,” Swamfr Thing

he world of Wraith is a dark reflecrion of
our own. Here, beauty and corruption stand
out in greater contrast; everything is mono-
lithic, majestic and alrogether rwisred.
M Though faith and human spirit remain
, '- srrong, greed and despair seem stronger still;

many revel in the flames of the last days.
The world of Wraith is a world of darkness, where ghosts walk
and the nighr laughs.

Superficially, the World of Darkness resembles our own:
the same bands, books and movies distract their audiences;
pollurion slowly rots the ozone layer; and all the familiar land-
marks remain in placu. In the World of Darkness, however,
the supernatural lies close to the surface, barely hidden by the
nighr's shadows. Everyone can sense its influence, though few
understand what they feel.

The lands of the dead certainly contribute to the ambi-
ence of the living world (called the Skinlands by wraiths). The
echoes cast by the Underworld leave their mark upon the
Skinlands. Player characters, the Restless, are products of both
worlds.

This chapter describes Wraith's serting in detail: from the
cosmology of the Underworld to the f;'.‘ﬂgrnph}' of the

b
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Shadowlands. Setting, however, is more than simply maps and
places. The dead have a culture and society of their own, one g
that mirrors the living world in strange and ewisted ways.

The Gothic-Purk
World of the Living

he night is my companion, and solitude my
pride.

— Sarah McLaughlin, “Possession”
The world of Wraith is nor our own,
though the two milieux resemble each
other in many ways. The World of Dack-
ness reflecrs and embodies the passion and
decay beneath our civilized veneer. We all feel drawn o the
romance, terror and mystique of death. Here, in the Gothic-
Punk world, we can explore thar mysrique in a setring woven
from our darkest dreams.

Chagter T Seting




Externally, little differs between our world and the Warld
of Darkness — the established religious, social and political
institutions are much like those we know, The World of Dark-
ness, however, is a film noir environment — the ciries are lahy-
rinthine and gloomy, the bureaucrats are corrupt, and the im-
portant people have skeletons in their closets. Ghosts are not
folklore — they exist, though few mortals ever see them.

“Gothic” describes many of the world's physical features
— massive, brooding, dark and ominous. The sense of oppres-
sion and conspiracy is much prearer here, and everything seems
to be done with an ulterior purpose in mind. Buildings are huge,
looming edifices, often encrusted with gargoyles and other
statuary. Houses often stand for centuries, piving many sub-
urbs a “haunted house” ambience. Corporate and government
agents are faceless and impersonal, dressed severely in black
suits and ries. Institutions of all types are more conservarive
and resistant to change. Fashion and society have a medieval
veneer, and superstition is rife.

“Punk" is the other half of the equarion. The counrercul-
ture of the cities, sick of the oppressive physical and social
tableau, rebel with words, dress, music and often violence. The
downtown cores of the cities are filled with underpround clubs,

Wraith: The Oblvion

street gangs and bands inciting aggression and revolution,
Constant rain and fog blanket the cities. Crime is depressingly
common, and people generally seem tougher and more cyni-
cal rthan in our own world.

Though the dead can and do touch this living world, they
exist in a spirit landscape pervaded by decay. They can leave
this land for short periods of rime (if they have rhe powers to
daso), but sooner or later they must return to the Shadowlands.
They are visitors among the living — observers, cccasionally
caralysts, bur ultimarely srrangers.

Each troupe will have different preferences for the setting's
mood. Some will prefer brooding Gothic ambience over harsh
Punk rebellion, while orhers will want things the other way
around. The Storyteller should feel free to use whatever Gothic
or Punk elements she prefers, to whatever degree she desires.
Wraith is, however, largely a pame of mood. Withour a suir-
ably tense, strange atmosphere, the game can lose much of its
flavor.

In rthe end, you must decide whar Gorhic-Punk really
means. The tone and mood are subtle and impossible o de-
scribe fully in words. It is up to you to imagine things as you
wish, and to creare rhe world of your dreams.




Aspects o the Undenwor

heve is a dreadful Hell,
And everlasting pains;
There sinners must with devils dwell
In darkness, fire, and chains.

lsaac Watts, Divine and Moval Songs

for Children

“The Underworld” is a collective rerm deseribing the

sunless lands of death. The Shadowlands, Stygia, the Far Shores
andl the Tempest are peopraphical locations (if the afrerlife can
be said ro have a geography), while Maelstroms, Nihils,
Mecropoli and Haunts are aspects of these larger locations.
Oblivion, the end of all things, pervades the Underworld; ev-
erything in these haunted realms bears death's mark.

Atmosphere: A Hope in Hell

There is both great passion and crushing sorrow in the
Underworld. To the souls trapped here, the afterlife is dim and
painful. Yet beyond rthe pain, hope beckons. The Shadowland
purgatary is dangerous, ugly, and filled with reminders of the
unfulfilled lives wraiths have left behind. Nonetheless, con-
sciousness and identity live on, and where there is survival,
there is hope. Spirit form allows the dead some abilities un-
known to mortals, and wraiths possess unigque and cogent in-
sights into reality. Willpower and the human spirit can engen-
der hope, strength and defiance, even when faced with night-
marish despair.

Costology

Darkness, darkness

Be my blanket

Cover me with the endless night

Take away the pain of knowing.

— The Younghloods, “Darkness, Darkness”

The Underworld — comprising the Shadowlands, the
Tempest, Stygia and the Far Shores — is the netherworld in-
habited by the dead. The Shadowlands, the Far Shores and
Stygia roughly correspond to “continents” and “islands™; the

Tempest, a scething sea of nightmare, divides and separates
these realms, Oblivion, the incarnation of nothingness, waits
below the Tempest’s surface,
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Oblivion is the aspect of realiry from which all desrruc-
tive energy stems, the place where entropy deposits the energy
that it steals. This lightless void personifies annihilation, the
obliteration of every recopnizable thing and every shred of iden-
Tity. _

As the essence and source of entropy and death, Oblivion
is not so much the ultimate source of evil as it is a fundamen-
tal element of reality. Along with the other great forces of na-
ture, Oblivion fills a necessary role in creation — the destroyer
of substance. All things must come to an end: the corrupr must
be cleansed and the old must give way o the new, which even-
tually becomes old and must give way in turn, Existence is a
cyele, and Oblivion is the catabolist of that cycle.

The Underworld, crafted as it is from the death of all
things, bears the perpetual stain of Oblivion. Everything in
the dead lands reflects the passing of its living counterpart. To
the Restless, all bur the strongest sources of life appear to be
dying: flowers seem withered, paint peels on crumbling walls,
and sick or corrupted mortals wear their approaching death
like invisible masks. This has always been rrue; as Oblivion
expands, however, the taint of death has darkened the Under-
world to hues even the most ancient wraiths have never seen.
And because mose ghoses died withoue eruly having lived, the
obliteration of everything left is the worst nightmare a wraith
Can imagine.

Souls: The font of Power

Souls, ir is said, are the aroms of reality, the fundamenral
building blacks upon which everything else is constructed.
Everything in the Underworld is, to one degree or another,
composed of souls. Thus, souls form the backbone of Under-
world trade. The Restless harvest new and old sculs alike,
hoarding them for smelting, conversion, labor or as simple sta-
tus symbols. The darkest days of Rome or the American Sourh
cannot compare with the brisk trade in souls that drives the
Underworld.

Indeed, this institurionalized rrade in souls forms the bed-
rock of Stygian economics. The system has been in place for
too long and means wo much to wo many for relorms o have
much effect. Maost power and influence in the Underworld are
measured in souls, and such power is not an abstract social
concept — it is a very direct and measurable commodity. Souls
are energy, pure and simple — the almighty pold of the Under-
world.




The Shadow Trade

Maost souls disappear upon their morral bady's dearh,
Some of these souls are believed by some wraiths to Tran-
scend; many plunge directly into Oblivion, Other souls —
Enfants — wander a bir, their enerey ripe for picking.
Wraiths known as Reapers snatch up the majority of these
Enfants for one purpose or another. Only a fortunare fow
retain the presence of mind ro find rheir way withour help,
[t is from the second group thar Styzin and ies outlying
colonies ply their trade.

Weak and unfortunare Enfanrs end up in o slaver’s
shiackles. Even expericnced wraiths must take care to avoid
back-alley ambushes or judicial sentences of slavery. En-
slaved souls are herded like cartle, branded, and drageed
off inro servitude ar some Citadel or foundry. Really un-
lucky souls end up in the furnaces of Stygia, where they
are smcleed into goods for other, more powerful wrairhs,

Only relics, arrifacrs and Styaian goods have substance
in the Underworld. Holdovers from bygone lives are scav-
enged in Mecropoli. Seyeian goods must be smelred from souls,
Though relics and coins comprise a small portion of the Un-
cerworld economy, trade between Stygin and the outer Cira-
dels 15 conducted primarnly with souls, exchanaing soods for
“raw marerials” o make more. Building stone, metals, and
even coins are formed from the plasm of uckless wraiths, and
this reprehensible trwde lines the coffers of wraiths who have
ot quite aceepred the face thar they are dead

Soul-slavery is by no means universal; most Restless with
any ability or mtellizence can avoid the harvesrers, and some
MNecrapoli have even forbidden the raffic of souls within their
boundaries. Trade there is done only by coin, service or relic
Parter. Mevertheless, even the most humane amone the Rese-
less i a blind eve o the source of their goods and money. It
is o gruesome irony that so many of the dead seem unable
shirug off their mortal habits. Although they have no need for
wealthor marerial goods, they continue to subjugate cach other
for the chance to amass status and treasure, Old habies die
hard, even atter death ieself.

Sages and poers among the dead speculate that the
traffic in souls has an older, less materialistic purpose: keep-
ing Oblivion ag bay. Belief, i is said, suides reality. The
universe, then, is guided by rthoughe and faith, not by gods,
science or random chance. According o this concept,
Oblivion feeds i a spiricual void 2 As faith is replaced by
aparhy, darkness grows. Therefore, strong ideas batked up
by potent faith can turn the tide of Oblivion. There is great
controversy over this heresy among the Restless, and few
outside the Hererics place much stock in it. Nevertheless,
many wealthy wraiths stockpile bound souls in the possi-
bility that the theory is correet, indoctrinating their Thralls
in any number of beliets.

The shadow trade is discussed more extensively on

A Barrier of Souls

Obliviem, we max sax, is nothing less than the oiumph of
wnhelicf. When the people trust in nothing, annihilation fros-
pers. When faith in G is veplaced by shepricism, Ohlivion
gronws. Faithless souls fall ineo the Void, w be devored by
nethingness, We have seen the vesult, my consins: the waxing
af Oblivion, When we belicve m nothing, nothing is whar we

Sreceine, ;

At e time, Charon aned the Lovds of Death kepi the
davimess in check, managing the cvele of bivih and death, main-
taining the balance. But Chavon is gone, and the Lovds fight
among themselves, The Vil consumes the imbelicving sonls
thet fall friom the faithless Eavth, and Oblivion veaches from
the Tempest to infect what it emce cleansed. Warped creatures
emerge from the chaos, preving upon wraiths and even mor-
tals! Maclsoroms sweep across the mighriest vealms within the
Ulnelevavorld, seonving even Stxgia itself

The ondy way w fight Oblivien, my cousing, is thromgh
belief. The will and dhe spivie, i is witen, shape the vers soff
of the cosmos, The more souls who believe in a veality, any
realicy, the beeter the storm can be weathered. Those who exist
in e vealm peopled with those of soong will and farch wall wearher
the stovms thar sweep away all else. Our salvation, then, is
thvowgh belicf: our own and that of var Thralls, We who con-

“arol the will can keep the Tempest from onr gares. All others
will pevish.

Cirned Harvester Monteriel, Magister of Advocares

ayers of he Undeword

s teemed with unexplained
sound — and vet he sometimes shook with fear
lest the notses he heard subside and allow him

| to hear certain other fainter noises which he
suspected were lhurking behind them.,

—H. i

the Wirch-He
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The Underworld is known by many names— Hades,
Miflheim, Inferno, Feng-Tu, the Afterlife. Though these nam
given to the

id lands in general, many realms

beyond the Tempest. Indeed, the

ble realms and domains
tructure” of the Underworld defies simple peogra-
phy: some modern wraiths think of the Underworld in rerms




According ro ancient myth, the Underworld has layers
like an onion. Only the most powerful Restless can journey o
the inner core, The living exist on the outer skin of this on-
ion, but the inside contains the dead. The outer layer is called
the Shadowlands. Wraiths can exist here as ghostly abservers,
viewing a world they can never again truly inhabit,

Just heneath rhe Shadowlands is the Tempest, which sur-
rounds and pervades all the ather aspects of the Underworld.
Deep within the Tempest, virtually indistinguishable from it,
lies the Vaoid, the heart and soul of Oblivion. It has no dimen-
sion or physical existence; it is simply the final abyss of de-
struction.

On the distant shores of the Tempest are said to lie the
various Far Shores: the hells, heavens, and places of refuge.
Also within the Tempest is the realm of Stygia, home realm of
Charon and the Hierarchy of Death. Stygia is the political
and economic cenrer of the Underworld.

The Shadowlands

Gonna give up life in this necherworld

Gonma o up to where the air is clean.

— Siouxsie and the Banshees, “Overground”

The Restless call their version of the real world the
Shadowlands. This gleomy realm, though physically similar to
the Skinlands, lacks the vitality of the living world. Chilling
and barren, the Shadowlands micror the marerial world from a
twisted yet often morbidly beautiful perspective.

Although harriers and hazards are quite real to wraiths in
the Shadowlands, mundane objects remain immarerial. Wich-
out the use of Arcanos, ghosts cannot even open a door or
touch a living loved one’s face. Walls confine wraiths as they
would any living thing, although they can pass through them
with little effort. The Shadowlands epitomize the tragedy of
the Restless; rhe living world exists for them, but they do not
exist for it

Everything mortals can see, wraiths can witness as well.
They watch TV in mortals’ living rooms, attend meetings, and
witniess deaths, However, wraiths can see whar the living can-
not — the patterns of death and life in everything living. People
and thinps that are very close to death are marked by it, and
wraiths can perceive this.

The Shroud

During the time now called the Sundering, a barrier of
disbelief and fear divided the lands of the living from those of
the dead. This barrier, called the Shroud by many Restless,
isolares death from life. Because of this Shroud, hisrorians say,
the living fear the dead, while the Restless envy the living and
their world of sensation and warmth.

The Shroud is strongest in places where life and reason
have banished random chance and mystery. Laboratories, fac-




tories, and classrooms have potent "walls” against the super-
natural, while places strong in passion or mystic faith — se-
ance parlors, graveyards, and homes wirh small children or
troubled adolescents — have thinner barriers. On certain days
of the year, the Shroud weakens worldwide. The Restless cel-
ehrate their greatest holidays during these rimes.

Haunts

Haunts are earthly connections between the worlds of the
living and the dead. Great passions — terror, agony, berrayal,
lost love — have weakened the Shroud so completely in these
places that the Shadowlands and Skinlands nearly overlap. In
Haunts, more than in any other places, wraiths feel at home.

Ironically, the darkest emorions thin the Shroud most
readily. Loss and torment of all kinds seep through rhe mem-
hrane and soak into the very essence of the place where they
transpired. Ghosts, many of whom may have died near the
Haunt itself, journey through the Shadowlands ro savor these
passions and to touch the living world again. Back alleys, harrle-
fields, morgues, graveyards, crumbling houses, serial killers’
torture rooms, accident-prone crassroads or rreacherous curves,
hars and nightclubs where despair and desperation gather —
all of these locarions make pood Haunts,

Many wraith groups seek out a common Haunt; once there,
they stake their claims and hold them against all comers. Visi-
tors, bath living and dead, are usually discouraged. In the liv-
ing world, Haunts seethe with gloom and despair; peaple avoid
them unless they're depressed, insane, or just plain stupid. In
the Shadowlands, Haunts are prime real estate, and the “own-
ers” guard their rerritory well.

Domains (see pg. 42) are almost encirely based around
Haunts; the more powerful the Haunt, the more importanr
the domain. While rhe buildings and streets around the Haunt
might be patrolled, the only thing of rrue import is the Haunt
itself.

The Tempest

There were days when you peered into your self, into the se-
cret places of your heart, and what you saw there made you fair
with horror, And then, next day, you didn't know whar to make of
it, you couldn't interpret the hovror you had glimpsed the day be-
fore. Yes, you know whar evil costs.

— Jean-Paul Sartre, No Exit

The Tempest is the nightmare realm of chaos and shadow
that stirs beneath rhe Shadowlands. Distance and space are
meaningless there, for the Tempest is creared by the ever-chang-
ing visions and fears of those trapped within it. Indeed, the
Tempest has no ser realiry or substance; those who are em-
braced by it create their own rules. Wayfaring through the
Tempest is an exercise in confrontation with demons both
within and withour.

4 Wrath: The Oblivion
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Even wraiths find the Tempest distasteful. It is dark and
extremely cold. Howling winds lash through the area. Only
Spectres — insane and Shadow-consumed wraiths — chouse
to exist within the Tempest. Echoes of past evil and passion
assume a nightmarish realiry. A murder scene might be con-
tinually reenacted by Drones, or a house lang demolished in
the real world might still stand, a shadow of its former exise-
2NnCe.

Those who venture into the Tempest often receive
snarches of memories: clues regarding Fetters, whispered ad-
missions of rerrible guilr, visions of past lives, and the like.
These fragments of thoughrt and memory come from agonized
souls. In some ways, the Tempest is actually made up of the
essences of weaker souls who did not have enough will to cling
to wraithdom.

There are places of semi-constant reality within the Tem-
pest, not the least of which are the realms of the Far Shores.
More familiar to wraiths are the Byways: “roads” and “rivers”
thar can be used to cross the Tempest in some degree of safely.
These Byways connect realm to realm and are used by most
travelers in the Tempest, The greatest of these Byways is the
River of Death, the source underlying mortal legends of rhe
River Styx and the like.

At the very center of the Tempesr lies the Void. The Voud
is the source of Oblivion as well as its resting place. Those
souls not ready for their final dissolution find the Void nearly
impossible to reach; those souls wirh nothing left to “live” for
find the Void nearly impossible to aveid.

Nihils
Step on a crack, break your mother’s back. ..
— Childhoed saying

Things fall apart. Oblivion extends its tendrils from be-
low, probing the world for cracks, flaws, fissures, imperfections.
Like a cancer infecting a pure cell, Oblivion gradually infeers
the world wirh irs darkness,

Such infection sites often manifesr in the Shadowlands as
whirling pools of pitch-black darkness leading into the Tem-
pest. These rumors on the face of the Shadowlands are called
Nihils, vortices of nothingness eroding the world. Those who
stare too deeply into them experience powerful hallucinarions
of averwhelming despair and pain.

Usually Nihils are very small — riny little cracks — but
some have circumferences equal to those of large pirs or even
railroad runnels. Nihils can form on the surfaces of pools of
water, in shadowy corners, in elevaror shafts and under man-
hole covers — anywhere that leads down. Some Nihils don't
exist permanently, but intermittently appear — perhaps ran-
domly, perhaps in a cyele.

Things dropped into a Nihil fall into the Tempest. Spec-
tres are often arrracred to Nihils and feed off of them. It is said
that one can yell into a Nihil and somerimes be heard down
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below, though doing so is considered extremely unlucky. Things
have been known to crawl up in reply. ..

Maelstroms

Black wind come carry me far away.

— Sisters of Merey, “Temple of Love”

Periodically, vast storms known as Maelstroms emerge from
the Tempest and wash over the Shadowlands. Sweeping away
all thase not properly shelrered or bound in Stygian chains,
Maelstroms reaffirm the almighty power of Oblivion. These
storms are feared not only for their destructive power, but also
for the rerrible Spectres they bring with them. In many ways, a
Maelstrom is as much an invasion as a storm, for the invading
souls pillape and destroy all they encounter. Only if the invad-
ers are foughe and besred can the storm be calmed.

Maelstroms resemble massive, roiling storms. Their im-
penctrable black mists constantly whirl and seethe; things, faces
or beings can ofren be seen within. The storm's “inhabirants”
often seem to scream in time to the roar of the storm's winds.
A Maelstrom's fog contains motes of soot and skin, and is greasy
and slightly nauseating to any who breathe or rouch ir. The
stench of the fog is difficult o remove, often clinging o a
wraith's Corpus for months or even years,

In the Skinlands, a Maelsrrom often heralds a particularly
bad storm or other natural disaster. Seldom is the Maelstrom's
passing unnoticed by the living, Among wraiths, Maelstroms
have assumed vasr culmural imporrance. Maelstroms are used
to mark “eras” in the Underwerld; time is typically counted
from the last Maclstrom,

The Far Shores

Across the vast expanses of the Tempest are said to exist
ather realms, supposed refuges from Ohblivion. Although all
wraiths have heard rumors of the Far Shores, and many be-
lieve in them, few know these realms’ true nature. Those who
are copnizant either aren't ralking or can't he rrusted. Most
travelers from the Far Shores are interested in buying, stealing
or converting souls to take home.

According ro legend, the Far Shores exist heyond the Tem-
pest, though most wraiths believe they are actually realms
within it. They are the Hells and Heavens, the Valhallas and
Mirvanas of counrless cultures. They are the afrerlives creared
for, and perhaps by, lost souls. Many claim that the Far Shores
are not the abodes of true gods but are instead fortresses cre-
ated to prarect souls from the ravapes of the Tempest.

It is interesting to note that many realms claim to be the
original Hell, and many beings refer to themselves as Shaitan,
Lucifer or Satan. In fact, there are so many of these realms
that they have come to be known, collecrively, as the Thou-
sand Hells, However, none has conclusively proved itself the
true Inferno of Dante or the Bible. There are an equal number
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of Heavens, each claiming ro be the true divine summir. The
tulers here, rhough often mighty, have yer to prove their om-
niparence. ..

Stygla

Deep within the Tempest lies Stygia, the capital of the
Underworld. Mast Byways through the Tempest rerminate at
Stygia, just as once all roads led to Rome. Stygia is also the
abode of the Lords of the Hierarchy, and thus the wraiths' po-
litical center.

When the legendary Charon still ruled, Stygia was a clear-
ing house for souls, but it is now more of an urban wasteland.
The temples of the various realms of the Far Shores srill stand,
but all are locked and vacant. Now Stygia reems with millions
of rorrured souls and is made pawerful by their presence.

Few have ever ventured to Stygia and returned, bur it is
said to be a vasr city, full of towering, pothic structures remi-
niscent of medieval Rome. Legend has it that Stygia is actu-
ally a filthy, labyrinthine warren. Only the most elite mem-
bers of the Hierarchy can freely move among the uppermost
levels, which are said to be as awesome and beautiful as the
lower levels are loathsome and ugly. Wraiths hate and fear
Stygia and dread being sent there in chains as thralls.

Necropoli

In most human cities there is a barren, rusted section,
where miasmal odors befoul the air and even the poor do nor
venture. Here is the Necropolis, the City of the Dead, where
Mihils sprour and wraiths cluster.

A Necropolis is a colony of Stygia. It is the polirical and
social center of local wraith existence. The polirics and in-
trigues inherent to existence in a Necropolis occupy much of
the artention of those wraiths dwelling within it.

Most wraiths native to a given Necropolis will know one
another by either name or reputation. To a stranger, however,
a Necropolis is a wasteland of crumbling buildings, dark streers
and peering eyes.

Domains

Necropoli are divided by areas of “turf,” or domains, which
are claimed by one wraith Circle or another. Many Circles
claim the Skinlands and Shadowlands around their Haunt:
though the Hierarchy doesn't always recognize these bound-
aries, its minions are wise to consider them in their actions.
Many Legionnaires have found themselves devoid of support
when they wandered from Hicrarchy-conrrolled streets into
the back alleys of the Renegades.
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(itadels

The strongest and largest Haunts in a Necropolis are
known as Ciradels. Citadels form the political and social cen-
ters of the Necropalis. They often resemble fortified medieval
cities, complete with a thriving commerce and permanent resi-
dents. OF course, they don't actually have walls, but they are
nonetheless strong points within the Shadowlands,

A Citadel 15 usually based in a large, abandoned building
or complex of buildings, Old warchouses, burned-out tene-
ments, strip-mined earth and refuse dumps are rypical Citadel
sites. Such Haunts are strong enough to resist Maelstroms. They
serve as safe points for hundreds or even thousands of wraiths
during the deadliest storms. Furthermore, in times of danger,
the Citadels are the only forrificarions against the mighty
armics of the Tempest. Only those loyal to the Hierarchy, howe-
ever, are given refuge.

Citadels are nearly always under the control of the Hier-
archy, but are not under the influence of one parricular Le-
pion. Various Legions constantly vie for control of the Cita-
dels, and often one or another has dominance.

The Hicrarchy sets out beacons, often chained Thralls wha
have been Moliated into flaming wrches, to mark the bound-
aries of the Mecropolis and ro establish the sphere of influence
of a Citadel. These beacons are commonly used navigation
points and are sometimes the only lights available.

Some Citadels charge rariffs and fees for admission. Most
,ti.u“hh' require f wraith to POSSESs 4 |1ir:mrs:h1,' brand or be ac-
companied by someone who does,

A Revision of the imperia
isory of Sty
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v most Gentle Lovds of Death, | have set my
| ' A pen o paper in the lanpeage of English kings,

il in order to explain the passing of the ages in as
clear @ manner as | can.

I have stood in the shade of Cairo’s pyra-
midds, listened to the comedies of Aristophanes,
" heard the music of King Selamon's court, and
witnessed wars beyond number. | have viewed the wars of Athens
and Sparta, of Rome and Carthage, of France and Prussia, of the
Colonies and England, the War of 1812, the American Civil War,
the preat World Wars, and the war in Viemam. [ have lived through
the five Grear Maelstroms. In that time, | have seen and heard
much. Allow me, if you will, the likerty of revealing this knowledge
in my favorite fashion: through the telling of the story of ir. Chide

The River of Death

Many have speculated about the River of Death and s
ainly, from the
important to humaniey. The

v liest thnes, rivers have been
facr thar the R

GRS,
ver of Life flows
om b become the River of Death is not suprising o muost,
OF course, many think that the River of Death s the
salne river l|'|_:_'||_ is Lli“\_'l_l"'-“'h‘ in I:'I‘J"_.'Ih.-\- '.'II1.|.| |L
River 5 “ertaninly, the River of Death |
the River St [ , but appar-
ently many | River Styx”
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or i “River Lethe™ in l|'IL.'II'I.

w that Fate Her

with her tears or by w
The fact that the river o
it u highly sought-afrer Byw

1l hideouts for the Hai

eithe
s through much of the Tempest
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ntly, the Hierarchy has been parrolling the river

in i effort o purge the Lenegades and Hererics

thar have since taken it over.

me not for my minor embellishments: these oo are part of the re-
covcling of History, as | see it.
Mow, may it please ve Dread Lords...

The Dark before Time

There is a rime known as the Dark before Time, the pe-
riod of Thanatic history that precedes Charon. The legends
abour this time claim that life and death composed bur one
realm, where land and spirit were overlaid. All was well: there Y
was no death. But that perfection was lost as the rwo realms ;
split during what we now call the Sundering. Thus, there came
tor be the realm of the Living and the realm of the Dead.

In the Land of the Dead, also called the Shadowlands, the
Lady of Fate emerged from darkness and found the headwarers
of the River of Dearh as it flowed away from this world, Read-
ing the skein of Fate, she foretald the coming of Charon, whao
wonld lead others w the Far Shores.

Drine this rime, the Malfeans, dark beasts of fiercest de-
struction, horned and frilled and scaled and roaring with hun-
per, rose [rom the Utter Darkness beneath the Shadowlands
and begin to burrow great tunnels, ultimately boring a dread
Labyrinrh thar wound its way into the heart of Oblivion.

The Coming of Charon

Charon srrode our of the gloom of the Dark Times when :
Athens was still new, The Lady of Fate welcomed him and wove
for him a boat made of reeds. He took to poling this reed-boar
down the River of Death, exploring it. Charon, who would one
day be Stygia's Great Emperor, explored the marshy backwaters of
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the river. Eventually he came ro the place where it ran into the
great Sunless Sea, a cavernous place where the Sea of Souls ebbed
and flowed. There, at the delta where the river entered thar star-
less void of water, Charon discovered the Isle of Sarrows, a par-
ticularly hilly and rocky island just offshore.

The Lady of Fate appeared to Charon and said, “Behold!
After you come the masses of the dead, who will wall the
Shadoudands with neither guidance nor light if you do not aid them.
And among them you will find the Restless; they, like vou, ave sull
fettered to life. Learn the power of life, thar you may use it even in
death. You may take your tithe from the dead as they offer it, to
brighten your existence in this gray world. Above all, help others o
find the true light within, so that they may pass from this place and
cross the Sunless Sea to the Far Shoves, where they may find theiv
vest.”

Charon, taking this to heart, presenred himself to the mass
of souls wha still wandered the Shadowlands, and they acknowl-
edged him as leader. He led them toward the great Sunless Sea,
where he instructed the souls how to make their own reed boars
from the reeds prowing among the great swamps of the river delta.
During those days, the Sunless Sea was placid and calm, and the
souls made their way across its warers wirhour incident.

Orher Restless who came to Charon were taught to pole
the depths of the river, and how to navigate the river's twists
and turns, A few refused the dury of carrying rthe dead ro their
final resting place, instead departing to broad in forgotten
i‘ﬂﬂﬁ.‘s. Some decided to watch over the living, becoming puard-
ians for specific families or people. During this rime, it is said,
many souls rook flight acrass the Sunless Sea, being so light
that they could soar across the waters; others found their own
way to the Far Shores.

Charon bare a special love for those who helped him bear
the dead on their reed boats, These he named his Ferrvmen,
and the Ferrymen began meeting ar the Isle of Sorrows to dis-
cuss their work and lend each other aid. They performed mi-
nor jobs for one another in exchange for relics and light thar
they gleaned from the recently dead. The Ferrymen, realizing
thar rthe Restless could wreak much evil in the world they had
left, swore to protect the living from the dead.

ﬁ] r .
Charon's frst ferrymen
ron's Ferrymen are legendary in the Underworld,

men doonot wear mask Charon's Hi
wartil Lo dor mstesd they draw dack convls over their heads.
Ferrymen are known both for their prowess with the
Arcanos and for their |"||1_.-|». al Prremy

It is comsidered extremely bad luck o stand in the
way of o Ferryman: they are vsually given free rein through-
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‘ed from rvening Spectres by the timely arrival of
a Ferryman.
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The Ferrymen were soon forced to uphold their vow. From
the deprhs of the vast Labyrinth bored by the Malfeans peri-
odically erupted a variery of hizarre beings. These beings, col-
lectively named “Spectres,” displayed a venomous harred for
living and wraith alike. Spectre cruptions, while not nearly so
numerous as in larer days, were a constant threat.

Eventually, several Ferrymen decided ro embark across the
Sunless Sea on a voyape of discovery to find the Far Shores,
where so many had already rraveled. Each of these wraiths,
collectively called Shining Ones because they lic the way for
others, sought his own Far Shore.

Shortly after the Shining Ones’ departure, Charon was
visited by the Lady of Fate. Soon thereafeer, he descended into
the Labyrinth by way of the Venous Stair, a marble opening to
that foul place. He carried with him only his scythe and a single
lantern, and went alone into the darkness. We do nor know
how he fared in the darkness, but he was gone for many years.
Even during this time the Ferrymen continued their sojourns
up and down the River.

When Charon emerged from the Labyrinth, he broughe
with him an ancient smirh-wraith named Nhudri. Mhodri was
well versed in smithing, and used for his marerial the stuff of
souls.

PR S
The Venous Stai
The Venous Seair is a ereat opening in the ground,
t bowlder. Tr is so named for the many
veins that run thirou
ir is the closest Labyrinth opening w il o

its pale-pink marble.

st journey o the south. e bas |
site af many Bte les siinst l.'l'lIL"fi|1'-! sPeCTres,
[t is romered that Charon has oceasionally used the
Labyrineh ro reach the Shadowlmds when the other By-
were Closed, Ohe of thie most comman '.“I'l_n'_!'_]'.'ll‘- CLTses

s By the Venous Stair...”

Then Charon sounded the great hom at the Isle of Sor-
rows and summoned the Ferrymen to him. He rold them that
while in the Labyrinth, he had confronted the Uteer Dark-
ness, the deepest Shadow. He had seen Oblivion itself, and it
was growing, Charon chided his Ferrymen rhat he had seen
1l.';|.'r".l.'11r\|. :iLII.ll:i,, muh. wht,‘r hﬂl.;i not been CDHE‘:Cttd 1‘1} a gllidf,
falling into that pit. Each soul fed that foul blackness, as rot
feeds 2 fungus. There was genuine concern amonyg the
Ferrymen, many of whom set off to the four directions looking
for aid apainsr the growing threat.

As if in answer to Charon's revelation, the Shining Ones
returned shortly therealter, reporting that they had feasred in
the Halls of the Dead and that the Far Shores were real places.
Following charts thar they had made, Charon set off on his
boat across the Sunless Sea.

When rthe Roman Republic was finally established in the
living world, Charen returned from the Far Shores with seven

Nhudri, Grand High Arificer

Many stories have mentiomed Nhadrr, bue few-have
described him completely or well, From these accounts we
ko o few things abour him, Mhodri was rescued from
the deepest parts of the Labyrinth by Charon, He appar-
ently had been set o work by the Spectres, forging chains
ard arher forms of metal for some unknown but undoubr-
edly dark purpose, Nhodri claimed o be one of the firs
simviths in the world, mod Biod to be taoghr tospeak Charon's
marive roneue of Greek oueh he later found English
tor be more to his liki

wddri a5 0 man of middle
heighr, wirh kng Black hair (which is wrapped in o com-
plex knotwork pattern whenever he is forging), black .

anad the chains
l,'|.11'1|'u..'l..'ll_'-.l ton the ~:|1-u_'1;|r-=. |'|:u|_:'. Y s sides, His arms
are strong and bandy,

W e is known for his gentle but graft demeanor, his
pride in his works, and his ability o ma et hing out
uf evervihing placed before him. He loves tinkering with
new arritacrs or relics, and constamntly seeks out antiguities
(] |'~|_|':_ fromm |'.|;T|"!'I:1|._"1'| atwd other wraiths who visit Stypia.
'|.|.I."l|':‘||i"|.'lu'TE'i.\i

Mhudri often mmkes purc < through his

apprentices.

signs that he had gleaned from rhe Shining Ones who had
become custodians of those places. By these signs Charon was
gifted with the authority to judge the disposition of souls. He
placed the signs into a great iron tablet and made this the cor-
nerstone of a new ciry.

Using stones garnered from the fallen temples of Greece
and lsrael, from the lost city of Atlantis and from the destrayed
cities of Sodom and Gomarrah, Charon built his city in the
fashion of Athens and the new Rome: beautiful strucrures sym-
merrically arranged on the hills of the Isle of Sorrows, with
cleared roads, an aqueducr, and monuments to fallen and lost
Ferrymen. Charon donated the lantermn thar he had used in
the Labyrinth ro serve as the city light, and it shone from the
tallest monument. In the manner of the Roman Republic
(which Charon studied for several years), he insritured rthe
erand Republic of Stygia, with the city of Stygia as its capiral.

The Stygian Senate consisred of seven senators, each given
charpe over different parts of the world’s Restless. These sena-
rors were seven of Charon'’s most trusted lieutenants, Charon
set himself up as Consul of the Senare. The senate’s first act
was to grant the Shining Ones land near the docks o build
their remples, which would serve as clearing houses for the
dead.

The senate received emissaries from the Dark Kingdoms
of Tvary and Jade, places much like Stygia that handled the
dead of Africa and rhe Far Easr. At the time Stygia was at
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peace with them, though rhis was not to last. The senate like-
wise sent Stygian emissaries to the Dark Kingdoms.

Charon began to tax the dead for the good of all the dead,
requiring two coins for passape down the River of Death. Those
who could nor pay were asked to give up their eyes or hands,
That story soon spread, and few in those days died without the
death-price of two coins being pressed into their cyes.

Charon began ro use the metal gleaned via his corpse-tax
to forge the first Stygian weapons and armor. He authorized
Nhudri, the Grand High Arrificer of Stygia, to design and build
¥ Kyklops, the first forge in Stygia. The first three rhings forged
of Stygian steel were Siklos, Charon's blade; Lumen, Charon's
lantern; and the Masks of the Senators. Finally, after taking a
piece from all the Senarors’ Masks, he created Charon's Mask.

Charon ordained the wearing of masks because, in that
time, no one could predicr how long a wraith would survive
against the growing forces of Oblivion. Charon wanted o be
able ro maintain the Republic of the Dead apart from the per-
sonalities of his senators, and the Masks of the Senators were a
way to associate the office not with the wraith, bur wirth the
duties of the office.

Mow, in those days the Tempest was nothing but a grear
Darkness that surrounded all. This Darkness was inky black,
solid, devoid of light, but turgid, not the roiling chaos that it is
now. With Nhudri's help, Charon ser about building a grear
system of roads through the Darkness, roads thar did nor de-
pend upon the vagaries of the River of Death. Charon was
derermined to save all of creation from the power of Oblivion,
which had begun to manifest itself. Spectres and beasts ever
crawled our of the deep places to torment the unwary and at-
tack the unready. Charon's roads would provide his Ferrymen
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ready and easy access ro the Sunless Sea through a srraight
line, nor a crooked river choked with Specrres.

During the great Pax Romana, Charon's roadbuilders
spread far and wide, building a network of roads through the
Darkness. This network was truly expansive, connecting the
Shadowlands of such far-off places as Britain, Gaul, Mauretania,
Rome, Thrace, Galaria, Damascus, Armenia and Tanais. Wher-
ever Rome went, Stygia followed. As Roman legionnaires died
during the wars of conquesr, many became soldiers in the
Stygian militia, prorecring the Ferrymen as they wenr about
their business of gathering souls. Ferrymen repularly embarked
from the quays of Stygia, departing for the Far Shores of the
MNorse, the Celts, the Gauls, the Romans and others. Anyone
who died found a ship waiting.

It was also during the Pax Romana that Charon discov-
ered the horses thar lived in the great Slough of the River of
Death. These wild steeds had somehow been caughr in the
ancient Sundering. Some say the horses had been intended as
a gift from Poseidon ro his brother Hades, but had broken free,
swam the Sryx, and now ran wild in the Darkness. Charon
coveted these beautiful, pure, milk-white horses, with their
long, flowing black manes and blood-red eyes. With the help
of Nhudri, he created the tools necessary to tame his own.
Soon Charon had personally tamed 13 death-steeds, which he
presented as gifts to all the Ferrymen who wanted them.

After spending many months talking with philosophers
and listening to the greatest minds of Rome, Charon intro-
duced the doctrine of “Lux Veritas,” the Light of Truth. He
felt thar Stygia had both a right and a responsibility to pre-
serve the greatest thoughts and works of humanity. He gave
word to all his Legions and minions to bring to Stygia any
antiquity of merit, where it would be safely hidden in vaults
deep beneath the Senate.

Buc all was not well in Stygia. Charon's increasingly au-
thoritarian rule, coupled with the deaths of various rebels and
marryrs in the living world, produced a class of dissatisfied
malcontent wraiths. These wraiths, known as Benepades, de-
fied the authority of Charon and his minions.

Renegades began to harry the Ferrymen on the roads as
well as on the River of Dearh. In response, Charon mounred
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The Treasures of Stygi

The rroves of Stygia are rumored to hold many won-
Jrows and maenificenn arrificts Trom throughout history:
from (mgments of the Troe Cross o serolls from the Li
Brary of Alexandria. Through his doctrine of “Lux Verias,”
Chiron has ar times aurhorized the destruction of impor-
et documents and artifiaers in the living world in order
wrelim them for Stygin,

Also included in the Stygian archives are thousands
ol prges of post-mortem writings Tron s of the greatest
mvineds in history. These are seribbled on thin, leshlike pa-
per pulped from the bark of rrees found in the great swamps.
Writings from Aeschylus, Cicera, Virgil, Nictzsche,
.‘:l!'lilkl.":‘l.':ll'f'. H@'l'nn_ Thoreaun and Poe, as well as many
undiscovered grear poets and writers who gained posthu-
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the Shining Ones had ever heard of such a place, but the Fish-
5 had faith in its existence.

and maore

the riverbanks — everywhere. Wherever

Oblivien ruction and confusion followed in their wake.
They skinrode wild bands of barbarians, particularly a tribe
called the dals, and arracked Rome itself. In ch

wghe

to another ver : ly, they
acked it as well. Although they were repelled by the orga-
armed Equitaes, the subsequent siege laid by

limit. Charon hi
he curting a swath through the armies of the dead.
in A.D. 476, Rome fell. Simultaneously, the dark-
rrinth seethed and hissed. Sentrics at all
the por: nth rang their g ongs, rying in
to warn Stygia o ch of the greatest disaster
ever to befall the City of Death: the first and greatest !
strom. It erupred from the Labyrinth, wracking rhe Darkne
flooding into
of Death. Lt scr
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But Stygia was hit hardest. A coordinated arrack by the
Spectres coincided with the first Maelsrrom, and the city was
invaded. Charon’s palace, the Onyx Tower, erupted in flames.
Unly through the masrerful strategy and tactics of Charon was
the City of the Dead saved. Nonetheless, the Ferrymen were
decimated, the Legions were lefr in racters, and the Senare
building was destroyed. Many wraiths turned Renegade, living
like predarors in the Darkness.

The living world likewise suffered. Barbarians and brig-
ands ran rampanr over Rome’s fallen glory. Soon Rome was
but a distanrt legend spoken of by peasants as they cowered in
their hurs.

Charon realized rthat only a strong leader could prevail in
the yéars ro come. Taking a cue from the Caesars of the living
world, Charon appointed himself Emperor. He retained his
seven Senators, bur renamed them, dubbing them Dearhlords.
The Ferrymen immediately took issue with this: they felt that
Charon had overstepped the authority vested in him. They
would not serve an Emperor. In a rage, Charon banished them,
telling them that they would have to survive the Darkness alone
if they would not serve Stygia.

Many years passed, and Stygia was slowly rebuilr. Srorms
wracked Srygia, and only the presence of the Equirtaes kept the
roads from falling completely to Specrres and other baleful crea-
tures. Wild Renepades, seeking to hide from or defy the power
of Stygia, builr villages and towns along the river and the roads.
The power of the Shining Ones waned as belief in the pagan
gods died; conversely, the Fishers convinced ever-increasing
numbers of dead to travel with them on their one-way journey
o Paradise.

During this time, some wraiths began employing Arcanaos
to scare and dominate mortals. Many took the shapes of mon-
sters and demons, manifesting to fearful peasants and demand-
ing tribute. The Renepades were the worst of these malefac-
Lors.

Finally, after centuries of efforr, the last of the Maelstrom-
spawned Spectres were destroyed or driven into the Labyrinth
once more. Mow there was time to recosnize the honor and
glory of those who had fought for Stygia. Charon instituted
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the Imperial Order of the Sickle and named several Equitaes to
its ranks. It is still the grearest honor that Stygia can bestow ro
a wraith.

During this time, Charon rebuilr his grear palace and set
about recovering some of the antiquities that were lost. As the
fledgling Church of Christianity strugsled through its early
years, Charon ordered a grear sea-wall built around the Isle of
Sorrows to protect it from furure grear Maelstroms.

Also during this rime, Charon creared the Dictum
Marrem, the Code of the Dead, ro counteract the Dark Age
wraiths' horrific abuses of power. Though mainly designed 1o
protect the living from the dead, the Dictum Marrem also made
it absolutely clear that only Charon and his designates were
empowered with the aurhoriry to gather and dispatch souls.

As for the Fishers: they soon made their presence known.
Into Srygia’s harbor triumphantly sailed the Fishers’ Golden
Ship, a marvel of shipbuilding whose home port was the Far
Shore of Paradise. The Fishers brought with them building
marerials to construct a massive temple on one of the hills of
the Isle of Sorrows. They demanded that Charon tithe to their
temple, bur he refused, saying that he served Dearh, nor the
Far Shores. Instead, he made the Fishers a counteroffer: if they
would donate to him 10% of the relics they collected, he would
provide them wirh the souls of those who soughe Paradise. This
was agreeable to the Fishers, although rhey never stopped at-
rempting to convert Charon ro their beliefs.

Stygia became an excellent walled city in the grand readi-
rion of Paris. As the Crusades began in the living warld, Charon
once again had the resources ro send his Equitees (now known
as Knights) our on the roads, The whole network of parhs was
cleared and repaired, and new roads were creared to connect
the newer, swelling cities.

Stygia has often been called the City of the Dark Fchoes,
because ir is similar, but never quite like the living world. Litle
in life affects the City of the Dead. Still, the Crusades did no
£o unnoticed. Many Legions followed the crusading armies,
collecring the dead of both sides for transporr ro Stygia. It was
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not an uncammon occurrence for the Knights of the Sickle w
have to break up post-mortem fights berween the shades of
Maors and Christians, even as they waited to be judged in their
TL'.‘C]"I;_"I_'l'i'l.'I..," [ﬁ,'l'l'lplllil\'.‘:.

The number of wraith-Knights became stageering during
the Crusades, as many crusaders left behind lovers, wives and
family whom they cared for and who bound them to life as
Fetters.

Omnee again proving his knowledge of his own citizens,
Charon changed his imperial rulership to a more feudal style.
He created what he termed the Hierarchy, whereby wraiths

could know their place in the Shadowlands and in Stygia. The
topmost rung comprised Charon and his seven appointed
' Deathlords. Below them stood the Legions and rhe Knighis,
followed by the Freewraiths. At the bottom came the Thralls,
wraiths who had for one reason or another been bound in chains
of Stygian metal. Thralls became widely used as horh slaves
and currency.
In response to rhis, the Fishers appointed their own
Knights, called Crusaders. Tensions berween Stygian Knights
and Crusaders began w mount.

Just as the feudal sysrem was based on agriculture, the
Hierarchy was organized on the collecrion of souls. Freewraiths
watched for and gathered newly arrived souls, while Knights
prorected the Freewraiths from Spectres and Renegades. Many
Freewraiths became masters of various Arcanos involving the
soul trade. These Freewraiths organized into guilds afrer Charon
discovered the moreal puild system.

Charon proved to be a wise ruler. When rhe Black Plague
struck, the Hierarchy was firmly in place. Ar first there was
only a trickle of souls from the terrible sickness. Then the roar
[ of the Second Maelsrrom heralded the thousands of souls

claimed by the Black Flague.

This time, Stygia held against the Maelstrom, and the
roads srayed open. The soul trade was brisk. Accordingly,
Charon sought to further the building of the Stypian Kingdom

The Many faces of Charon

| muwist say thar Charon seems like a Benaissance man
of the He is comperent, capable, understanding of
many philosophies and means of statecraft, bur incredibly
flexi ble ra change his entire approach to govern-
ment should i prove o be unfeasible.

Many throughout the ages swondered if the wrair

behind Charon's Mask has remmined the same through the
ages, While it's true thar he has consisrently displayed aceu-
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time exhibited hilts i personality and mannerisms.

Whether or not PO I8 ONE Man or many, nok just
any wraith can went his Mask, as you shall see.
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Shining Ones. Especially did
who had grown powerful.

Finally, the Archbishop of Stygia, leader of the Fish
sresented himself o Charon and demanded thar Charon re-
duce the fee placed on the souls hi collected for the
Fishers. Charon responded by disband iuu_r the Crusaders and
doubling the fee. For many months there was darkness on Fish-
ers’ Hill as the ten ¢ ors still retained

1, and with rhe
lelp of man y several forme '.' saders arracked
Charon's pa . Unfortunately for them, they had been

; ; reral Knights lay wairt-

At the urging

ade an ex-
ample out of them by hanging them on burning chains from

the highest monument.
stop there. He sacked the Fishers' remple,
in the process discovering great troves ol relics and artifacts
thar had nor been passed along to him. He senr his most rrusted
. vith the Shining Ones there,

eid an order that all Shining Ones were to depart Sty
wirh the nexr ride.
., every single boat, skiff, and
t Evacuation. Clutching

they had, rh ining O ol o s ramshackle fleer and
. to the S '

Time In Stygia

A note o hose who live nor yer visited the Ciry of

the Dark Echoes: beciuse there is no sun, time in Stygia is
measured by the tdes of the Sunless S A complex
warerclock ricks off the seconds amd minores and sounds
the hours. There are two tides every Stygion "day.” The
water clock 15 known to be accurate to within three sec-
ands of the livinge world's rime.

the Lsle of Sorrow were the conflagrations of the temples, which
Charon’s minions blasted with the fires
Even as tl
turned from the Far Shores. They hore horrific reports of r ;
where the dead still waited for reliel — where they were herded
into grear antechambers and forpotren — where petty dicoa-
tors in the sh f
torment or demanded unguestioning ob . Mone had
reached rhe promised lands. None had found Transcendence.
won appeared on his balcony and read aloud the Proc-
on of Reason, highlighted by these words: e the
Shining Omes have no love for the dead, T will noo h..trln'r them.
Recause they do nar care jm their profecior .f‘tllnll-,n!. I will nor care
for them. Because they seek only to fool, cajole and proselytize, |
will no longer listen to them. Because they do not oruly believe, 1
Brand them Hevetics."




The Order of the Unlidded Eye

My lords, [ do nor have the ink o express the great-
ness and valor of the Grim Riders. They are perhaps the
most staunch supporters of the Hierarchy, 1 admire the
leminded venacity with which rhey hune the Heretic

i e that they carry their own lan-
Tharons Lux Veritas burning within:
of Truch illuminares all Bilse shadows and cau
thel.
wles shiver in fear when they see their
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riders would find their way to the Shadowlnds. Some of

their genrle mercies would bring the Necropoli in line.

Thereafrer, the Heretics were prevented from entering
Stygia and were constantly hunred by the Hierarchy wherever
it stretched. Taking a cue from the Inquisition now raking place
in the Sunlir Lands, Charon formed his own Inquisition to
root out Heretic influence in Stygia. He even gave the Ingui-
sition its own Equitaes (called “Grim Riders” by some, bur offi-
cially designared “The Order of the Unlidded Eye™) to carry
out this mission,

For several years Charon did not prevent the dead from
leaving on their own to find the Far Shores. [t was a fool’s
voyage, however, as the Second Maelstrom had transformed
the Sunless Sea into a place of strange currents, even stranger
heasts, and chaotic weather.

The rrade of souls began to suffer: there was no room in
Stygia for more souls, and Charon was loathe to continue o
send souls to the Far Shores after hearing the repores of his
apents. Stypia became a refugee camp as the souls of the dis-
possessed and the abandoned swelled in number. Renegades
walked among them, sowing seeds of rebellion and dissent., All
prew quiet in the City of the Dead.

Meanwhile, some of the Hererics left Stypia altogether.
By riding along with the explorers of the lare Middle Ages,
these Heretics found their way across the great area of Dark-
ness in the Shadowlands corresponding to the Atlantic Ocean.
Thus was the Mew World discovered and, soon afrer, colonized
and explored.

During the early 1500s, the Renegades made their move.
They stormed the Onyx Tower and made off with many antig-
uities, including the legendary Spear of Longinius, said to be
the spear thar pierced the side of Jesus Christ as he hung on
the cross. Only through the sacrifice of some of Charon's fa-
vorite Kniphts were the Renepades pushed back.

Soon thereafrer, the Third Great Maelstrom blanketed
Stygia. This Maelstrom wasn't so intense as the other two, but
much more pervasive. It saturated the Darkness ::mmplcml!,'.
Wraiths stopped referring to the area as the Darkness and be-

gan referring to it as the Tempest, for it had become a place of

continual storms and 'l-'l-'ilLI ﬁl'lillfﬁ-

Diuring rhis time the Freewraiths' guilds attempred to seize
power in a weakened Stygia, bur this revalt was put down. In
retaliation, Charon ordered all the !.:lli'ut.‘- dishanded. He im-
mediarely rrained his Legions to do the same thing that the
guilds did, but later reemplayed guild members when it be-
came clear to them that Charon would nor allow rhem ro re-
form.

The Third Grear Maelsrrom changed the face of the
Shadowlands. No longer were there any impassable places
dominared by the Darkness. Quite clearly, there were now two
levels to the Underworld. The “uppermost” level comprised
the Shadowlands, the areas closest to the Sunlic Lands; “be-
low" them, through the Tempest, lay Stygia, the lsle of Sor-
rows, and the Sunless Sea. The safest ways to Stygia were via
the roads, for the River of Death had become choked with
Renepades and Spectres. Additionally, a power called the
Shroud separared rhe living world from the dead lands. This
Shroud limited the power of Mystery: the power of magic, of
wraiths’ Arcanos, and of spirits and faeries. Many magical places
were lost, and many wraiths in the Shadowlands retreated to
their Haunts, where the Shroud was seill chin.

Once again, mstead of admitting defeat, Charon surprised
all around him by responding to the impending Age of En-
lightenment. Where once Stygian steel was given only to the
Knights of the realm, Charon began arming his Freewraiths
and ather supporters with swords made of the material. The

The Dark Kingdom of Obsidan

Styeian Heretics arriving in the New World soon Jis-
ardom of Obsidian, ruled by s ty
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offered by the native Mayans and Aztecs.

It was here thar the Hererics committed their great- .
est crime. Desperate for a realm away from the stifling rule

F Seyia, and fearful of the strmge practices of the New

[d wraiths, the Hereries invaded the Dark Kingdom
of Obsidian. Xenophobin and distrust were strong, and the
various arrocities committed by both sides opened cracks
earth of the realm, exposing the Labyrinth. In
the end, after decades of brutal sor the Hererics
feared Ix Chel and his indigenous wraiths, hurling them
into the hearr of the Void. Thus was an entire race de-

in the v

stroyed, 1
Or soic was thought until regently. In the past sev-
rs of the Dearhlords have been troubled
by reports from various outlying realms — reports of sav-
ks by ferocious, feather-clad spectres wield
lion Blades and steanpge Arcanos. OF late, these
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Girand High Artificer desipned a wicked crossbow that fired
three guarrels in rapid succession, and began to experiment
with explosives and muzzle-loading guns.

Charon himsell moved through the streets of Stygia, muk-
ing Thralls from whar he called the “wastrels™ the shifrless
dead wha had no purpose and provided no help ro Stygia. Soon
these Thralls were hard at work roiling ar the Venous Stair,
mining Stygian meral from the bedrock of the Labyrinch ir-
self. Despire the vigilance of Charon's Legions, many Thralls
were devoured by Spectres rising from the deeps. Thralls who
survived often faced an equally grim fate: they were reduced ra
ore for Srygian metal once they became useless. The Indus-
trial Revolution had come o Srygia.

Thralls became the foundation of Charon’s new ideas on
how to deal with the dead: although he could no longer house
the dead, he could definitely urilize them and, in the process,
perhaps provide them with the purpose they needed to make
cterniry pass a lirtle easier. He promised the Thralls freedom if
they worked hard in the Labyrinth and served Stygia well.

Furthermore, the spirit of imperialism infected Charon.
Instead of trying to run everything from Stypia, Charon sent
rrusted wraiths to the Shadowlands ro ser up smaller versions
of Stygia, which Charon ealled his “Necropoli.” Necropali were
purposefully located in abandoned sites within living cities,
near population centers where the dead could be more easily
collected. Charon haped o establish permanent colonies and
thereby ease Stygia’s overcrowding,

During this time Charon minted the first deathcoins, also
called oboli. This was because it was easier to trade deatheoins
than it was to rrade Thralls, which had been the former stan-
dard unit of value.

By expanding the road system to connect with the New
World, Charon was finally able to send wraiths ro places like
New Amsterdam and Boston. Wars were fought in the New
Warld between Stypian colonists and the established Hereric
settlements. Also, during this time the rampanr colonialism of
the Brirish Empire (followed closely by the Hierarchy) brought

The fifth Legion
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the Stygian Empire into conflict with the Jade Emperor to the

east and the Ivory Queen to the south. After bitter struggle, a
mutual agreement was reached. This compact gave the Hier-
archy custody of the souls of the European dead, bur left the
indigenous dead alone.

Hicrarchy, Hererics and Renegades bactled constantly
during the War between the States. The Ivory Queen de-
manded the souls of the dead children of Africa who had been
enslaved in life, and Charon allowed her minions to travel
wirh the Hierarchy’s forces as they moved sourh. As a result of
this, the Ivory Queen later took conrral of New Orleans and
forbade Hicrarchy and Renegade alike from admiteance. To
this day, Charon’s Hierarchy does nor operate in the
Shadowlands of New Orleans.

As the Vicrorian Age blossomed, Charon'’s Hierarchy
worked like clockwork. Souls were loaded onto carriages, which
would then travel along the roads o Srygia. Here, souls would
be separated and awarded ro the Deathlords according to the
manner of their death. Charon encouraged the Mecropoli in
their collection of souls by sending Srygian artifacts to the
Anacreons of the Ciradels.

During the 19th century, Charon learned how ro solidify
the essence of the dead and transporr this energy, in a plasmic
form, throughout his Hierarchy. More and more Thralls were
reduced 1o nothing in the fires of Kyklops, and the railings of
the Venaous Stair mine became prear hills on the coastline.

The first ships forged from Stygian iron were launched
from the quay on the Isle of Sorrows. These hlack ships knifed
through the black waters, patroling the headwaters of the River
of Death, sinking Hereric blockade runners and watching for
Renegade arracks.

More and more people began o die withour belief, falling
immediately into Oblivion, which had grown stronger and
stronger as the Industrial Age seeped into people’s souls. The
Shroud soon became so strong that wraiths could barely affect
the Skinlands excepr in areas where they had established
Haunts or Ferrers. Charon, noting this, began recruiting his
Hierarchs from local people, people who had Fetters where he
needed them.

Finally, lare in the 19th century, the Dearhlords and
Charon made a frightening discovery: they could no longer
travel to the Shadowlands. As they neared the Shadowlands,
they bepan o discorporate. Investigation soon revealed thar
their Fetters had long since been destroyed. Even Charon, the
mythical Grim Reaper, could nor stay long in the Shadowlands.

The inability of Charon to interfere directly in the
Shadowlands prompted the formarion of a hegemonial BOv-
ernment among the Necropoli. Stygia was the center of every-
thing, and rhe Ciradels were rather like the colonies thar the
Brirish had established all over the world: each was ruled by a
local Anacreon. These Anacreons were virtually autonomous
as long as they continued o supply Stygia with souls and up-
held the Coade of Charon,



During the Victorian Era, many great invenrors were horn
atel divd. Charon claimed more than a few for his own, and
soon knowledpe of new rechnology like the repeating revolver
and the steam engine was taken by Nhudri and incorporared
into the artifacts of Stygia. Thus were railroads laid in the lands
of the dead. Although Charon still preferred the reliability of
Mortus, his horse, the new rail lines were obviously useful —
more uselul, pechaps, than the roads, for it was more difficult
to ambush a rapidly moving rrain along a track.

In America, the frontier was opened up. Charon asked
his two greatest Legions, the Grim Legion and the Skeleral
Lepion (purveyers of violence and pestilence), to travel along
with the pioneers and leave Citadels wherever sertlements were
nade.

Arthe turn of the 20ch century, things looked well for the
Hierarchy. Stygia’s control over metal and manufacturing en-
sured that its satellite Necropoli sent a steady supply of souls.
Stypia became increasingly isolationist as the Citadels wook
mote responsibility and more power in the Shadowlands.

When, in 1914, the First World War broke out, the
Hierachy became a soul-collecting machine, using its new rail-
road to carry the incredible number of souls gathered during
that time. The First Consul of War and the First Consul of
Pestilence were actually summoned to the court of Stygia on

charpes thar they had instigated the concept of trench warfare
and influenced the moreals into using mustard gas just so they
could gain more power. They were cleared of the charges, bur
ro this day the Inguisition of Charon continues to search for
possibile clues that they violared the Cade of Charon,

The city of Stygia outgrew the Isle of Sorraws. [ron bridges
spread our to the shore, and the surrounding Tron Hills soon
bore the weight of great iron towers and buildings. Rail lines
were laid in a cleared aren away from the Iron Hills, and rem-
porary housing for souls was thrown up there: great warehouses
for the dead. Renegades oceasionally arracked the railyards,
trying to abduct gangs of shuffling, confused young soldiers for
their own armies.

Afrer the war, the Hierarchy made sure that Haunts in
France and Germany were protected or rebuilt. Everything
seemed fine; certainly the mortals were celebrating the end of
the war.

Then the Fourth Great Maelstrom struck. The carnage of
the Grear War blossomed into the deadly Maelstrom, which
the Hierarchy in the Shadowlands survived only by huddling
in their Citadels. Stygia, though awash in the chaos, did nor
suffer a seratch. lts iron towers were polished o mirror-bright-
ness by the skitling winds.
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Still, Spectres took advantage of the chaos w infiltrare
the empire ro an unprecedented degree. Rising from rhe deep-
est pits of the Labyrinth, they followed rhe roads to the
Mecrapoli and bepan inserting themselves in secret places amid
mortal cities. They began to Skinride people in America, rak-
ing advantage of the Citadels' laxer vigilance: this resulted in
several rampant crime waves and many dark doings in the back
alleys of the industrialized cities during the "20s.
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Mo event caused Spectres more pglee than the Great De-
pression. Spectres reveled in the misery caused by poverty, and
the Hierarchy had its work cut out for it dealing with the flood
of starved, dispossessed, and destiture dead while trying ro root
out the Spectres. Charon offered a bounty of 30 oboli to any

ot

wraith or wraiths who brought him the ears or other impor-
tant parts of slain Spectres. It was discovered thar Spectre teeth
¥ were particularly hardy and hard o fake: they became the stan-
Y dard. Many wraiths became what are known as Doomslayers,
professional bounty hunters who hunred down Spectres and
turned in their teeth for obali.

Meanwhile, in Europe, Spectres gleefully flocked ro the
Mazi regime in Germany, gorging on the hare and rerror, Al-
though we are fairly sure thar Hitler himself was not a puppet
of the Spectres (rather, we believe him to be a purely human
foulness), several of Hitler's top aides were influenced and regu-
larly possessed by the Spectres of Berlin,

When Warld War [1 began, Charon linally saw a chance
ro make war on the Jade Emperor, who had denied Charon an
entire section of San Francisco and threatened to usurp sec-
tions of Stygia. One of the reasons that the conflicts in the
Pacific were so bloody and destructive was thar, right along-
side the mortals’ carriers and battleships, the iron eruisers of
Stygia'’s Legions battled the junks of rhe Jade Emperor.

Still, the War of the Dead paled in comparison to the dev-
astation wrought by the Atomic Age. When Far Man and Litele
Boy were dropped on Hiroshima and Nagasaki, a great roar
reverberated from rhe depths of the Labyrinth, The Fifth Great
Maelstrom boiled up out of the depths and spar its destrucrive
force throughout the Shadowlands.

The Fifth Great Maclstrom was the most widespread of
all. The possibility of glohal destruction had become a reality,
and the repercussions in the Underworld were devastating.
Travel to and from Stygia was rendered impossible, and wave
after wave of Spectres hurled themselves ar the Hierarchy's
Mecrapoli. The Ciradels in the Shadowlands became isolared
outposts battling for survival.

Stygia itself suffered rhe worst catastrophe. A grear Malfean,
a reprilian horror named Goroal, rose up out of the Sunless Sea
and threatened to consume Stygia complerely. Every ship that
went out to challenge it was smashed and its crew devoured.
Charon knew thar he alone stood a chance against the foul thing.
He hung his great Mask in the throne room of his palace, re-
trieved Siklos, his blade, from the armory, and piloted a single
skiff into the Weeping Bay ro artack the thing. The battle is, o
this day, depicred in tapestries and murals throughout Srypia.

Charon drew the great beast away from Srygia and opened
a whirlpool in the Sunless Sea. Charon flung himsell down
into the midst of the whirlpool and was followed closely by
the hungry Gorool. Meither rase again. In a single instane, the
greatest ruler of the Restless vanished from knowledge.

Seperared as it was from Stygia, the Hierarchy in the
Shadowlands had to try to continue on as besr as possible.
During the '50s, as part of a radical program, the Hierarchy
recruited some Renegades to aid them in rooting out Spectres.
Several times during the decade, Spectres sought to cause in-
tercontinental thermonuclear war and were rebuffed,

The "60s were a time of great change. In addition ro the
changing morals of the day, people started experimenting with
altered states of consciousness. Spectres are believed to have
had a hand in the bloody war in Vietnam: it was started overa
rriviality and fought in a very controlled fashion. Spectres were
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By this time, Hierarchy agents had stopped trying to domi-
nate their Necropoli. The Spectre threat was pervasive, and
any and all wraiths were needed. The Hierarchy had devel-
oped a kind of attitude that could best be deseribed as “don't
agk, don't tell.” Many Shadowlands wraiths were nor even reg-
istered with the Hierarchy, especially in America, where the
Anacreons did not believe in impeding a wraith'’s personal free-
dom. Groups of dispossessed wraiths began shuffling from ciry
to city as the firse Vapgahonds,

The "70s saw the continuation of the Cald War and count-
less Spectre incursions.  During the "70s, Stygian agents re-
paired the sharrered roads and rails, allowing renewed com-
munication with the Shadowlands. Charon was soll missing,
and the Deathlords had, in his absence, assumed control in a
great and powerful oligarchy. This, as you know, was a
masterstroke of diplomacy and starecrafr. Everything was o
continue on — business as usual,

My lards, you have often expressed your displeasure at the
relatively low number of souls thar the Hierarchy in the
Shadowlands sent to Stygia during the '70s and '80s. Wherher
this indicares a rebelliousness on the part of the Citadel
Anacreons or a lack of wraithpower needed to pather souls
efficiently in the Shadowlands is unknown.

| must speak now of the current day, my lords, and for
posterity | will record whar | know of the current and most
Tecent situation.

As you know, my lords, the Hierarchy of the Shadowlands
has recently devolved into an almost anarchic mass of self-
interested Anacreons who rule to further their own personal
power. | am reminded, my lords, of the Roman leaders in Brit-
ain toward the end of the Roman Empire. These so-called Hi-
erarchs have adopted the policy of “might makes right,” for
the repurarion of the Hierarchy is insufficient to instill correct
behavior among the Renegades, Heretics and Vagabonds of
the provinces.

Alsa, my lords, it is well known that the Hierarchs of the
Shadowlands seem to ignare the Cade of the Dead in many
cases, especially when dealing with the Children of Caine (rhe
vampires, my lords — a most foul and perverse race). I have
even heard rumors thar cerrain Hierarchs have bepun working
with vampires, performing services for the “undead” in ex-
change for the safe-keeping of their Fetvers.

The weather of the Shadowlands these days is atrocious.
The Tempest seethes with Spectres. Maelstroms continually
arise, and although the Citadels still keep the ravages at bay,
many souls are lost to Maelstroms on a repular basis,

In the cities, poverty, race bias and class struggle have
wrought a deadly legacy: many violent deaths have resulted in
the ereation of more wraichs. In fact, several Necrepoli harbor
mangs of wraiths that owe allegiance to no faction save them-
Sl‘l".'l.'.-.
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Wirh no disrespect, great and Dread Lords, the Hererics
and Renegades still operate relatively unhindered in the
Shadowlands. Because of rhe fact thar the roads, the rails, and
the river are all blocked, and because the Fetters of life bind
the wraiths who now live there, there is no pood solution ex-
cept to continue to send weapons and soulfire to the
Shadowlands.

Although the end of the Cold War substantially reduced
the threat of absolute nuclear holocausr, conflicts like the Per-
A sian Gulf War and diseases like AIDS still provide endless hours
of amusement to the foul Spectres who feast on such carage.

My most majestic Lords of Dearh, [ have but a few more
pieces of information to impart to you:

[t is said that the Lady of Fate's mark has been seen on
some new wraiths.

The Ferrymen have been seen in the Shadowlands.

Some souls are dying with such violence thar they instantly
become Spectres.

And, it is whispered that Charon has been sighted in At-
lanta, Chicago, San Francisco, Edinburgh and arher places,
although these rumors have by no means been substantiated.

| was greatly sorrowed to learn of the disappearance of
Charon’s Mask. [ do hope every effort is being made to secure
its return,

I do hope thar the general nature of this history does not
offend you. | enjoy writing these histories to show myself how
things have changed as we learn more abour them,

With urmost humilicy, | proffer my deepest gratitude.

Your Erernal Servant,

f Herodotus
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warlds. It is a tervible thowght.

— Tom Stoppard, Rosencraney and
Guildenstern Are Dead

Death hehind Life

Wraiths see death in everything. They do nor see things
in the physical world as they appear, but as they someday will
be. A person about to die might appear cadaverous, with hol-
low eyes and jaundiced skin; a car destined ro crash will ap-
pear dented in advance. Much of the world seems decayed or
near collapse. Billboards are tattered, roads are potholed, paint
is peeling, metal is rusting, buildings are crumbling. To the
Restless, much of the waorld is already dead.

The hazards of the Underworld add danger to despair; soul-
slavery, intrigue and looming Oblivion rake their toll on the
Restless. Worse of all is a wraith’s eternal struggle with her
Shadow. In the Underworld, there is no place for a wraith to
hide from her darkest aspects.
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These threars to mind, soul and sanity are the lot of every
wraith, from the youngest to the most ancient. Still, hope re-
mains. The wandering souls retain their idenriry and can ac-
quire great power and wisdom if they seek it out. After all,
Oblivion notwithstanding, they have all the time in the world.

Life in Death

For all the suffering and corruption of the Shadowlands, the
agony of existing beyond life, and the perils of rhe afterlife, the
immortal spirit continues ro burm in Restless souls. Though many
wraiths have given their afterlives over to hopelessness, revenge
and trafficking in souls, others have used their continued exist-
ence to rediscover the passions rhey avoided in life. Some wraiths
pursue enlightenment; death has torn a veil from their eyes and
proved that there is something more to creation than simple ex-
istence. Others glory in their newfound powers. Freed from mor-
tal constraints, they take advantage of their insights and abiliries
ro explore, experience and prosper.

Great wealth and power may be acquired among the Rest-
less if one is rurhless enough to take it. Many among the Hier-
archy have spent their afterlives making up for opporruniries
they never took while alive. Some wraiths find themselves
gifted wirth porent mystical powers (called Arcanos); others
simply wheedle, betray or enslave their way to the top. Many
Restless embrace the pursuit of marerial gain as their purpose
for existence. Others of like mind hop *Skinrides” on the liv-
ing, saturating themselves with vicarious thrills, or pursuE some
agenda left over from life. The afrerlife can be an adventure if
one can supersede the gloom and sidestep the pitfalls.



More circumspect wraiths use their insighes and Arcanos
to learn from their mistakes. Like the Skinriders, these Rest-
less possess mortals and live again through them. Unlike their
wilder cousins, these phosts try to recaprure the pain and joy
of life, if only for a shore while. By traveling the living world
again, fulfilling some last mission or savoring the taste of life,
such wandering souls learn more about creation than any mor-
tal ever could.

Metaphysics: The Roles that Bind the Dead

Luminows beings are we — not this crude matter,
— Yoda, The Empire Strikes Back

Alone, even in a crowd. Dead, bur ahle ro rouch and sense
the living. Real, but intangible.

Wraiths hang suspended between life and eternal death,
and this half-existence dominares their perceptions. In the
world, but not of it, the wraith reaches out from the other side
of the mirror and tries to pierce that cold barrier, Like a drown-
ing man strugpling o break through the sheer of ice under
which he is trapped, the wraith struggles to touch — if only
flectingly — our world.

This is not easy. The laws of reality apply in a different
manner o wraiths than they do to humans. Objects in the real
world may impede or even harm wraiths (albeit slightly); con-

versely, wraiths are largely unable ro affecr the real world.
Wraiths are ghosts, and this fact changes all the rules.

There are, however, numerous ways that wraiths can side-
step the rules. All Restless can briefly discorporate, passing
through solid objects (or letting them pass through instead)
with minimal effort. Mederate levels of Arcanos allow vastly
increased control over the physical world. Because wraiths are
formed of spirit-martter instead of flesh, most pain or damage
inflicted on them is minimal. A car speeding through the liv-
ing world will only slightly harm a wraith, though some forms
of damage (Spirit magick, Stygian darksteel or raw Oblivion)
can inflict lasting harm.

On the other hand, wraiths affect one other as if they were
still living, and Underworld surroundings that mirror the physi-
cal world have as much substance for the dead as they do for
the living. And in the Tempest, nearly anything poes...

Social Status

The dead can be as hidebound and srarus-conscious as the
living. The myriad social and class distinctions among the
Restless amply demonstrate this truism. For the most part,
wraiths are distinguished by a combination of ape, arcane power,
and freedom of movement. Gaunts, who are able to leave the
Shadowlands and return at will, are accorded considerably more
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respect than Drones, who have pracrically no sentience left at
all. While Enfanrs and Drones have the most to fear from rhe
soul rrade, all but the most powerful wrairhs must beware the
slavers’ chains.

Although social mobility and interaction are nor unknown
among wraiths, most wraiths ally only with rhose of similar status
and trust only those who have proved themselves, Gaunts are
particularly notorious for their cliquishness. In general, the whole
system of status is maintained by the Gaunrs of the Hierarchy,
who demand considerable respecr from those under them.

Enfant

Enfants are the recently deceased who have not yet joined
wraith sociery. Typically they are only a few days or weeks old.
Enfants wear a plasmic Caul, which obscures rheir thoughts
and vision and induces a dreamlike state. Until this Caul is
removed by another wraith, they do not have full vision in the
Shadowlands.

Drone

Dirones are wraiths who, having lost all rouch with their
mortal identities, mindlessly Haunr their Fetters. Drones have
neither sentience nor willpower. Many still manifest the marks
of their death, or endlessly reenact their demise.

Thrall

Thralls are the slaves of another wrairh, held in bondage
by “manacles of subjection.” Some Thralls have been captured
and enslaved; others have been senrenced to Thralldom for
their erimes. A few Thralls have even sold themselves volun-
tarily to pay off debts. (Though indentured servirude is sup-
posed to last for a limited durarion, many Thralls find that
escaping such a contrace is much harder than they thoughr ir
would he...)

Thralls wear leg manacles and cannor travel freely, Some
variants of the Code of Charon declare that no Thrall shall be
tormented or abused. Such prohibitions are widely ignored,
and abusers are rarely challenged or punished. Thralls' Shad-
ows often take prear delight in the suffering their hosts' pay-
ches endure.

Lemure

Wrairhs who still hold most of their Fetrers are consid-
ered quite young. Lemures are the most common wraiths found
in the Shadowlands. They are manipulated and abused on a
regular hasis by the “old hands.” Most Wraith player charac-
ters fall into this category.

Domem are older wraiths who no longer possess Ferters
and cannot return to the Shadowlands once they leave them.
Because of their limited mobiliry, Domem are not as respected
as Gaunts. Many Domem are created as a result of their Ferrers
being purposely destroyed. Most Domem flock o Srygia, where
they serve the Hierarchy bureancracy.

Gaunt

An old and powerful wraith, rypically one who controls
or influences an entire Necropolis. Not only have Gaunts
managed to maintain Fetters in the Shadowlands, bur they
have traveled deep into the Tempest — possibly even to a Far
Shores realm. Feared and respected, Gaunts are the only wraiths
who know the truth of what lies within the Tempesr.

Reapers

A Reaper is a wraith who collects an Enfant, removes its
Caul, and persuades it by means fair or foul to accompany him.
Each Reaper faces a moral choice: will he take care of his Enfanr
and see that it safely completes the transition to the Under-
world, or will he sell it to the highest bidder? Will he help it,
or find a way to bind it ro his service?

All wraiths are interested when someone dies, for souls
are the gold of the Underworld. Some stake out turf in hospi-
tals, homeless shelrers, jails, and retirement homes, while arh-
ers ride atop ambulances or police cars. Some wraiths are fright-
ening Reapers, imprisoning and enslaving all the souls they
obtain. Many, however, acr as guides, teaching their chargpes
the intricacies of the afrerlife.

Ir is not uncommon for wraiths to warch afrer loved ones,
meeting them after their deaths ro provide a safer and kinder
passage into the Underworld than they would otherwise expe-
rience. A few try to convert the Enfants o their particular
cause or faith, torturing them if they refuse. Others adopt the
Enfants into rheir own Circle, treating them as kin.

Traditionally an Enfant owes his Reaper a great deal for
his service. It is dishonorable ro ignore the debt, and even more
dishonorable ro harm the Reaper. Of course, this is nor the
case if the Reaper was abusive or caused the Enfant harm.

Possessions and Trade

You can sell one another for fifteen cents
Well bye-brye mother, it's common sense.
— Sisters of Mercy, “Doctor Jeep”

Because wraiths can only rarely cross berween the living
and dead worlds, they hunger for the things they see but can-
not have. Accordingly, a thriving economy has developed in




the lands of the dead. This “shadow trade” resembles the tri-
angle trade of early America. Raw materials — souls — and
relics are harvested in the Shadowlands and traded in Necropali
for marerial goods made in Srygia.

Wraiths cannot touch normal objects from the living world
without using a degree of power. However, relics — items in-
camnated into the Underworld — can be used freely and are
thus highly prized by wraiths.

Most poods in the Underworld are made from souls,
smelted and shaped by rhe arcane secrers of the Artificers.
Because of the weird magics and secrecy involved, distant Stygia
has a monopoly on such poods, Many Thralls or harvested souls
end their afrerlives as building stones or Stygian coins.

The demand for goods creates a corresponding demand
for souls; while strong or clever wraiths can avoid this fate, the
weak or unwary end up bound for the furnaces. New souls are
pathered in the Shadowlands and shipped through the Byways
into Stygia.

Some modern wraiths are repelled when they discover the
true nature of Underworld goods. Barter for service is the pre-
ferred method of exchange among these dead. The remnants
of Stygia’s puilds are strong proponents of the barter system.

Souls

The grear Underworld commaodiry is souls, for souls are
the raw materials from which all the goods of Stygia are manu-
factured. Souls are utilized in all things, from Citadel walls to
Lepion weapons to paper for hooks ro Moliared rorches. Some
decadent wraiths even distill souls, drinking them like fine
wine,

Relics

Relics are objects from the real world that have been de-
stroved and now exist in the Shadowlands. Relics no longer
exist in the physical world, but passess substance in the spirit
world. Though most relics fade away sooner or later, they form
an important part of Underworld rrade. All Underworld goods
other than relics must be smelted from souls in Stygia

Mot just any destroyved object can become a relic. Only
objects that had grear personal significance to their owners
are thus consecrated. The life-force (soul, if you will} imbued
by such care allows the object to exist in the Underworld.

Mor are all relics creared equal. The porency of a relic
depends on its “freshness” and che importance its owner placed
on it. A teddy bear that was treasured in childhood but thrown
away when that child grew up will become a weak and ephem-
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eral relic at best. Only rruly rreasured goods become potent or
long-lasting relics.

Most relics are fairly innocuous but useful irems: roys, jew-
elry, o wedding dress or the firse issue of Detective Comics. Pow-
erful relics — guns, cars, computers, etc. — exist, but are rare
and highly expensive. Examples of potenr relics include a
hacker’s custom-built compurer, a restared vintage car, and
Dirty Harry's favorite Magnum. Such relics need more emo-
tional investment to function in the Underworld, and scon
fade away in any case. Ancienr relics, like the sword of Uther
Pendrapon, exisr for cenruries, but modern relics tend o fade
after a few years. (Perhaps modern objects mean so much less
because modern mortals possess so much more.)

Most wraiths possess relics of one sort or another. Some
wraiths still possess the objects that were buried with them,
but this practice is not widely known in the modern era. More
often, wraiths enrer the Shadowlands with an item or two if
those items “died” with them, like the restored ‘57 Chevy to-
taled in its owner’s fatal accidenr. Enfanrs with relics often
have to fight to keep them: a “donation” to one'’s Reaper is a
COMMON OCCUTTence.

Soul-forged Goods

By the use of various Arcanos, souls may be smelred and
catabolized into a substance called plasm. This plasm, given

form, is the only substance with permanent shape in the Un- |
derwarld. Goods, therefore, must be [orged from smelred souls
to have tangible and lasting form.

Skilled smirhs can shape plasm into any form or texture |
desired. However, the techniques of smithing are difficulr o §
master; only the Stygian Artificers know all the secrets of soul- |
forging.

Soul-forged goods function like normal material objects.
Stygian coins and chains are crafred from plasm, hence their
value and mystical properries. Because of the skill required o
make such goods and the high cost of the souls used, soul.
forged items are scarce and expensive.

Some Stygian items emir sounds from time to tme. The
smelring process is irreversible, so no one really knows whether
or not the transformed wraiths are still self-aware. Many sus-
pect that they are. Mo one really wants to find out,

Artifacts

Artifacts are objects that hald arcane powers. There ane
rwo types of artifaces: those from the living, made from relics
and those of the dead, made from souls. Borh rypes are unique
items, and each has its own powers and limitations. Artifacts
are ourrageously expensive, but are sometimes bestowed a5 signs
of favor or rewards for service,
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Multitudes of the living are needed to invest a Skinlands
artifact, and the item must be destroved on Earth before it can
pass through the Shroud. The True Cross, the Maltese Falcon
and Jack the Ripper's knives are good examples of this type of
artifact. Relic artifacts are almost never given away and are
deeply prized by any wraith lucky enough to own them. Un-
like many lesser relics, they never fade.

Master Artificers, it is said, invest part of their essence
into artifacts created in the Underworld. Masks of office, po-
tent weapons and special tools are built to specificarion and
sold for very high prices. To obtain such an item, a wraith must
perform some great service or take it from its owner. Such arti-
facts are neither common nor easily concealed; indeed, many
can be traced by the essence within them.

Guilds

Guilds were once fraternal organizations uniting those who
pursued mastery in certain Arcanos. Afrer a series of uprisings,
Charon dishanded the guilds and divided trade among the
Legions according to an claborate code. Since Charon's disap-
pearance, these trade arricles have been changed or ignored.
In the current economic void, barter for services has regained
its old importance. Though the guilds are still officially illegal,
the services they offer — buile around specialized Arcanos —
are in high demand. The guilds may yet make a comeback.

More than anything else, a guild is simply a way to teach
and pass on the secret knowledpe inherent ro cerrain Arcanos.
All guild agents are independent operatives, with no formal
responsibilities. Though some wraiths who excel in a given art
are not guild members, most are.

Important items

Certain items have special importance among the dead, a
social sipnificance above and beyond the item's purpose.

Heapons

Archaic weapons are widely used throughout the Under-
world; modern weapons require a wraith to prime them with
his own essence, so puns, vehicles and explosives don't work
cheaply or well. Swords and armor, however, can be crafred
from plasm with little effort, and have a mystique and flair
that more utilitarian weapons lack.

Highly ornate and stylish weapons are prized badges of
office and wealth. Some ancient weapons have passed through
the Shroud after their destruction, becoming relics or even
artifacrs.

"—-#%.?;-ﬁ} A ﬁ{{ " AT D n@

._ - LEnd

B b - T

Oboli {Styeian Coins

Underworld coins, or oboli, are minred from souls. The
disconcerting feel of Stygian coins dissuades some Bestless from
carrying or exchanging them. Nevertheless, they remain legal
tender for most debts.

Stygian cains often utter faint wails or sighs. Older ghosts
seem not to notice, but more sensitive wraiths have been known
to drop their coins and run when they discover the true narure

of their cash. Rumor has it that oboli have Shadows; this has
added to the currency's decline in recent years.

Manacles and Chains

Chains are seen throughout the Underworld; indeed, one
of Stygia's many sobriquets is the "Ciry of Chains.” Chains are
used to control and bind wraiths, They are also used as sym-
bols of autherity, are worn as ornamentation by Hierarchy types,
and are used to bind artifacts and thereby prevent their thefr.

Chains and manacles are actually arcifacts created from
discorporated souls. 1t is said that those unfortunate wraiths
who are eaten by the liepes of Stygia are acrually excreted in
the form of chains. The chains of the Underworld are well and
truly hated by Renegades and most Lemures.

Masks

basks are a fundamental element of wraith society. Mot
only are they symbals of high station, but they hide a wraith's
true face from others. Many masks are artifaces forged by Nhudri
himself. Possession of a mask by one not authorized to wear
the mask is a crime punishable by discorporation.

Life among the Dead

S

— Alan Moore, “Revelations,” Swamp
Thing # 37

Like the human society it mirrors, the
Underworld has its politics: the establish-
ment, with its rules, stability and com-
merce; the rebels, with their spirit and fractious vision; and
the faithful, whose fervor and belief inspire the sociery to great-
ness or drag it to tyrannical depths. Old habits are indeed hard
to break.

This is not to imply that all wraiths belong to some soci-
etal group; in death, as in life, most juse fall berween the ex-
tremes that drive the body politic. But as the modern world
prinds forward, engendering Restless in ever-increasing num-
bers, the extremes of Stygian society affect the urban
Shadowlands of the newer wraiths.
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For the most part, the society of the Resrless mirrors the maost
influenrial ages of irts history. Unil the era of Classical Greece,
Stygia did not exist; other, less established realms flourished, creat-
ing the foundations of the Far Shores. Even now, the models from
which legendary Charon rook his establishment — the European
systems of confederation, feudalism, and mass industrialism — pro-
vide an odd contrast to moderm Western thoughe. Ages collide in
an increasingly overcrowded urban sprawl. Although there are still
far fewer Restless than mortals, thousands of years add up. Many
Restless souls have passed beyond the Underworld (ro either Tran-
scendence or Oblivion), bue many others have stayed behind. Some
of these wraiths are old indeed, and hold very strange beliefs.

Circles

Circles are tightly knit groups of wraiths thar have banded
topether for mutual defense againse slavers and Spectres. The
circle is the fundamental unit of Shadowlands wraith society,
In many ways, a wraith’s Circle takes the place of family.

Members of a Circle are bound together by the Haunt (or
Haunts) they all share. Most Circles have fewer than 30 mem-
bers, but seldom fewer than three or four.

Some wraiths are not members of a Circle, either because
they are the only survivors of their respective Circles or be-
cause they never joined one in the first place. Such loners typi-
cally amount to little and quickly fall into Oblivion,

Factions

Three major political facrions fight for dominance over
the Underworld. With the removal of Charon's stabilizing in-
fluence, their battles have grown increasingly bloody. Addi-
tionally, each faction is fractured inrernally by dispure.

The faction called the Hierarchy insists that it represents
the authority of Charon, now departed or slain by the Malfean
Gorool. Its minions demand respecr and obedience from all
wrairths. The Hierarchy is the most stable and reliable faction,
but also the most confining and orthodox.

The Renegades are compaosed of anarchises and Hierarchs
whao broke away from the fold. While once motivated by po-
litical idealism, most now seck nothing more than personal
gratification. The Renepades are wild and free, bur can't be
rrusted for anything. At best, they are divided by deep philo-
sophical and political differences; many are thugs who care
only for themselves. They roam the Shadowlands freely, bur
must do so covertly.

The Heretics are those wraiths who still seek a higher state,
whether in the Far Shores or elsewhere. Composed of many
disparare cules, they occasionally cooperate to oppose the op-
pression of the Hierarchy and the self-centered violence of the
Renegades. More often, they bartle each orher. Above all else,
the Hererics seek converts. Unfortunately, many Heretics are
the dupes of Malfean Spectres or the “gods” of the Far Shaores.
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Oh children don't you weep and moan

Childven save your breath

You'll draw a pretey pension

When your daddy meers his death.

— "Hard Times" (Traditional Ballad)

Politics and intripue are even more convolured in the
Underworld than in the lands of the Quick. Rather than en-
oaping in all-out war with other factions, wraiths commonly
turn to subterfupe and espionage to combat their enemies, as
each seeks ro collect as much power and influence as possible
to stave off the inevitability of Oblivion.

Because wraiths with different masters and allepiances so
often form alliances to achieve common goals, there are nearly
always several different hidden agendas within every treaty,
negotiation and mission. Betrayal and suicidal acts of ven-
feance are COMMON.

e Hierarchy

- hile artists and rebels may chrive on chaos,
8 11 the majority of people (and wraiths) pre-

; fer order and stability. Even after death,
many souls crave a familiar routine, a sys-
rem of rrade, and some degree of order.
They want to tollow a set pattern, not wan-
* der off on their own. The world of the liv-
ing is frightening enough; mosr Resrless seek shelrer in num-
bers when faced with the gloom and terror of the Shadowlands.
The Hierarchy answers their needs.

The Hierarchy is the name by which Restless refer ro the
vertically integrared institution of wraiths directly bound by
oath, lovaley and submission to Charon's Deathlords. [ts reach
extends throughour the Underworld, in fealey if nor in fact.
The Hierarchy's vassals receive information, authority, re-
sources and protection in retumn for service to the Hierarchy,
but must obey their superiors’ orders withour quesrion.

MNow the foundations of the Hierarchy are crumbling; with
Charon gone, the system has fallen into a loose confederation
of powerful Cohorts and warlords, all paying lip-service o a
leader wha no longer exists. With the passing of Charon's in-
fluence, Hierarchy leaders in the Shadowlands often make their
own rules, keeping up appearances in case anyone from Seygia
staps by. Though many Anacreons have pledged their fealty
in exchange for shipments of precious Stygian metal and oc-
casional protection, they can’t be bothered wirh insignificant
rules and customs.

The last century has seen an increase in tensions between
the distant land of Stygia and the mare independent Necrapoli.
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While the former supports a labyrinthine network of old souls,
titles and traditions, the Necropoli bear the stamp of the mod-
ern world. Even cities ruled by overlords who died cenruries
ago have had ro change with the times.

The political structure of the Hierarchy is as convoluted
and insensible as any creation of the living. The webs of in-
trigue, alliances and deal-making are too complicated for even
intimate participants to comprehend fully.

Deathlords

The seven Deathlords were each given a realm from which
to govern their Legions. The seven realms of the Deathlords
(Fare's realm is rumored to lie an the Isle of Eurydice) are all
located within the confines of Stygia upon the Sunless Sea,
From these bases the now-masrerless Dearhlords often make
war on one another.

The Deathlords combat one another in the Shadowlands
as well, secking as many new souls as they can. They have
gone so far as to meddle in worldly affairs, thereby affecting
how people die and in what numbers.

Fallen Angels

Originally, the Deathlords were appointed to their posi-
tions by Charon. They were to serve as spiritual puides in roles
similar to elder Ferrymen. It is ironic thar wraiths who wers
originally placed in their positions of power to aid other wraiths
now strive to prevent that very transformation.

All Dearhlords currently strive to collect as many souls,
and thus power, as possible. The Hierarchy feels that even those
who think of themselves as Hererics or Renepades fall under
their jurisdiction and are therefare subject to their rule. Any-
one who captures wraiths from outside the Hierarchy and brings
them to the applicable Deathlord is well rewarded.

Legions

Each Legion has its own style, rechniques, arrifacts and
special capaciries.
® The Seat of Silence
— held by the Quier Lord
— Owerseer of the vicrims of Despair
* The Seat of Golden Tears
— held by the Begpar Lord
— Owverseer of the victims of Mystery
* The Seat of Thorns
— held by the Emerald Lord
— Owverseer of the victims of Happenstance
* The Seat of Burning Waters
— held by the Smiling Lord

— Overseer of the victims of Violence




» The Sear of Shadows
— held by the Ashen Lady
— Overseer of the vierims of Old Age

# The Sear of Succor
— held by the Laughing Lady
— Owverseer of the vicrims of Madness
» The Sear of Dust
— held by the Skeleral Lord
— Owerseer of the vierims of Pestilence
* The Sear of Fatc
— held by the Ladies of Fate
— Liege of the Hands of Fate

Deathmarks

Long ago, the Ferrymen noted that most wraiths were
adorned with peculiar marks that could he perceived only by
those with the Arcanos of Fatalism. These marks could be clas-
sified on the basis of the patterns they made upon the Corpus.
Those who could discern the marks stated thar they resembled
birthmarks seen on the living, although they varied much more
in color and texture: some were seemingly carved into the
wraith's Corpus, while others were sharply raised like scars.

Eventually the Ferrymen noted a connection berween the
type of person the wraith had been while alive and the parrern
of the marks. Experimenting, they noted that the marks re-
flected the way the person had led her life while among the
living, and thus showed what her individual path to Transcen-
dence enrailed.

Prior to the great Evacuation, when Charon banished the
Heretics to the Far Shores, the Hierarchy utilized deathmarks
25 a means of interpreting which group of Shining Ones the
wraith should join in her efforts to pursue Transcendence. In
recent times, the Hierarchy has all but ignored deathmarks,
preferring to classify souls on the basis of how they died rather

than how they lived.

Ever since the Hererics were banished from Stygia, the
Hierarchy has begun visibly branding wraiths in ways thar re-
semble dearhmarks, in apparent mockery of the way in which
they used to classify souls. Because they now divide souls based
on how the person died, they use this method of branding ro
mark souls as the property of one Deathlord or another. Those
who wish to demonstrate their loyalty to the Hierarchy Moliate
themselves in claborate patrerns ro proclaim their obedience
to their Lord or Lady.

Parol

Many Lemure Circles in the Hierarchy are formed into
loose units of multitalented wraiths; these units, known as pa-
trols, are the backbone of the Legions. Once they were merely

another arm in the grear bureaucracy of the Hierarchy. In re-
cent years, however, some patrols have grown more autono-
mous and have bepun to demand increasing freedom and power.
Indeed, many Shadowlands patrols have become virrual mer-
cenaries. _

This increased autonomy enrages and frustrates the
Deearhlords, but there iz lirtle they can do. Instead, they work
covertly ro manipulate the Circles through bribery, blackmail,
coercion and infilrration.

Barhess

The Deathlords rurn certain wraiths into bloodhounds,
or harghests as they are most often called. Barghests are wraiths
who have been Moliated into monstrous shapes and “loboto-
mized” by the grafting of a specially prepared muzzle of Stygian
iron ro their Corpus. The wraith who holds the corresponding
swhistle™ for a brace of barghests controls their actions.
Barghests are animalistic and feral, but have extremely keen
SENSES.

Braces of harghests search the Shadowlands for wraiths
{or other beings) who bear significant amounts of Oblivion
rainr. When barghests carch rhe scent of a tainted being, they
emit a rerrible, gleeful baying. Cerrain sensitive mortals can
even hear this baying through the shroud that separates the
Shadowlands from the Skinlands.

Ranks of the Legion

. A
Legionnare

Legionnaire is the lowest rank, and rhe starting point for ¥
every member of the Hierarchy. Legionnaires do not usually
have regular duties, but are summoned to a Citadel and as-
signed durties as needed. Successful completion of such duries
is the only way to rise in rank. Legionnaires are encouraged w
recruit new members, and many use their Circles to help carry
out their missions. Patrols are formed primarily of Legionnaires.

Centurion

Cenrurions are the leaders of Hierarchy patrols. Centuri-
ons have a great deal of power over those rhey meet. Their
positions are constantly challenged by those beneath them,
however, and Centurions must rise in rank quickly or risk be-
ing cast aside.

Marshal

The next most powerful rank is thar of Marshal. Marshals
are placed in charge of a certain area around a Ciradel. Often
based out of a smaller Haunt, a Marshal may have a number of
patrols under her authority. Appointed by the Anacreon of
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the Ciradel, Marshals are somewhat more secure in their posi-
rions than are the Centurions.

Regent

A Regent rules a number of the perimeter Haunts around
a Citadel and is based in one of them. More of a senior Mar-
shal than anything else, a Regent organizes and coordinates
the activities of the Legions in thar area.

Overlord

Overlords are based direcrly our of their Citadel and are
the personal assistants of the Anacreon. Overlords are respon-
sible for many of the strategic decisions faced by their Legion.

Anacreon

The highest rank in the Shadowlands is thar of Anacreon.
Each Anacreon is the leader of a Legion in a Citadel. A coun-
cil of seven Anacreons governs each Citadel. The Anacreon
appoints all lesser ranks in her Legion. Anacreons receive ar-
tifacts and coins directly from Srygia in exchange for the Thralls
they send there, and personally dispense Stygia's bounty to
those under their command.

Woaith: The Obliion
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Justice System

¥

The Hierarchy has its own system of laws. The laws pro-
tect as well as punish, and the majoriry of rhe Restless quietly
obey the dictates of the Dearhlords without incident.

Those who da violate the laws may be called ro srand rrial
hefore a Hierarchy magistrate. In theory, ir is possible to ap-
peal a judgment to a “higher” magistrate, although this is nor-
mally only permirted to wraiths with some desree of stanus
within rhe Hierarchy. In some cases, a judgment may be ap-
pealed to the Hand of Fare, in which case the Hierarchy al-
most always acceprs the alternative judgment. This normally
only happens in cases where the jurisdicrion of a case does not
clearly fall to one or another Dearhlord, although certain cases
have proved o be exceprions.

Crime and Punishment

Justice is mered out in the Shadowlands juse as ir is in the
lands of the living. However, because ir is virtually impossible
to kill a wraith permanently, and exiling someone to the Tem-
pest only strengrhens Oblivion, executions of any sorr are sim-
ply nor practical. Some of the more common methods of pun-
ishment are described below:




¢ Enslavement — The most common form of pun-
ishmenr is enslavement of the offending wraith. Chains are
placed around the offender, effectively making her the Thrall
of another wraith.

¢ Torture — Far surpassing anything imagined in the
living lands, wraithly torture is designed to mark the offender.
While wraiths easily heal most ordinary wounds, marks inflicted
by devices of Srygian metal are infinitely more painful and are
extremely difficult to heal. Of course, because wraiths are crea-
tures of spirit, the most lasting pain involves mental anguish. ..

* Imprisonment — Often the Hierarchy incarcerares
criminals in Shadowlands reflections of prisons used by maor-
tals, with reinforced walls and bars made of Stygian metal.

¢ Branding — Branding is 2 way to mark criminals,
thereby both astracizing the eriminal and deterring others from
committing the same crimes. Serious criminals are branded
upon their foreheads.

* Discorporation — Certain criminals are raken ro
Stygia and hurled into the Artificers’ forges, where they are
smelted into poods.

Renegades

T was hard the woefiel words to frame

To break the ties that bound us

But harder still to hear the shame

Of foveign chains around us

And 50 1 satd the mountain glen

I'll meet at morning early

And I'll join the bold united men

While soft winds shake the barley.

— "“The Wind rhat Shakes the Barley” {traditional)

Renegades are those who appose, deny or rebel against
the Hierarchy and everything it stands for. Not surprisingly,
they are constantly hunred by the Hierarchy. Over the years,
however, Renegades have carved out their own niche in the
Shadowlands.

The rerm “Renepade” is a peneral one, loosely encompass-
ing all who act against the Hierarchy, There are nearly as many
Renegade ideologies as there are Renegades. Indeed, the very
antiauthoritarian nature of Renegades makes cooperation
within their ranks difficulr and sporadic. Renegades act alone
ot in small gangs, and fight each other as often and viciously
as they do the Hierarchy.
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In gpeneral, Renegades lead a perilous existence. They of-
ten fall prey to Spectres and other Tempest beasts. Renepades
must remain mobile, and thus most Renepade Haunrs rend 1o
be short-term hideouts. Cnly a few secrer Haunts have lasted
for any length of time, and the locations of these safe havens
are known only to the most trusted members of each facrion.

Until the last few years, rhe Hierarchy dealt effectively
with most active threats to it by the Renegades. However, re-
cent internecine Hierarchy conflicts and Specrre incursions
have occupied the Deathlords’ arrention, prompting a result-
ing increase in Renegade terrorism.

Many Renegades have infiltrated the Hierarchy, using a
facade of respectability to cover acts of subversion and saba-
tage. Indeed, large numbers of Renegades have joined the
Srygian Legions, and wait only for the signal to strike...

Heretics

ain is each threar or supplicating prayer;

He drives them exiles from their blest abode,

To roam a dreary world in deep despair —

Na friend, no home, no vefuge, but their God.
— Lord Byron, “Elegy on Newstead Ab-

bey’

Many wraiths have founded their own groups based around
common heliefs and the search for Transcendence. Called
"Heretics" by the Hierarchy, these wraiths follow fairhs dedi-
cated 1o some higher ideal, force or place. Many Heretics will
g0 to exrreme lengths to gain new converts for their cults, us-
ing their powers to perform “miracles” and promising fabulous
rewards.

The anly thing the majority of Heretic cults share in com-
mon is a deep-seated antipathy for one another, for they all
compete lor souls, both living and dead. However, in their
collecrive persecurion, they have learned to work together, The
[earhlords are greedy, and are content with nothing less than
all the souls in existence. In order to combar them, the Her-
ctics have no choice bur to cooperate.

Problems for the Hierarchy

The Hierarchy's problems with Heretics continue to grow
as more and more Lemures put their faith in these cults. Such
wraiths are often contemptuous or even hostile to the Hierar-
chy. Furthermore, it is whispered thar some within the Hierar-
chy are secretly Hererics themselves,

The Hierarchy maintains a firm stand against heresy, stomp-
ing it out ruthlessly,. However, most Hierarch leaders have nei-
ther the resources nor the inclination to implement the policy
fully. Mosrt ignore all but the most blatant affronts to the Hierar-
chy, preferring to keep the peace and not squander their strength.
They believe the real enemy to be the Renegades.
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Being a Heretic

A wraith is initiated into the sacred mysteries of his cho-
sen faith after proving himself in some way. In return, the wraith
is expecred ro serve the cult faithfully. Service may mean per
forming strange missions, capturing Thralls, assassinaring en-
emies, or recruiting others. Good service is rewarded with in-
creasing starus and power.

Some Heretics lose their faith and end up leaving their
cults. Many are recruited into other cules. Others attempt to
start their own radical fringe cults so they can acquire power
for themselves. Many ex-members simply depart to other
Mecropoli, though most exist in constant fear of being hunred
down by the Hierarchy's barghest packs.

Outsiders

-
errymen
hat beck'ning ghost, along the moonlight shade

Invites my step, and pomes to yonder glade?
— Alexander Pape, “Elegy”

I
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The Ferrymen are the travelers of the
spiritual seas, the pathfinders through the
Tempesr, the wardens of the Byways, and
in some ways the spiritual guides te all in
the Underworld. For acons their self-appoinred dury has been
te guide those souls who were ready ro cross the dangerous
expanse of the Tempest and arrive at their just destination. It
is not easy to obtain a Ferryman's aid, but once one acceprs a
wraith as u traveler, he will prorecr his charge ar all costs.

The Ferrymen divarce themselves from the petty conflices
of ather spirits. They constantly travel between the Necrapoli,
journeying from realm o realm, never ceasing their endless
travels. Mar even the Hierarchy disturbs the Ferrymen in their
self-appointed duties, for their assistance is often viral ro navi-
gate and maintain the Byways through the Tempest.

Ferrymen do not always take what the traveler would con-
sider to be the most direct route. Sull, in the Shadowlands,
where uncertainty is everywhere and truth is rare, Ferrymen
have an extremely high reputarion for honesty and honor.

There is always a price for their assistance: olten a sk or
a promise, sometimes a relic. Those who break their promise
to a Ferryman are marked and will never again be assisted by
another Ferryman.

Ferrymen are fearsome warriors, for they must be able o de-
fend themselves from the creatures of the Tempesr thar increas-
ingly infest the Byways, The Ferrymen are responsible for main:
taining the roads and paths leading from the Shadowlands o Stygia
and the Far Shores, With the rides of Oblivion ar the flood stage,




these roads and paths are threatened by fiends, monsters, and
Maelsrroms, and everyone values the Ferrymen for their ability ro
find their way through the Terpest without harm.

[t is said that the Ferrymen seck to puide wraiths toward
Transcendence, serving as Menrtors to those who prove wor-
thy of their aid. Still, most wraiths' only contact with these
enigmatic guides is in their roles as pathiinders and guides
through the Tempest.

dpectres

Many wraiths succumb ro remprarion and allow their Shad-
ows toconsume theirsouls. These wraiths, known as Spectres, are
able to exist in the Tempest without being discorporated. They
not anly survive the chaos, but prosper from it Spectres have
fully sccepred their Shadows and exist only in that made. Need-
less tor say, they are extmordinarily dangerous,

Most wraiths know Spectres as shadowy, monstrous enri-
ties, possessing terrible cunning and ferocious power, who pe-
riodically emerge from the depths of the Tempest. They are
why so many fear to travel the Byways of the Tempest.

Spectres are able to communicate empathically with the
Shadows of wraiths, and sometimes directly speak o them.
They often seem to know everything abour a wraith — every
wenkness, every Fetter. Some Spectres are even able to evoke
awraith's Shadow and use its influence to weaken their prey.

AT B o o ey,

Though much fearful legend exists concemning the Spectres,
they aren't quite so insane as other wraiths think, and possess the
rudiments of a sociery. Moreover, many still have Ferrers, which
allow them to enter the Shadowlands at any time.

There are various species of Spectres. Some are listed and
briefly described below.

* Shades

Shades are monstrous, twisted, crazed creatures of
Oblivion. The Corpus of a Shade is penerally murared beyond
human ken. Their presence is considered an abomination by
all “civilized" wraiths.

» Malfeans

Malfeans are Spectres who have achieved incredible power
and might by consuming lesser beings. They are the rulers of
the Tempest, and are ro be feared. Different Malfeans tend to
dominate various regions of the Tempest, shaping it to their
whims. Woe to the wraith who has one of these fearful crea-
tures enter his Harrowing!

Some Malfeans have even deluded Hereric cules into wor-
shipping them as pods. These Malfeans are particularly dan-
gerons, for rhey have minions and emissaries in the
Shadowlands.

More information about Spectres is included in the Appendix

(pp. 231-233).

Chagter To: Seting







Chapter Three:
orytelling

I once dreamt I was telling stories and felt someone patting my
foot in encouragement. T looked down and saw that I was standing
on the shoulders of an old woman who was steadying my ankles and

smiling up at me.

I said to her, “No, no, come stand on my shoulders, for you

are ofd and I am young.”

“No, no, "she insisted, “This is the way it is supposed o be."
I saw that she stood on the showlders of @ woman far older than she,
whao stood on the showlders of & woman even older. ..

—Clarissa Pinkola Estés, Women Who Run with the Wolves

Do you remember swapping rales
around a campfire or ar a party, trying to
tell the scariest ghost story? Deep inside us
all lurks the urge to weave a rale thar can
scare our friends — and ourselves — half
to death. The urge to fascinate is as deeply
imbedded as the urge to tell staries, and no
subjecr is more fascinating than a glimpse ar our own mortal-
iy,

Wraith is a storyrelling game that allows us to ereate our
own phost stories, stories in which we play the ghosts. Wraiths
— and, by extension, the game — are metaphors {or ourselves.
By setting ourselves inside the World of Darkness for an
evening, we can look into a funhouse mirrar thar reflects the
darkest aspects of our world. The stories to be found here are
macabre indeed, but in the end, they are just rales — ghost
tales, if you will,

When we press our faces to this ghostly mirror, the reflec-
tion we see is still our own. It's distorred, perhaps, but recog-
nizable. The Storyteller’s job is to hold that mirror before the
players and give them a long, scary look.

If you're new to storytelling games, playing or running a
game may seem awkward ar firsr. We have become used o
having our entertainment provided for us in nice, neat pack-
apes. Wraith requires you to be your own entertainer and 1o
take an active hand in group storytelling. This chapter pre-
sents guidelines, thoughts, hints and techniques for running
your own Wraith game. Players and Storyrellers alike will profit
by reading it; the quality of any Wraith tale depends as much
upon the players' talents as those of the Storyeeller.
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Sl s ot the tale; ic's he who tells it
Sl — Perer Straub, Ghosr Story
_If’.fi’;,__, Most stories are passive. One tale-
teller addresses an audience, which listens
or warches for as long as it finds che pre-
sentation entertaining. Movies, TV, live

theater and even books are examples of
this: a story is conceived, creared and given o irs audience for

their amusement,

Storvtelling games like Wraith, however, are different.
Here, the “audience” participares with the Storyteller to cre-
ate a story from their collective imaginations. Each player takes
a part and influences the final shape of the story. Storyrelling
pames are acrive enrerrainment, inreracrive and nriginn], a8
appased o passive. The synergy inherent to play produces a
story greater than anything a single Storyteller could creare.

Players creare the story’s characeers, but the Storyreller
creates the world, This is a challenging job. Guiding a group
of players through a collaborative myth can be an intimidat-
ing and occasionally fruscraring endeavor. Fleshing our a world,
creating and playing a host of secondary characters, arbitrat-
ing rules and crafting scenarios can be difficult tasks. None-
theless, the chance to make a dream come alive is well worth
the trouble, While the other players carve their niches in the
world, you give them the world iself.

Wraith has a number of elements to help the beginning
Storyreller find her voice: a sample chronicle (given in the
Appendix), a detailed setting chapter that outlines the funda-
mental differences between our reality and the world of Weaith,
a system of rules designed for simplicity and elegance — and
this chapter. This chapter outlines the technigues of effective
storyrelling, provides some brief rule-relared hines, and discusses
storyrelling elements peculiar to the world of Weaith.

While the suggestions given in this chapter will help the
Storyteller jupple her various roles, bear in mind thar Wraith
is, first and foremost, a game. It can be scary, enlightening,
thrilling, heart-rending or exhilarating, but if it isn't enjoy-
able, it isn't worth playing. The first rule is o have fun — he
fair, he crearive and rake chances. The second rule, however,
is to remember that the tale is the thing: bogeing a game down
in arguments and needless complicarion robs it of irs magic.
You and your players should enjoy telling ghost staries together,
If the game is aggravating, boring or frustrating, why bother!
Story comes first; rules come second.

In facr, the third rule is thae there are no rules — only
guidelines. Enjoy!
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Enrtinment

It's a lor like life, and that's what's appealing

If you despise that throwaway feeling from disposable fun,

Then this is the one.

—Depeche Mode, “Master and Servant”

Though a Storyteller will have many morivarions, her
overriding poal should be to entertain her players, Game time
is an investment of sorts — you and your players could be
watching a movie, going on a date, playing softhall or just hang-
ing out. By spending time on your game, your players are mak-
ing an invesrment. Their goad faith and your werk and skill
will hopelully pay off for all of you. After all the hard work
that goes into preparing a game, nothing is more satisfying
than watching your players have a genuinely good time. The
pleasure of a job well done is your reward.

Storyrelling is a chance o show off, an opportunity to
display your creariviry ro your friends, and a way to have them
share in a common experience. Sometimes, however, the de-
sire to showboat or to please one’s friends grows too strong.
You can go oo far ro please your players, watering down the
game just to make them feel importane, or, conversely, lord
your position over them, Either technique can lead to prob-
lems.

When everything proceeds correctly, your players will
puide their characters through a richly woven story to even-
tual success. Adversiry and setbacks abound, especially for the
Restless, but the characters should succeed ar some of their
planned goals, even in the face of tragedy and fear. Balancing
achronicle'’s prohlems and perils with the players’ abilities and
desires takes practice, but the more seamlessly you balance these
elements, the more exciting and powerful your stories will be-
COMme.

Using the Rules

The Storyreller rules system is designed to elevate drama
and action over dice and charts. As a Sroryreller, you should
hear simplicity in mind. Trying to create a set of rules to cover
every contingency and possibiliry would be a thankless and
unrewarding task (not to mention an impossible one); trying
to run a pame while holding your place in half a dozen differ-
ent rulebooks is difficulr ar best.

Accordingly, Storyteller flexibiliry and judgment are im-
portant; as Storyteller, you must be the final interpreter of the
rules and must decide in a pracrical way how those rules apply
in her game. Faimess and consistency are crucial. You must
act impartially and reasonably for everyone involved if you're
going to wield thar power

You will sometimes be obliged ro invent new rules, or even
break old ones. Twisting or breaking rules is often necessary ro
tell the best story. To maintain your players' trust, however,
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you should avoid breaking the rules on a repular basis. While
throwing an occasional wrench into the works is appropriate
for Wrairh, changing the rules too frequently without good
reason simply undermines the stability of the world you are
trying to create. You may decide to change the rules perma-
nently in some way, bur everyone should know when the rules
have been changed.

It is important that you develop the style of storyrelling
thar besr suirs you and decide what you need to do wo make it
work. Do you like to try to strucrure things as much as pos-
sible, following the rules and creating a clear, cansistent world
for your characrers; or do you prefer to wing it, rarely consult-
ing rules or character sheets!?

Your style will most likely fall somewhere berween these
two extremes; rhis is entirely up to you. It is nearly impossible
to guess your style of storytelling before you acrually begin to
play; styles are developed through trial and error. Only experi-
ence will rell whar works best for you. Leave yourself room to
move, but be consistent.

Flements of Wrai

e're so enpaped in doing things to achieve pur-
poses of outer value that we forget that the in-
ner value, the rapeure that is associated with
being alive, is what it's all aboue.

— Joseph Camphell, The Power of Myth

Wraiths are both heroes and anrihe-
roes: while the stereotypical hero embod-
ies virtue, courage and hope, wraiths are often dominated by
greed, cowardice and despair. The existences of many wraiths
are ruled by greed for souls, fear of Oblivion and the desire for
Transcendence. Many among rhe Restless, however, resemble
heroes in the classic sense; like a hera of myth, the wandering
soul stands our from the common mass, descends (literally)
into the Underworld, faces and combars the dark side of her-
self, and hopefully comes away better for the rrial. Dreary
afrerlives are for Drones and Thralls; a Wraith character looks
death in the face and laughs.

A number of elements must be juggled within a game of
Wraith; many themes and ideas are unique to tales involving
the Restless. Horror, rerror and romance reguire special han-
dling to be effective in a game. Atmosphere and suspension of
dishelief are all-important tools. Without these elements,
Wraith becames just another game — fun, but ultimately shal-
low.

Theme

A unifying theme or collection of themes is central to
storyrelling pames. Wraith has many themes — alienarion,
terror, transcendence and defiance are but a few. Themes fo-
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cus rhe artention of both the players and the Storyteller to-
ward a shared vision, turning a simple exercise in Inrrigue or
mayhem into a srory with resonance and meaning.

A theme is a unifying idea or concept behind a story. One
tale can have many themes, while an extended chronicle can
have a single underlying idea. A chronicle about tracking a
serial killer may cover a lot of ground through different stories.
Each of these stories will have a central theme; one may cen-
ter around a mother-daughter conllict, while the next con-
cenrrares on recurring nightmares. The themes of the stories
within the chronicle will vary, but vengeance, the cenrral
theme behind rhe scenario, colors the chronicle as a whole.

The themes below merely scrarch the surface of the gHIME.
This list is by no means complete; you will, within vour own
games, create greater and more varied themes rhan we could
list.

* Isolation — Many among the Restless exist as birrer
exiles from a life they never lived to begin with, Death has
forced them to learn about life, and now ir's too late o ot
back. While a wraith may Embody or Skinride for a short rime,
she is trapped between the Oblivion she fears and the life she
can no longer enjoy. Many ghosts become brutally materialis-
tic, hoarding and enslaving their own kind to compensare for
the things they can no longer touch. Others just sir and watch
as the living world goes by withour them.

Wraith players will probably take a more active role in
their afterlives than many ghosts do. They must defy the lone-
liness felr when nothing can be trusted and everything scems
to die before their eyes. Characrers must fight to overcome
their isolation and make a difference, both in their world and
the world of morrals,

* Fear — What could be a more narural theme for a ghost
story than fear? The living have rraditionally been afraid of
restless spirits. Why? Is this an uncertain fascinarion with death
itself, or the dread that those spirits may be angry with us for
living when they do not? Whar fear, then, drives a phost? The
fear of death is gone, but terror remains. Why?

Most wraiths exist in fear — fear of each other, fear of
loneliness, and, worst of all, fear of annihilation, of the de-
struction of their identity. Oblivion and Transcendence are
two halves of the same coin: cither one may mean the dissolu-
tion of the wraith's personality. Torment, to many modern
people, is preferable ro obliteration. Some peaple would rather
burn in Hell forever than leave their idenrity behind.

* Inner Conflict — The wraith’s worst foc is her Shadow,
the epitome of everything she suppresses, hates and fears about
herself. When you're dead, there’s nowhere to hide from that
aspect of yourself. Just as ghosts are trapped outside of life, they
are, in many ways, rrapped inside their own heads. Will the
wrairh succumb to the temptations of the Shadow or hold fast
to her beliefs?

_ - \ * Defiance — A defiant attitude is often useful in the
F5] = world of the dead. With so many souls wrapped up in their
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own misery or in chains held by orhers, each wraith must ei-
ther take control of his own destiny or fall into slavery. Wraiths
continue to exist in defiance of death itself; most characters
will wanr ro rebel against the rigid systems and soul-slavery of
the Underworld as well, pursuing their own goals in the after-
life.

* Triumph — Evenrual rrinmph over death, despair and
the Shadow offers a long-term goal to Wraith players. Defear-
ing agents of the Hierarchy or Renegades, besting Spectres or
killing your murderer all qualify as small triumphs. Larger tri-
umpls include finding Transcendence by coming ro terms with
yourself, battling your inner Shadow and winning, and refus-
ing to succumb to despair despite the pain that the afterlife
may bring.

Suspension of Diselief

The Restless, by their very nature, raise cerrain questions
and require careful handling, Suspension of disbelief, the prime
element of any story, is especially important in a Wraith game.
If your ghosts seem ridiculous or inconsistent, your game will
suffer for it.
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Serting a believable scene is essential; if you can get your
players to accept the reality of the Underworld, the add fea-
tures composing it are casy to swallow. Consistent internal logic
is vital to helievahiliry; all things should work the same way
all the time unless there is a compelling reason (like the warped
reality of the Tempest) why they do not.

Esrablish a reality to suspend your players’ disbelief. Con-
sistency excuses a multitude of sins.

Tragedy

I act the role in classic style of a mareyr

Carved with a twisted smile,

To blead the lyric for this song

To write the vites to vight my wrongs

An epitaph to a broken dream

To exorcise this silene scream

A scream that's borne from sorrow.

— Marillion, *Script for a Jester’s Tear”

Although rhe poinr of most roleplaying pames is to be
heroic and triumph against overwhelming odds, occasionally
you may wish to tell a very dramatic and, from a storytelling
standpoine, satisfyingly rragic story. Tragedy is often handled
pootly, but this is because many people think thar it is simply
astory about sad circumstances. This is not true. A tragic story
is about a characrer wirh a deep character flaw who, because of
this flaw, makes one critical mistake and then, ar some poine
{usually when it is too late), realizes what that mistake is and
why he made ir. He then changes and, for better or worse, goes
on to meet his fate. He faces his fare with dignirty, courage and
strength, and in the end, we admire and empathize with him.
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Ta rell a good tragedy, vou must understand it in the literary
sense, not the colloquial sense,

A tragic story can be just as beautiful and as uplifting as a
heroic one. Even if you don't rell a rragic story, you can add
elements of tragedy in your main story: regret, loss, faral flaws
and missed chances are the meat and drink of a good Wraith
srory.

Horror and Terror

Thaough the names are often used interchangeably, horrar
and terror are different emorions. Each has its place in Wraith.

* Terror — Terror is the intellectual idea thar something
is wrong and it's going to get worse. Most terror operates within
the boundaries of whar an observer will accept; it is an appre-
hension thar has begun to take on substance. When a shadow
on the wall seems not quite right, a character (or a player) can
feel terror.

Terror implies that all is not yet lost, While a roller-coaster
ride evokes thrills of terror, there is still a safe 2one. The cause
of terror need not be an overr threat of physical violence. It's
much more subele than horror, and can be far more effective.
The anticipation or dread of some disasrer is often more com-
pelling than the disaster irself.

* Horror — Horror is the almost physical revulsion thar
comes when safe boundaries have been shattered. Squeamish
people may be horrified by the sight of blood; stronger minds
and stomachs mighr give way under truly repulsive acts or un-
thinkahkle revelations.

Violation is the key o horror — physical violation (as-
sault, mutilation and raw grossing-out), mental violarion
{things that must nor and should not be) and emorional viola-
tion (urrer betrayal or abandonment) all overstep the bound-
aries that players or characrers have set. Storytellers must rake
care when aiming ro horrify a player rather than a character.
Horror is only entertaining when it's consensual (see When to
Stap, below). If terror is a roller-coaster ride, horror is whar
happens when the car jumps its tracks and falls...

Romance

The easy ataimment of love makes it of licele value; difficulty
of attainment makes it prized.

Andreas Capellanus, The At of Cowrtly Love

It is all too easy o dismiss romance as an aption for
storytelling. Many people view romance as cheesy or sappy.
Srill, Wraith provides a wealth of romantic possibilities: if you
do not explore ar least some of them, you will be selling yvour-
self {and your stories) short,

Take heart. Many people prefer romance when it is pre-
sented subtly rather than overtly. Don't rush a romanric l":]n[‘]ir“_-
on your characrers — it will feel forced, and one thing that
romance should never be is foreed.

Wrailke The Oblivion
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When running romance, ir is best to understand what
motivates the characters and try to create Storyreller charae-
ters tailored to their desires. Be sensitive to the players’ wishes.
Just hecause a characrer loved someone in life does not mean
that the feelings remain in death. You should explore how the
character feels about his former loved ones. Show the wraith
how a loved one is affected by death. Be patient — no matter
how much you may like romance, you may never be able ro
interest your players in it unless you can be patient with them.

If the player is amenable, you can play wonderfully ro-
mantic stories involving longing across the chasm of death, of
a living lover essentially willing herself to die for her lost love,
of the pain stemming from a fallen love and how the lover
who is left behind remembers his former love. You can also
move these stories bevond the traditional tragic ghostly love
story by giving the lovers time to be topether through powers
like Phantasm and Embady.

Even more beautiful are two who fall in love after death.
The inherently tragic nature of their love adds to the story:
will Oblivion erode the love they have woven from darkness?
Often, romance and tragedy combine to produce stories of
unsurpassed beaury and pain.

Knowing When to Stop

A funny rhing happens when people tell stories together.
They take risks, let themselves go, and evoke aspects of them-
selves that they suppress in daily life. This can, in moderation,
be a grear thing. Everyone needs a release. Bur taking risks ina
social situation leaves many people feeling exposed. Players
can take offense and become disturbed by imaginary things.
Roleplaying is cathartic; chat is to say, it brings up and purges
deep feelings and impulses. Carharsis is healthy, bur leaves thar
person feeling more vulnerable than usual. This is especially
true when dealing with horror and fear. It's fun o walk along
that tightrope. Falling can be another thing enrirely.

Gaming is a2 wonderful way of facing fear and frustration
head-on. Through our characters, we can live vicariously, ex-
amining things we fear to rouch and performing deeds we
wouldn't dare attempt in real life. Sometimes, though, the line
between fantasy and fear blurs, and a pood Storyteller knows
when thar line is fading

Chronicle

chronicle is a series of interconnected sto-

ries with commaon characrers and a central

Bl idea. If a story is a chapter in a book, than
| the chronicle is the book itsell.

Individual stories are obviously important

1o a storytelling game, but the chronicle pro-

vides a backdrop and foundation to the wales
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e Nature of fear

Part of the fun of pliving Weaith is thar vou can ex-
all like
rov be afraid when we are in conerol of the siowation: we go
o roller-c

pose voursell o horeific and tereifying stories. W
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decide whar w include in her Wraith stories. Srill, ex-
ploring whot makes you afroid con be uncomiortable,
Yo shonld abwavs realize thae a roleplaving
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For exanmple, Brenda is deathly afaid of

characrer, Jamie, may not be. Seill, because Mark
thar Brenda is afraid of them, he will ey amd pur them
into the story at some point. There com wene in the
| st cross o

all

spiders — their

chronicle where Jamic is o Harrowing
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fun, Then Mark describes how o large spider comes out of
niwhere o bite her on the leg and start spinning a co-
renda can't rake any more of
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hecause Mark respected Brenda!

e e relas and have fun.

s s of usafeword, every-
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Remembersexploring fear can be a lor of fun, bur only

if all involved wive their consent, Wyou feel as though you

don’t properly understand the nature of giving

then you shouldn't bring o player's real-life
e of Wraith.,

as a whale. A strongly constructed chronicle can help players sus-
pend disbelicl by providing a vivid setting for their imaginations. A
good chronicle is memorable, enjoyable and meaningful. By setting
your stories inside a warld, you and your players creare mythology.
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(reating a Chonicle

Begin brainstorming for your chronicle long before your
players create their characters. The sharper your ideas and
overall concept from the outset, the berrer everyrhing else will
work later. It can be rime-consuming to create a Wraith
chronicle, bur the work you do at the beginning will pay off
Ehmughuut future play sessions,

Laying the proundwork is a good place to stare. Establish
your serring, anragonists and overall theme at first, then work
outward from there. Be flexible; your ideas will change as you
g0 on. Let them.

Where will your chronicle take place? Would you prefera
town, a city or some rural area! Will your characrers remain in
the Shadowlands for the mast parr, or do they possess Arcanos
thar allow them to travel into the living world? Is vour chronicle
ser around a Mecropolis; if so, which one? Whar is ir like?

Once you establish your serring, you need to decide what
connects and unires the characters. At this point, you should
develop the primary antagonists of the players — memorable
adversaries have distiner personalities and motivations. Finally,
decide the general direction and theme that vou would like
the tale to take. Don’t be too rigid in this. Your chronicle will
take some surprising turns.

Setting

While Chapter Two of rhis book provides a basic setting and
background, rhe rasks of mapping and populating the local Under-
world fall to you. If your game bepins, as many do, in the
Shadowlands, decide on a locarion where you want o set things
and think about the dark reflection of that location in the Under-
world. How old is your setting? Is it dying in the living world? What
are some local landmarks? Where will your characters begin?

Some places will become commeon sites in your story —
the chapel near one person’s grave, a library, the back alley
where another character died, and so on. Most of these loca-
tions will rie into the group's Fetters, but other sites will be-
come important after their deaths. Familiar places anchor the
chronicle at certain points and keep the players involved in a
cohesive story. You need to make these places come alive for
the players; until the players can understand and envision their
setting, the characters cannor fully exise.

Characters

The characters are the most imporrant elements of a
chronicle and need to be the focus of every story. As such,
player invalvement in creating the chronicle is paramount o
success. This may seem obvious, bur ir is all roo easy to fall
into the rrap of designing a seemingly wonderful chronicle that
does not involve the characters as its protagonists.

Wraeh: The Oblivon
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Masr characrer groups will revolve arcund their Circle; player
characters tend to find safety in numbers, and this is doubly true
in Wraith. Your players may be unired by a common cause of
death, a single Ferter or a compelling purpose. This unifying thread
will give all of you a springboard from which 1o launch your
chronicle. Establishing the narure of the Circle ahead of time will
save you a lot of rrouble in the long run.

Ger involved in character creation; relling your players
what to do isn't a pood idea, bur a guiding hand will ensure
thar rhe pieces fit rogether smoothly. Depending on your
chronicle, you may even have to dictate some aspects of char-
acter creation, but be careful o explain, at least vaguely, why
such direcrives are important to the chronicle.

Antagonists

The apponents the characters face in the course of a chronicle
are very important. Antagonists provide a foil for reflecring whar
the characters strive to attain; on a more immediare level, they
add excirement and conflice to the chronicle. A great villain can
make all the difference in a beginning chronicle, while a weak
one may spoil the most elaborare of rales.

Morhing holds a chronicle together, story to story, better
than a good villain — an individual (or close group) the char-
acters know is malevolent or evil. During the course of the
chronicle, the characrers should confront the same villain(s)
rime and time again. This provides continuity to the chronicle
as well as a familiar face thar the players may well love to hate.
If the same villain ar group can be found opposing the chamc.
rers at every turn, you will heighten the players’ involvemenr.

The most important ancagonists the characters face, how-
ever, are their own Shadows. Turmoil within the individual is
a central theme in Wraith. Each Shadow should have a dis-
tinct nature — they are nor merely “bad angels” on their
Psyche's shoulders, bur the summation of all that is most fright-
ening in that character’s soul. Shadows must have depth, com-
plexity and motivation. Villainy is nor caricarure; the most
memaorable villains are the anes who are the most human.

Title

Almaost every book, play, movie, poem, painting and sculp-
rure has a ritle; you may want your chronicle to have one as well,
Give your chronicle a title and have the players pur it on their
character sheers. The tirle of the chronicle may be as elaborate or
as simple as you want, and the title itsell may foreshadow things
to come. A title like “The Laughing Darkness" may suggest more
ominous things to your players than you yourself had in mind.




here are two basic types of plotlines —
story-driven and characrer-driven.

With a story-driven plotline, the Sto-
ryteller creates the story of the antagonists,
She determines who the antagonists are,
what their goals are, and how they plan to
achieve those goals. Independent of the
characters, the antagonists of the piece pursue their own ends,
which lead them into conflict with the group.

Story-driven plots hinge on the characters' reactions to
their antagonists. Stopping their enemies should be in the
Circle’s best interests. The chronicle ends with the success or
failure of the antagonists’ schemes.

Stary-driven plorlines can be easy to run because the Story-
teller doesn't depend on the players’ decisions to advance her
chronicle. If the proup doesn't act, their enemies grow stronger.

The biggest danger of designing rhis type of plot is balancing
the villains and the player characters. If the antagonists are too
powerful, the pame can become frustrating, In story-driven plots,
the Staryreller muse give players opportunities for success. Ler them
have a few chances to stop Enfants in the service of the enemy or
crush some phost-hunters, Otherwise, players may decide that they
don't have a chance and refuse o confrone their persecutors. Asa
general rule, an enemy'’s plan should have three or more things
that could go wrong. Also, it is easier to upgrade enemies than
downgrade them.

Diespite the advantages of the story-driven plot, most begin-
ning Wraith chironicles are charcter-driven. Inachamcter-driven
plar, the focus shifts ro the player characters. The Storyteller tries
to manipulate the characters into pursuing a set of goals. The
Storyeller should sketch out some motivations for the charac-
ters. If, as a Storyreller, you don't know whar a particular charac-
ter wants in life, ask the player. Good players recognize the poten-
tial for a plotline and tend to follow i if they are given the right
reasons. T his rype of plot gives the players great freedom in dic-
tating the pace of the chronicle. It works well for quests, where
the characters have to find an object or person, or accomplish a
task. Strong Storyreller-run allies help a Storyteller influence this
type of chronicle, especially if the Staryteller conerals a characrer
that is a Circle member,

For designing a character-driven plot, a Storyteller first
determines the goal and then comes up with reasons for the
characters to pursue it. There are two ways to motivate char-
acters — positive reinforcement (the carrot method) and nega-
tive reinforcement (the stick method). To keep the players
moving toward a goal, vary the use of these methods depend-
ing on what pets the most response.

The carrot method involves offering the characrers a re-
ward il they pursue the goal. The players see something they

Chapter Three: Stoeyteling

T



ey o 1] - i 4 =
T e e gl = ST ® -

want and decide to go after ir. Ler the players make the deci-
sion you want them ro make, but don't force them to do ir.
Make notes on a few possible carrots.

The stick method causes the characters to suffer in some
way if they don't pursue the goal. The punishment does not
have ro be directed at the characters themselves. Often, it works

better if Contacts, Thralls or moreal friends suffer instead of

the characrers.

Once you've determined the goal, you need o create ob-
stacles to impede the characrers’ parh. Ohstacles include en-
emies, but they can also include terrain, lack of knowledge or
lack of power. Individual stories in a character-driven plotline
can center around overcoming rhese abstacles.

Chronicle Concepts

Chronicle concepts define who the characters are and what
situations they will encounter. The best way to keep your game
inreresting is to start it off interesting, so it helps ro choose a
concept with lots of plor hooks thar intrigue both you and
your players. A few of the possibilities are listed below.

® The True Believers

The Circle works for ane of the three major factions of
the Underworld — the Hierarchy, the Heretics or the Ren-
egades — and believes strongly in its cause (or pretends ro
believe). The characters are on the low end of the totem pole,
and they're senr on the dirtiest jobs and the most hopeless
assignments. Depending on the attitude of their superiors, this
could be a glm’ious campaign to set rhin[:s right and imprm-‘e
the world, or near-torment ar rthe borrom of the bureaucratic
ziggurat. Though the characters may have access to prearer
resources than freelancers or neutrals, they also must keep their
faction's ends in sight...which may make it difficult to tend to
their own Ferrers and Passions.

Because of the “go there, do this" slant ro the situation,
this may be a good beginning chronicle: straightforward in-
structions and clear goals are helpful when leaming a new pame.
Once rhe characters and players gain confidence, the concept
may become limiting. They can then easily strike out on their
own — working for or against their organization — and shake
up the game a bit.

Keep in mind that there are maore forces in the World of
Darkness than just the Hierarchy, Renegades and Heretics.
WVampires, werewolves and mages are all known ro conract the
Restless at times and might offer relics or prorection in return
for services rendered. In addition, other creatures of the Um-
bra have unknown powers and incomprehensible mortives that
could engender very...unusual. . assisnments,

¢ Staying Neutral

Why fight; you're already dead. The characters may avaid
conflict as much as possible, whether because of idealism, paci-
fism, cowardice, or orther interests. This is not easy. Aside from




the fact that no one around them is likely ro stop their inrrigu-
ing, the characters may find rthemselves under fire in turf battles
to test their neutrality, or even to test the strength of Gangs
and Cohorts without fear of retaliation by more powerful al-
lies. Their friends, wherher few or many, will find it difficult to
help them without compromising their own positions. Even-
tually, they could become respected for their stand and soughe
after ro arbirrare dispures, bur status of that sort will come
slowvly, if ar all,

(N course, the Circle might avoid direcr loyalries just o
play all ends against the middle. Some spies and freelancers do
this. Warch out — double agents and mercenaries are what
the VIPs call "expendable.”

¢ The Guardians

Home is where the heart is, and the wraiths of this
chronicle are out to protece whar they love, no marter whar
They have living relatives and friends — strong Fetters — and
now that they know, firsthand, what the afterlife holds, the
characters seck o prevent both supernarural and mundane
forces from disturbing whar they hold dear.

This kind of chronicle allows plenty of detective work,
strong roleplaying opportunities and crossover stories. Be care-
ful not ro limit che game to "what's bothering our living friends
this week " One mysterious phenomenon in the neighborhood
could easily fuel session after session. And don't forger: the
Underworld isn'e likely ta leave the characters to their own
devices for long.

* Transcendence

The Underwaorld is a waystation between this life and the
next, and the characters just want to move on. They may know
{or think they know) exactly whar needs to be done, or they
may spend their time desperately seeking that information.

The characters' battle to conquer their Shadows will prob-
ably become a major theme of the chronicle, so be prepared ro
explore the darker half of the game extensively.

Of course, if the characters are still seckers, they may cover
the length and breadth of the Underworld following up clues
and leads concerning Transcendence. Ferrymen are rumored
to know a clue or two, some of the agents of the Far Shores
insist that they know bits and pieces, and the Circle might
contacr stranger things as well.

= Espionage

I an intrigue-filled society like thar of the Restless, good
apents are in constant demand, Early in their afterlife, the char-
acters in this type of chronicle are “recruited” by the inrelli-
gence-gathering division of the Hierarchy, the Hererics or the
Renegades. Now, with a little experience under their belts,
they start to receive more interesting assignments. The entire
Circle could be sent an a variery of missions: infilerating one
of the other facrions, “assassinating” or capturing important
figures, executing terrorist-style missions, or acting as normal
“citizens” and keeping their eyes open. In a more difficulr sce-

nario, they could be double agents. They can be honorable or
entirely dishonest, and they may not even undersrand which
side they work for...

Again, if the Storyteller is willing to run crossover games,
the characters could casily become involved with orher Awalk-
ened crearures. Keeping rabs on the vampire prince of a city is
a more-than-full-time job. .. as is spying on the Glass Walker
werewolves on behalf of a Hierarch.

¢ Bahes in the Woods

The characters are among the extremely recently deceased
and have little or no memory of their pase lives. As new arriv-
als, they know hardly anything abour the Underwarld, either.
This is a problem.

Young wraiths might be under the care and mirelage of a
maore experienced wraith or under indoctrination by a fanati-
cal branch of the Hierarchy, Heretics or Renegades. The per-
somality — pood or bad — of their Menror(s) will he very im-
portant o the chronicle. Conversely, they could be trying to
make it on their own, figuring things out as they go along.

This approach is one of the simplest for new players; no
one has ro know anything more about the game than is neces-
sary for character generation. If the characters are complete
amnesiacs, everything can be discovered as the game progresses,
and rhe players will learn things just as their characters do.

= Historical

Mot every character in Wraith died yesterday, of course.
The Cirele could well he composed of peaple from any time
and place, bound together through similar Passions and Fer-
ters (freedom, justice, homelands).

Anorher option is moving the setting itself back in time.
In the French Revolution, for instance, the spirits of puillo-
tined aristocrats might unite for vengeance or ro make amends
for their families' corruption. Middle-class ghosts continuing
the fight would harass them, their ancestors would order them
about, and the peasantry would make claims upon them for
protecrion or retribution. All this would add ro the ordinary
hazards of the Underworld.

0

eath loves a shining mark, a signal Blow.

— Edward Young, Night Thoughts

Each Wraith session is a separare story,
You, as the Storyteller, must have a firm
idea about where and how cach story be-
gins and what rexture you wane ir ro have,
Once the game begins, you and your play-
ers will hopefully take the idea and run with it from there.

Do not try to decide absolutes concerning whar will or
will not l‘nﬂp[‘u'n i YOur story. Few things are more irritating to
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a player than a storyteller who pulls the game along a prede-
termined path regardless of whar the players want or do. Ty
not to force your players into any situation they try to avoid
unless you have some reason to frustrate them or some plan o
reward them. Stories ideally begin with an idea and grow out-
ward through the efforts of everyone concerned.

The story concepts below may give you a few ideas for
your game, but only you know which conceprs work best for
you and your group. Feel free to experiment; storytelling, un-
like board gaming, is freeform, not rigid.

Story Concepts

Swift as light and as cheering was the idea that broke in upon
me. "l have found ! What tervified me will tevrify others; | need
amly deseribe the spectve which had hawnted my midnight pillow.”
On the morrow, | announced that | had thoughe of a story.

— Mary Shelley, Introducrion to Frankenstein

Listed below are a number of concepts that you can use as
seeds to create your own stories. Read these conceprs, pick our
the ideas you like the best, and weave a story from what you get.

* Getting across Town

For one purpose or another — the reason isn't necessarily
important — the Circle is in one place and their goal is some-
where else enrirely. This is where the fun begins. As if the
Underworld is out to get them, one disaster after another crosses
their path. With a little luck, the characrers can make it to
their goal...and hope that whatever they needed is still around.

* On the Home Front

Sometimes the story comes home to the characrers. Per-
haps their Haunt is in danger, or their loved ones are under
attack. The Circle is forced on the defensive, trying to stay
one step ahead of their enemies — and the enemies they see
may not be the real threat. While the characrers are trying to
prevent the Hierarchy from raking over the neighborhood, the
Heretics may be convincing their allies that holy war is the
key to salvation. Meanwhile, crazed Spectres threaten to de-
stray the lives of the living, Can the characters figure out who
is behind this madness! Only time will tell.

* The Maclstrom

In the midst of an ordinary evening, bells ring out from
the rowers of the Necropolis in which the characters live. The
alarm is a warning that comes perhaps once in a decade — a
Maclstrom is coming. Old souls head for their Haunts imme-
diarely, knowing that the storm travels faster than a wraich
can run, The panic is incredible, and no one seems to know
when or where the thing will surface. If the characters have a
serong Haunt, will they reach it in time? If they have no
safehold, where will they go? And wherever they end up, will
their shelter lase the night?

Adrer the Maelstrom, assuming the characters survive intacr,
how will the Shadowlands appear!? The survivars may spend many

i Weaith: The Oblision

Wl e [ ar o ”_"-"
AN i 9 LS (.
(‘ ! & iy ‘_ﬂiﬁ AT

months cleaning up the mess and searching for the lost. Besides
the changes in their own world, some horrible evenr was surely
the spark for the devastarion — Maelstroms often begin with death
in huge numbers — and Fetters can be completely destroyed in
riots, fires, war or other disasrers.

* The Harrowing

Try though the characters might to avoid ir, eventually ar
least one of their number will be raken by the Tempest. This
nighrmare ride is fast, rerrifying and confusing, and makes for
excellent story material,

Even il enly one member of the Circle is heing Harrowed,
the rest of the rroupe doesn't have to sit on the sidelines, The
characters may play the Shadows of those affecred, and rhe expe-
rience may provide countless exrea characrers for the others w
enacr,

= Mystery

A maystery may start as somerhing small, bur quickly as-
sumes an imporeance and relevance ta the Circle, Dark secrets
among the wraiths of the Circle or their associates are excel-
lent ways to begin a mystery, bur murder is the classic device.
Perhaps ane of the living is found decapitated in the character's
Haunt. Will the police arrive at all? Has the spirit become a
wraith, and if so, how is he taking rhis? It's very easy to rape
the characrers into the plat from here, particularly if their liv-
ing Ferrers are under pressure as wilnesses or suspects.

* The Boo Job

Yuppies move into your Haune, Sound familiar? Whether
the threat is from the upwardly mobile, from nice folks trying
to clean up the neighborhood, or from bulldozers clearing o
the local eyesore, there's something breathing down the char-
acters’ necks. Mow the characrers have to get the living out of
there, by hook or by crook. Can they be scary enough o rid
themselves of these pests?

* Freelancing

The characters are approached by higher-ups willing to
pay well for services rendered. They mighr be asked ro hunt
down a Spectre, track down a wraith's Fetters, or carry mes-
sages from Necropolis to Necropolis.

This could be as straightforward as it seems. If the Srory-
teller wishes to make things tricky, however, the characters
could find themselves embroiled in local politics. Are they
being framed? For whom are they actually working? Was the
mission as simple as it seemed? Did the characters sign any-
thing to puarantee completion of the task!

* Raiders of the Lost Afterlife

There’s an artifact our there — a famous, powerful one,
and the race is on to get to it before someene else does. In facr,
everybody wants it, and the characters have sumbled on an
important clue to its locarion. Now, not only must they rush
to find ir, they must also dodge all the other competitors.

Even if the Circle gets this amazing thing, they still have
to fipure out what o do with it. Escaping the other searchers
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with the mysterious object intacr won't be easy. Whar if it's
huge! Whar if ir's fragile? It may even be an obnoxious wraith
imprisoned long ago and transformed into a mere object...

Seting the Stage

Storytelling is a lot like theatre; setting the stage allows
your audience to step from the real world into another one,
leaving everyday concerns behind. This approach, also used
in magic and religious ritual, helps prepare both your players
and yourself for something different, somerthing “other.” Chang-
ing your mindsers from “daily life” to “storytime” frees you to
create together. Removing distractions, if only for a momen,
can make a world of difference in your game.

Storyrelling games are usually played indeors at a table in
the kitchen, den or living room. There should be chairs for all
the players, and refreshments if the gaming session is to last
awhile. You should also consider any props you might need,
any modifications to the room to set the mood for rhe gaming
session, and any special provisions necessary for Live-Action
if your story will involve it

It%s hard to get into a ghostly mindser in the afrermoon.
Wraith pames should ideally rake place at night, possibly in a
room lic by candles or dim light. Music can add a great deal to
the atmosphere, as long as it is appropriare and nor distrace-

ing. A moment of silence, the lighting of a c:md]n or even a
concise phrase (like "and it begins. ..") can set the tone for the
game. This kind of “once upon a time” introduction can go a
long way toward establishing the right mood.

Before you begin a new session, make sure that there are
no loose ends from the last session, such as character experi-
ence of rule interpretations. Once vou are ready o begin, you
might tell the players the ritle of the new stary, if you've given
it one. Remember that the most important line is the (irst ling;
hook your players at the beginning of each pame session and
draw them along as you go.

Contlic

I literature is concerned with nwo things: sex
and vinlence.

— Dr. Kenneth Campbell, from a lec-
ture on Western dramarurgy

Conflicr is dynamic; through struggles
both internal and external, your tales and
characters progress. By providing your
characters wirth an obsracle ro overcome, whether it's a char
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acter, a situation or an institution, you give them morivarion
and purpose.

Inrernal and external conflict are both important in
Wreaith; internal bartles with the Shadow conrrast wirh rhe
external threats from the Hierarchy, soul-slavers, Hererics,
Renepades and other assorted factions. No matter which side
of the fence your players choose, their characrers will feel en-
emies breathing down their necks (so to speak). While stories
that move from one fight scene to the nexe quickly get boring,
tales with no direction, conflicr or strugele meander listlessly
before falling into a .,

Conflict provides energy and direction for a story — it
provides the characrers with someone ro fight. The barcles may
be emotional, philosophical or brutally physical, but conflict
of some kind or another is vital to a continuing chronicle,
Conflict propels the story by invalving and morivaring rhe
characters on an emotional level, If you give them someone ro
hate, they'll be far more interested in what's going on. Though
the characrers might nor starr as rhe primary parricipants in
the conflict, they will quickly become involved by being en-
veloped in the strupgle. Simply make it impossible for them o
remain neutral,
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¢ Circle vs. Hierarchy

The colassal bureaucracy of the Underworld is much like
certain unscrupulous governments in the Skinlands, Calling
rhe Hierarchy corrupt is an exercise in understatement, and
the characrers will often find themselves pitred against its min-
ions and its dictates, even if they work for it. Existing within
irs labyrinthine inrernal politics is almost as dangerous as re-
sisting its enforcers. Though the Hierarchy does offer some
small protection from the tribulations of the Underworld, its
power is often used for tyranny, and the Circle would do well
to avoid its direct atrention.

¢ Circle vs, Heretics

The religious cults of the dead can be just as fanatical and
oppressive as any followed by the living. Although many of
these proups are well-intentioned and basically benevolenr,
the rest are as dreaded as any goons of the Hierarchy, Rumors
of brainwashing, deportation and the ourright severing of Fet-
ters abound. If the characters are marked as valuable porential
converts, the evangelical furor over their beliefs might even
become violent. If more than one sect is after the wraiths, a
minor holy war could spring up on the spot.

(o pere
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* Circle vs. Renegades

You can't make an omelet without breaking epps, and you
can't have a revolution without a little bloodshed, or shred-
ded plasm, as the case may be. If the characters try wo oppose
the Renegades’ plans, the rebels may take steps to clear them
out of the way. Even as innocent bystanders, the Circle may
be in danger as the silent war conrinues around them. Totally
neutral characrers can still come under fire if they get a repu-
tation {deserved or not) for assisting other facrions. Player
character Renepades may find ir difficult to obey arders given
them if their personal goals fail to conform to those of their
allies. In any case, care should be taken when dealing with
these unpredictable guerrillas.

* Circle vs. Circle

Conflict between groups may take place on a much smaller,
more personal level, of course. Cirele vs. Circle conflict is all
too common in the fight for the Shadowlands’ scarce resources.
The issue could be as simple as right-of-way through a gang's
territory, or as complex as members of opposing groups sharing
the same Ferrer. If the other Circle has friends in high places,
it may rapidly become difficult to resolve the differences be-
tween them. Both sides could seek impartial arbitration (if such
a thing exists), bur there's no guarantee that either will abide
by the decision.

* Wraith vs, Wraith

Imagine being murdered and discovering that your killer
has finally been executed and revenge is yours — if you can
find her. The reasons why one wraith mighr rrouble another
are as numerous and complex as in real life, bur with the ele-
menrs of death and eternity thrown in, even minor slights can
take on obscene importance.

Of course, wraith vs. wraith might be a positive challenge:
two rival Sandmen could strive to put on the best dream-plays
for the Living, or famous historical swordsmen might duel in
the Necropolis streets, or adolescent wraiths could vie for the
besr rrick on Halloween. It all depends on the intent of the
participants.

* Wraith vs. Vampire

As the movers and shakers behind much thar is wrong
with the World of Darkness, vampires may be the indirect cause
of many wraiths' dearhs, particularly those who dwelled in cit-
ies while living. Any wraith out for justice or reform will have
LLe] lﬁrpnss the Leeches one way or another.

Or the vampires may come ro them first. The Tremere
(sorcerer vampires), the Samedi (hideous zombie-kin vam-
pires), and especially the Giovanni (necromancers) all have
interest in information from the Underworld, and most would
have no qualms abourt binding wraiths into positions of servi-
tude.

* Wraith vs. Werewolf

Although the Garou are aware that ghosts exist, they tend
to avoid contact with them. Wraiths are unlik ely ro meer most
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tribes of werewalves unless they make a special effort to do so.
Unforrunarely, such an effort is almost certainly unwelcome.
The Restless believe that Spectres artack werewolves when-
ever they can, as part of some unknown plat of Oblivion. Be-
cause Garou seemingly can't tell wraiths apart from Spectres,
werewolves' antagonism is undersrandable.

¢ Wraith vs. Mape

These magickal, reality-shifting idealists work with wraiths
more closely and more often than any orher Awakened crea-
tures in the Umbral Realms. Many of them can see and hear
the Restless if they make the effort. Quite a few of them are
aware of the situation in the Shadowlands and will rrade fa-
vors and assist the wrairhs in their goals. However, less scrupu-
lous mages are not above enslaving wraiths, binding them into
magickal objects or even distilling them for their Parhos. The
knowledge gained by the first group often falls into the hands
of the second, forcing entire Necropoli to submit to the whims
of wizards.

* Wraith vs. Supernatural

Depending on whar other supernatural elements you
choose to include in your chronicle, other forces may also ap-
pose the characters. Besides repular vampires, werewolves and
mages, there are mummies, changelings, the animated dead,
shapeshifters and gargoyles, just to name a few.

* Wraith vs. the Quick

Most of the wraiths whao inhabit the Shadowlands are more
concerned with getting into contact with the living than wor-
ried about what might happen when they do. The Quick don’t
tend to notice them, and unless the wraith needs to talk to
someone, this is pretty convenient.

Deespite this, there are many organizarions whaose sole pur-
pose is to gain knowledge about the afterlife and the Restless,
and their reasons are not usually good. The best of these proups
wish only to prove the existence of wraiths; the worst are out
for the power they represent or the apportunity to destroy the
“ereatures of evil."

* Wraith vs. Shadow

The maost important conflict in Wraith is that between
the Shadow and the Psyche. The darker side of the self is in
constant battle for dominance, and rhis srruggle is the source
of much of the drama inherent to the game. This is a more
intense, more frightening area of the chronicle. Be careful when
you explore it, particularly if the player is ar all like his charac-
ter.

* Wraith vs. Self

Mot every intermal struggle need be berween Shadow and
Psyche, of course. Even a well-halanced person can have doubts
and crises. The “better” half of the personality, because it is
usually the more self-critical, is quire prone ro this. Narurally,
any moment of indecision or worry could leave the Psyche
open to the Shadow's persuasion...

e
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* Wraith vs. the Unknown

The characters do not realize who their enemy is, or who
secks their destrucrion. This makes it all the more terrifying.

* Wraith vs. Spectre

Oblivien is a powerful enemy, and many are nor strong
enough to withstand it. These lost souls, called Spectres, wan-
der the Shadowlands, leaving destruction in their wake; they
fill the Tempest to bursting with their groresque selves and
their nightmarish collecrion of dead memaories. Wraiths fear
Specrres both for their actual, horrifying acts and abilities and
the final horror they represent: the negartion of the Psyche.
They have complerely last the batele with Oblivion, but are
roo strong or useful to be completely consumed, and this is the
worst fate most Restless can imagine. Morhing can be more
frighrening than recognizing an old friend’s face with a Spectre’s
2YEes,

* Sanity vs. Madness

Wraith lends irself easily to this kind of conflict. The
Underworld is not kind to the weak-minded or the deranged,
although it is possible that this kind of person may Transcend
very easily. Those who arrive slightly cracked had better mend
quickly or move on...the Shadow can subvert most kinds of
madness.

Advanced Techniques

o what are we going to do for the vest of our
lives? Stay home and watch the parades go
gk by? Amuse ourselves with the glass menag-
B | cvie, darling? Erernally play those worn-out

| phonograph records your father left as a pain-
| fud reminder of him? ...1 swear it's the only
alternarive 1 can think of.

— Tennessee Williams, The Glass Menagerie

The following techniques are exrremely difficult to utilize
properly, bur can he very rewarding if done well. These ad-
vanced concepts must be carefully planned and execured wirh
grace and finesse to work effectively. If you employ them cor-
rectly, however, you will ereate a story your players will never
forget.

Dream Sequence

Used propetly in a storyeelling game, the clichéd dream
sequence can become a powerful device. The dead do indeed
dream, and their visions are rarely pleasant. Wraiths with the
Phanrasm Arcanos may even enter and alter the dreams of
mortals.

The technique, as its name implies, is simply a dream that
is either shared by all the characters or is specific to one of
them. In the dream, the characrers are either themselves or
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caricarures of themselves. Even if the dream is that of only
one character, the other players may still parricipare in the
dream by assuming the roles of the other peaple, creatures or
even serrings in the dream. The player or players need never
know whose dream they have entered, bur the story of the
dream should always be imporrant to the overall theme of the
tale.

While playing out the dream sequence, you must deter-
mine how much larinude the characrers have within the dream.
This specrrum of Storyteller control over the dream sequence
ranges from a minute description of the dream ro simply throw-
ing the characters into a dream and describing what appears
while giving players control to do as they will.

Storyteller-controlled dreams are good for foreshadowing
upcoming events or for establishing symbolism within the story.
The character’s Shadow may begin to gnaw at the Psyche by
appearing in dreams and driving sleep away. Such an invasion
may precede an all-our assaule or may come to nothing. Keep
your players wondering,

Remember that when storytelling a dream sequence, the
action and serrings should be dreamlike. Characters disappear
and reappear from the dream, events happen with no logical
order or flow, settings change instancly, and the dreamer feels
extreme emorions thar do not necessarily correspond to what
is happening in the dream.

Flashback

While a dream is concerned with how an aspect of the
present relates to the current story, a flashback is concerned
with how an aspect of the past relates ro the present. Flash-
backs are commaon around Fetters, and vivid memories of the
moment of death Haunt many of the Restless.

The events of the flashback, or at leasr itz ourcome, should
be prerty well dicrared by the Staryeeller, even if the flashback
does involve the players’ characters. Even though they are not
in control, players will often enjoy flashbacks thar give them a
glimpse of the behind-the-scenes incidents that spawned the
events they are currently tackling.

There are other, more dramatic uses of flashhacks, bur these
should be used less often. For example, a flashback to a certain
player character’s past can be used to introduce a Storyreller
character from the player character’s childhood, or a loved one,
or a killer whose face the ghost still cannot see...

Symbolism, Motifs and fcons

Omne of the rricks yvou can steal from moviemakers is the
use of symbolism, motifs and icons. This must be done subtly;
if you put heavy-handed symbolism into stories, it will feel
heavy-handed and ruin the effecr.

You must introduce a symbol by dropping it into the back-
ground of your setting: street names, places, people, the names




of stores, graffiti on a wall, a rapestry thar's hanging in the
Ciradel’s main hall. Once you introduce the symbal, keep it in
mind and mention it once in a while when the thing repre-
sented by that symbol appears in the story.

For example, let's say you decide thar fire is a major sym-
bal for the rebellion against authority in your setting. Let's say
your characters rebel against the Hierarchy by seeking the
Hererics in rtheir area. When they return from their fateful
meeting with the Heretics, they may pass by a burning build-
ing.

A morif is a symbal thar recurs throughour the chronicle,
and its meaning changes as the chronicle continues. If it rains
in the same “fire” chronicle, it could mean thar the Hierarchy
has raken power once again. At the end of the chronicle, how-
ever, perhaps the Renegades take control after a particularly
destructive coup. The rain, now gentle and cleansing, could
symhalize a purge of the ciry as a whale.

Below are some sample symbols to start you thinking; you
will think of many others as well:

Fire: Wildfire destroys; the hear of a forge can temper
strength; the flame of a candle is meditative; the warmth of a
hearth can convey salety.

Rain: This can be dreary and depressing, or cleansing
and nourishing,

Flowers: Rosemary and forget-me-nots show remem-
brance, roses speak of love, and lilies beaurify deach.

Chains: A visible representation of loyalties and alliances.

Masks: This can be an outward sign of duplicity and de-
ception.

Mirrors: They may reflect the truth, or a twisted version
of it.

Mazes: These embady confusion, as well as a challenge ra
he mastered and overcome.

Birds: Canaries, crows, eagles and robins are all used as
icons. Birds are lependary carriers of the soul, and also serve as
spies and warchers.

Crossroads:  Often haunted, crossroads can represent a
decision or a turning poine in life.

Colors: Each color has countless meanings; for example,
green is sometimes represented as the color of death, some-
times as the sign for life and prowth.

After a Story

Say pood-bye to all this. .. and hello ro oblivion.
— Riff Raft, The Rocky Horvor Pictiere Show
Adter a story's conclusion, you should consider the impace
of the story’s events upon the larger chronicle. Because stories
often end in an unexpected manner, it is important for you to
determine how to reroute the chronicle into the plotline you
desire or replor the chronicle hased upon the new develop-

ments. Remember that you are weaving a great novel, and no
author knows for certain what every detail of his finished novel
will be before he begins writing it. Also, writers don't have o
compensate for player decisions.

The other important th'u‘u%r to do before you i.)l.‘j-_[iﬂ I.J.l..'}ii.f.ﬂl-
ing the next story in the chronicle is making notes of any new
serrings or characrers thar were introduced into the chronicle.
Large chronicles can spawn casts of hundreds of major and
minor Storyeller characters and scores of important sertings.
To keep your saniry, it's bese to find a way o keep track of
everything as it develops in the chronicle. Notecards (one 3°
x 5" for cach setting or charcter) work well because more
informarion can be added to them larer and they're easy to
file, but most of us can only aspire to be so organized.

Ending a Chronicl

Ending with a strong conclusion is as important as any
other part of a chronicle. Even if a chronicle continues for
several years, there is something magical about the moment
that all {or most) of the various interconnected stories juxta-
pose ina preat climax. The final session of any chronicle should
be an evenr ro remember, so make the extra effort to make the
climactic event something special.

Adter the climax, it often helps to wind down the action
wirh a bir more storyrelling in the same serting, Characrers
can say any necessary good-byes or return things o a normal
state after vanguishing a villain, Once that's finished, i's rime
o begin planning the nexr chronicle.

Of course, there is nothing that says you have to start from
scratch each time. If you want to continue on with the same
characrers and serting, you can rake these elements in new J
directions. Players can become attached and accustomed to
their characters, and its satisfying to experience the prowth
and developmenr of a single characrer through several
chronicles.

However, don't limit yourself to continuing what has come
before. Some players may wane to try a fresh perspective and
create new characters, while others in the group keep their
established characters, Also, perhaps one of the players would
like ro swirch roles wich the Sroryreller so thar she may design
and run the next chronicle. The starytelling troupe may also
wish to consider integrating the new Wraith chronicle with
elements from one of Whire Wolf's other storytelling games
such as Vampire: The Masquerade, Werewolf: The Apoca-
lypse or Mage: the Ascension.
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— Monry Pyrthon's Flying Circus

1l games have rules. Some have only a few and
are fairly simple, such as Chutes and Ladders.
8| Others have many and are extremely compli-
@l cated, like bridge. Wraith has something in
common with both types — it has only a few
simple rules, but these few rules have a larpe
number of permutations. You need only leam
the hasic rules, bur their permutations evoke the flavor of the game,
allowing it to simulate the complexiry of real life. This chapter pro-
vides the basic rules of Wraith; you decide which permutation to use.
Rules are like the myths that shape and describe a culture.
They define what is important and delineare the possibilities of
existence. Though these rules may seem somewhat strange and
exoric, they really aren'r all that complicated. Onee you under-
stand them, you'll understand how to play this game. Just concen-
trate on leamning these basics; everything else will come narurally.

Al
[ime
Devourmg time, blunt thow the lion's paws,
And make the earth devour her oun sweet brood;
Pleck the keen teeth from the fierce tiger's jaws,
And burn the lomp-lived phoenix in her blood.
| — Shakespeare, “Sonner 19"

The first thing you need to learn is how time passes in
Wraith. There are five different ways to describe time, pro-
gressing from the smallest unit to rhe all-encompassing one.

CI' [OUr:

Rules

Rule number six: there s no rule number six.

® Turn — One unit of rime wirhin a scene, anywhere from
three seconds to three minutes in length. A tumn is enough
time to take one acrion (discussed below).

* Scene — One compact period of action and roleplaying §§ ;
that takes place in a single locarion. A scene is made up of a
variable number of turns (as many as it takes to complere it);
it can also be completed strictly through roleplaying, which
requires no use of turns.

# Chapter — One independent part of a story, almost al-
ways played in one game session. It is made up of a number of §
scenes connected by periods of downeime. i’

# Story — A complete tale, with an introduction, buildup
and climax, rhar often takes several chapters to complete.

* Chronicle — A whaole series of stories connected by the
lives of the characters and perhaps a broadly conceived theme
and plot. Ir is simply rhe ongoing story told by you and the
players.

Actions

Besides acting out their characters' speeches and conver-
sarions, players will want their characters to perform (or at
least attempt to perform) acrions they describe to the Story-
teller. An action can be anything from jumping over a gorge
ro glancing over one’s shoulder to check for pursuers. The player
tells the Storyeeller what her character is doing and details the
procedure she uses.

Chapter Four: Rules
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Many actions are automatic — for instance, when a player

tells the Storyteller that her characrer walks across the street

toward a warehouse. All the Storyteller needs to do is keep

track of where the character is and whar she is doing. How-

ever, certain actions require a dice roll to determine success or
failure.

Rolling Dice

There is always chance in life. There's a chance you'll win
the lottery, a chance you'll be audired, and a chance you'll die
in a plane crash. Chance plays a role in Wraith as well. How-
ever, Wraith players use dice to simulate the dupliciry of Lady
Luck.

Wraith requires the use of 10-sided dice, which you can
buy in any game store. If you are the Storyeeller, you will want
a lat of dice, at least 10, all to yourself. As a player, you'll also
want dice, but you may share dice with other players.

Whenever the success of an action is in doubt, or the Sro-
ryteller thinks there is a chance your characrer might fail, you
will have to roll dice. This gives your character an opportunity
to ler weaknesses and strengths exhibit themselves, therehy
revealing something of the characrer's rrue narure to both you
and the other players.

L]
Ratings

A characrer is described by her Traits — the innate and
learned abiliries and aptitudes she possesses. Traits are defined
by numbers; each Trait has a rating from 1 ro 3, which de-
scribes the character's ability in thar particular Traic. A 1 is
lousy, while a 5 is superb. This scale of | to 5 is the “star”
raring system made famous by movie and restauranr critics.

The normal human Trair range is from 1 to 3, with 2 be-
ing average. However, exceptional people can have Traits of 4
(exceptional) or 5 (superb), or even have a zero in a Trait
{which is extremely rare, bur not unheard of).

X Abysmal
. [oor
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For each dot your character has in a particular Trait, vou
get to roll one die. Thus, if you had four dots in Strength, you
would get to roll four dice. If you had one dot in Perception,
you would only get ro roll one die. However, you almost never
simply roll the number of dice you have in an Atrribure, which
defines your intrinsic capabilities. Usually you get to add the
number of dice you have in an Areribute to the number of dice
you have in an Ability — things that you know and have
learned.
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So if the Storyteller wants the players to roll o see if they
notice the patrol car creeping up behind them, he would have
them rall Perceprion + Alertness — an Actribute + an Abil-
ity. Each player would take as many dice as she had dots in
Perception and put them in her hands. Then each player would
add one die for each dor in Alertness.

These dice are callectively called the Dice Poal. A
character’s Dice Pool delineates the total number of dice a
player may roll in a single rurn — usually for a single action,
although a player can divide a Dice Paal in order to allow her
character to perform more than one action. When rolling for
a Trair such as Willpower, which has both a permanent and a
temporary score, a playver almost always rolls a number of dice
cqual to the Traits permanent rating (the circles}), not its cur-
rent score (the squares).

Certain actions don't require ar even have an appropriate
Ability. An cxample of this is when a player soaks damage
from an arrack. In such cases, the player only uses an Attribute,
rolling the number of dice listed for thar Areribure — in this
case, Stamina.

There is absolurely no situation where more than two
Traits can combine to form a Dice Pool. Only one Trait can be
usedd if it has a potential value of 10 (such as Willpower or
Angst). This means thar a Trait like Willpower can never be
combined with another Traiv. It is penerally impossible for a
normal human being to have more than 10 dice in a Dice Pool.

Difficulties

[ always try tw do six impossible things before breakfast.
— The Red Queen, Alice in Wonderland

Mow you've got to figure out whar you need ro look for
when you rell the dice. The Storyteller assigns each task a dif-
ficulry raring, a number rhar quantifies the challenge posed by
the task. A difficulty is always a number berween 2 and 10.
You need to roll that number or higher on at least one of the
dice in your Pool in order to succeed. Each time you do so, it's
called a success. If the difficulry is a 6, and you rall 2, 3, 5, 6
and 9, you have scored two successes. Though you usually need
only one success ro succeed, the more successes you score, the
better you perform. Scoring only one suceess is considered a
marginal success, while scoring three is considered a complete
success, and scoring five is a momentous event.

Difficulties

3 Easy

4 Rourine

5 Straightforward

6 Standard

-]

Challenging
Drifficule
9 Extremely Difficult

co

Degrees of Success

One Success Marginal
Two Successes Moderate
Three Successes Complete
Four Successes Exceptional
Five Successes Phenomenal

You can see thar if the difficulry is lower, it becomes casier
to score a success, while if it is higher, it becomes more diffi-
cult. The Storyteller will assign high difficulties whenever the
acrion you have decided ro rake is difficult, and will cither et
your character do something auromarically (because her Ar-
tributes and Abilities are so high) or assign a low difficulty if
the desired acrion is particularly easy.

Though they are not on the list above, you, as the Story-
teller, can also assign difficulties of 2 or 10, However, these
should almost never be used. Difficulty 2 15 so pathetically casy
that you might as well ler the player suceeed withour wasting
time on a roll. Difficulty 10 is so difficult that there is an equal
chance o borch (described below) as there is to succeed, no
matter how many dice the player rolls. A 10 is prerry near
impossible. On the rare occasions when you do announce a
difficuley of 10, be sure you realize how impossible you are
making the chance of success. If a player ever rolls a 10, the
result is automatically a success, no matter what,

Unless the Storyeeller says otherwise, the difficulty for a
particular task is always 6. This is the standard difficulty; 6 is
assumed if a difficulty number is otherwise unstated.

The Rule of One

The last thing vou need to know about rolling dice is the
“rule of one." Whenever you rall a “1," it cancels out a success.
It completely takes it away. You remove both the “success” die
and the “1" die and ignore them. If you roll more *1%" than
you do successes, a disaster occurs; something called a “botch”
takes place. Don't count the 1’5" that canceled our successes,
but if even a single “17 is left after all the successes have been
canceled, a borch occurs. Gerting a single “1" or five "1%" has
about the same result in most CASES] the circumstances sur-
rounding the botch determine if it is catastrophic or a minor
mishap. If there aren't any * 15" or successes left, you've simply

failed.

Automatic Sticcesses

You don't want to be rolling dice all the time; it can ger in
the way of the roleplaying, Wraith employs a very simple sys-
rem for automaric successes, allowing players to avoid making
rolls for actions their characters could perform in their sleep.

It works like this: if the number of dice in your Dice Pool
equals or exceeds rhe assipned difficulty, your character suc-
ceeds automatically. Such a success is considered marginal {the
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equivalent of scoring only one success), so a player will some-
times want to roll anyway in an attempt to gain even more
successes. For very simple and often-repeared actions, how-
ever, automatic successes can eliminare a lor of wasted time.
{Nut:: that certain acrions, such as combat, are always prob-
lemaric and should not be handled with this system. )

The automatic success rules can be used to eliminate dice
completely. In such siruations, automatic successes aren't a mat-
ter of choice. Either you are good enough to succeed or you are
not. It is simple, but so was Cops ‘n’ Robbers, and we liked it just
fine. The story was whar was important; the rules didn't matrer.

This simple system even has a twist, making it not quite
so black-and-white. A Willpower point (see pg. 99) can be
spent o earn an automaric success. You won't want to do this
often, bur for certain actions, it can be very advantageous to
do so. Of course, the Willpower expenditure only counts for
one success if multiple successes are required.

When we play, we usually combine dice rolling and auto-
matic successes. During most scenes — especially when we're
deeply involved in the story — we don't even roll dice, prefer-
ring to roleplay through scenes without interruprions. How-
ever, when we get in the moad for playing-a-game racher than
telling-a-story, we make lots of dice rolls and add many compli-
cations ro the rules,

Complications

You may have already realized that it is quire easy to score
a single success, even when you roll only one or two dice. You
have a 75% chance for a marginal success when you roll enly
two dice and the difficulty is 6. While that may sound roo
easy, there are various ways to complicate marters, some of
which are discussed below. For rroupes heavily into roleplay-
ing, simple rolls and automatic successes are enough. Gener-
ally, complications are needed only if the players or you want a
break from the roleplaying, if you want a realistic result, or if
you want to make a game out of the scene. Complications add
drama to the story, evoking passion and focusing events.

Extended Actions

In order to succeed fully, you will somerimes need more
than one success — you will need to accumulate three, or seven
or even (rarely) 20 successes. An action that requires only one
success is called a simple action. An action thar requires more
than one success is called an extended action.

An extended action allows you to roll over and over on
subsequent turns in an attempt to collect enough successes to
succeed. For instance, suppose your characrer is climbing a tree.
The Storyteller announces that when you roll a total of seven
successes, your character has climbed to the top. She'll ger there
eventually, but the more times you roll, the more chances your
character has to botch and injure herself. If she is attempting
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time it takes becomes exceedingly imporrant.

During an extended action, you can keep trying to obtain
successes for as long as you want, or at least unril you fail to
score even one success. If you boteh, your character may have
to start over from scrarch, with no accumulated successes. The
Storyteller may decide not to let the character try again ar all.

This type of action is mare complicared than a simple ac-
tion and should not often be employed in the middle of in-
tense roleplaying. As the Storyteller, you decide whar rype of
action is appropriate. A little bit of experience will serve you
well when employing these rules.

Resisted Actions

Sometimes you will act in opposition to another charac-
ter. Both of you make rolls, with a difficulty often indicared by
a Trait of the other character, and the person who scores the
most successes succeeds. However, you are considered to score
only as many successes as the amount by which you exceed
your opponent’s successes. The opponent's successes eliminate
your own, just as “1's" do. Therefare, it is very difficult, and
rare, to achieve an outstanding success on a resisted action.
Even if your opponent cannot beat you, she can diminish the
effect of your efforts. During actions that are both extended
and resisted, one of the opponents must collect a certain num-
her of successes in order to succeed complerely. Each success
above the opponent’s total number of successes in a single turn
is added to a success toral. The first opponent to collecr the
designated number of successes wins the contest.

Teammwork

Sometimes characters can work together to collect suc-
cesses, most often during an extended acrion. Ar the
Storyteller's discretion, two or more characrers can make rolls
separately and combine their successes. They may never com-
hine their separate Traits for one roll. Teamwork is effective in
some circumstances, such as when engaging in combat, shad-
owing prey, collecring information and repairing devices. Dur-
ing others, it can actually be a hindrance, such as in many
social actions (where it can confuse the subject).

The charr below may serve to dispel your confusion re-
parding some of the different types of rolls thar can be made.

Trying It Again

It can often be frustrating to fail. If you are having trouble
with your computer and can't fipure our the source of a system
error, then you're in for a frustrating time. This ANDNOYANCE I8
reflecred in Wraith by increasing the difficulty of any action if
it is tried again after it's already been failed.

Whenever a character attempts an action she has previ-
ously failed, the Storyteller has the option of increasing the
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to climb down the tree because it is on fire, the amounr of




difficulry of rhe acrion by one. Consider a character who tries
to intimidate someone. If the first arrempr failed, ir's going be
harder the second time around, so the difficulty is one greater.
If rried a third rime, then rhe difficulty is two greater. In cases
like this, though, the Storyteller might simply rule thar the
character cannot even make another try — how do you in-
timidare someone who has already called your bluff?

Other examples of when to use the rule are picking a lock
(Repair), scaling a wall {Athletics), and remembering a word
in a foreign language (Linpuistics).

Sometimes the Storyteller shouldn’t invoke this rule. A
notable example is during combat. Missing someone with a
first gunshor doesn't necessarily mean that the gunman is frus-
trated and has a berter chance of missing again. Bur afrer the
punman has missed a couple of times, especially if they are
easy, close-range shots...

Other examples of when not to use the rule are seeing
something cut of the corner of the eye (Alertness) and dodg-
ing an artack (Dodpe).

The Golden Rule

Remember thar in the end there is only one real rule

RIS
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vour wish,

Try It Out

Well, thar's ir. These are the rules. This system for dice is
all you really need to know in order to play this game. All the
other rules are just clarifications and exceptions. So long as
you undersrand what's been discussed here, you won't have
any difficulty understanding anything else. If you don't think
you've caught everything, just read the above again; you'll find
it makes more sense the second time around.

Mow go ahead and make a few rolls, using the example
character from the other page. Cassandra is attempting to es-

e e—

Chapter four: Rules % Y :



e

el N

cape a group of Hierarchy Legionnaires. She crouches down
behind a low wall, hoping that they will run past without see-
ing her. The Storyteller assigns a difficulty of 7 to this fear,
and decides that the appropriate roll is Dexteriry + Srealth.
Take two dice hecause of Cassandr's Dexrerity Attribute of 2,
and one extra die because of Cassandra’s Stealth Ability of 1.
You should now have three dice in your hand — nor a lot, but
at least you have a chance. Go ahead and roll the dice. Look
to see how many successes you have, making sure to take away
a success for every 1" you roll. Did you make it, did vou fail, or
did you botch? The more successes you ger, the better you hide.
Only one success might mean thar you barely made it under
cover in time. Two mighr mean that you manage ro crouch
under a little overhang. Three might mean rhar you're totally
silent and quiet, in which case you've fooled the Lepionnaires.

Next, try out an extended and resisted action. An example
of this is an arm wrestling match. It requires an indefinite se-
ries of rolls, each with a different difficulty. You need to accu-
mulare five successes more than your opponent in order ro win.
A botch eliminares all of your accumulated successes.

® First roll: Each player rolls Strength; the difficulty is the
opponent’s Dexterity + 3 (speed is important art first).

* Second and third rolls: Each player rolls Strength; the
difficulry is the opponent’s Strengrh + 3.

* Fourth roll (and all subsequent ones): Each player ralls
Strength; the difficulry is the opponent’s Willpower.

Examples of Roll

Following are some examples of rolls, to provide you with
some ideas abour how to incorporare rhese rules into your role-
playing. Please note that each Arrribute can work with each
Ability, so there are 270 potential types of simple rolls that
can be made. Admittedly, you will nor often roll Stamina +
Compurer, but it might come up.

* You are protecting your Fetter late at nighr. Roll Stamina
+ Alertness (difficulty 7) to stay awake and alert.

* A Spectre rises out of the gloom and floats quierly he-

hind you; roll Perceprion + Alertness (difficulry 9) to notice
its approach.

* A rough Renegade refuses to rake your commands. Rall
Strength + Leadership (difficulty 7) in an atrempt to domi-
nate him physically and get him to do whar you say.

* Can you convince the gathering crowd of Restless to
fallow you? Roll Charisma + Leadership (difficulry 7) as you
attempt to give an off-the-cuff speech. You'll need four suc-
cesses o convinee them complerely,

*A Hierarchy Centurion is attempting to command a
group of wraiths ro come with him. Roll Perception + Leader-
ship (difficulty 6) to sec how goad a leader he is. If you score
five successes, you'll know his exact rating.

Wraith: The Oblivion
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The Character Sheet

O the nexe page we have provided vou with an ex-

ample of a complete Wraith characrer sheer. The charae-
rer is

a recently deceased weaith, or Lemure, named
camples throughour the book will
their subject. The following is o quick look at
the Trairs that Je

ndr, and the ¢

her

ibe her.

* Mature and Demeanor: Ak sSCTiPrion of the per-
sonality of a characrer. The

ature is her true personality,

while the Demeanor is the facade she presents to the world.

® Chronicle: The title of the series of stories and the
world in which the charcter exisrs.

* Advantages: This careaory is divided into three sub-
wies, Arcanos are the mystical Traics thar define the

powers of a wraith, B
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cial and marerial advane nd Fetters deseribe
the ideals that are important to the charcrer and the ties

that bined her ro the w
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posal of the wraith, used for performing Arcanos.

* Corpus: The essence that forms @ wrairh's “plysi-

cal™ body. Corpus measures the characrers health,

* Experience: Here vou recond the experience poings
awarded by the rvteller, which vour can Barer spend to

nnprove VO Character.

* Willpower: A mensure of the character’s self-con-

fidence and determination.

* Abilities: The innate aptitudes and porentials of
character.
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she was in mortal ox
* Haunt: The r

ensier for her to perform her Arcanos,
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* After being questioned for hours by Hierarchy Inquisi-
tors, roll Sramina + Subterfuge (difficulry 8) to see if you can
maintain your story successfully. Obraining five successes al-
lows you to convince them fully.

* You threaren the young wraith by rrying to lift him up
by his collar; roll Strength + Intimidation (difficulty 8).

* Yelling and screaming at the Harbinger, you try to get
him to po faster. Roll Charisma + Intimidarion (difficulty 6).

* You ask a serics of rapid-fire questions in order o dis-
cover what threats will intimidate the subjecr. Roll Wits +
Intimidation (difficulry 6).

* You're trying to calm down someone you're Skinriding:
roll Manipulation + Emparhy (difficulty 6).
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* You're trying to stop a car that’s careening our of con-
trol. Which engine part should you destroy with Outrage? Roll

| Inrtelligence + Repair (difficulty 6).

) % Wraith: The Obliion

* You try to decipher whar's wrong with the car engine
from the strange sounds it's making. Roll Perceprion + Repair
(difficulty 6).

* You're trying to make a mask our of a collection of trivial
Belics. Rall Intelligence + Crafrs (difficulty &).

* You're want to impress the Heretic priest with your
weaponmaking skill. Roll Manipularion + Crafts (difficulry 7).

* How long can you remain motionless in the bushes as
the two guards chat for hours on end? Roll Stamina + Stealth
(difficulty 7). Each success indicares the passing of 10 min-

* You attempt to follow the paper trail to the person who
gave the order to destroy your Ferrer. Roll Intelligence + Bu-
reaucracy (difficulty 7).

* Wouldn't you love to have that “Condemn” order lost
in the paper glur? Possess a clerk and roll Manipularion + By-
reaucracy (difficulty 6) to do so.

* Can you find the clues the police missed at the scene of
your death? Roll Perception + Investigation (difficulry 8).
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¢ Where should you search for your killer? Roll Intelli-
gence + Investigation (difficulty 6).

* While riding the electron highway, you get lost in the
Interner. Raoll Perception + Computer (difficulry 6) to figure
out where you are.

* You're trying to tell another wraith how to ger whar she
wants from a computer. Roll Manipulation + Computer (diffi-
culey 7).

* Breaking into the compurer system takes a long rime,
and you're fighting off farigue as you do it. Roll Stamina +
Computer (difficuley 6).

* While adrift in the Tempest, you discover a realm thar
you've never before seen. Roll Intelligence + Enigmas (diffi-
culty 9). If you score three successes, you might be able to tell
whether it’s danperous to remain.

* A Heretic comes to you and offers aid — if you care to
listen to his sermon. Roll Stamina + Enigmas (difficulty 7) to
stay awake.

* Where's a good place to find a consort? Rall Intelli-
gence + Streetwise (difficulry 6).

* What language is he speaking? Roll Intelligence + Lin-
guistics (difficulty 7).
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bility: A Trait that describes what a char-
acter knows and has learned rather than
whar she is. Examples are Intimidation,
| Firearms and Occulr.
| Action: An action is the performance
of a consciously willed physical, social or
mental activity. When a player announces
that his character is doing something, he is Laking An action.

Advantages: This is a carch-all caregory thar describes
the Arcanos, Backgrounds, Passions and Fetters of a character,

Arcanos: The mystical abilities of wraiths.

Attribute: A Trait thar describes a characrer’s inherent
aptitudes, Arrribures are such things as Strength, Charisma
and Intelligence.

Botch: A disastrouns failure, indicared by rolling more “1'%"
than successes on the 10-sided dice rolled for an action.

Character: Each player creates a character, an individual
she raleplays over the course of the chronicle. Though “char-
acter” could imply any individual, in Weraith, it is always used
to describe the players’ characters.

Corpus: This Trait measures the degree to which a char-
acter is wounded or injured.

Dice Pool: This describes the dice you have in your hand
after combining your different Trairs. It is the maximum num-
her of dice you can roll in one turn, although you can divide
these dice between (or even among) different actions.

Difficulty: This is a number from 2 to 10 measuring the
difficulty of an action a character takes. The player needs ro
roll that number or higher on at least one of the dice rolled.

| Downtime: The time spent between scenes when no role-

' playing is done and rurns are not used. Acrions might be raken,
and the Storyteller mighe give some descriptions, but gener-
ally time passes quickly.

Extended Action: An action rhar requires a certain num-
ber of successes for the character to succeed.

Pathos: The raw power of emotion used by wraiths to per-
form Arcanos.
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Paints: The remporary scores of Trairs, such as Willpower,
Pathos and Corpus— the squares, not the circles.

Rating: A number describing the permanent value of a
Trair; usually a number from 1 to 5, though somerimes a num-
ber from 1 to 10.

Refresh: When points are regained in a Dice Pool, it is
said that they are being “refreshed.” The number of points re-
gained is the “refresh rate.”

Resisted Action: An action that two different characrers
rake against each orher. Both compare their number of suc-
cesses; the character with the most wins.

Scene: A single episode of the story; a time when and
place where acrions and events take place moment by mao-
ment. A scene is often a dramatic high point of the story.

Shroud: The difficulty to perfform some Arcanos ina given
area of the Shadowlands; this begins at a base of 10 during the
day and 9 at night. Various factors (Fetters, Warding, etc.) can
maodify a Shroud score.

Simple Action: An acrion thar requires the player ro score
only one success to succeed, though more successes indicate a
better job or result.

Storyteller: The person who ereates and guides a Wraith
story. The Storyteller assumes the roles of all the characters
not run by the players and determines all the events beyond
the contral of the players.

System: A specific set of complications used in a certain
situation; rules to |:u..'lp puide the rolling of dice to create dra-
maric action.

Trait: A Trait is any Ateribure, Ability, Advantage orother § IS
character index that can be described as a number {in terms of
dots).

Troupe: The group of players, including rhe Storyreller,
who play Weaith — wsually on a regular basis.

Willpower: Cne of the most important Traits is Willpower.
It measures the self-confidence and internal conrrol of a char-
acter. Willpower works differently from most Traits — it is of-
ten spent rather than rolled.
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Chapter four: Rules






Chapter five
Character

Teddy was sniffing glue — he was 12 years old
Fell fram the voof on East Two-Nine
Kathy was 11 when she pulled the plug

On 26 reds and a bottle of wine

Bobby got lenkemia — 14 years old
He looked like 65 when he died — he was a friend of mine
Those were peaple who died — died. ..
They were all my friends — and they died. ..
— Jim Carroll Band, “People Who Died”

efore you can hegin ro play Weaith, you
must create a character, Wraith, however,
is not like make-believe; you don't just
make up a characrer as you go along
(though the Storyteller is regularly faced
with that challenge). A certain amount of
waork is involved — characrers are builr,
not horn, Building a compelling vet honest character is a cre-
ative struggle,

This chapter describes how to ereate a unique characrer,
beginning with a general concept and rranslating this concept
into numbers that can be used in the game. This process is
very simple; players can easily figure it our for themselves.
However, the Staryreller should have a good grasp of the pro-
cess in order o answer the players” questions accurately and
succinetly.

The numbers on the characrer sheet may not seem par-
ticularly evocative. It is hard to imagine a novelist describing
a characrer by saying, “She has a Charisma of 4." However,
these ratings make ir simple to describe the strengths and weak-

nesses of a character. Maore importantly, these numbers allow
the random factor created by dice to be employed in relation
to the character’s Traits. A strong wraith has a betrer chance
to snap her manacles than a weak wraith does.

Character creation usually follows a pattern from the gen-
eral o the specific. First, you develop a peneral concepr of
who and what your characrer is — is she more socially or men-
tally developed? Then, you get specific by selecting the ratings
of your Traits — how effective are your Charisma, Manipula-
tion and Appearance! Do not use rhis process to creare the
“best” possible character; that defeats the purpose of making
up a genuinely interesting individual. These numbers are in-
tended o enhance roleplaying, not to open an avenue ro some
mythical character Hall of Fame.

Character creation is a lot like cooking: vou've por o
gather the ingredients, srir them rogecher, and then ler the
mixture bake for a few hours. You start by deciding whart kind
of character you want. Are you going to play a strect-hardened
punk or a rich and somewhar spoiled deburanre? Are you a
precocious child prodigy, or did the secrets of life reveal them-

Chapler fire: Character 1ol
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selves somewhere in the Appalachian Mountains? The back-
ground and personality of your character are the essential in-
gredients of his persona. From your basic CONCEPLS, you can
then start to work out the details, such as Arcributes and Ad-
vantages.

Geting Started

ou need to be aware of five concepts be-
fore you begin to create your character:

* You can create a characrer of nearly
any age from any culture or nation; how-
ever, you begin the game as a relarively in-
experienced and unsophisricated wraith
who has only recently died. Your charac-
ter probably knows relatively litcle about wraith society unless
she was instructed by a Mentor or a Reaper, the wraith who
discovered and initiated her,

* This character creation process was designed as much
to help you define your character as it was to provide you with
a means of interacting with the rules. The process of creating
a character is meant to help you more accurately focus the
concept of your character. Remember that a characrer cannot
exist only as numbers; your roleplaying must shape and define
an aleer ego,

® This character creation system is a purchase system with
absolutely no dice rolling involved. By choosing Traits from a
variery of lists, you decide who your character is. You will re-
ceive extra points called “freebies” at the end of the process,
which you can then use to add dots to any Trair, so do not
agonize over all your choices. Nonetheless, even with frecbie
points, you probably cannot buy everything you want.

* Most Traits are rared numerically from 1 to 5. This sys-
tem is similar to the “star” system used o rare movies, restau-
rants and hotels. One dot in a Trair indicates poor or novice
ability in that Trair. Two dots indicate an average Trait, while
a rating of 5 indicares that you are among the best in the world.
Trairs are based on an average human range.

* [t is a good idea for your group to discuss the nature of
their Circle before anyone creates characrers (see The Circle,
below). It is your responsibility to ereate a character who be-
longs in the group. The characters in the Circle should be
bound together by more than happenstance. Although it is
okay ro have a pair of characters ried rogether by nothing more
than the strings of Fate, ir's more interesting to play characrers
who know each other. Make sure your character has at least
one feature in common with every one of her COMpAatriors,
whether this feature be a Fetter, a Passion or an enemy. If your
character doesn't fit in and disrupts the story as a result, you
won't have as much fun, and your Storyteller may decide thar
Yo have to create a new character,

Wraith: The Oblivien
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Roleof the Sorytelle

As the Storyteller, your role is to guide the players through
the character generation process. After your players arrive for
the game session, you need to introduce them to the basic
premise of the game and describe the rules system. Your main
goal should be to make character creation as easy as possible.

Pass out the character sheets and give the players a minute
to look them over and ask questions. Then go through the
character creation process step by step, filling in all the details
of the characrers' Trairs.

It is sometimes advisable to spend an entire game session
creating characters. This ensures that the players don't feel
rushed and that they take the time to create real and provoca-
tive characters, not paper-thin stooges. In fact, you may en-
courage your players to come to the character generation ses-
sion with a fairly developed idea of what kind of characters
they'd like ta play.

Once you are done with the practical details, you can spend
the rest of the session running preludes for the characters. A
prelude is a form of abbreviated storyrelling in which you tell
the story of a character’s moreal life and death. Preludes are
the players' introducrion to the chronicle as well as their char-
acters, so make them memorable. Preludes are described at the
end of this chapter.

Step One: Concept

You begin by formulating a basic concept for your charac-
ter. Only a vague idea about the character’s life is needed. As
the chronicle develops, you will flesh out your character by
roleplaying. You can create a character from any culture or
nation. In any case, you have been dead less than 30 years.

There are three basic questions you must ask: who were
you in life, how did you die, and why can’t you let go?

life
How did you live your life? Whar did you do? Pick some-
one relatively mundane and normal, though famous dead may
be acceptable if the Storyteller allows. Here are some ideas:
* Criminal — You were a jailbird, Mafioso, cat burglar,
drug dealer or petty thief.

* Cop — You were a beat cop, detecrive or maybe just a
pencil-pusher.

* Politician — You were a judge, a mayor, a grass-roots
organizer, a union official, a senator or just a wannabe lawyer.

* Faithful — You may have been pious, but you didn't
wind up where you expecred.

* Drifter — You were a hobo, a cowboy, a theater tech, a
pilgrim, a hooker or simply homeless.




mind-numbing apathy.
¢ Cultist — As a member of a cult, you subsumed to own
desires to its needs.

s Punk — You were born and died on the wrong side of
the tracks.

o Kid — You died long hefare your rime.

* Artist — You left behind your vision, your unfinished
masterpiece, your magnum opus. Wonder il anyone’ll ever no-
tice!

s Professional — Work was your life; now you wonder
what you missed.

¢ Tabula Rasa — A blank slate. Pechaps you never lived
at all — or perhaps you have forgotren everyone who ever
meant anything to you.

Death

The manner in which you died is vital to describing your
reaction to death. How did you die, and what was the cause?
When did it happen! Why did it happen! Here are some
ideas:

¢ Old Age — Though you lived a full lifespan, you weren't
ready ro die,

& War — You died on the fields of "glory.”

¢ Overdose — The road of your excess lead to death.

* Random Violence — You were in the wrong place at
the wrong time.

¢ Spicide — Your cries for help fell on deafl ears.

* Murder — You were prey for a dark predaror.

¢ Disease — After much pain and suffering, you suc-
cumbed to vour terminal illness,

o Domestic Violence — You were a casualry of an apge-
old cycle of shame, hate, pain and rage.

¢ Car Wreck — It all happened so quickly...

= Mystery — You have no idea how ir happened — or
pt.:rlmph Yo don't want to know...

¢ Freak of Nature — You were hit by lightning, or per-
haps a shark ate you.

Regret

Why does your character tenaciously cling ta life, fiercely
denying death, even after the breath has left her body? What
did she leave behind? What words were unspoken, what decds
undone! In what way did she never truly live? What does she
regret about the way in which she lived? Here are some ideas:

s Destiny — You never fulfilled your destiny.

¢ Unrequited Love — He never looked twice at you
well, by God, he will now!

* True Love — You left someone behind whom you value
more than anything.
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* Vengeance — Your last thoughts were, “I'm going o
ger you back, you bastard!”

Persﬂna]ity Artherypes

* Mission — You had a dury to perform, and you failed to : .
* Architect: You are unhappy unless you are creat-

do i,

; ething of value.
* Theory — You never proved your theory or published ISR o
PR P 5 e will steal I * Avant-Garde: The new and different are the key-
vour ideas — and maybe someone else will steal them!

o ' . ) stones of your existence.,
* Success — You had everything — and now ir's all gone. :

* Children — You didn't leave anyone behind to remem-

® Bon Vivant: You seek the good things in life —
ber you.

even after death.
* Bravo: You are something of a bully; you like to be

* Legacy — You didn't leave anything of lasting value 1o £

the world. ST,
* Caregiver: Many need your love and protection,

ailure —Indecision, distruse, low self-esteem: call i
."It'hl '!.'1 LI T _| 1_|:]|_'|'|'|. [ e Wl

what you will, bur you failed. o :
* Child: You never grew up, and want someone to

* Pleasure — Life was a banquet, and you are catmeal. :
tike care of you.

= Travel — You never rook thar trip to Brazil or the Scot-

ish Hiehland * Conformist: A follower at hearr, vou find ireasy to
tish Highlands. b )

] o _ adapr, adjust and comply.
* Sin — The chains of guilt still weigh heavily on your

* Conniver: There's always an cusier way — which
.‘;I:'I{I.].
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* Bad Blood — You never made peace with your son be-

: : i 5 ® Critict Nothing in life or death is perfect, and you
fore you died — and now it’s too late. Or is it]

take great delight in pointing out laws,
NEITLII'E' Elﬂd DEI’HEHHGI‘ - Curmudgeon: You arc u re ?lrlll'l‘-l|~§-_:ll'|~.1 CYNic to
the Neh degree,
Now you need to choose personality Archerypes that de- ® Deviant: You're just not like anyone else.
scribe both the internal nature and exrernal atritude of your * Director:

You hate cluws and are forever raking
character. :

charge to set things right.
Your characters Nature is the most dominant aspect of ® Fanatic: You hav
her true personality. The Archerype you choose for your meaning.

character’s Nature describes the character’s most deep-rovted
feelings and beliefs about herself and the world; it also pro-
vides the primary means by which she regains Willpawer.
Choaosing a Nature helps you describe who your character re-
ally is on the inside.

¢ a cause, and it gives your life

* Gallant: You are as faumboyant as you are amoral.

® Jester: Always the clown, you can't tke lile, or
death, seriously.

* Judge: You seek justice and reconeiliarion.

: : ® Loner: You are forever alone, even in o crowd.
You should also choose a Demeanor to describe the per-

sonality your character pretends to possess. This is the role she
plays to the world, the facade she presents to it. The Demeanor
should probably, though not necessarily, differ from the Ar- * Rebel: No need for a cause; you rebel out of habit
chetype you have already chosen as the character’s Nature. and passion.

W hatever you chonse '!,.-\”“[}- the character’s typical [‘-‘HHL“.]"H‘J[‘-‘[R' Survivor: You strigule o survive, no marter whant
can change Demeanor as quickly as they change mood. You the odds.

may change your character’s Demeanor at any time, allowing ¢ Traditionalist: You prefer the orthodox and con-
her to adapt to different people and different situations. De- SCPVITIVE Wi

meanor has no practical effect on the rules, bur it serves as a * Visionary: Wisdom is your quest, insight your key.

* Murlw: Yo I'I|._"|._'|.[ to be t“_'g.':jq.J and Cnpoy |'.|_':||1|_.:
marilly superior

useful guide for roleplaying.
Some examples of personality Archetypes are listed he- characrer’s self-image and retains many of his traits from life.
low. Arrributes still answer questions such as: How fast are his re-

flexes! How Lutrlmw is he! How long does it take him w

Step Two: Choosing Attributes e

First, you must prioritize the three caregories of Attributes
A character'’s Attributes are part of his intrinsic makeup. Physical, Mental and Social. Choose in which of these car-
Although the characrer no longer has a living body, he still

cpories yvour characrer is good (primary), in which he is aver-
has a form in the afterlife. This form, or Corpus, firs the

age (secondary), and in which caregory he is poor (tertiary). Is

Wraith: The Oblivion
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your character more physical than social — is he more brawny
than pregarious!

* Physical Attributes — The Physical Attributes describe
how strong, nimble and sturdy your characrer is. They are rhe
primary Atcributes of an action-oriented character — the
Physical Artributes concern the strengths and weaknesses of
the body. Strength measures a character's lifring power and
how much damage she can inflict in basic hand-ro-hand com-
bat. Dexterity rates a wraith's speed and agility. Stamina mea-
sures a character’s constitution and resilience.

* Social Attributes — Your characrer’s Social Arrributes
measure her ability to relate to, motivate, and manipulate oth-
ers. Charisma indicates personal magnetism and charm. Ma-
nipulation measures a characrer’s ahiliry to ralk her way into
and out of situations. Appearance describes how the character
looks and carries herself.

* Mental Attributes — These Trairs represent your
character’s thought capacity, and include such things as
memory, perception, learning potential, and the ability to think
quickly. Perceprion describes the wraith's observarion skills.
Intelligence represents memory, reasoning and learning poten-
tial. Wits measures a character’s reaction time and ability o
think on her feer.

Your character concept may help suggest Attribute priori-
ties, but feel free to pick any scheme you please. For now, your
character conception should be very peneral — painr a broad,
sweeping outline instead of concentrating on little details.

All characters start with one dot in each Attribute. Your
priority selection determines how many dots you ger ro spend
in each category. You may divide seven dots among your
character’s primary Artributes, five dots among her secondary
Atrtributes, and three among her tertiary Arrribures. Thus, you
may choose to add seven dots to your wraith’s Physical At
tributes, five to her Mental Attributes, and only three dots to
her Social Attributes. You may divide the dots among the in-
dividual Arrribures as you see fir — you could assign all three
of your Social Attribute dots to Charisma, one dot to each of
the three Social Attributes, or two dots to one and one dot ro
another.

Larer in the character creation process, it will be possible
to increase some of these ratings, so don't worry too much about
your choices. Ler your intuition guide you.

MNote: The space after each Attribute (and Ability) is for
you to fill in a specialty, a subcatepory of the Trait in which
the characrer excels. Specialties are fully explained in the
Chaprer Six; for now, concentrate on choosing your ratings.

Chapter fiv: Character 105
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Adbilities delineate what vour character knows rather than
what he is; they describe the things he has learned rarher than
the things he can naturally do. All Talents, Skills and
Knowledpes are Abilities.

Each Ability you character possesses is assigned a rating
representing the characrer's aptitude in that particular area.
The number is used to determine how many dice you roll when
your character attempts to use an Abiliry.

Abilities are divided into three different catepories: Tal-
ents, Skills and Knowledges. Each type of Abiliry has different
characreristics,

* Talents describe intuirive Abilities. Talents do not need ro
be practiced per se and cannot be studied or learned from a book:
they are most often gained through direcr experience. Is your char-
acter self-taught; does she possess a lor of common sense?

& Skills are Ahilities learned through rigorous rraining of

any sort. This category includes any abiliry that must be learned
step by step through acrual pracrice, but can be taught or stud-
ied (unlike Talents). Is your character good at learning things
from daily (or nightly) practice?

* Knowledges include all the abilities requiring the rigor-
ous application of the mind. These Abilities are generally

learned through school, classes, books and teachers, bur can
also be picked up through experience. Is your character edu-
cated; does he have a good memory?

You prioritize these Ahilities just like you prioritized the
Attributes. You decide how to rank your Talents, Skills and
Knowledges, choosing in which category your characrer will
be above average (primary), in which she will be average (see-
ondary), and in which she will be below average (tertiary).

You Bet 13 dors o Srlﬂ'i'ld On your characrer'’s i‘-riﬂ'mr],' cat-
egory, nine for the secondary category and anly five dots for
the rertiary category.

However, there is one additional restricrion: you cannot
give your character more than three dors in any one Ability
(larer, however, you can use your “freebie” points to sain four
or even five dots in an Ability).

Step Four: Advantages

You do not prioritize or rank the different caregories of
Advanrages. You instead have a designared number of dots to
assign within cach one. Though this number is fixed, you can
purchase addirional dots later with “frechie” poinrs.




Characters may choose their Arcancs — the special se-
crets and powers of the Restless, A character begins with five
dots in Arcanos, bur she may purchase more Arcanos with free-

bie points. A beginning character cannot have more than three
dots in any one Arcanos.

Backgrounds

Every character gets seven dots to allocate among Back-
pround Traits. You have only seven dots to allor and your Sro-
ryteller may restrice access to certain Backgrounds. Your Back-
ground Traits should be compatible with your character con-
cepr.

Passions

Wraiths are crearures of passion, and as such, they need
reasons to exist beyond death, Each Passion consists of a con-
cise statement of a goal (i.c., protect my daughter, avenge my
dearh, erc.), followed in parentheses by the emotion that cor-
responds to it (Love, Anger, etc.).

Each character has 10 points to assign to Passions. After
you have chosen and listed all of your Passions, assign a rating
from 1 to 5 in each Passion, thereby delineating how strong
the Passion is to you. Difficult or general Passions ("Help oth-
ers find faith,” “"Give hope to my children) should have higher
ratings than simple tasks ("Recover my body,” “Protect my
metorcyele”).

Passion ratings may not exceed 5. For more information,
see Pathos and Passions on pp. 136-137.

Fetters

Fetters are the people, places and rhings thar rie you ta
the real world. They are your strongest connections to your
mortal life, and they bind you to the Shadowlands until you
are able to resolve them. Ferters represent the peaple, places
and things with which (or with whom) you have “unfinished
business.” Fetters are listed in the same manner as Passions.
Unlike Passions, however, Ferters are tangible, marerial ob-
jects.

Each Fetter also receives a rating from 1 to 5. This rating
is based on the importance of the Ferter or its connorarion.
Some Fetrers may be mysterious — why is that locked room in
the sub-basement of the IBM Tower so important to you!

Fetters and Passions can be related, though they do not
have ta be. For example, you might have a “gold engagement
ring: 2" as one of your Fetters, and a Passion to "Avenge the
deaths of my pirlfriend and myself (Revenge): 4."

Ferrer ratings may not exceed 5.

Character Creation Chart

® Step One: Character Concept
Chouse concepr, Nature and Demeanor
¢ Step Twa: Seleer Artribures
viovitize the three ca s: Physical, S
Moental (7/5/
Choose Physical Trairs: Sreength, Dexteriry,
Stming
Choose Soctal Traies: Charisma, Manipulation,
Appearance
Choose Mentad Trades: Perception, Intelligence,
Wits
® Step Three: Select Arrribures
Priovitize the three cat ' Tulems, Skills,
Knowledpes
Crhinese Talenres, Skills, Knosledoes (13/9/59)
s Step Four: Select Advantages
Choose Arcamos(3), Backerounds (7)), Passions
(10, Ferrers (10)
® Step Fives Finishing Touches
Recowd besinming Pachos (3 + Memoriam + free-
bies ) and W |I|.|"I. weer [ 3+ frechics )

Spend UTreehie poines” (15)

Step five: Finishing Touches

Often, the most important stage of character creation is
applying the last touches — the little details and flourishes
that complete the character. In this step, you gain your 15 “free-
bie" points, enabling you to add maore dots to any of the Traits
on the character sheet. Before you spend these points, how-
ever, you must record the base scores for your character's Pa-

thos and Willpower.

Pathos

The Parhos rating measure the pool of energy generated
by Passions and used by wraiths to perform Arcanos. Starting
*athos equals 5 plus the number of dots the wraith possesses in
the Memaoriam Background. You can add addirional points ro
your starting total by spending freebie points. The Pathos Pool
cannot exceed 10 points.

Willpower

The Willpower Trait rates how much self-control a wraith
has, including the degree ro which she can resist and conrrol
her Shadow. Willpower is essential for controlling the actions
of your character, especially in times of stress.,



A wraith’s Willpower rating starts at 5 and can be increased
with freebie points.

Freebie Poin

You can spend [reebie points ro raise any Trait on your
character sheet. Exrra dors cosr different amounts depending
on the Trair in question (see the chart below). Freehie point
expenditure may raise an Ability over 3, bur may not raise any
Trait over 5.

Freebie points may also be used 1o subtract Shadow poinrs
from the Storyteller, thereby reducing the overall power of the
character’s Shadow (see Chaprer Seven: The Shadow) on a

Attributes — 3 poinrs per dor
Arcanos — 5 points per dot

Willpower — 2 points per don

Abilities — 2 points per dor

Passions — 2 paints per dot
Backgrounds — 1 point per din
Fetters — | poinr per dor

Parhos — | point per two dots

one-for-one basis. The Sroryreller normally designs the aspect
of your characrer; spending freebie points against your Shadow
is a sign to the Storyteller that you would like him to hold
back on articulating your characrer's dark side. You can also
gain up to seven extra freebie points by allowing the Story-
reller to also use those points when crearing your Shadow.

All starting wraiths have 15 freebie points. You can spend
them according to the following charr:

Spark of Life

There are some ather derails of a character you should
consider. The following details will help to make your charac-
ter a complete and unigue person. You do nor necessarily need
towrite these things down, bur you should certainly think abour
them, nat only now, but throughout the career of your charac-
ter. If you are running your characrer through a prelude, wait
until you are done before arrempting to complete this aspecr
of your characrer,

Appearance

Wrairhs rend to assume a Corpus that in some way re-
flects their sell-image. For example, a wraith may appear as
she did at the moment of her death, or in the prime of her life,
o at the rime she suffered most deeply. Some wraiths use their
knowledge of Arcanos to shape their bodies into monstrous or
beatific forms (thus playing the “devil” or “angel”) — but this
often serves to empower the Shadow. You should rurn the
relevant Traits of your characrer — such as the Social Attributes
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and concepr — into aspects of appearance. High Inttl] igence
can become a clear, piercing gaze. A Dilettante concept could
translate into stylish and expensive clothes. In this way, you
can make your character’s Traits more tangible and inrerest-
ing. It’s better roleplaying ro say, “There always seems to be a
sneer of disdain on my face,” than to say, “You can rell I'm very
condescending.”

Specialties

You may wish to give your character specialties in her
Traits. Each Trair wirh a rating of 4 or higher can be given a
specialty. Though most players selecr specialries for their Traits
during play, you can pick them immediately. Specialries are
particular aspects of Traits ar which your character is especially
wood. Simply fill in the space next to the Trait with an appro-
priate specialty; suggestions are made with each Trait in Chap-
ter Six. Though primarily used for roleplaying, specialties can
lower the difficulties of dice rolls ra perform certain feats,

Quirks

By giving your character quirks, interesting personal de-
rails and anecdotes, you can add a great deal of deprh and in-
terest to him. Wrire a few sentences on the back of your char-
acter sheet describing the strange and possibly interesting things
thar define your character. A quirk could be a rwisred sense of
humor, a gentleness roward animals, or a habit of grunting when
answering yes to a question.

The Circle

Before anything else can begin, everyone must agree on a
concept for the Circle and a theme for the chronicle. While in
many cases the Storyreller will have prepared a background
serting with a niche ready for the characters wo fill, the players
need to be aware of and interested in the siruarions into which
their characrers will be thrust.

Exampleo Charecter Creaton

eg is going to creare a Wraith charcter,
Using the outline, Meg begins the process
thar will turn her idea into a full-fledged
character.

Step One: Concept

First, she must come up with a character concepr. Meg
wants to play a female character, so she uses that decision to
limit her concept choices. She rejects stereotypical female
characrers: a prostitute, a housewife, an execurive. She wanrs

s created a characrer, the 5'.'-"'['!"
adow tor thar charaerer. Dietails of

ctailed on pp. 173182

to play someone very different from herself, someone who can
say the things she normally can't — someone who can speak
out. Meg chooses a street poet concept. Her characrer lives on
the street, often homeless, bur she has an inner fire that in-
spires scathing poems about the things thar affecr her life. She
wants ro contrast this character’s alley-cat beginnings wirh a
high-class name; Cassandra comes to mind,

Meg ponders for a mament abour Cassandra's Nature and
Demeanor. These two Traits will help her nail down Cassandra'’s
personality more easily. The Nature is Cassandra’s deep-rooted
psyche, the part of her that affects all her thoughts and ac-
rions. Meg decides that Cassandra is a Visionary: she sees be-
yond the city streers and the corruption around her to some-
thing greater for herself and her family. To the world, Cassandra
projects a hardened, Rebel Demeanor. She puts on a big show
of rebellion; deep inside, however the revolution she wants to
lead is one of the soul. She developed the Rebel Demeanor in
arder ro stay alive in her tough neighborhood.

Step Two: Attributes

MNow Meg must choose Cassandra’s Attributes. She pri-
aritizes her categories in the following way:

Social is Cassandra’s primary category, becanse her expe-
rience as a streer poet has given her the interpersonal skills ro
ger her poinr across.,

Physical is Cassandra's secondary category, because, well,
it's rough growing up as the only girl in a family full of boys.
The streer is berrer than any fitness spa.

Mental is Cassandra's rerriary category, because the edu-
cation in her area is lousy, and because she is so often lost in
poetic reverie thar she fails to notice impending danger.

Dividing Cassandra’s seven Social points, Meg assigns her
a 4 Charisma (three points plus the one poinr free for each
Arrribure), a 3 Manipulation, and a 3 Appearance (all of these
are necessary for her to ger people’s attention, create poems
that will affect people, and draw people into her vision).

Two of Cassandra’s five Physical points are spent on
Strength, giving her a respecrable Strength of 3. She spends
one point on Dexterity and two on Stamina, giving her a Dex-
terity of 2 and a Stamina of 3.

Finally, two of Cassandra’s three Mental points are spent
on Wits, and the last is allotred to Intellipence (Meg feels
Cassandra would have more sense than smarts). She worries
about the one point in Perceprion, but plans on doing some-
thing about that deficiency when she spends freebie paints (see
kelow).

Chapter five: Eharaner



Mext, Meg has to prioritize and pick Cassandra’s Abili-
ties. She decides Cassandra relies primarily on her innare Tal-
ents to survive on the street (this becomes her primary Ability
category). Skills are also important to street poets (especially
Performance, because Cassandra is a performer as well as a
writer), so that is her secondary caregory. Cassandra’s educa-
tion has been sporadic and sporry, so Knowledge Abilities be-
come her rerriary category.

Meg has 13 points to spend on Talenrs. She immediately
spends two points on Alertness (good for spotting people who
are following you, or for noticing when someone is paying at-
tention to you). She spends a point on Dodge (always good to
have) and two points of Brawl (a couple of years fighting your
brothers will reach you at least that much). Cassandra needs
to know how people feel, so Meg spends two points on Empa-
thy. Street poets obviously need to have something to say and
the ability ro say it well, so Meg spends three paints on Ex-
pression. Finally, Meg puts two poinrs in Cassandra’s Streetwise
{easy to explain with her street background) and one poinr in
Subterfuge, ra demonstrate Cassandra’s understanding of how
o manipulate language.

Meg has nine points to spend on Skills. She gives
Cassandra rarings of 2 in Meditation (she’s gor to have some
way of keeping her peace in a violent world... perhaps she
prays or just walks to medirare), 2 in Leadership (she used o
boss her brothers around), 1 in Fircarms (she learned how o
shoot a gun from her brothers), and 1 in Stealth (her time on
the street has taught her the necessity of discretion). She fin-
ishes off this secrion by raking a Performance raring of 3, be-
cause she wants to be entertaining while she screams her po-
etry at people.

Finally, Meg represents her haphazard, mostly library-
gained education by spreading out her five points among Poli-
tics, Computer, Law, Linguistics and Occult.

Step Four: Advantages

Now Meg moves into wraithly matters. She must pick from
a large number of Backgrounds, and she only has seven points
to spend. Meg doesn't want to play an unrelentingly dark char-
acter: she's interested in playing a “vigilante” kind of wraith
whao takes care of the people who were important to her in
life. Accordingly, she picks two points of Eidolon immediately;
she wants to be able to dispel her Shadow if she needs to pro-
tect someone. Meg figures that most of Cassandra's neighbor-
hood remembers her: her poems are written on city walls all
over the place, and every time someone looks at ane, she pers
more Memoriam. Thus, she gives Cassandra a Memoriam rac-
ing of 2. Meg decides that Cassandra kepe her favorite pair of
rollerblades even beyond the grave, so she lists Relics 1 on her
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sheet. Mep also decides thar, of the three factions in Wraith,
she likes the Renegades best, so she gives Cassandra one dor in
the Renegade Background. This doesn't mean she's a Renegade
herself: she just knows a few. Finally, for one point, she pur-
chases the Haunr Background. Cassandra’s Haunr is Cafe In-
ferno, a rrendy coffee shop in Atlanta.

Now, Meg tumns to Passions. She has 10 points to spend:
this is where she can really say a lot about her characrer. Meg
rakes a moment to think about her characrer. Whar things are
important to her? What things drive her? The first thing that
pops into Meg's head is thar Cassandra left behind a lover when
she died: Cynthia. This forms her first Passion: to protect
Cynthia. Simple enough... and Love isa perfect focus for the
Passion. Because this is the major drive for her characrer right
now, she assigns three points to it. Mep asks David, the Story-
teller, whether this is okay, naring thar this Passion has as its
focus the protection of one of her Fetters. David decides thar
ir's okay, bur suggests that she purchase some non-Fetter-re-
lated ones next. So, Meg decides thar Cassandra was killed by
a gang of thups who rook issue with something she said or wrote.
This forms her next Passion: “Get back ar the gang,” which is
associated with Revenge. She rares it ar 2, spending two more
Passion poinrs. She decides to invest two points in a Passion
to keep writing and creating; the affiliared emarion is Pride in
her work. Meg also decides thar some sleazy publisher took
pictures of her graffiti-poems and compiled them into a book
that hir the bestseller list. She decides to wrire down a Passion
of “Ruin the publisher who stole my work,” with a focus of
Hate and a raring of 2. Finally, with one point left, Meg adds a
lirele hir of humanity to her characrer by having one of her
Passions be "Get back her favorite pen,” an easily accomplished
Passion with a focus of Envy.

Mext, Meg has to choose Arcanos. There are so many. ..
but Meg decides that Cassandra wouldn't obsess on just one.
Her “look it up yourself" mentality would prompt her to learn
a litele bit about a lot of Arcanos. So, she divides her five
Arcanos points among Argos, Pupperry, Phantasm, Lifeweh
and Embody. Even though she spreads out her Arcanaos points
in this fashion, it shouldn't weaken Cassandra overmuch: a
broad base of knowledge can be a good thing in the
Shadowlands.

Meg must now choose Cassandra’s Ferrers: the things that
bind her to the living world. She has 10 points to spend. David
warns her not to make her Fetters too tough. First Meg chooses
the Macintosh computer in her communiry center, something
that could be destroyed racher easily. This is the tool on which
Cassandra composed much of her poetry. She assipns it a rar-
ing of 2. Nexr, there’s Piedmont Park, a big enough (and per-
manent enough) Fetter, rared ar 1. {She used o love 1o
rollerblade there... hur she was also attacked there once, and
she did fall in love with Cynthia there...) She asks David if
she can make Cafe Inferno a Ferter, since it is her Haunt as
well. David agrees, because he's already decided that the Circle
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will be centered around Cafe Inferno. Meg spends four points
on thar Ferrer, piving her a considerable advantage using
Arcanos there. Finally, she makes her morral pirlfriend Cynthia
a Fetter, rated at 3.

Mow Meg must assipn her Willpower and Pathos scores:
easy enough. Cassandra, as a wraich, srares with a Willpower
mting of 5. Because of her Memoriam, she starts with a toral
Parhos rating of 7.

1 1 1
tep 5 Finishing Touches

Finally, Meg gets o spend Cassandra’s 15 “freebie” points.
Meg decides Cassandra should be a bit more perceprive than
she is, so she spends five freebie points to raise Cassandra's
Perceprion ro 2. She wants ro excel in Expression, so she spends
two more points to raise it to 4. Meg also spends two freebie
points to raise Cassandra’s Alertness rating.

Meg wanrs another Memaoriam dot, so she spends another
freebie point to get it. David says thar Cassandra can't have
rollerblades unless she spends another freebie point on the Relic
Background. Finally, Meg blows the last 4 points on Willpower:
Cassandra’s going to need it. Thus, Cassandra’s roral Willpower
is 7.

While this officially ends the character pencration pro-
cess, Meg decides to flesh our Cassandra a lictle more. She
writes a brief paragraph describing her (at Appearance 3 she's
prerry, bur nor exceptional), writes a little about Cafe Inferno,
and describes the relics thar Cassandra possesses (perhaps de-
ciding that the rollerblades are not as useful as, say, a flashlighe
and a cigaretee lighter).

Meg decides to po ahead and assipn Cassandra's special-
ties: she lists the specialty of Charisma as “purs” and the spe-
cialty of her Expression as "street poetry.”

Meg decides rhar Cassandra has, as a quirk, the habit of
pointing at people to whom she is speaking. Addirionally, her
very expressive nature means she gestures a lot when she ralks.

And there ir is: a completed character. Now David will
take Meg and Cassandra through a prelude ro flesh our Meg's
ideas about her character.

The Prelude

Mow you are ready to play your character, even though
she is not complere. The prelude is the name for this first ses-
sion. In the prelude, the character's last hours of life are reen-
acred, and her journey into death begins,

The prelude is essential ro rhe development of a Wraith
character. Once the player and Storyteller have roughly
skerched out who and what the character is, they roleplay the
journey from life inro dearh, including the characters initial
experiences in the afrerlife.
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The player may wish to sketch out the characrer’s life in
only the broadest strokes, playing our and derailing particular
moments but describing lirele of the context in which they fic.
Remember, roo, that a wraith is “rebormn” into the afrerlife and
typically remembers little of her past life. Details about a
character’s past may rthus be discovered throughout the
chronicle.

It it is difficult for a player and Sraryeeller to run a pre-
lude, then they should simply ralk about relationships and Fer-
rers, and discuss the character's life and dearh.

Death: The Beginning

The prelude begins with the death scene. If a Sroryreller
wants, a few minutes or hours of life before the character’s
imminent demise may be played out, but very little informa-
tion should be given to the player. Some players may nor even
realize exactly how their characrers die.

Then it ends. The character is dead. Most Storytellers will
want to give their players a sense of the sudden shock of the
death blow, the helplessness, the cold, the slow cessation of
bodily processes, the brain cells expiring, one by one, for five
minures after the body has passed the point of no return.

Some wraiths-to-be then undergo out-of-body experiences.
The Storyteller may let a player view his corpse and the people
around ir. Sometimes, the new wraith may “wake up” at his
own funeral, pethaps seeing his friends and relatives in mourn-
ing . Some wraiths experience a “tunnel of light,” while orhers
go directly to the Underworld with little pomp and circum-
stance.

Wandering

During this time the Storyreller may have the character
relive evenrs from his life. These scenes should be quick and
nebulous: for example, a memory of spending rime with a lover,
but no recollection of his name or whar became of him.

These “snapshot” scenes have two purposes. First, they ler
the Storyteller and player feel out the characrer and her reac-
tions to certain events, Second, they give the Storyteller an
opportunity to plant seeds that she can harvest for later

storylines or subplots in her chronicle.

Questions and Ansiwers

Deescribed below are some quesrions thar should be an-
swered by the end of the prelude. If there is no time for a full
prelude, you should ar least make an effort to answer these
questions. [t often helps to write our the answers, even if you
have undergone the full prelude.

With each question we list what sorts of things the player
should ask himself, as well as some advice o the Storyteller on
how to run the prelude in relarionship to the question.
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* How old were you when you died?

Were you in the prime of life, a child, or very old! This
can determine your physical appearance in the Shadowlands.

* What was your family life like!

In the World of Darkness, many families are not the
healthiest of institutions. Were you wounded by your family!?
Did you wound them? Were they supportive, caring and lov-
ing? How many brothers and sisters (and stepbrothers and step-
sisters) did you have? Did your parents divorce? Did you have
a stepmather or stepfather? Were you an orphan?

» What was the most shameful thing you've ever donel

This could be as innocent as stealing a candy bar (not
likely) or as rerrible as murder. Think about this one long and
hard: it will shape rthe way your Shadow operates.

* What was the best thing you've ever done!

Even Hitler painted roses. Even if you were a psychoparh
who brutally killed many before your demise in the electric
chair, what good thing, what single momenrt of humanity did
you exhibic? If you were not so awful, what feat was your shin-
ing moment! Did you save a homeless shelter from being closed?
Represent somecne pro bono for her divorce our of an abusive
marriage! Give your last dollar to a starving child?

» What places were important to you in life?

Even aside from your Fetters, this can rell you a lot about
your characrer. Was there a favorite hangout as a teenager!
Did you build a rreehouse as a child? Did you love togotoa
specific movie theater! Was a parricular resraurant your favor-
ite? Did you love a particular park? All of these things can
shape your characrer’s development and provide sources for
Fetters.

* How did you die!

Olkay, so you've chosen your death. .. but how did you die?
Explain in detail... or are you still unaware of how you died?
Was there a funeral? Were you buried or cremared? What was
placed in the coffin with you? Where are your ashes now! Who
mourned you?! Who didn't? Did your loved ones carry your
memaory around like a stone around their neck, or did they
quickly forger you?

* How long have you heen dead?

How many years! Who remembers you (if anyone does)!
Have you lost any Fetters to the ravages of time or vindicrive
wraiths? How well do you know the local Necropolis? Do you
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know the political lay of the land? Do you hold senioricy over
anyone in your areal

* How did you meet the rest of your Circle!

Were vou brought together by a Reaper, or did you just
meet by a quirk of fare? It is important to determine how you
relate to the rest of your Circle. What do they think of you!
What are your jobs and perks in the Circle!

* What was your first run-in with other Underworld
dwellers like!

Did you run inte a horde of ravening specrres! Were you
the targer of a slaver! Did a Heretic attempt to convert you!
You should take into accounr your Hierarchy, Heretic or Ren-
epade Background when answering this question.

» What do you do for fun?

This is very important: dearh is depressing. 1t's nice to get §
our and have some fun from time to time. Do you skinride
people while they make love? Do you watch TVs that are lefr
on in department stores, relying on your unearthly senses to
listen through the glass? Do you play tricks on morrals, mak-
ing them do silly things? Do you use your Phantasm to rell
stories to other wraiths? Do vou amuse yoursell by stealing
socks from laundromats or dice from roleplaying games (damn,
you still don't have a life, do you)? Do you enjoy making seri-
ous people laugh and funny people serious? It's important to
lighten the mood of a Wraith story from time ro rime, and this
is one way o do ir.

® Where is your favorite Haunt?

This is some place affiliated with vou or your Circle. You
hang our there. Srories can start there. 1t should be interesting
enough to generare a few story ideas, but not so important thar
you can’t venture beyond ir.

* Where does your Circle meet?

Dioes your group have a penchant for dangling off of sky-
scrapers, or meeting on the rracks of a subway (just don't touch
the third mil)? Do you like to meet in the mayor’s office after
hours, or in a back alley someplace? After all, the world is your
playground: you can meer anywhere. Where will you go!

* What motivates youl!

Whar drives your character, makes her laugh, makes her
cry, makes her angry, makes her desire, makes her afraid? What
gives her hope? In what does she believe! Once you know these
things abour your character, you can begin to structure her
creation.

Chaper five: Charactr 1
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i Wraith, Traits are the basis of a charac-
rer — they describe, conjure and delineate
who and what a character really is. They
cnable you to detail your characrer's
screngrhs and weaknesses, allow you to
translate the character into game reality by
using dice, and, most importantly, help you
focus and understand your characrer.

A character’s Traits describe only the general parameters
of her abilities. The essence of the character is created through
roleplaying and imapination. Trairs in Wraith are inrenrion-
ally left skerchy — at least the number-crunching part — so
you will not concentrate on the character sheet too much.,
What is only crudely established during characrer crearion
becomes fleshed out in play. Don't look at your Traits think-
ing you have o complete character. Your roleplaying will cre-
ate your character.

hap er Six
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What a piece of work is man!
—William Shakespeare, Hamlet

here are as many avcherypes as there ave typi-
cal sitwations in life. Endless repetition has
Il engraved these experiences into our psychic
constitution. .. representing merely the possi-
| bility of a certain type of perception and ac-
tiom.

—Carl Jung, Collected Works, Vil 9

Personality Archetypes are a way of deflining wraiths' per-
sonality. Characters do not, in fact, fir into such near and ridy
categories. Archerypes are the templates for an infinite num-
ber of different personalities, and should not be seen as abso-
lute standards. These personality Archetypes are examples of
the variety of personalities that can found; they are intended
to guide, not restrict.

Chapter S Traits



—— o D

The psychalogist Carl Jung discovered the concept of ar-
chetypes as a way of describing any concept that resides in the
collective unconscious of humanity. He believed thar such
complex symbols couldn’t be rigidly careporized, but he did
give names to some of the archerypes. Nonetheless, in order to
incorporate the concepr of archetypes into our systems, a modi-
fied version of this idea is used to describe personalities, so
remember to take the following puidelines with a grain of salt.

The key to the use of Archetypes is the interaction be-
tween the character's Nature and Demeanor. Narure is the true
personality of the character, thar which she is but may not
reveal to others. Most people, not wishing others to know them
intimately, creare facades behind which they can hide their
rrue selves. Such facades are known as Demeanors. A
character's Demeanor may be as consistent as her Attribures
or may change from minute to minute. An extraordinarily open,
honest or simple-minded individual may have the same De-
meanor and Nature.

Archetypes have a practical impact on the game, for each
Archetype provides a different way to regain Willpower points.
The Nature of the character is thus vital in regaining Will-
power. The procedure works like this: the player norices her
characrer may be able to regain Willpower because of her ac-
tions or the situation — this varies from Archetype to Arche-
type. She asks the Storyteller if she can regain Willpower, and
the Storyreller either accepts or rejects the request. If the Sto-
ryteller deems the request valid, he awards from one to three
Willpower points depending on the nature of the character’s
acrions. The Storyteller shouldn't reward a character if he
thinks the player is performing the action merely to regain
Willpower.

The Storyteller should also encourage players to develop
their own Archetypes, thus giving players the opportunity ro
create truly unique personalities.

Storytellers should also see pp. 177-179 for descriptions
of Shadow Archetypes.

Architect

Your sense of purpose transcends your own needs; you try
to create something of lasting value for those who come after
you. People need many things, and you gain satisfaction by
providing whatever you can. You are the type of person who
makes an effort to build something of value: ro found a town,
create a company or in some way leave a lasting legacy.

— BRegain Willpower whenever you create or estahlish
something of importance or lasting value.

Avant-Garde

You must always be in the forefront. You must always be
the first to break the news, learn the new dance, display a fash-

ion trend, or parronize a new discovery in the arts. New dis-
coveries are your life, and you devore a grear deal of time and
effort to keeping up with things. Nothing pains you more than
hearing secondhand news. If you're not in the front, you're
nowhere.

— Regain one point of Willpower whenever you are the
first with a piece of news or other significant discovery.

Bon Vivant

Life and afterlife are pointless, shallow and meaningless
— so have as good a time as possible. Rome may burn, but you
shall drink wine and sing songs. You are a sensualist, sybarire
and party animal; the words austerity, self-denial and self-dis-
cipline have no place in your life. You much prefer the con-
cept of instant grarificarion. Still, you don’t mind a lirtle hard
work as long as a good time awaits you upon completion. Most
Bon Vivants have little self-control, for they so dearly love
eXCess.

— Regain Willpower whenever you have a rruly good time
and can fully express your exulrarion {or perhaps even more
points if you enjoy an especially fun night).

Bravo

You are a bully, a ruffian, a tough, and delight in rorment-
ing the weak. Things must always go your way, and you do not
tolerate those who cross you. Power and might are all you re-
spect; indeed, you heed only those who can prove rheir power
o youL.

You see nothing wrong with farcing your will upon oth-
ers. There is nothing you like better than to persecure, an-
tagonize, heckle and intimidate those whom you hold in con-
tempt. The emotions of kindness and pity are not completely
foreign to you, but you hide from your own sense of weakness
through cruelty to others. While most Bravos despise the weak,
a few become their protecrors.

— Regain Willpower whenever you intimidare or physi-
cally force another person to do what you wish.

(aregiver

You always try to help those around you and struggle 1o
make a difference in the needs and sorrows of the unfortunare.
People around you depend on your stability and strength to
keep them steady and centered. You are the one to whom people
turn when they have a problem.

— Regain Willpower whenever you successfully prorect
or nurrure someone else. This protecrion can be as small as a
smile of support or a shoulder to lean on at an appropriate
moment. You must help the ather person in some way, thaugh
he need not acknowledge it openly.
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You are still immature in personality and temperament: 2
kid who never grew up. Though you can care for yourself, you
prefer the security of being watched over by others. Ofren you
seek out someone to look out for you — a caretaker of sorts.
Some see you as a spoiled brar, while others see you as an in-
nocent cherub unaffected by the evils of the world. Thisisa
very commaon archetype for wraiths who died when they were
young and subsequently matured mentally, but not emotion-
ally.

—Regain Willpower whenever someone does something
to help you with no apparent gain for herself,

Conformist

You are a follower, Taking charge is just not your style. [t
is easier for you to adapt, attune, adjust, conipl}' and reconcile
yourself to the new situations in which you find yourself. You
flit to the brightest star, the person you feel to be the best,
throwing your lot in with her. It is difficult and distasceful for
you to go against the flow or to rebel. You hate inconsistency
and instability, and know thar by suppaorting a strong leader,
you help prevent chaos from occurring, All stable groups need
some kind of Conformist.

Regain Willpower whenever your group accomplishes
something because of your support and aid.

Conniver

What's the sense of working hard when you can get some-
thing for northing? Why drudge when, just by talking, you can
get what you want! You always try ro rake the easy way out,
the fast track to success and wealth. Some people mighr call
whar you do swindling or even outright theft, but you know
that you only do what everyone else does; you just do it better.
Additionally, trickery is a game, and you derive great pleasure
from curwirting someone. Connivers play many roles, so you
may be a thief, a swindler, a sereet waif, an entrepreneur, a con
man or just a finagler.

— Regain Willpower whenever you are able to get your
way by tricking another person into doing as you wish.

hili
f1tic

Mothing in the world should be accepred without thor-
ough scrutiny and examination. Nothing is ever perfecr, and
the blemishes must he pointed out in order for the good to be
truly recognized. Your standards are high for everything, and
you insist on their being met. You encourage the same ideals

in others because low standards reduce the quality of life for
everyone. They'll thank you later, once they discover the pu-



rity of your perspective. You seek our and expose the imperfec-
tions in every person or thing you encounter. You are never
satisfied wirh anything that is less than perfect, unless ir is
yourself — after all, you're not a perfecrionist.

— Regain one poine of Willpower whenever you discover
a sipnificant imperfection that others overlook.

Curmudgeon

You are an irascible, churlish person ar hearr, raking every-
thing seriously and finding lictle humor in life (though you may
have a wickedly harbed wir). Cynicism is your middle name; ir is
the roal with which you judge everything in life. You have a very
well-defined understanding of how things really work, especially
when they invalve the circus of human endeavor. The foolish
acrions of others have long since ceased to surprise you.

Regain Willpower whenever someone does something
stupid, just like you predicred. You must predict it either our
loud ro the other characters or in private to the Sroryreller.

Deviant

There are always people who don't fir in, and you are such
a miscreant. Your beliefs, morivarions and sense of propriety

are complerely anrithetical to the status quo. You are nor so
much an aimless rebel as an independent thinker who does
not belong in the society in which you were raised. You don’t
give a damn abour ather people’s morality, but vou do adhere
to your own strange code of conduct. Deviants are typically
irreverent, and some have rruly hizarre rastes and desires.

— Repain Willpower whenever you successfully thumb your
nose at wraith society and its precepts withour reraliation.

Director

You despise chaos and disorder, and rend o take control
and organize things in order to suppress anarchy. You like to
be in charge, live to organize, and habitually strive to make
things work smoothly. You trust your own judgment implicitly
and tend to think of things in black-and-white terms: “This
won't work™; “You're either for me or against me"; “There are
two ways to do this — my way and the wrong way.”

— Regain Willpower when you are allowed to lead a group
and accomplish same significant task.




L
afatic
You are consumed by a cause; it is the primary force in
your life, for good or ill. All your physical, mental and emo-
tional resources are directed roward your cause; in fact, you
may feel very puilty about spending time on anything else. You
ler norhing srand in your way — nothing that you cannot over-
come, in any case. You and those around you may suffer, bur
your cause is everything — the end justifies the means. Before
the game hegins, make sure you describe your cause and define
how it may affect your behavior.
— You regain Willpower whenever you accomplish an act
thar furthers your cause.

L

Jester

You are the fool, idior, quipster, clown or comic, forever
making fun of both yourself and others. You constantly seek
the humor in any situation, and strive to battle the tides of
depression inside yourself. You hate sorrow and pain, and con-
stantly try to take others’ minds off the dark side of life. Some-
times you'll do nearly anything w forget pain exists. Your par-
ricular brand of humor might not always impress your friends,
but it makes you feel berrer. Some Jesters manage ro escape
pain and are truly happy, but most never find release.

— Repain Willpower when you raise the spirits of those
around you through the device of humaor, especially when you
CSCAPE YOUT OWD Pain in the process.

T
Judge

As a facilitator, mederator, arbitrator, conciliator and
peacemaker, you always seek ro make things better. You pride
yourself on your rationality, your insight and your abilicy ro
deduce a reasonable explanation when given the facts. You
struggle to promaote rruch, bur you understand how difficult it
can be to ascertain. You respect justice, for that is the way
through which truth can reign.

In your view, peaple are resources, albeir ones that are diffi-
cult to manage and employ. You hate dissension and arguments,
and shy away from dogmatism, Sometimes Judges make good lead-
ers, though a lack of vision can sometimes cause them to main-
tain the status quo instead of searching for a better system.

— Regain Willpower when you are able to separate the
truth from a web of lies, or when you convinee disputing indi-
viduals to agree with your judgments.

Loner

You are always alone, even in the midst of a crowd. You
are the wanderer, hunter and lone wolf, Though others might
think of you as lonely, forsaken, isolated or remote, in truth

you prefer your own company to that of others. There are many
different reasons why this might be so: you don't understand
people, you understand people oo well, people dislike you,
people like you too much, or you are simply lost in your own
thoughts. Your reasons are your own.

— When you manage o accomplish some sipnificant task
on your own, without the aid of others, yer which still aids the
group in some way, you regain Willpower based on the signifi-
cance of the achievement.

Martyr

All possess the martyr instiner, bur few acr upon ir. Even
fewer live the life of a Martyr. You, however, are such a one.
Your desire for self-sacrifice stems from a low self-esteem, a
feeling of a lack of conrral, ar a profoundly developed sense of
love. You are able to endure long-lasting and severe suffering
because of your beliefs and ideals.

Ar worst, a Martyr expecrs sympathy and attention be-
cause of his suffering, and may even feign or exaggerare pain
ar deprivation. At best, a Martyr willingly suffers injury or even
death rather than renounce his religion, beliefs, principles,
cause or friends.

— Repain Willpower when you sacrifice yourself in a real
and immediate way for your heliefs or another individual.

Rehel

You are a malcontent, iconoclast and free-thinking recal-
citrant. You are so independent-minded and free-willed that
you are unwilling to join any particular cause or movement.
You are just yourself and only desire the freedom ro be your-
self. You do not make a good follower and aren't usually a very
good leader either (unless your followers are willing to go wher-
ever you lead). Your insubardinarion against authority occa-
sionally reaches the point of stupidity.

— Repain Willpower whenever your rebellion against the
status quo turns out to be for the best.,

Survivor

Mo matter what, you always manage ro survive. You can
endure, pull through, recover from, outlast and outlive nearly
any circumstance. When the going gets tough, you get going,
You never say die, and never give up — never. Morhing anpers
you so much as a person who doesn’t struggle to make things
herrer, or who surrenders to the nameless forces of the uni-
VErse,

— Regain Willpower whenever you survive a difficulr siru-
arion through your own cunning and perseverance,
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[raditionalis
raditionalis

You are an orthodox and conservative individual. What
was good enough for you when you were alive is good enough
for you now. You resist change of any sort. You especially op-
pose change for the sake of change — whar point is there in
that? You may be seen by some as a miser, a reactionary or
simply an old fogy. You always strive to preserve the status quo.

— Regain Willpower whenever you are able ro prorect
the status quo and prevent change.

Visiona
sionary

Very few are brave or strong or imaginative enough to look
beyond rhe suffocating embrace of society and mundane
thought in search of something more. Sociery treats such people
with both respect and conrempr, for the Visionary perverts as
well as puides sociery.

You may be a spiritualist, shaman, New Ager, mystic, phi-
losophier or inventor, bur wharever you are, you are always look-
ing for somerhing more. You see beyond the bounds of con-
ventional imagination and create new paossibilities. Though
you might have your head in rthe clouds and are often of an
impracrical benr, you are filled with new ideas and percep-
rions.

— Regain Willpower whenever you are able to convince
others to believe in your dreams and follow the course of ac-
rion outlined by your vision of the future.

Atributes

raiths are no longer real, ar least as we understand the term.
Every wraith has a Corpus and sentience, which are the mani-
festations of their presence in anather form of reality. Attributes
now serve as deseriprors of their continued state of existence.

Acrrribures are based on sell-concept, on how rhe charac-
ter sees himsell. A wraith's body and general capabilities are
based on habit and expectation, and are as firm and unchang-
ing as real-world Attributes.

For each Attribute and Ability Trair
rated 4 or higher, a player can select a spe-
cialty. A specialty is a particular subcat-
egory that a character is capable of perform-
ing with additional proficiency — a characrer may be able o
drive very well, but may be particularly adept at off-road ma-
neuvers.

A specialty allows the player ro reroll 10s scored on ac-
tions directly involving the specialty. The player gets to keep

I Wrath: The Oblivien
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the success indicated by the 10, and may subsequently try again

for anorher success, rolling another die for each 10 obrained.

Physical Attibutes

Physical Attributes determine the raw external power of
the wraith as manifested in the wrairh's acrions. They are the
casiest to define and thus the easiest to comprehend.

Strength

This Atrribute defines a wraith's raw might. [t represents
not ﬂﬂ]‘j physicn] strEl‘Lmh. but also foree and CAPACITY [0 CALSE
damage. It is used to determine the base number of damage
dice rolled in any arrack,

Srrength is used when a wraith attempts to lift, carry, push,
heave or break something. Strengrh is also used when attempt-
ing to make any sort of jump or leap,

Specialrties: Strong Grip, Massive, Husky, Able-Bodied,
Hearty, Powerful, Wiry, Larze

. Poar

e Average
e Good

ssee  [Evceprional

teane Ulltstund{ng

Dexterity

This Arrribute defines a wraith's capacity to perform com-
plex activities. It represents physical speed, grace, precision
and the ability to perform intricare or subtle actions. Dexter-
ity defines the wraith's control of her Corpus.

Specialties: Smooth-Motioned, Lithe, Steady, Defr, Grace-
ful, Nimble, Athleric, Carlike Reflexes, Swift, Sure-Footed,
Fleer-Foored, Light Touch

. Poor: You are butterfingered, so don't use a chainsaw,

ss Average: You can chew gum and walk at the same
rime.

e Good: You have excellent raw arhleric patential.

[ XX R ]

Exceprional: You can juggle five knives,
seeee Ourstanding: You can juggle five knives while

blindfolded.

Stamina

The Stamina Attribute defines the wraith's sreadfastness.
It represents not only physical endurance, but also determina-
tion, ruggedness, concentration and desire to win. It reflects a
wraith'’s understanding of her limitations.

Specialties: Tireless, Enduring, Tough, Determined, Ag-
pressive, Tenacious, Stalwart, Durable, Forcelul, Dedicated
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Poor: You are frail in constitution and appear weak.
v healrhy.

d shape, the resule
. Your spirit is vigorous.

You seem to be modera

-.:1:|_~ptil_u‘|;1|: You could run a marathon.

You could survive in the heartof a

confidence. They define how the wraith perceives hers
af her surroundings and how she fits into the scheme of thing
Social Traits are vital in determining first impressions, lead-
ership ability and the nature of a wraiths interactions with
Combined with Physical Attributes, they define the

5 presence.

to convince others to put their faith in him. In many wa
is analogous to Strength and is used in any arcempt ro influ-
Smooth, Eloguent, Outgoing, Captivating,
snial, Well-Mannered, Urbane, Sophisti-
cated, Rustic, Gracious
. Poor: Others
e Average: You are likable.

woid being around you.

see Good: People trust and confide in you.

sees  Exceptional: Something draws people to you.

sesss (Oyrsranding: You could lead a narion.

Manipulation

This Trair defines
JLIST l-l'i',.:l

Manipulation repre-
In many ways

wraith’s cunning.

you were trying to do (you botch, for instance), she may well be

Chapter Six: Traits i
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anpered. People are manipulated all the time and usually ignore
it. However, if the fact is brought to their attention, it can be very
disturbing. Manipulation can net grear results, bur ir is risky 1o
perform openly. Characrers with high Manipulation ratings are
] not averly trusted by those who know them best.

Specialties: Glib, Expressive, Cunning, Persuasive,
Smaooth, Silver-Tongued, Bravado, Ingratiating, Eloquent, Blar-
niey, Double-Talker, Sophist, Witty

. Poor: You express yourself in as few words as possible.
.o Average: Others might believe you.

see  (Good: You'd make a good lawyer.
ssss  LExceptional: You should run for office.
seeee (Oursranding: You could sell ice to an Eskimo.

Appearance

A wraith’s Appearance Trair, unlike that of mortals, is based
upon her sense of self-worth. The wraith's Appearance reflects
her satisfaction in being herself and how she wants others to see
her. A high Appearance Trair does not necessarily indicate beauty,
burt attractiveness (the two are not always the same).

Appearance is vital in any social situation where words
are not exchanged. It is more important than you might think
ofthand; your impressions of another are heavily affecred by
that person's looks, no matter how open-minded you are.

Appearance is often used by the Staryteller to judge roughly
how orhers react to you upon a first meeting, Thus, it can affect all
other Social rolls you make involving that person (in some cases,
your rating derermines rthe maximum number of successes from a
Social action that can actually be applicd, making it impossible
for an ugly person to achieve anything beyond minimal success).

Specialties: Bold Demeanor, Alluring, Captivating, Sexy,
§ Luminous, Honest Face, Imposing, Dignified, Pleasing, Hand-
some, Beautiful, Gorgeous

* Paor: You rend to ateract the hostility of others.

aa Average: You are casily ignored, for you fit in so

well with the crowd.

toe Good: You have a pleasing appearance, and

people treat you well.

ssse  Exceptional: You are good-locking enough to be a

maoxdel and are given respect and attention because of it.

seene Oyistanding: Others’ first reaction to you is either

: : A 3 Hl i
awe, intense jealousy or complete solicitude.
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The Mental Attributes represent a wraith's total mental % s

capacity, including such things as memory, perception and the
ability to learn and think. They represent the wraith’s actual ] _
sentience and senses of internal and external understanding. el ?F “
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Ferceptmn

This Trait defines a wraith’s awareness of realiry. It repre-
sents insight into others, sensitivity to one’s surroundings and
intuition. In some ways, Perception represents wisdom in that
those with low Perceprion ratings isolate themselves from rheir
environment and are thus incapable of growth. It is used when-
ever a wraith attempts to detect something.

While Perceprion is sometimes used consciously, such as
when you search for something, it more often works intuitively
— you simply notice something. At base, Perception is a sen-
sitivity to the world, an open-eyed quality common among
children (for whom the world is 2 boundless and mysterious
place) and seldom present among the most jaded.

Perception is used ro see if you have the insight to under-
stand or be aware of a certain facr or concept. It can help indi-
cate your degree of alertness to ambushes, rhe subtext of a
Hierarch's speech, or the subtleties of color in a painting. All
wraiths are extremely sensitive to their surroundings, but only
Perceprive wraiths are alert and insightful enough to realize
what is happening around them.

Specialties: Insightful, Arrentive, Patient, Probing, Keen-
Eyed, Intuitive, Visionary, Astute, Apprehensive

. Poor: You are blind to anything but the obvious.

L Average: You are unaware of the subtle interac-
tions that occur around you.

Good: You are aware of moods and rexrures.
Exceptional: You are constantly alert to the nu-
ances of life.

sseee Oursranding: You can find a needle in a haysrack.

ntellgence

The Inrelligence Trait defines a wraith's understanding of
reality. It represents the ahility to perform complex, cerebral
acrivities. Intelligence is used whenever analytical tasks are
performed.

Intelligence represents both your memory and your abil-
ity to learn and think. It is important when using Abilities
that require complex thought processes. Some peaple describe
Intelligence as a person's quickness of mind or judgmenr, bur
it is more than that — it is the facility for understanding and
the capaciry for reasoning and evaluarion. Intelligence rates
an individual’s depth and flexibility of thought.

Specialties: Discerning, Crearive, Knowledgeable, Prag-
matic, Asture, Brilliant, Bookworm, Clear Thinker

. Poar: 10 80

e Average: 1Q 100
L Good: [€) 120
sess  [Exceprional: 1O 140

ssses Ouistanding 10 160+

W1is

The Wits Arrribure describes a wraith's ability to react quickly
and correctly to new situations, as well as her overall sharpness of
mind and cleverness. In the simplest of terms, it measures how
quickly (as opposed to correctly) a wraith thinks. A more com-
plex view incorporates Wits as a shrewdness, sagacity and capac-
ity for understanding problems in the most basic terms.

Those with low Wits are occasionally unable to take appro-
priare actions because of surprise (like a deer caught in the glare
of headlights). A low Wits can indicate thar you are more easily
tricked and fooled than most people, for you are a gullible and
unsaphisticated student of human (and wraith) nature. If you have
high Wits, you are able to react quickly to new siruarions and are
seldom caught off guard by sudden changes in events. Wharever
else happens, you are able to keep your Wits about you.

Specialries: Clever, Shrewd, Sharp, Pracrical, Wily, Level-
Headed, Creative

. Poor: You send money to relevangelists,

. Awverage: You know when to ber or fold in poker.

sss  Good: You are capable of handling L.A. rush
hours (without shooting anyone).

ssss  FExceprional: You could be a stand-up comic.

sesss Qurstanding: You have a supercomputer for a
brain — it's fast.

Abilities

Talents

alents are untrained and intuitive Abilities. Talents can al-
most never be studied or learned via training (though a few,
like Brawl, are exceptions), but can be leamned through direct
experience — usually during a story. If your characrer rakes an
action using a Talent he does not possess, there is no effect on
your roll. A number of dice equal to the base Attribute is rolled.
Talents are such natural and intuitive Abiliries rthar it is as-
sumed everyone has some small capacity for each one.

Alertness

Owver the years, you have become prac-
ticed in noticing all that happens around
you, even if you are not actively concen-
trating upon the surroundings. You are a
capable bodyguard, for you have learned how to stay alert over
a long period of time. Alertness simply indicares your aware-
ness of the world around you. It describes how much arrention
you pay to things other than the rumblings in your ectoplasm
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or the doubts in your mind. Alertness u.*-]m-.:s to the physical
world.

A wraith can hyperattenuare her senses at will. Sometimes
using Heightened Senses to sense things in the physical world
requires a roll of Perception + Alertness.

. Movice: You tend o be alert to changes, moreso
than maosr.

LL Practiced: You are watchful and very attentive
to your surroundings.

sses  Comperent: You are highly vigilant.

*#eee  Expert: You are a truly cautious individual and
rarely let down your guard.

sesee

Master: You notice everything thar goes on
around you.

Possessed by: Watchmen, Hunters, Bodyguards, Report-
ers, Burglars

Specialties: Bodyguarding, Traps, Ambushes, Forests,
Crowds, Moises, Paranoia, Spectres

Athletics

This Ability describes your general athletic prowess and
assumes a familiarity with most sports. 1t is used to see if you
can jump across a chasm, swim through a storm, throw a foot-
ball, vault a fence or climb a tree.

Athletics concerns complex motor actions. Physical ac-
tions requiring only one type of motor action, such as lifting,
do not use the Athletics rating, nor do athletic actions already
subsumed by another Abiliry.

. Movice: Little Leaguer
o Practiced: High school jock
LR

Competent: College Varsity player
ssee  Expere: Professional athlete

seens Masrer: Olympic gold medalise

Possessed by: Professional Achletes, Enthusiasts, Dancers,
Jocks, Kids

Specialties: Mountain Climbing, Acrobarics, Dancing,
specific sports

Awareness

This Talent represents a characrer’s ability to detect things
that are not of the physical world. All wraiths have the ability
to sense the presence of death (using Diea thsight) and the pres-
ence of supernatural creatures (using Heightened Senses). Sens-
ing things that are nor of the physical world often requires a
roll of Perception + Awareness.

. Movice: You see strange things out of the cormer

of your eye.

.o Practiced: Odd things are revealed ro you.
Competent: All things have a deathly aura that
you can easily identify.

Wit The Oblivion
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L ]:'xp-.:rt.' You could find a lucky four-leaf clover in

seconds.

*#eeees Master: You see the bizarre everywhere.

Possessed by: Paranormal Investigarors, Gypsies, Psychics

Specialties: Animals, Magic, Supernatural Crearures

Brawl

You know how ro fight bare-handed. This Ability includes
such maneuvers as punching, kicking, prappling, throttling,
throwing and gouging. Brawling can ger quite ruthless, hul
generally is a nonlerhal form of combat.

. Novice: You know what to do, but you haven't
had much experience.

LR Pracriced: You know where to hit people and
make it hurt.

=++  Competent: You can choose your barstool.

sese  Expere: You are a black belt martial artist.

dRaEd

Master: You could be a Golden Gloves boxing
champion.

Possessed by: Martial Artists, Soldiers, Thugs, Police Of-
ficers, Bouncers

Specialties: Armlocks, Boxing, Wrestling, Karate, Judo,
Tai Chi, Grappling, Throws, Showing Off

Dodge

The maost effective way to win a fight is not to be struck.
Becoming proficient in the Dodge Talent is a very wise choice.
Your rating in this area describes your ability ro avoid both
melee and missile attacks; this includes diving for cover and
ducking punches.

. Movice: You hit the ground if someone screams,
"Duck!™
’e Practiced: You have no problem finding cover in

a firefight.

Comperent: You're always the last one out in
dodge ball.

Expert: A lucky shot may land once in a blue moon.
sesss Master: You can nearly sidestep gunshots.

Possessed by: Criminals, Street Fighters, Milirary Person-
nel, Bouncers, Boxers

Specialties: Leap, Sidestep, Duck, Cover, Dive

Empathy

You understand and can sympathize with the emotions of
others, and are thus able to respond to them appropriately. Often
you can discern the motives behind a person’s actions simply by
listening to him. You can also derect when you are being told lics.

All wraiths have the ability to sense basic emotions.

Lifesight usually requires a roll of Perceprion + Empathy.




. MNovice: People tell vou their problems ar parties.

e Pracriced: Occasionally you get sympathetic pains
from feelings without being attuned to them.

e s Competent: You have an amazing insight into
rthe motivations of others.

sees  [Expert: No lies ever ger past your scrutiny.

ssess Master: You often finish other people’s senrences.

Possessed by: Acrors, Mediums, Above-Average Salesmen,

Pick-Up Artists
Specialties: Emotions, Truths, Personalities, Backgrounds

Bxpression

The Expression Ability represents your abiliry o ger your
point across through speaking or writing, whether you're writ-
ing a book or debaring social issues. Characters with high Ex-
pression are unforgettable, but only in their ability ro convey
their feelings; intellipent or meaninglul expression is the pur-
view of other Trairs. Expression at its highest form can be art.

. Novice: Tabloid reporrer

. Pracriced: College debate team caprain

sase Competent: Successful comedian

sess  Expert: Best-selling novelist

sewee Masrer: Shakespeare

Possessed by: Orarors, Politicians, Novelists, Actors,
Demagogues, Protesters

Specialries: Poetry, Impromptu, Radical, Innuendo, Meetings

The art of intimidation takes many forms, ranging from a
subtle suggestion to cutright physical damage. Each method of

intimidation has its rime and place. People with high Intimi-
dation ratings seem to radiate auras of authoriry.

. MNovice: Six-year-olds give you the right of way.
s [Mracticed: You win an occasional staredown.
eos Competent: Your gaze is very unsertling.

seee  Eypert: Youwould be anabove-average drill sergeant.
sssns Masrer: You can make vicious animals turn tail
and run.
Possessed by: Businesspeople, Bouncers, Military Person-
nel, Mobsters
Specialties: Veiled Threars, Political, Milirary, Social,
Owerr Violence

Streetwise

The streets (whether of the Skinlands or the Necropoli)
are a major source of information and money, as well as big-
time trouble. The Streetwise Talent has a variery of uses, First
and foremost, Strectwise allows you to blend in with the local
scene without drawing arrention to yoursell, Gossip, felony,
theft and street slang are also imparted through this Talent,
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. Novice: You know wha sells drugs.
.o Pracriced: You are considered cool by the populace.
i Competent: Member of a prominent gang
Expert: You have spent most of your life on the streets.
seeee Master: If you don't know it, it hasn't been said.
Possessed by: Gang Members, Winos, Reporters, Home-
less Peaple, Detectives
Specialries: Picking Pockets, Drugs, Fencing, Slang Terms

Subterfuge

You know how ro conceal your own motives; moreover,
you know how to decipher the motives of others and how to
use those motives against them. The secrets and intrigues of
others interest you, and you work at understanding their weak-
nesses. A command of this skill makes you rhe uldmate con-
versationalist, or the ultimare spy.

. Movice: A few white lies never hurt anyone.
.o Practiced: You can pick someone up in a nigheclub.
*+s  Competent: You could be a criminal lawyer.

¢ese  Experr: Amway salesmen have nothing on you.

seeses Master: Perry Mason wishes he had it so good.

Possessed by: Lawyers, Con Men, Casanovas, Politicians
Specialties: Finding Weaknesses, Seduction, Little White Lies

Other Talents

Search, Guile, Intrigue, Instruction

Skills

Skills are Abilities that are learned through apprentice-
ships or rigorous training. If you try to perform a feat involving
a Skill but have no rating in it, the difficulty increases by one.
You are simply untrained in the techniques of thar Skill and
thus have a harder time accomplishing the task than someone
who has at least some idea of whar he is doing.

Crafts

This Skill imparts knowledge of master artisan techniques
— woodworking, leatherwork, glassblowing, gem cutting, etc. You
can make functional objects from various subsrances; the quality
of these objects depends on the number of successes you rall.

» Movice: High-school shop class
o Practiced: Apartment handyman
sss  Competent: Professional work
seee  Experr: Specialist

sssee Masrer: Master artisan

Possessed by Theater Technicians, Handymen, Girl Scouts, Artificers

Specialties: Cooking, Carpentry, Blacksmithing,
Leatherworking, Jewelry, Sewing, Origami, Stonemasonry

I Wrailh: The Oblvion
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Drive

You can drive a car and perhaps other vehicles as well.
Simply because you have a Drive Skill does not mean that you
are familiar with all land vehicles. Your difficulty may be raised
or lowered depending on your general experience with a par-
ticular automobile.

. Movice: You can drive an automatic automobile.

L1 Practiced: You can operate a manual/shift trans-
mission.

L X}

Competent: Commercial trucker (except around
Sronegare Industrial Boulevard)

Expert: Formula One car driver

seses Master: L.A. rraffic is a cakewalk to you.
Possessed by: Truckers, Race Car Drivers, Stunt Dirivers
Specialties: Curves, lce, Sudden Storms, Stick Shifts

Etiquette

You understand the small nuances of social life and are
able to conduct yourself in a manner thar is both unobtrusive
and gracious. You understand how to make your way through
human and wraith society. Your specialry is the culture with
which you are most familiar. You use Eriquette during actions
such as dancing, seduction and haggling. Etiquette is also used
when engaging in diplomacy.

. Movice: You know when to shut up.

L Pracriced: You know not to wear paisley ar a
black-tie dinner.

Competent: You know which spoon is used to
eat soup.

Expert: You can get along with just abour anybody.
sesss Master: You could prevent World War 111
Possessed by: Diplomars, Idle Rich, Exccutives
Specialties: Business, High Society, Street Culture

Firearms

Skill in Firearms means that you have a broad knowledge
of all guns, from a simple .22 ro an Ingram Mac-10 machine
gun. Firearms Skill does not include the ability to operate heavy
machinery such as tank guns and other artillery weapons. How-
ever, the Firearms Skill does include the ability to repair them.

LR R ]

. Movice: You've had one or two lessons at the pun
store,

L Practiced: You do all right ar a firing range.

LE X ]

Comperent: You can pull off a few gun tricks.
Expert: You're cool and steady, even under pressure.
=se=s Master: “Do you feel lucky? Well, do ya, punk?”

Possessed by: Gang Members, Police, Criminals, Soldiers,
Hunrers

Specialties: Rifles, Handguns, Pistols, Machine Guns, Sprays




Leadership Meditation

You can get people to follow your lead and obey your or- Meditation is the Skill of calming rhe emorions, contral-
ders by exerting authority and by example. Leadership isn'tso  ling the mind, and relaxing the physical body. Meditation is
much knowing the techniques of getting people to follow you  usually performed while seated ina special pusition, like the
as it is being the type of person peaple will follow. Leadership  lotus position, but with pracrice, it can be performed in a vari-

is often used in conjunction with Charisma. ery of situarions or positions.
o Movice: You could coach a Little League ream. Meditation can be used to isolate the mind from distrac- §
e Practiced: Your voice is a dominant one; you can  tions, allowing a character ro focus on marters of importance. §
demand silence. Mediration can also be used to catch up on lost Slumber, a
ses Competent: You are an effective leader in rimes SI_:a_iminn + Meditation roll {difficulty 8) determines how many §
of strife. elfective hours of Slumber are gained per hour of medirarion. §
seee  Expert: You arrract followers without really trying. = Navice: You can sit in one spot for awhile with :

seeee Master: You are a Napoleon, a Charon — or a out fidgeting, i
Hitler... s Practiced: You can sit and atrain a peaceful stare of mind.
Possessed by: Politicians, Military Officers, Gang Lead- *e+  Competent: You can relax in any position.

ers, Executives, Police Officers sase  [Eypert: People have to go out of their way o
Specialtivs: Commands, Oration, Compelling, Friendly, break your concentration.

Maoble, Military seoes Masrer: You could stand on your head in gunfire
and approach inner calm,

Possessed by: Martial Artists, Monks, Athletes, Psychologises

Specialries: Relaxarion, Focusing, Memary, Zen, Centering
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The ability ro fighr with a weapon is a valuable skill in
the Gathie-Tunk environment. Proficiency in this Skill allows
you o use hand-held weapons. Knives, sai, saps, ronfa and
swords are examples of the types of weapons covered by the
Melee Skill. This Skill is almost archaic in mortal sociery nowsa-
days because of the prevalence of firearms, bur keep in mind
that the same is nor always true in Stygia and the Far Realms. ..

. MNowice: You've taken a six-week course in fencing,
.. Practiced: You have military rraining.
toe Comperent: You draw byes in kendo tournaments.

sees  [xpert: Any weapon is deadly in vour grasp.

seese Master: Bruce Lee with a pair of nunchuka

Possessed h'g.': Police, Fencers, Kendo Ent llur‘-i;ulh,‘-['hl.:lj_;n,
Ciang Members

Specialtics: Swords, Axes, Rapiers, Knives, Clubs, Disarm,
Ballestra, Florenrine

Performance

Yo are able o perform artistic actions, such as singing, gui-
tar playing and acting. You know the minutiae of what to do and
how to do it Your specialty is the type of performance an which
you concentrate, more than likely the fisst type of artistic expres-

sion you ever pursued. Writing and speaking are not covered by
Perfomance; they rely on the Expression Ahiliry.

. Movice: You can play bass in a garage band or act
in a college play.

L Practiced: You can eke our a living an the club circuir.

tee Comperent: You can get a movie or record deal.

sees  Expert: You regularly make the pages of People.
seeee Masier Yourwork will be emembered throush the apes.
Possessed by: Acrors, Musicians, Karaoke Regulars, Mimes

Specialties: Hardeore, Villains, Guitar Solos, While Drunk

Repair

You are able to repair simple or complex devices of all
sorts. Such devices include doors, cars and even compurers.
Mastery of this Skill means thar you are a jack-of-all-trades.
This Skill cavers everything from simple carpentry to mechan-
ics, OFf course, proper wols are always needed.

. Movice: You can assemble ready-made kits.
ve Practiced: You could wire a house.
EE

Competent: You save quite a few dollars in me-
chanics' fees.
ssss  Eyperr: You are able to repair personal comput-

ers within minutes.




sesee Naster: If it's broken, you can fix it.

Possessed by: Handymen, Carpenters, Elecrricians, Me-
chanics, Hushands

Specialties: Wood, Computers, Electronics, Engines, Au-
temobiles, Electricity

Stealth

Stealth is the ability to sneak abour or hide wirhour being
seen or heard: it is often rolled against another characrer's Per-

ception.
. MNovice: You can hide in the dark.
e Practiced: You can hide in the shadows.
"ee Comperent: You are an accomplished hunter.
LN N ]

Expert: You can walk silently aver rwo inches of
dry leaves.

sssss fasrer: Minja clan leader

Possessed by: Criminals, Spies, Reporrers

Specialties: Prowl, Hide, Lurk, Shadows, Crowds, Crawling

Other Skills

Piloting, Cooking, Boating, Archery, Disguise

Knowledges

Knowledges include all the Abilities that require rigorous appli-
cation of the mind, not the bady. Accordingly, Mental Traits arc used
tomadify Knowledie rolls. Though the ratings discuss Knowledges in
terms of college deprees, school is not the only way to gain Knowledges

it is simply the most commaon. These are scholastic abilities for the
mwost part, but self-study or tutoring is also possible.

If you do not have a Knowledge, you cannot even attempt
aroll invelving ir. There are exceprions, however, such as when
the Storyteller rules that the roll perrains to rrivial informa-
rion thar anyone has a chance of knowing.

Bureaucracy

This Knowledge includes the ability to make your way
through the polirical system, in the Shadowlands or in Stygia.
The Enowledge also includes che ahility ro run a bureaucracy,
which of course presupposes at least a rudimentary sense of
organization. In fact, this Knowledge can be seen as the chief
organizational ability in the game.

. Student: You have good organizational ability.

"e College: You understand power structures and can

intuitively sense whao is in conrral.

e Muasters: You can perform stalling ractics indefinirely.

sses  Docrorare: You can perform supervisory admin-
istrative duties.

ssees Scholar You could obtain a meeting with the

Presidenr of the United States,

You understand how to operate and program compurers.
You may also be able ro design your own system. If you wish to
break into a computer system, you need this Knowledge.

. Srudent: You can boot up a video game.
s College: You made ar least a B in Data Processing 101.
LE N ]

Masters: You are a competent programmer and

can design your own software,

sese  [Jgcrorare: You make a living scamming Ma Bell.

sssss Scholar: You're on the verge of creating Ar-
tificial Intelligence.

Passessed by: Programmers, Data Processors, Gamers,

MUSH Coders, Students, Hackers

Specialties: Hacking, Virus Programs, Retrieving Dara

Enigmas

Puzzles and problems occupy your imagination — in facr, you
may even enjoy heing perplexed. Solving riddles of all sorts is a pas-
sion, arwd this interest has given you a knack for plecing together and
remembering information vital to many kinds of problem-solving.

The Enigmas Knowledpe assists players in solving the mys-
teries created by the Storyreller. [t is essenrial for divining seeret
pathways to lost realns, answering the riddles of mysrical puard-
jans, or riddling for one’s soul against a malevolent Malfean.

. Student: You can pur together a 100-piece jig-

saw puzzle.

= College: You can guess the outcome of a mystery
novel,
see  Masters: You can do Rubik's Cube in an hour.

sese  [ocrorate: You'd have whipped Gollum withour
hobbir trickery.

ssees Scholar You understand the deepest mysteries,

Possessed by: Crossword Puzzle Devotees, Zen Enthusiasts,
Game Players, Mystics

Specialties: Ancient, Riddles, Visual, Verbal

Investigation

You are trained to notice all sorts of derails rhar others
might miss. High levels of this Knowledge allow you to func-
tion as a detective. This Knowledpe provides an ability to find
clues, perform forensic analysis and predicr crime patrerns.

. Student: Amateur detective

L] College: Police officer

LL Masters: Privare detecrive

swes  Docrorace: FBL ClA, KGB, M5, Interpol agents
sssss Schalar: Sherlock Holmes

Possessed by: Detectives, Insurance Investigators, Report-
ers, FBI Apents, Intellipence Agents
Specialties: Search, Prowl, Tail, Detective Work
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ever want to ger our of jail, this Ability is essencial.
L Student: Practical knowledge, police officer

L College: Prelaw, beginning lawyer
**e+  Masrers: Lawyer, full partner
sese

Doctorate: Judge
swees Scholar: Supreme Court Justice, Dearh Lord
Possessed by: Police, Lawyers, Judges, Derectives, Crimi-
nals, Legislarors, Hierarchy Advocares

Specialties: Courts, Contract, Litigation, Criminal, Po-
lice Procedure, Hierarchy

inguitis

It is assumed that you can speak your natural language,
but you must purchase any other languages that you wish your
characrer to speak. Each level of Linguistics allows your char-
acter to speak another language fluently. Linguistics also gives
a character an understanding of the strucrure of language, which
is in turn the basis of thought. With this Ability, you can iden-
tify accents or read lips.

. Student: One additional language

.. College: Two additional languages
Masters: Three additional languages
Docrorate: Four addirional languages
eeeee Scholar: Five additional languages
Possessed by: Travelers, Scholars, Diplomats, Interpreters
Specialties: Curse Words, Technical, Diplomaric, Political

! Medicine

Medicine is the study of the human body and the tech-
niques used ro cure its ills. While a wraith's body is different,
an understanding of mortal health and biology can often be of
§ use in dealing with the Quick. The Medicine Knowledge in-
dA cludes the knowledge of the structure and functions of the bady,
the use of medicine, and the diagnosis and treatment of dis-
ease.

. Student: You know the basics of setting bones or
preventing a stroke,

L College: You have paramedic-quality training.

e Masrers: You are a doctor and can diagnose and
treat diseases.

LR R N

Doctarare: You can perform surgery.
seess Scholar: You are a specialist of great renown.
Possessed by: Paramedies, Docrors, Murses,

Specialties: Pharmacy, Paramedics, Emerpency Care, Dis-
ease, Meurosurgery

R Weaitk: The Obliion
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The law is not a thing to trifle with, and those with know]-
edge of the law are well able to use it to their advanrage. If you

You are knowledgeable in all arcas of the occult. This un-
derstanding of the more sinister side of the world includes
knowledge of curses, voodoo, magic and mysticism.

. Srudenr: You've dabbled, bur aren't in the know,

LL College: You're starting to know what's going an.

sas Masters: There are more than ghosts our there,
and you know a lot abour the other residents of
the World of Darkness.

****  Doctorate: You can separate truth from fancy.

LR RN ]

Scholar: You have been fully initiated in many
of the great mysteries,

Possessed by: Weirdoes, New Agers, Occulrists, Scholars,
the curious

Specialties: Ghosts, Magick, Psychic Abilities

Politics

This Knowledge provides a familiarity with the political
structures of the day, including an understanding of wha is in
charge and how that person got there. It represents an under-
standing of hoth human and wraith politics. This can be an
essential Ability when arrempring to deal with mortal authori-
ties in any way.

* Stlld-e‘nt: Prﬂl{:}it{:r ar Cﬂﬁual OEFSEI'UC[

.e College: Campaign worker or political science
major

LE 3 ]

Masters: Campaign manager or speech writer
Doctorate: Politician

ssese Scholar: Machiavelli

Possessed by: Lobbyists, Politicians, Lawyers, Protesters

Specialties: Neighborhood, Ciry, Congress, Elections,
Oration, Radical

Science

You have at least a basic understanding of physics, chemistry,
botany, biology, geology, astronomy and other sciences. Your
Knowledge deals with the useful applicarions of science. Higher
levels almost invariably involve specialization in a particular field.

. Studenr: You can make smoke bombs with a

chemistry set.

LE R L

s College: You understand the major theories and
applications,

s*e  Masters: You could reach high-school science.

LA RN

Doctorate: You might win a Nobel Prize someday.
ssess Scholar: Albert Einstein
Possessed by: Engineers, Researchers, Inventors, Techni-
cians, Pilots

Specialties: Biology, Physics, Chemistry, Astronomy, Rela-
tivity, Nuclear Physics
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Psychology, Bureaucracy, Finance, Art, Philosophy, The-
ater, Journalism, Military Science, Genealogy, Geography,
History, Theology, specific area of knowledge/trivia

Backgrounds

To last an eternity requires an eternity of preparation. Only
excellence counts; omly achievement endures.
— Baltasar Gracian, The Art of Worldly Wisdom
Background Traits provide a character with special advan-
tages and reflect a wraith's social starus and position in society.
The player must develop reasons why her characrer possesses a
certain Background. Where did you meet that person? How
did you come into passession of that relic? What did you do to
pain your position with the Heretics?
A Storyreller may call for a Background to be rolled with
. an Attribute, such as Charisma + Status to determine if the
Centurion obeys your orders, or Intelligence + Memaoriam to
recognize that mysterious woman who visits your grave every
other Wednesday.
Backgrounds do not increase through experience points.
A wraith may pain and lose Backgrounds as the resulr of a
story. For example, if you lose your artifact in the Tempest, itis
lost. If people stop remembering you, your Memoriam score
decreases. Some Backgrounds may not be appropriate to your
chronicle; ask your Sroryreller.

lles

Allies are wraiths who aid you but are not members of
your Circle, Allies are generally friendly with you, although
some may only be your Allies because they owe you favors.
Having an Ally (as opposed to having a Contact, below) means
that you can call upon thar wraich for aid; you should, how-
ever, be aware that your Ally will sometimes ask for your help
as well. One does not boss one’s Allies around: they are equals
and friends, and must be treated as such.

As the chronicle progresses, Allies who began as weak
characters may die or increase in power. You should take the
time to describe your Allies carefully: they can be the source
of many story ideas.

. A single Ally of moderate power

. Two Allies, borh of them of moderate power

ses  Three Allies, one of them quite influential

sess  Four Allies, one of them very influential
sssss [ive Allies, one of them extremely influential

Aifact

Everything that is ever lost eventually ends up somewhere in
the Underworld, The Hierarchy sends scours throughout the
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Underworld looking for long-lost arrifacts of yore; many of them
return with fascinaring rreasures. Additionally, the Grand High
Artificer and his elite band of artisans have discovered means of
imbuing powers into the very marerial of the Underworld.

The most common form of artifact is one that magnifies an
Arcanos of one or more kinds. A few arifacts are magical simply
in the sense that they actually operare like they did in life without
using Pathos to fuel them: a remote control that changes a TV
channel, a garage door opener that opens garage doors, a hand-
gun that shoots bullets withour needing ro be reloaded.

See Artifacts in the Appendix.

. One level of Artifact
Ll Two levels of Artifaces
s Three levels of Artifacts

sses  Four levels of Artifacts

seses Five levels of Artifaces

Contacts

Even as a wraith, you know people from many walks of
lite (or death); together, these disparate persons form a ner-
work of information and help that may prove useful.

The player must decide where his Contacts lie: in the liv-
ing world or in the Shadowlands. This determines whether his
Contacts score applies to wraiths or to the Quick. Players who
want Contacts in both the living world and the Shadowlands
should purchase this Background twice.

Major Conracrs are not only beings you can manipulate or
bribe to get information, but friends whom you trust implicitly to
provide you with accurate information (in their areas of exper-
tise). You should describe your Major Contacts as complere char-
acters, either as the chronicle progresses or beforehand.

You also have a number of Minor Contacts spread through
the arca. When you wish to get in touch with a Minor Con-
tact, make a roll using your Contacts rating (difficuley 7). Fach
success means you have successfully located one of your Minar
Centacts; of course, you may need to bribe or even inrimidare
him inro giving you what is needed.

. One Major Conract
"o Two Major Contacts
tea Three Major Contacts

seses  Four Major Conracrs

sss++ Five Major Contacts

Fidolon

Your Eidolon represents your higher self. This Background
measures how spiritual you are (note that “spiritual” does not
necessarily mean “good”). Just as your Shadow tempts you
toward Oblivion, your Eidolon gives you the resolve to fight
the Shadow. Unlike your Shadow, your Eidolon does not com-
municate with you; it merely provides you with an additional
bit of resolve apainst the Shadow.

i Wraih: The oblivion

For each dot you have in the Eidolon Background, you
may add one additional die per session to any roll to resist the
Shadow's powers, ploys or tricks, including Thorns. These dice
may also be added to Willpower rolls.

It is a good idea o use your Eidolon dice sparingly during
a session, applying the extra dice only when absolutely neces-
sary. You may choose to roll only one Eidolon die if you wish.
Eidolon dice do not accumulare over several sessions, but you
do regain your full roral every game session.

. You hear vague whispers from far away.
LR You know that rthere is something guiding you.
LE R ]

You feel thar your Eidolon has a sentient idenriry.
You have sensed the presence of your Eidolon.
sssss Yo have seen your Eidolon in a dream.

Haunt

All wraiths create hiding places for themselves, called
Haunts. A Haunt is a secure haven unknown to the Hierar-
chy, Hererics ar Renegades. It can be a forpotten drainage dicch,
an abandoned car, a set of catacombs beneath a cemetery, or
the basement of an old house. Wraiths viciously puard their
Haunrs. Many times, entire groups of wraiths share a Haunt,
guarding it against all intruders.

The Haunt's rating is subtracted from the area’s Shroud: it is
established by pooling the number of dots that each of the founders
of the Haunt possesses {maximum 5). Members of a Circle usually
share one Haunt in common, but also know of each ather's pri-
vate Haunrs. Haunts are places of spiritual power: working the
craft of one’s power is casier there. If the wraith who “owns” a
Haunt passes into Oblivion, however, the power of the Haune will
die as well. The Shroud will re-establish itself around the area.

If you want both a communal and a private Haunt, you
must purchase this Background twice. A Haunt is approxi-
mately 10 square feer for each point in this Background.

. You have a small closer, a back alley, or some
ather tiny, ouc-of-the-way place.

L] You have an apartment-sized personal Haunt.

sse  You have a large personal Haunt or several

smaller personal Haunts.

You have discovered a small but very powerful
personal Haunt that is easily hidden.

*ses+ You have more hiding places than a cockroach.

Mentor

Powerful wraiths somerimes choose ro aid Enfants, mold-
ing them into allies for the future. These licges, or Mentors,
have their own personal reasons for aiding the young and weak.
Some want reliable underlings; orhers try to fulfill their Pas-
sions through aleruism.

The Mentor Background can also reduce the experience
point cost when learning new Arcanos. If a character wants




to learn a new Arcanos possessed by her Mentor, the player
may roll a number of dice equal to the number of dots in Men-
tor; each success subtracts one from the number of experience
points needed to lean the Arcanos.
. Mentor has little power but is occasionally helpful.
s Mentor has some degree of status; her advice is
sparse, but useful.

sew Your Mentor knows a great deal and shares much
of this wich you.

seee A wise old Gaunt has chosen to pass on his
knowledge to you.

sssss [f your Mentor doesn't know it, then few if any

among the Restless do.

Memoriam

Funerals, memorials, tombstones, monuments, days of remem-
brance, wakes, Memarial Day, flowers on a gravestone, books dedi-
cated “in loving memory,” a place set at Thanksgiving for a long-
departed family member — it would seem that all these forms of
rememhbrance are more for the benefit of the living than the dead.
And vet, the Restless benefit greatly from those who remember them
— quite literally. The emotional energy of the living, as expressed in
their thoughts, words and deeds, is transmitted into a wrairth’s Lifeweb.

Memoriam represents the amount of “emergency” Pathos that
a wraith can siphon per session. In dire straits, a wraith who has
already received her Pathos for the chaprer can roll her Memo-
riam rating (difficulry 8). The number of successes equals the
amount of Pathos points she instantly gains. If this roll botches,
her Memoriam rating reduces by one: the dead can only steal so
much before the memories of the living diminish.

Note that famous people rranscend the 1 to 5 scale for
Memaoriam: Elvis, for example, has an 8 Memoriam (if he is
indeed deparred...).

. Only one person remembers you well.

e A few close friends remember you.

see  Your family remembers you fondly.

ssss A large organizarion (the Rotarians, a gang, a
church congregation, a small cult) remembers
and reveres you.

sssss A huilding or some other permanent public fa-

cility has been dedicated o you; people use your
name on a daily basis.

Notoriety

Although the dead are usually neither concerned nor im-
pressed with the mass of the living, tales of the living occa-
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sionally filter even to the Underworld. Of course, fame among
the Restless takes a different hue than it does among the liv-
ing: one never knows who will be nored in death and who will
fade immediately into obscurity.

Certainly, one way to artrace the arrenrion of rhe dead is
to cause many dearhs, although creating great beauty or caus-
ing grear sorrow are also noteworthy among the Restless: No-
toriety can win a wraith instant suppore in the Shadowlands;
Storytellers may allow a wraith ro make a Notoriety roll to see
whether a complete stranger has heard of him.

As with Memoriam, certain wraiths transcend this scale:
Adolf Hitler, for example, no doubt would have a Notoriety of
8 or 9 (and thousands of enemies on arrival...).

. A few local wraiths are impressed with you.
e You're well known in your Necropolis.
ten You are recognized by many in the Shadowlands.

sses  Youare quite famous; everyone knows something
abour you.

sasss [ikeJim Jones, John Wayne Gacy and David Koresh,
you were despised from the firse day of your death,

Status

Status represents a wraith's social standing within one or
mare of the major social groups of the Underworld: the Hier-
archy, Heretics and Renegades. To possess Status implies that
one has earned the group's respect through demonsrraring loy-
alty to the ideals of the group. With beginning characters, Sta-
tus can mean that one of these three factions has marked the
character for recruitment and will pressure him to join.

It is possible ro have more than one Status Background,
reflecring Status within two or more separate groups.

. Familiar: The group members are familiar with
your name and face, although you are still not
trusted with secret information or responsibility.

s Proven: You have proved yourself to the group
members, and they trust you to a certain extent.
The group's leaders haven’t yet heard of you.

e Bespected: You are respected by the proup’s mem-
bers and have earned the attention of the local
leaders of the group. Still, you are not yet in the
inner circle's trust.

s#es+  Trusted: You are rrusted by the leaders of the
group and are regularly given secrets and infor-
mation. Although a few group members may srill
doubt your sincerity, no one is willing to voice them.

seeese [ayal: You have proved yourself loval to the
group. The other group members trust you wirh-
out question, and the group leaders have no
qualms abour revealing potentially damaging in-
formation to you. From time to time, you will be
trusted with secrer duties and/or given special
equipment and aid.




In days of old, the Ferrymen would carry a departed soul
to the afterlife for the small sum of two coins pressed into the
corpse’s eyes upon death. This is no longer the case. The cost
of dying has gone up.

Mow rthe Ferrymen do not honor the oboli of Stygia, the
coins that have the Mask of Charen imprinted on one side
and the High Court of Stygia on the other. There are denizens
of the Shadowlands who do, however. The Hierarchy uses
Stygian coins as the currency for its soul-economy. Souls, rel-
ics, artifacts — all have a price.

The hase Stypian coin is called an obolus. Oboli are often
broken into half-oholi, quarter-oholi, and even a “drachma,” which
is just a sliver of an obolus. The obolus is made of Stygian iron,
and each obolus piece will mystically merge with other obolus
slices. Therefore, twa half-obali will huddle topether and eventu-
ally merge to form an obolus. Likewise, a collection of drachma
will eventually melt together and re-form into a contiguous coin.

There is currently no known way to debase the obolus,
although the Renegades have been looking for an Artificer
who ean do so.

M wraith's Wealth Background indicares three things: how
many oboli she has at the beginning of the chronicle, what kind
of wraithly resources she has available, and how much credit wraith
merchants are willing to extend to her. Obviously, characters who
are very new should nor be allowed ro take this Background, as ies
possession implies that a wraith has spent some time formulating
a merhod by which o receive repular wealth.

. You have no source of income, but own a cache
of valuables that might be cashed in at some later
dare. You start with two obali.

L] You are a reasonably well-off wraith, and you get
a few oboli now and then through pedforming
various services. You start with three oholi.

ses You have a small savings of oboli and a regular
clientele, You start with five oboli and receive
half an ohalus per story.
sese  You have a cache of valuables and have found a
surefire way to make obeli. Other wraiths work for
you and give you a portion of their proceeds. You
start with six cboli and receive one obolus per story.

ssees You have a repular source of income and several
caches of valuables. You srart with seven oboli and

receive three oboli per story.

Corpus

A wraith's Corpus Trair represents the solidity of his farm.
Wraiths feel pain and can be “physically” hurt in the Under-
world, Most wraiths' Corpuses appear similar (though not iden-
tical) ro their earthly bodies. As a wraith’s Shadow prows stron-

The High Cost of Dying
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per, the appearance of the Corpus becomes more twisted. All
wraiths begin wirh 10 Corpus Levels.

The Corpus track on the Wraith characrer sheer lets a
player record the character’s injuries and their effects. Each
wound causes the loss of one Corpus Level. Check off Corpus
Levels as the character loses them, so the last check made in-
dicates the character's current Corpus Level. As the character
regains Corpus Levels, erase the check marks.

Think of Corpus as a spectrum. At 10 Corpus Levels, the
wraith is “solid” and healthy; if but one is left, the wraith is
nearly incapacirared and largely insubstantial. As a characrer
suffers more wounds, he travels down the spectrum, eventu-
ally reaching zero Corpus. Loss of all Corpus Levels indicates
that the wraith has discorporared complerely, plunging into
the Tempest (see pp.184-186).

As the wraith heals, he removes these checks one by one
until he is again ar full Corpus.

There are two basic ways to lose Corpus: from combar and
other violent interactions with Underworld denizens or phe-
nomena, or from interacrion with rthe world of the living.

In combat, each success on an opponent’s damage roll in-
dicates a loss of one Corpus Level. If an opponent scores two
successes, the player checks off rtwo Corpus Levels. How and
when Corpus is lost in combat is explained on pp. 225.

When dealing with the real world, it is assumed that one
Corpus Level is lost every rime rhe real world “violares” the
space occupied by the Corpus of the wraith. A Corpus Level
is lost whenever a living person would have been hurt, im-
paled an or juxtaposed by a real-world object. For instance, if
a door suddenly opened while a wraith was standing in front of
it, a Corpus Level would be lost. Only one Corpus Level is
lost per event, and it is assumed that the wraith becomes In-
corporeal during thar turn.

Corpus is so easily regained, and so difficult to lose, thar
wraiths are able to take tremendous punishment and still keep
coming back for more. They are not confined by the same harsh
rules that restrict humans.



Fetters are material chjects hinding a characrer ro realiny. They
are, in facr, parr of what makes a lost soul a wraith. Each Fetter
represents something, someone or someplace that was imporrant
ter the wraith in life. The shot glass ar your favarire bar may be a
Ferter, but it probably represents more than might be immedi-
ately apparent; perhaps you spent much of your time drinking
there, ignoring your family life. Your favorite tennis racker may
symbolize your dream of becoming a star athlete or simply of get-
ting a life outside your job. Take great care in choosing your Fet-
ters, for they can provide a wealth of informarion abour your char-
acrer, as well as myriad ideas for potential plots.

If all a wraith’s Fetters are destroyed, he can no longer visit
the Shadowlands for extended periods of rime. He may remain in
the Shadowlands for a maximum of (Stamina x 2) minutes.

Resolving fetters

Because each Ferter represents something left unresolved or
undone in the wraith's life, it is possible to go back and set aripht
unfinished business. If a wraith can discover and come to terms
with wharever meaning a Fetter held for him in life, it will no
longer prevent him from moving bevond the Shadowlands, A
wraith who has resolved all her Fetters can journey to Stygia and
the Far Shores withour fear of being stranded there. By using Argos
to rraverse the Tempest, she can pass back and forth between the
Shadowlands and the rest of the Underwarld with relarive ease.
Bur once her Ferters are deseroyed, either due o malicious intent
or the ravages of time, she can no longer return to the Shadowlands.
For this reason, a wraith who possesses resolved Ferrers is highly
prized by apents in Stygia and the Far Realms.

Passions and Pathos

If 1 only could, I'd make a deal with God,

And I'd get him to swap our places.

Start running doun that road,

Seare vunming up thar hill,

Start running wp that building,

With no problem. ..

— Kare Bush, “Running Up Thar Hill"

Wraiths are driven by emotion; for them, passion is the es-
sence of existence. Without passion, life is nothing. Even beyond
dearh, a wraith can focus her passions and thereby change the
world around her. A wraith’s Passion Traits embody her desire to
[eel as she did in life. Desire can overcome anyrhing, even dearth.

As stated in Chaprer Five, a player must assign 10 points
of Passions to her character. Each Passion has a rating of 1 to 5.
The emotion that underlies a passion is written in parentheses
to the lefr of the rating. To recharge her Pathos Pool via a
Passion, the character must us=.m||-,- evoke that emotion in
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gomeone else or find someone who is experiencing that
emotion. Sometimes a wraith will change the environment to
evoke the desired emotion in spectators,

In any scene where a character can sympathize with the
emotions of the living, the player rolls a number of dice equal
to the number of dots in that Passion (the difficulty of this
acrion is usually 8). For each success, the wraith gains spiritual
power, called Pathas.

Some examples of Passions are: Love, Anger, Faith, Hope,
Enwy, Lust, Pride, Sorrow, Pain and Greed.

The Pathos Trair represents a wrairth's arrunement to the
real world, By understanding the essence of life, the wraith
gains srrength, allowing her to interact with the world around
her. For wraiths, pawer is found in passion and purpose. Spe-
cifically, Pathos points are used to fuel wraiths' Arcanos. I'a-
thos can alsa be used to heal injuries (see Healing on pg. 198).

Pathos is fleeting, however. The capricious whims of pas-
sion can lift a wraith to an epiphany of bliss when she least
expects it. It can also abandon her in her time of need. A wraith
often draws upon her Pathos, and as a resule, the level of a
character’s Pathos can change significantly during an adven-
ture. The maximum Pathos rating is 10

Drawing Pathos from pure emortion can be difficulr. Feel-
ings are sometimes unfocused, and sympathy is not always com-
plere. However, a wraith can become even stronger when pas-
sion is direcred toward a purpose. For instance, a wraith may
be driven by love, but her power will be greater if her reason ro
go on depends on saving her lover from danger.

Examples of purposes are:

Anger: Fight injustice
Avenge your death
Punish a type of criminal
Overthrow a corrupe leader
Fight the criminal syndicate that destroyed you
Find a new owner for a cherished item
Protect your daughrer

Express unrequited love

Lowve:

Help your true love find someone else
Greed: DPossess a parcicular valuable irem
Serve the Hierarchy for payment
Protect the family fortune
Lust:  Experience grarification you never knew in life
Live vicariously through your ex-lover
Faith: Become a martyr for a cause you know is right
Foster belief in a higher power
Help your family to keep their faith
Protect the oppressed
Protect a homeless shelrer
Prevent suicide
Sorrow: Make your Haunt a place of remorse

Give grief to your enemy

Hope:

TR § i o & 1A

[n any scene where a wraith works roward fulfilling a pur-
pose, the Storyteller will request the player to roll against the
Passion. If, in a scene, the purpose is specifically addressed,
the difficulty is 6. For instance, if a wraith has rhe purpose
“Protect my love,” she will gain Pathos by defending him when
he is artacked. The purpose does not have to be completed;
the character need only work toward it. When a wraith strives
to fulfill her desire, she bolsters her reason for existence.

It is also possible ro gain Pathos by addressing a purpose
in a general sense. For instance, a wraith may be driven by the
Passion “Avenge my death (Vengeance).” If the character spe-
cifically played rhrough a scene wherein she came closer to
finding her killer, the difficulty, as stared above, would be 6.
On the other hand, if the wraith acted as a vigilante, protecred
the innocent or persecured a serial killer, the wraith would be
fulfilling the purpose in a general sense, nor a specific one. §
The task is similar to the specific purpose {avenging the
characrer’s dearh), under similar circumstances, vet still draws
upon the Passion that underlies it (vengeance). Addressing a
purpose in a general sense instead of a specific one raises the
difficulry ra 7.

As stated before, if the characrer is atrempring to draw
upon undirected emotion — that is, the Passion that under-
lies a wrairth’s purpose — the difficulty is an 8. Some wraiths
can also force emotions on others through specific powers, such
as via the Arcanos: Keening. A wraith may feed on these feel-
ings, but the difficulty is 9. Finally, if an emotion is feigned or
insincere, the emotion is not strong enough ro give the wraith
power. A Passion roll is thus impossible.

In any Passion roll, if the scene involves a wraith’s Fetrer
or Haunt, rhe difficulty of the roll is reduced by one.

Obviously, this is subjective. The wraith will nor always
be able to work specifically toward her purpose. Afrer all, al-
though she can fight to maintain her ties to her former life,
she has other concerns: the stahiliry of her Circle, politics in
her Necropolis, and so on. In addition, purposes are sometimes
complered. If a wrairh seeks to protect her mortal lover, and
he dies, she will no longer be able to fulfill thar specific pur-
pose. She must, in that case, either seek situations similar to
the ones thar sustained her or live on pure passion. Purposes,
however, can change subtly throughour a wraith's existence.
Even when a purpose is gone, the passion that underlies it will
always remain. True passion never dies.

The Price of Passion
Living a passionare life does have its drawbacks, 1fa wraith
cannot find fulfillment, she will find frustration and pain in-

stead. If a character botches a Passion roll, she gains one point
of Angst.

e

Chapter Si: Trits i




Arcanos

Al b, what a world of profit and design
8| Of power, of honor, and omnipotence,
Is promised to the studious artisan!

— Christopher Marlowe, Doctor Faustus

An Arcanos is a spiritual art, one that has
to be raughr or leamed. Using Arcanas, wraiths
may perform a variety of supematural actions. Because wraiths are
becimyss of spirit, it is a simple matter for them to manipulate the things
of the spirit world. Furthermare, over the years, many wraiths have
developed their arts to grant them power over the human mind, emo-
tions, and the spirit of death iself. Some wraiths may even touch the
living world with their arts, although this can prove quite difficult.

All Arcanos vary subtly among wraiths, depending on how
they view themselves and their art, Because of this, each wraith
may have a slightly different interprerarion of an Arcanos. In facr,
many wraiths have discovered new aspects of their Arcanos, new
ways to manifest their spiritual energies. Such experimentation
can be dangerous, bur can prove exrremely fruicful.

The Storyteller may allow players to invent new uses for an
Arcanos. The Storyteller should examine a player's proposed use
of an Arcanos and compare it with the other arts of thar Arcanos.
If the Storyteller deems that the use is appropriate and that the
character has the required level of ability in the Arcanos, the player
may bring the new arr into play.

If the character had time to research and study this new use
of an Arcanos, then the Storyteller should assipn a difficulty and
an amount of energy appropriate to its level. Conversely, if the
new use was created “on the fly,” the Storyteller may assign a higher
difficulty and cost. Keep in mind as well that the arts listed here
have been tested over time — who knows whar side effects or
other dangers could be discovered through experimentation!

Each Arcanos is divided into several arts of increasing erudi-
tion, which become available to the wraith upon leaming the
secrets of that Arcanos. As the wraith delves further into the
mysteries of the Arcancs, he begins to leamn greater arts related o
the Arcanos. Knowledpe of the lesser arts still remains, though
some of the greater arts render the lesser ones obsolete.

A wraith studying a given Arcanos must first leamn some of
the hasics associated with thar Arcancs. Each Arcanos has one or
more basic abilities associated with it, which the wraith may use
when the Arcanos is first bought.

The Body of Truth

Part practical craft, part spiritual path, an Arcanos is as
much a way of thinking as ir is a tool or art. As irs name im-
plies, an Arcanos is a collection of secrets, mysteries and enig-
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mas. Many of these secrets are useless unless they are paired
with some inner quality of the self.

In grame tenms, this i represented by the fact that a player must
pair an Areribure with an Arcanocs in order to make an Arcancs roll,
The effect of the pairing is determined by what Artribute and Arcancs
are wsed, plus a few other considerations, such as whether a Ferter is
presenit, whether the wraith is enacting the Arcancs inside a Haune,
and what fuels the art (either Pathos or some other power).

The Seed of Power

Wraiths must harness their Pathos in order to affect both
the living world and the Shadowlands around them.

System: Pathos is gained from a number of sources. See
Pathos, pg. 136-137.

The Chains of Lfe

Because Fetters are essentially metaphysical chains bind-
ing a wraith to her past life, it is easier to affect the living and
the living world within the boundary of a Fetter’s influence.

Systems: If applicable, the rating of a Fetter can reduce the
difficuley for an Arcancs. The Ferter must be used as part of the
crafting of the art. Roll the rating of the Fetter versus a difficuley
of 6; for each success, the difficulty of an Arcanos is reduced by
one for the duration of one scene. (Storyrellers who like “erunchier”
rules will alter the difficulty of the Fetter roll by 1 or 2 depending
on how well the Fetter is integrated into the crafting.) The diffi-
culty of an Arcanos roll cannot be lowered to less than 4.

The Shroud of Death

The power of the living to deny the power of death is
great. This protective barrier is called the Shroud, and it in-
hibits wraiths from affecring the living world. The Shroud is
often weaker around Haunts. Haunts are places affiliated with
death, and they often act as a "universal Fetter” for all wraiths:

System: The Shroud is everywhere. For wraiths, the
Shroud is usually rated at 9. Sometimes — at night, in certain
cities, or on special holidays — the Shroud drops to 8 or 7.
The Shroud is often lower within a Haunt. A Haunr will re-
duce the difficulties of all Arcanos performed within it by 1
per level of the Haunt. Mote: the rating of the Shroud can
never fall below 4.

The Mark of Power

In order to learn an Arcanos, a wraith muse internalize the
secrets and mysteries that make up the body of the Arcanos teach-
ings. These secrets mark her in many different ways — ways that
are recopnizable ro other wrairhs. Cerrain wraiths even gain
deathmarks (see Chapter Two) as a result of their studies.




System: A simple roll of Perceprion + rhe appropriate
Arcanos (difficulty 7) allows a wraith with a specific Arcanos
ro sense whether another wraith knows the same one.

I{eahry

The effecr of a Haunt and a Fetter can be cumulative, but
even then, the difficulty for an Arcanos roll cannot be less
than 4. In addition, the Automatic Success rule (see pg. 93-
94) does not apply to Arcanos.

Gulds

n medieval times, wraiths organized into
puilds based on the Arcanos to which they
had devared themselves. This is no longer the
8l case. Charon once insisted that his Legions
should leam Arcanos, and he actively discour
aged the reaching of Arcanos outside of the
Hierarchy. However, the guilds were dis-
banded cenruries apo.

Still, the tradition of the ouilds remains, if only in the sense
that wraiths who master certain Arcanos often share the same
qualiries, have similar values, and share ethics. If you show your-
self to know Argos, people will probably call you a Harbinger —
whether or not you choose to acknowledge thar rirle is up ro you.

A few guilds were never sanctioned by the Hierarchy. These
were the Haunrers' Guild, rthe Procrors” Guild and the Puppe-
teers’ Guild. The Chanreurs, Masquers, Oracles, Spooks and
Sandmen, while never quite respected by the Hierarchy, were tal-
erared. The Amificers, Monitors, Usurers and Pardoners were firmly
contralled and sancrioned by rthe Hierarchy.




o you trust me?” I asked her. I held our my
hand. “Do you want to see heyond the dark-
ness?” She nodded slowly, and ook my hand.. .
Arpos is the knowledge of the secret
pathways through the Tempest and how to
traverse them. It also allows a wraith o
“swim" in the Tempest’s dark fluid.

This Arcanos is used ro travel through the Tempest quickly
and efficiently. Argos enables wraiths to travel into, out of,
and through the Tempest and ro find Byways allowing rela-
tively safe travel to other realms within the Underworld.

Storyteller Notes: Argos governs movement in the
Tempest. A wraith with no Argos Arcanos will float aim-
lessly and can only spend one Pathos point to change
his dircction. Floaring about in such a manner is quite "
dangerous: Spectres (especially Shades; see the Ap-
pendix) are constantly on the alert for a lone wraith
who has floated into their area, Withour knowl-
edge of Argos, it is nearly impossible to find a
Byway (although it is possible ro follow some-
one else onto one). For additional informa-
tion on the Tempest, see The Tempest in
Chaprer Two.

Feel free ro allow one character to “carry™
the rest of the group along with her; as long as
others do not resist the power, they can be swept
along just by holding hands with the Arpos user.
You may, however, wish to increase the difficulty of
Argos actions in this case.

Harbingers — Argos

Seemingly stricken wirh a kind of wanderlust, Harbin-
gers tend to make nighrly excursions 1o far-off places and return
before the sun rises. Many former guild members still work for the
Hierarchy, carrying imporrant messages from Stygia ro the
Shadowlands and back. Even though the puild is defunct, it is
considered bad manners and bad luck ro hinder a Harbinger in his
dury.

In the past, Harhingers were honor-bound o rescue wraiths
caught in the Tempest: recently, however, Spectres have be-
gun mimicking lost wraiths in order to lure Harbingers inw
traps, and so this custom has been, for the most part, suspended.

The rypical Harbinger is very quier, controlled and calm and
moves swiftly wherever she goes. One can identify a Harbinger by
looking into her eyes: because of the amount of time spent in the
Tempest, a Harbinger’s eyes become jet-black over time.

(A

Basic Abilities

Tempestpeek: This art allows the wraith to peer into the
Tempest and see if anyone (or anything) lies in wait there.
She may see and be seen by beings nearby in the Tempest, and
may communicate with them as well,

System: In order to peek successfully into the Tempest, a
wraith musr roll Perception + Argos (difficulty 6). The num-
her of successes indicares the clarity of the wraith's vision. A
botch causes the wraith'’s mind to play tricks on her: she sees
something in the Tempest that isn't real.

Tempest Threshold: In order to enter or leave the Tem-
pest, a wraith must usually find a Nihil large enough to
pass through. Use of this art allows a wraith 1o open a
doorway into the Tempest and enter it. The doorway,
usually small and circular in shape, closes up immedi-
arely after he passes through.

System: The player must roll Strength + Argos
(difficuley 7) vo open a threshold.

..I .\I‘

Orientecring: The Tempest is an alien and
dangerous environment where distance and
time have little bearing. This arr allows
wraith to determine his location in the Tem-
pest and ro find his destination. Orienteering
allows a wraith to travel to his chosen destina-
tion along the quickest and easiest path (usually a
Byway), avoiding as many obstacles as possible.

Travel through the Tempest using Orienteering
alone is a dangerous undertaking and is usually at-
tempted only by the most foolhardy. However,
Orienteering is excellent for finding one’s way out of the
Tempest should one be stranded there by some mishap.

System: The player must roll Perception + Argos (diffi-
culty 8). Because time and distance are nebulous in the Tem-
pest, the number of successes gained indicates the length of
travel rime.

Standard travel time
Half standard rravel time
One-quarter standard travel rime

1-3 successes
4 successes
5 successes
Failure indicates thar the wraith has gone in the wrong
direction and may become lost. If the Storyreller chooses, this
could become an adventure. If the player botches, the wraith
is heading into certain danger: a nest of Spectres, a Maelstrom
or some other hazard,
Track: This ability allows a wraith to track another wraith
whao has gone into the Tempest. In order to have any chance
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of success, the target wraith must be followed immedi-
ately after disappearing into the Tempest.

System: The rracker muse roll Perceprion + Argos (diffi-
culty 6). This difficulty increases by one for every turn elapsed
between the entry of the quarry and the pursuer. Of course, if
the quarry is aware of his pursuer, he may atrempt to evade her
by making a Dexterity = Argos roll (difficulty 6). Each success
scored subtracts one from the pursuer’s successes.

Fnshroud

Because those with Arpos must avoid the hazards of the
Tempest, they first learn how ro move through it unseen. This
art allows the wraith to wrap herself in dark shadows and thus
move invisibly through borh Tempest and Shadowlands. When
first evoked, this art causes the wraith to vanish suddenly from
view. The wraith is thereafter cloaked in shadows.

System: The player rolls Dexrerity + Arpos (difficuley 7).
The number of successes equals the number of turns the char-
acter can remain Enshrouded. The character can attempt an-
other use of the arr as soon as she feels her first evocarion fad-
ing, although this costs more Pathos and renders the wraith
momentarily visible. The character can use no other Arcanos
except Arpos arts while maintaining Enshroud; ortherwise, the
effect is broken.

 hantom Wings

This art allows a wraith to fly in both the Tempest and
the Shadowlands. This flight resembles gliding and is not very
fast (about as fast as a normal human can run), but it allows
the wraith to pain access to otherwise hard-ro-enter areas.
Wraiths may also use this art to hover.

System: The plaver must roll Stamina + Argos (difficuly
0). The ability ro fly lasts one rurn per success pained. The
Storyteller may require Dexterity + Argos rolls to avoid colli-
sions and to stay aloft in certain turbulent areas (i.e., above a
Nihil, or in certain areas of the Tempest). Note thar a charac-
ter must be [ncorporeal in order to fly while in the Shadowlands
(see Corpus States, pg. 197-198).

« Hicker

The weaith uses the temporal and spatial distortions of the
Tempest to her advantape when employing this are. This allows
her to move short distances very quickly. Generally these mini-
jumps must be within line-of-sight. This art may alse be used o
surprise an opponent by flickering our and appearing behind him.

System: The player must roll Dexterity + Argos (diffi-
culty 6} when attempting to use this art. If successful, travel
time is reduced by one rurn per success gained. For example, if
Mary was trying to run down the block, and the Storyteller
decided that it would take five turns for her to do so, she could

L e r——
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[ roll three successes using Flicker and thus reduce the “rravel  that the character has hecome stuck in the Tempest and may
rime" to two turns rather than five. not use this art to emerge: he will instead have to open a thresh-
If the desired destination is out of sighr, bur within a city old (as in Tempest Threshold, above).
block, Flicker may still be atcempred, bur at difficulty 8, and
failure is considered equivalent to a botch (see below). 4
A botch obrained while attempting Flicker indicates thar
the characrer has become stuck in the Tempest and may not fise
this art to emerge. Note thar when this art is used, the chardete
does not need to use the Tempest Threshold ability to
exit the Tempest; entry is considered 1o be automatic, [
Each use of Flicker casts 1 Pathos. /

 Wraiths known to possess this art are universally feared
thers, for this are granes its possessors prear power over
aiths. By simply focusing her will on another wraith, a
his art may banish anorher wraith to the Tempesr.

atively, this art may be used to hold someone, pre-
n from escaping into ecither the Tempest or the

** Jump

This art allows the user to travel to any

o use either function of this art requires a roll of
5. In both cases, the difficulty equals the targer’s
more quickly than she could in the Shadowl arget may also make an opposed roll using
of distance may be covered when using t ; ichooses.
nation must be one of the wraith's Fette ' _ ) Alwma hbanished to the Tempest may utilize any
) It is rumared that some extremely : s s scsses; however, if he does not possess
the Tempest to travel to any location in gl the usual effects of being lost in the
an eye, without having a Ferrer prese _ .
System: The player must roll _ ficulty DATH( tte s0f one Corpus Level (from the vio-
8). As srared above, each level ' ' Anishmes
duces the difficulty by one. Eag
travel time at the Sroryrellegs 8, the number of successes pained
ing which the targer is rapped.
#er need only maintain a mini-
nay take other actions, though
1) suffer a penaley.

Flicker, the character need
ter or leave the Tempest.

f 0 A A failure when attempting

! Wﬂ the character has become lost in
o I_'l_v.-._lll" !
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Castiga

hink of the power of the Shadow: dark, all-
knowing, perverse. It is the ultimate enemy.
You must steel youerself against its lies! Listen
to me! You must see the truth. Listen to my
| words.

Castigate is one of the few rools thar
wraiths have against the Shadow and its
growing power. Those who learn ir also learn what causes the
Shadow ro become active, as well as whart drains the Shadow
of its malevolent power.

Each Pardoner must learn his own way of Castiga-
tion: physical punishment, ritual purification, sermons,
insults, taunts, quict embraces, gentle words, drum-
ming, exertion and sensory deprivation have all been
used to draw out the Shadow and drain its power.
The most commen way of Castigating the
Shadow is by gaining knowledge of the nature
of the Shadow being Castigated and specifi-
cally targeting it through a kind of dialogue.
This dialogue has come ro be known as the
Devil's Dialecric.

Storyteller Notes: Castigate gives a wraith
some small degree of control over Shadows, both
her own and those of others. It also gives the wraith
a great deal of insight into the Shadow. The Story-
teller should make sure that players do not abuse chis
power. All dealings with the Shadow should be dan-
gerous; even when the character has some degree of con-
trol, there should be a modicum of uncertaingy.

Pardoners — Castigate

The Pardoners’ Guild was the closest thing to a religious
orpanizarion thar Srygia ever had. Because petting rid of one's
Angst was so important to the Stygian Empire, there used ro
be branches of the guild in every coleny. Charon himself is
rumared to have had his own personal Pardoner, whom he re-
tained leng after the guild was dishanded.

Even today, when the guild has been disbanded, no Hier-
archy Centurion will arrest a Pardoner for hanging out his iron
lantern, marking that he is “in business.” Sooner or later, ev-
ervone needs a Pardoner.

Because of the narure of their work, older Pardoners have
an almast religious or spiritual mindset when speaking of Cas-
tigation, while newer wraiths (especially former psychologists)
speak of the Shadow in psychological terms.

.\1:1 )
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One can tell a Pardoner by the black stains on his fingers,
which arise from touching or otherwise interacting with oth-
ers' Shadows.

Basic Abilities

Soulsight: By looking carefully at another wraith, the user
may peer deeply into his soul and see the inner darkness. This
allows the user to measure the power of that wraith's Shadow,
and ro see how close the Shadow is to consuming him.
The user may only look at anather’s Shadow in this way,

not her own.

This art may also be used to sense the presence
of Spectres, especially Dappelgangers (see the Ap-
pendix), because the Shadow is so strong within

System: By rolling Perception + Castigare
(difficulty 8), the user may determine the
strength of another wraith's Shadow. The
Storyteller will describe the strengeh of the
Shadow as weak, nominal, fairly strong,
strong or eminent depending upon the
character’s current Angst score. Addirional sue-
cesses may give the user further insights into the
J/ nature of the character’s Shadow.

A failure means rhar the vser cannot see the
/ Shadow (perhaps her own Shadow clouds her eyes).
j A botch indicates a radically wrong reading. !
Bulwark: The wrairh can briefly protect herselfand  §
others from the ravaging effects of a Maelstrom. It is as if |}
she throws up a shield against the onslaught of the storm,
causing the Maelsrrom and its Specrres to roar past unheed-
ing.
System: To erect a Bulwark, the player must roll Stamina

+ Casrigare (difficulry of the Maelstorm’s rating + 3). The char-
acter must spend 1 Pathos for each level of the Maelstrom she
is resisting, though she may extend this protection o anyone
she rouches.

* Coax

Those with rhis arr have more control over their own
Shadows than most wraiths. They are able ro draw on the power
of their Shadows with considerably less risk.
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System: By rolling Charisma + Castipare (difficulty 6), a
wraith may modify the number of Shadow Dice (see pe.183)
that he chooses to use for any given task. MNormally rhe
Shadowguide offers the player a fixed number of extra dice.
Every two successes gained with Coax allows the player to add
or subtracr one die.

Though it does nor cost anything to use this power, an
Angst point is gained each time it is used.

 Dark Secrefs

By examining another wraith’s Shadow, the Casti galor may
learn the wraith’s dark secrets. This is not always easy, for the
Shadow may feed the Castigator false informarion. Only the
most discerning individuals are able to glean much truth from
the Shadow; of course, the weaker the Shadow, the easier it is
ro manipulate.

System: By carefully examining the Shadow within an-
other wraith and rolling Perceprion + Castigate against a diffi-
culty equal to the targer's Willpower, the Castigaror may learn
secrets about thar character. The player of that character (or
the Storyreller) must answer one question per success mained,
Half-truths and crypric responses are allowed (rthe Shadow is a
master of deceit). The target character may elect to have his
Shadow make an opposed Angst roll.

-
&

Each use of this art costs 1 Pathos,

w Puriy

Through force of will, the Castigator may slowly and care-
fully break the power of anather wraith’s Shadow. This is done
by ravaging the Shadow in a manner chosen by the Castipa-
tor. Each Casrigator has his own methods by which he purges
the Shadow from another. These methods range from sermon-
izing to actual flagellarion

T

System: When using this arr the Storyteller rolls the
characrer's Charisma + Castigate (difficulty of the subject’s per-
manent Angst score). {The Storyeeller is aware of the subject's
permanent Angst score.) The subject may assist by spending a
Willpower point to aid the Castigation. The number of suc-
cesses rolled indicares the amount of temporary Angst the sub-
ject loses. The subject suffers one Corpus Level of damage for
each point thus removed. The Castigator will receive a tem-
porary point of Angsr for each "1™ he rolls.

v Casting Out

By exerting her will, the wraith may cast our and forbid
the presence of any Spectres in her immediate area, If she is in
a structure, it immediately becomes protected from Spectres,
This art drives out all Spectres currently manifested in the area,
as well as Specrres in hiding. For some reason, this art has no
effece on Doppelgangers.

ol
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7). The number of successes indicares the number of turns the
ward lasts, If a Spectre is already present, a roll must first be
made againsr its Angst rating in order to banish it. The Spec-
tre may resist with an Angst roll.

v Defiance

The wraith who possesses this Arcanos is able to/stand
against her own Shadow, defying its power over her, When-
ever the Shadow arrempts to take control, the wraith may at-
termpt to suppress it. She may also atrempr to do the same to
another’s Shadow.

System: When a characrer's Shadow attempts to take over
her character, the player may attempr to defy the Shadow by
rolling Charisma + Castigate. The difficulty equals rthe
characrer's current Angst. Each success reduces the character's
Angst by one, and the Shadow may not make a resisred roll. If
this arr is used to defy another wraith’s Shadow, the difficulry
equals the subject’s current Angst + 3.

A failure adds one to the character's remporary Angst, A
borch causes the character w add one permanent Angst.




heve...there it is again. Do you feel it? A
pinprick, nothing more. But a real touch, a
real feeling. Exquisite, fsn't it?

Embody is the power to manifest in
il the physical world. This is forbidden
knowledge, as Charon's Code prohibits in-
terfering with the living world. Still,
wraiths have been using this Arcanos for millennia.

Storyteller Notes: Going from the Shadowlands ro the
living world is like going from a numb, cold wasteland to a
warm, balmy climate. The changes are superficial, but in-
{ credibly exquisite.

Wraiths learn Embody by expe wing their fragile forms
to intense sensory input and focusing on thar input,
{ After a while, however, this input is nor needed. Ex-
amples of such sensory input are: leoking at oneself
in a mirror; focusing on something cold, hot, sharmp,
or hard; or listening to a very soft or very loud
voice.

While a wraith is using an Embody art

that allows him to manifesr physically, he
is far more susceptible to harm, Any damage
done to him is applied as though he were a
mortal. (Nare that a Marerialized characrer will
suffer Dice Pool penalries for his wounds, See
Health on pg,200.)
For example, while roaming the Shadowlands,
a wraith named Jason encounters a vampire who is
aware of his presence. The vampire pulls out a piseol
and fires in Jason’s general direction, With a lucky shaot,
he hits Jason. Because Jason is immarerial he only suffers
ene Corpus Level of damage, even though the bullet passed
right through his chest (the vampire scored five successes).
However, if Jason had been Embodied, he would have suffered
a number of Corpus Levels equal o the number of Health Lev-
els the shot would have inflicred on a morral.

The difficulties of all Embody rolls equal the local Shroud
rating. Embody has very little use in the Tempesr.

Proctors — Embody

The Proctors’ Guild was never a part of the Hierarchy,
although the Hierarchy often used it before it was officially
disbanded. The Proctors operated in the living world, perform-
ing the complex acrions that could not be accomplished with
Ourrage (although many knew thar Arcanos as well). Although
forbidden by Charon’s Code to interact with mortals, they fre-

quently ignored the Code and did what they pleased. For a
¥
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rime, Centurions were appointed to hunt down Proctors and
enthrall them. Now, the Hierarchy has higger fish to fry, al-
though a particularly blatant transgression will still raise the
Hierarchy's ire.

Cne ean rell a Proctor
dark on his body,

Attunement

After successfully manifesting in a particular fashion to
a person, the wraith can invest Willpower to create an
attunement to that person. Each time the wraith success.
fully appears, she may invest one point of Willpower.

This represents a process of identifying with the Con-
sort. The closer a wraith was to an individual during
life, the easier it is to become attuned ro that per-
son. Attuning to a stranger costs five points of
Willpower. Artuning to a close friend may only
take two or three points. Once the artunement
is established, all difficulties when Embody-
ing to thar person (and rthat person alone)
are reduced by three. Additionally, there is
no Pathos cost when using Embody to appear
to that person.

The side effect of this is that only the arruned
person can see and sense the wraith — other mor-
tals may think that the subject is crazy. Conversely, a
single person who believes in the wraith can foster
others' belief, facilitating arrunement to those people.

by the strange patches of lighr and
marks of too many passings through the Shroud,

Y/ basic Abilties

Ghostly Touch: The wraith may extend just a whisper
of a touch to the material world, about as strong as a finger
descending on a keyboard. The wraith must focus all of her
attention in order to make even the lightest touch.

System: The character muse roll Strength + Embody (dif-
ficulty of the local Shroud) in order to use this art.

Maintain the Material Form: Though this arr gives the
wraith no new abilities, it allows the wraith to maintain an
Embodied form for a longer duration.

System: The player must roll Stamina + Embody (diffi-
culty 7). Each success may be added to the number of suc-
cesses already gained for the Embody power being used.

This art costs one point of Pathas ro use and one point of
Parhos per success gained. If the player botches, not only does
the roll fail, but the Embadied form instantly dissipates.




Whispers i

The wraith may make her voice heard in the living world.
The wraith's voice is no louder than a whisper. (It is not nee-
essary to use this Arcanos to speak to supernatural or magical
creatures, only beings affected by the Shroud.)

System: The player rolls Manipulation + Embody. The
difficulty equals the local Shroud. One short sentence may be
spoken per success pained. A botch means that the wraith has
lost her voice in the Shadowlands for a scene: it pot stuck in
the Shroud when she projected it there.

This art costs 1 Pathos o use.

* Phantorm

This art allows the wraith to manifest as an intangible,
translucent figure. He appears to hover just inches off the
ground and has only barely discernible features.

Mortals whe see the wraith will become intensely afraid
and act accordingly. The momenrt the wraith vanishes, maor-
tals will begin to doubt what they saw, and will soon rational-
ize away the fact that they saw anything at all. (See The Fog,
pE-205)

System: The player must roll Charisma + Embady (diffi-
culty equal to the local Shroud). The number of successes in-
dicares the number of turns during which the characrer may
remain manifested. A borch means that the characrer imme-
dintely dematerializes and vanishes into the Tempest.

The characrer may also try to scare any morrals who per-
ceive him by rolling Manipulation + Embody (difficulry equal
to the target’s Willpower). This roll may be modified if the
character has used Moliate or seme other Arcanos to modify
his appearance.

This art costs 1 Pathos to use.

" Stafue

This art allows the wraith to become solid for a period of
time. When materializing in this form, the wraith appears as
an idealized version of himself. He cannot move, speak or simu-
late breathing; he may be touched, but his flesh will feel cold
and hard, like smooth marble.

Starue is ofren used ro hide in a crowded area (wraith or
Spectre pursuers in the Shadowlands often overlook a Statued
wraith — for example, if they're looking for a wraith, they
may miss the “morral” sitting quietly by rhe fireplace).

System: The player must roll Stamina + Embody. The
difficulty equals the local Shroud. Each suceess on the roll in-
dicates how many times the characrer can be touched, or how
many scenes he can remain manifested, whichever comes first,
A failed roll results in one temporary point of Angst as the
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character’s separation from the physical world ETOWS SITONZET. A borch causes the characrer to appear briefly as a Phan-
A borch indicates that the character becomes a Phantom fora  tom and then vanish, bestowing one point of Angsr.

few seconds, then fades away. All damage suffered is calcu- This art costs 2 Pathos,

lated as if the wraith were mortal (see Storyeeller Notes, ahove).

This art costs 1 Pathos ro use. ST Mﬂtﬁfiﬂ[[ze

"o lIIE_]n_Death . mugh the use of this art the wraith can assume a nearly

in stare. Everything about him appears human: he can
When this art is employed, the wraith appears as ¥ brenthie, his flesh is warm, and he will bleed if cut. Many wraiths
what abstract form of her mortal self. Her appearance is

sivhelmed by sensation the first time they assume this
on her (now somewhat spotty) memory of her past specially if they have been dead for a long time.
The wraith's Psyche tends ro idealize its former form i
using this form will usually appear more beauriful
in real life. When she materializes, it is as a dark
person (black skin has a grayish tinge; whig
deathly white) — very similar to a Bload Dol
Superficial examination will not dete€r a1
Someone who knew the wraith in life

Pathds to mainrain this form.
b ey

The player must roll Manipulation + Embody to
e difficulty of this roll equals the current

i . 383 : egro exist for as long as it rakes to draw

maintain this form. — Bidllnal [ - N
System: The player must roll
(difficulry of the local Shroud) té 4
ber of successes indicates the
may remain manifested. This
currently wears a humanlike
into something monsrrous, o
chooses, the character may s
for Appearance while in this forrs

acrer rakes damage as if she were fndttal |
above), z
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alism

his is the Two of Skulls, sigmifying imdecision.
Rewversed, it suggests a choice you made in life
which you now regret. Crossing it is the Five
Wil of Bones, symbolizing manipulation throwgh
rebellious power. Perhaps you're being influ-
enced by the Renegades, no? Your secret is safe
with me. Ah! The Monument. Very interest-
ing — everything disintegrates around you as the Moniemene falls. .

Wraiths use this Arcanos to sense and read the mark of
fate on a soul. OF course, because all wraiths have yet o
meet their end, their fate is not yer decided. Srill, a wraith
may use Fatalism to peer into another wraith's past or
look forward into the (possible) future.

Contrary to popular belief, Fatalism acrually
works fairly well in the Shadowlands.

Storyteller Notes: The arts of Fatalism can
in many ways be among the most powerful of
the Arcanos. Great care must be taken to en-
sure thar this Arcanos is not abused. These
arts should never be used frivalously. Fare
can be a dangerous thing to trifle with, and
the wraith who overuses this art may find
herself permanently entwined in the serands
of fate.

Oracles — Fatalism

Oracles are often found traveling with bands of
Sandmen, Chanteurs, and even Spooks, because they
find it safer with others around. They don’t adverrise
their profession: rather, they wait for others to come to
them. They do not pive advice to people who do not ask,

The Cracles' Guild was ar one rime universally hunred
by the Hierarchy because the Grand High Oracle, Serena, once
told Charon that he was fated o be destroyed in the Tempest.
Since Charon vanished, however, the Hierarchy has stopped
its persecution of the Oracles. Many years ago, it is said, the
Oracles served the Lady of Fate directly.

One can rell an Oracle by her gaudy dress and rendency
to inscribe symbols of Fate on her forehead and arms.

Basic Abilities

Kismet: This art allows a wraith ro perceive the role of
fate with regard to a specific situation or person, People with
preat destinies or those for whom fare has a special role seem
ta "shine” slightly brighter than people who are playing a lesser
role: they are casier to pick out in a crowd.

System: By rolling Perception + Fatalism (difficuly 6), a
wrairh can sense wherher somerhing is more or less important
in the “overall scheme of things.” In game verms, this aer al-
lows a character to discern the Storyteller characrers and other
players' characrers in a parricular scene.

*Fatal Vision

The wrairh can read a person’s deathmarks. These marks,
borne by wraiths and mortals who are soon o die, rell some-
thing of how that individual died or is fated wo die.
Dearhmarks generally appear on mortals shortly before
they die, though they may appear earlier on one who is
fated o die a particularly vagic death.

System: The player muse roll Perception + Fa-
talism (difficulty equal to the subject’s Willpower).
If this ability is used prior w a use of Interpreta-

rion (see below), each success adds one die
when using that art. Faral Vision also indi-
cates whether the target has been subjecred
ro Faralism in the past.
A horch indicares thar the characrer
has misread the subject’s deathmarks.

* Danger dense

At this point the weaith has become so attuned
to the webs of fate that he can sense faint vibrations

along the strands, thereby gleaning warnings of im-
minent danger.

System: Whenever the character is in imminent
danger, the Storyteller may roll the characrer’s Perceprion
+ Fatalism (dilfficulty 6). This difficulty may be raised or low-
ered depending on the nature of the danger. Each success in-
creases the amount of forewarning the characrer receives —
penerally one turn per success.

 Interpretation

Through various means of divination (relics, Tarot cards, the
1 Ching, astrolopy or crystal pendulums), the Fatalist can inter-
pret a person's fare or discover something abour his pase, This arn
may be attempted without the use of any paraphernalia, though
doing sa is considerably more difficult and is generally attempted
only by a master or in the mose dire circumstances.

System: The player must roll Manipulation + Faralism
(difficuley cqual to the subject’s Willpower), Both the Fatalist
and the subject may spend Willpower on the roll. For each
success gained, the character may ask ane short question abour

Chapter S Tras I



}“@h R ~

e S e .__.._-‘\-mﬁﬁ?if}:

manner. Attempting Interpretation withour the use of any
divinatory tools increases the difficulry by rwa.

This are costs 2 Pathos.

wnr [ achesis Measure

A wraith who has mastered this art can sense how the
tate-twines of the wraiths around her interact and interweave,
where they should be going, and where they are going now.
This panoramic vista gives the wraith an objective view of her
situation, perhaps providing new insight into it

System: The player using this art must roll Perception +
Faralism (difficulty 6). The number of successes indicates the
amount of information the Storyteller will bestow. The Srary-
teller can use this art to impart informarion thar the character
has somehow missed or provide guidance concerning her fu-
ture course of action.

Use of this art costs 2 Parhos.

e L

A wraith with this level of Faralism has begun to learn to
manipulate fate itself, but enly in a minor fashion. Fate secms
to smile upon the character, and everything she does seems
much more auspicious.

System: At the beginning of each story, the character may
roll Wits + Fatalism (difficulty 6). The number of successes
equals the number of “1's" (potential barches) thar the player
may ignore for the duration of the story. This does not, how-
ever, apply to Harrowings (sce pg. 184-191). This arr may
only be used once per story.

It coses 1 Willpower point to activate this art.

JE Wraith: The Oblvion
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wring my life, [ never caved for people. Machines

micropracessars: these were my treasures, my
favorite works of are. New [ know what ir's like

down the road, to stand firm as the wind lashes
iy brick sides. ..

This art allows the wraith to inhabit an object, extending
his Corpus to suffuse every atom of the object. In time, the
wraith may become attuned to an object and be able to
animate it. If the wraith claims an object that is subse-
quently deseroyed, it immediarely becomes a relic.

A wraith with this Arcanos may infuse relics with
his vwn power and knowledge by Inhabiting them, im-
buing them with Arcanos, and spending Corpus and
Willpower to fix the powers in place, although this
cim take a lot of tme to accomplish.

Storyteller Notes: All difficulties in this
section are based upon the local Shroud rat-
ing unless otherwise noted.

Ariiers — Inhabit

The Artificers' Guild used to be one of the
richest puilds in Srypia: this is because its mem-
bers were paid to forge Stygian weapons, make rel-
ics, and create Stypian artifacts. Nhudri, the Grand
High Arrificer, was the first member of this guild. Since
the time of the guilds, the Artificers' Arcanos has be-
gun to be restricted in the Shadowlands. It is illegal to
teach Inhahit in many areas. Now Arrificers are looked upon
as tinkers and mechanics, not the grand designers they once
were,

One can identify an Artificer by the reddish heat marks
on his body (from working with soulfire).

Basic Abiliies

Sense Gremlin: A “gremlin” is a slang rerm used ro de-
scribe wraiths that inhabit machines. By carefully examining
an object or machine, a wraith may determine if it is currently
inhabited by a wraith.

System: The player must roll Perception + Inhabir (diffi-
culty 6). Only one success is needed to determine whether or
nat samething is Inhabiting 2 machine, though more may be
necessary to determine the Inhabiting creature's exact narure
{and number, if there are more than one). With three or more

were my passion. Gears and circuits and later

to fly through the wires, to feel my tives buming

successes, the wrairh can sense wherher a machine has been
Inhabited in the near past.

* Surge

By use of this art the wraith can creare a remporary short
in electronic circuits, thus Ll;:mpumrih' cutting power to an elec-
tronic device. The wraith acrually passes his hand briefly into
the machine, thus disrupting the flow of electrans. This may
permanently damage certain electronie devices, such as com-
puters, especially if they are not equipped with surge pro-
tectors.

System: The plaver must roll Wits + Inhabic (dif-
ficulry of the local Shroud). The number of successes
equals the number of things that may be affecred ar
oree.

By slipping into wires and possessing elec-
rrons, a wraith may move at near-light speed
across inrernational communicarions net-

works and computer satellives. Within the
Elecrron Highway, everything appears as tun-
nels, barriers and gateways of light. Of course, the
wraith must overcome these barriers, filters, gare-
ways and other houndaries before he can slip into
the world’s computer systems.
System: The player rolls lntelligence + Inhabic (dif-

,-"'If ficulry of the local Shroud). Once the character is on the

IF Electron Highway, he must roll Intelligence + Compurer in
Y/ order to find his way around. This may be an extended ac-

tion depending on how far the character desires to travel.
Additional rolls may be required if the characrer is trying o
access information on a high-security computer system. Onee
the characrer is on the Highway, all difficulties are set by the

Storyteller.

The wraith may also communicate with anyone who is
onling, or with other wraiths Inhabiting a computer, by roll-
ing Manipulation + Compurer. The difficulty is based on how
“far away” the receiving parties are: 4 if they are an a local ner,
6 if they're on a node across the country, or 8 il they're across
the acean. Communicarion may be mainrained indefinirely
and is unaffected by the Shroud, because the user will think
the wraith is 2 mortal typing away at the other end.

Mare rhat wraiths withour the Computer Knowledge will
find this art extremely unpleasant to use — although just abour
anyone can find his way through the telephone system. Mavi-

Chagter Six: Trail Bl
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gating through the telephone system requires simple Wirs
Alertness rolls (difficuley 3).

This arr costs 2 Pathos to use, plus 1 Pathos per additional
wraith transported.

w Gremlinize

This art allows a wraith to possess machines and make
them do her bidding. In order ro have complere control of the
machine, the wraith must fiest artune herself to it If the wraith
is nor artuned, she may only cause minor effects, such as rurn-
ing it on or off — she has no real conreal over ir.

System: The player must roll Dexterity + Inhabit (diffi-
culty of the local Shroud). Minor effects may be made with
just this roll, but to exerr any rrue conrrol, the wraith must use
appropriare abiliries (such as Drive) to make the machine do
her bidding. Each individual effect must be rolled for sepa-
rately, unless the item has been arruned o the weaith.,

It costs 3 Parhos for the character to Inhabic a piece of
machinery, plus | Pathos per effect evoked.

(11]] E aim

This art allows the wraith to Inhabit an object and mark it as
her own for one scene. While the wraith Claims an objecr, her
senses are as normal as they are in the real world — but they are
spread out aver the entire object that the wraith Claims. Thus, a
wraith Claiming a house can see, hear and feel everything thar

oeeurs within ir, o ir, and around it. While Claiming an object,
the wraith may control the object to a slight degree.
System: The player must roll Strengeh + Inhabir (diffi-

.l culty of the local Shroud). The number of successes indicates

rthe maximum size of the object that can be Claimed. Only
one success is needed for a small object like a phone, while
five successes are needed o Claim a house.

If the abjecr is destroyed while the wraith is Claiming it,
she may expend Willpower and Corpus to form it into a relic.
One Willpower and one Corpus muse be expended per success
required ro Claim the object in the first place.

This are costs 2 Pathos to use.

e Ertipower

This art allows a wraith to invest one of his Arcanos arrs
into a relic, thus making thar Arcancs available to another.
This creares a form of disposable artifact. Generally, the relic
used must be of a shape appropriate to the type of Arcanos
with which it is invested: one cannor usually invest Qurrage
in a reddy bear, for example.

System: To Empower a relic the player must roll Wits + In-
habit. The difficuley is equal ro the local Shroud: because of this
maost wraiths choose to go to their Haunts to use this art. The
number of successes indicates the highest level of Arcanos thar







Il avonend you veverbevate the songs of the dead.
You hear them echoing in high cathedrals, in
f| darkened auditoriums, in your own sleep. All
around you wail the songs of the dead: dare
A you not listen? Listen to what has been sung
since their death!

The Arcanos of Keening allows
wraiths to infect others wirh deep and abiding emotions. Al-
though songs are jusr songs, Keening lets the feelings in its
practitioners’ songs seep through the Shroud and affect even
the living. They also have no small effect among the dead.

e

Note that it is nor absolutely necessary to sing or
play music o urilize this Arcanos: although the Arcanos
is taught through song, it may be rransmitted by any
number of methods. If a wraith wishes, she may ar-
tempt to weave her Keening into spoken words or
¥ dance movements, although the difficulties of all
Keening rolls are increased by one.

T ——

i

{ Storyteller Notes: The feclings evoked in
g9 victims of Keening are artificially created.

' Wraiths can gain Parhos from these feelings,

i but the difficulry for the Passion roll is 9. Caus-
ingone mortal to feel an emotion thar then causes
other mortals to feel the same way can allow a wraith
to gain further Pathos.

g S e —

Allow music to affect the way you run your \
game. You may wish to allow players with Keening ¥
access to a LD player so rhar they can play music ap-
propriate ro the kind of emotions they are broadeasting.

Chanteurs — Keening

The Chanreurs have long provided music for the dead.
They were among the first wraiths ro bring music into the Un-
derworld, and they are a very proud and arropant lor. Even
when they were dishanded they retained considerable politi-
cal clour in Stygia — this is because the Stygian nobles would
do anything for entertainment, and for a time Chanteurs were
considered ro be the only acceptable enterrainment.

W
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All Chanteurs play a musical instrument. Even if a
Chanteur performs a cappella, she still employs a noisemaker
. of some kind: a tambourine, finger cymbals, or drumsticks.

a [ Basic Abilities

Perfect Pitch: Perfect Pitch is the abiliry to sense when some-
1 one else is using Keening to influence or manipulation emorions.

Jr'- T — -
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System: The roll is Perceprion + Keening (difficulty 6).
It can be resisted with the Sorro Viace ability, below.

Sotto Voce: This ability allows a wraith ro conceal the
presence of Keening in normal speech or normal singing.

System: The roll is Manipulation + Keening (difficulry
6). It can be countered with the Perfect Pitch ability.

If someone with Perfect Pitch is trying to detect Keening
done by someone with Sorro Voce, compare the twao rolls;
whoever scores more successes wins.

* Dirge

This allows a wraith to amplify or provoke “dark”
feelings in listeners: lust, fear, anger, hate, despair, frus-
tration or cynicism. Many wraiths use Dirpe as a
means to repel mortals from their Haunes,

System: The roll is Charisma + Keening
(difficuley 8). The number of successes derer-
mines the depth and duration of the feeling:
five successes are sufficient to cause a feel-
ing that lasts for an entire week.

Naote that wraiths are not as affecred by this
art as mortals are: this is because Dirge draws upon
knowledge of death and the feelings of death. For
wraiths, the number of successes on the rall indicares
how many rumns they will feel a specific emotion.

This art costs 1 Pathos.

o Ballad

This art allows a wraith to inspire “lighter” emotions:
love, affection, faith, trust, inspiration, enthusiasm, cheer
or loyalty. Many wraiths use this art to help prorect their Fer-
ters and influence other wraiths into doing their bidding.

System: The roll is Manipulation + Keening (difficulry
B). The number of successes determines the depth and dura-
tion of the feeling: five successes are sufficient to cause a feel-
ing that lasts for an enrire week.

With wrairhs, who are not as easy to sway as mortals, the
successes equal the number of turns thar the wraith feels the
emotion. Many wraiths seek out Chanteurs in order o feel
earthly emotions again.

This art costs 2 Pathaos.

 Muse

This art allows a wraith to inspire someone into believing
an idea is her own. Many former musicians enjoy visiting liv-

|.
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ing musicians and influencing their music styles, although this
art is often put to more direcr use as a means of manipularing
other wrairhs.

System: Roll Manipulation + Keening (difficulty 7 or the
subject’s Willpower, whichever is higher). The number of suc-
cesses on the roll indicates how well the subject interprets the
suggeston: three or fewer successes indicate that she gets the
gist of it, but puts her own influence into it; four successes
indicate thar she will follow the inspiration as long as it is not
directly harmful; five or more successes indicate that the sub-
ject will do whatever rthe Chanteur wishes.

Norte thar this art works just as well on wraiths as it does
on mortals,

This art costs 3 Parhos.

w (rescendo

The wraith brings to bear a massive musical assault that
can actually cause harm at close range. It may also be used to
call out to other wraiths in the Shadowlands; the sound can be
heard over a grear distance.

System: Roll Stamina + Keening (difficulty 8). The num-
ber of successes on the roll equals the amount of Corpus damage
the Crescendo inflicts on every wraith in normal hearing range.
This damage may, of course, still be soaked, and ir is not agera-
vated

If used while Embodied, this art causes listeners (including
vampires, werewolves, ghouls, etc.) to be gripped with a terrible
fear that actually causes their hearts to palpitate for a split second.
This inflicts one Health Level of damage per two successes on the
rall. Vicrims may still attempt to soak this damage.

This art costs 2 Pathos plus 1 Pathos per success.

e Requier

This art allows the wraith to infuse her target with pure
emotion. The rarget's mind and soul are assaulted with the
essence of a particular feeling — lighr or dark.

System: Roll Strength + Keening (difficulty 7). This arr
can be resisted with a Willpower roll, but only if the subject is
prepared for it. For each success scored by the attacking wraith,
the subject is paralyzed for one turn by the emotion: unable to
move, act, speak or even defend himself. If the emorion is a
dark one, this art can inflict lasting menral damage: if five or
more successes are obrained, subtract points from one of the
character's Mental Artributes or otherwise simulare insanity.
Even if the emotion is a pleasant one, it can have a profound
effect on the subject; he may become an “emotion junkie,”
willing to do anyrhing to feel the “ecstasy” again.

This arr costs 3 Pathos plus 1 Pathos per success. If the emo-
tion is a dark one, the Shadow receives 1 Angst per success.
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nected. Me, vou, her...

| scend.

Lifeweb enables a wraith to recognize,
explore and understand the links she has to life and the living

world. Lifeweb also enahbles the wraith to sense and even af-
fect her Ferrers from a distance.

Storyteller Notes: A wraith using Lifeweb can feel
the energy of her Fetters. Somerimes this is even pos-
sible if the Ferrer is far away if the wraith can draw
upon her “sixth sense.” By keeping her sixth sense
dedicated to a specific Fetter, the wraith may “keep
watch” on thar Ferrer specifically. She may sim-
ply choose to wait for any information to come
in through the Lifeweb and send her senses
there to follow up on it immediately. She
may also use this ufﬁnit',' to touch pl:uplu,
places and things as temporary Ferrers in
order to warch over them.

Monitors — Lifeweb

The Monitors are central to soul-gathering,
Even though their guild was disbanded, many Moni-
tors were inducted right into the ranks of the Legions
and made a parr of the Hierarchy.

Monirtors are fiercely protective of their profession
and, although they will teach orhers the basics of their
Arcanos, will nor reveal the higher arts without being cer-
rain of rtheir students' trustworthiness. This is because they
consider themselves guardians of the dead, making sure that
no more souls seep inta Ohlivion,

One can identify a Monitor by the fact thar he never closes
his eyes, not even when Slumbering.

Basic Abilities

Locate Fetters This abiliry allows the wraith to “check
up” on her Ferrers. By drawing upon her affinity to that objecr,
she may scan the Fetter’s surroundings and possibly even sense
its distance and dircetion.

System: The player must roll Perception + Lifeweh (diffi-
culry 6). The number of successes indicates the number of Per-
ception + Alertness dice that can be used o scan the surrounding

Wrath: The Oblivion

ou knew in life that everything was intercon-
we are all part of the
same system, the same web. We must under-
stamel what holds us to this life so that we can
search for the means o free ourselves ro Tran-

area. The player may also roll Intelligence + Lifeweb ro ger a gen-
eral sense of how far away a Ferrer is and in what direction it lies.

+ Sense Strand

By closely examining the energy surrounding another
wraith, the wraith can derect the relationship between a wraith
and his Fetters. This art may also be used to sense whether
something is the Fetter of another wraith and, if so, to identily
the wraith using the Ferrer.

System: When his character is examining another
wraith, the player must rall Perceprion + Lifeweb (diffi-
culty 8). Each suceess allows the player to discover one
clue about a Fetter possessed by that wrairh. This in-
volves confronting the subjecr. On a roll of Percep-
tion + Subrerfuge, the target will realize she is be-
ing scrutinized and is allowed a Willpower roll 1o
resist this invasion of her privacy,

If the character is examining an item o de-
termine whether or not something is a Ferrer,
the Storyteller should roll Perceprion + Lifeweb

for him (standard difficulty, assuming the item
is a Ferter). To attempt to trace a Ferrer in either
location, the player must roll Intelligence +
Lifeweh. The number DFSLICCESSES indil..au.:- the dL-

rection. A Fetter may be ex:ammed once per W n|th per
day.

* Weh Presence

The wraith may now affect the area surmounding one of
her Ferrers without actually being there. If successful, she may
use an Arcanos, make any kind of roll invalving Mental or Social
Autributes, or openly communicate with any wraith there.

System: The player must roll Charisma + Lifeweb (diffi-
culty 8). This art costs 1 Pathos per turn of use.

w Splice Strand

Through use of this art, the wraith may make some person,
place or thing intoa temparary Fetter. This object must be touched
in some fashion (through Embody, Outrage or Inhabir), ar which
point the wraith develops an emaotional affiniry to thar object.
This affinity can be maintained on a day-to-day basis, but only
one Ferter can be maintained using this Arcanos.

System: The player must roll Manipularion + Lifeweb
(difficuley 7). The new Fetter has a rating of 1.




The affinity initially costs 1 Pathos and continues to drmn
| Parhos per day that it is maintained.

e Sover Strand

This feared power allows the wraith ro separate another
wraith from his Fetters. In order to use this arr, the wraith
must be in the presence of the Ferter to be severed. Through
the sheer force of his will, he may separare the victim from his
Ferrer.

System: Once a Ferrer has been identified and the char-
acter is in its presence, the player must roll Strength + Lifeweb
(difficulty equal to the Fetter owner’s Willpower). This inirial
roll may be resisted by Willpower.

A wraith who has had a Fetter severed by this Arcanos
may attempt to reestablish it through two means. The first
option is simply for the wraith ro expend one permanent Will-
power point while she is in contact with the Fetter. The sec-
ond is for either herself or another wraith to use Splice Strand
to reconnect the link. This does not apply to threads severed
by Harrrowings. By spending a Willpower point the wraith can
make the effect of Splice Strand permanent, bur only if the
object was formerly one of the wraith’s Fetters,

This art costs 2 Pathos and 1 Willpower to use.

o Soul Pact

By using this art, a wraith can claim a mortal soul for his
own, but only if the martal is willing. This art is usually evoked
as part of a contract whereby a mortal promises his soul in
exchange for the wraith’s help. Thereafter, while the mortal
lives, he becomes a Fetter of the wraith.

System: The player must roll Charisma + Lifeweb (diffi-
culty equal to the subject’s Willpower).

This art costs 9 Pathos to use. The targer will then be a
one-point Ferrer.
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Homey, I can make you look move beaurifil
than you've ever been. Or move disgusting.
B Need a couple of arms for thar boo job? No
d| problem. How about some hideous scars?
Easy. What about an extra nose or two? Hey,
what are friends for? Really, hon, you need to
Just velax and let me rake care of you.

The art of Moliate, also called Soulshaping, is the power of
maoving, shaping and reforming the stuff of wraiths, called
plasm,

-

Plasm is malleable. Shapers know how to make ir
beauriful, how to make ir glow with an inner light,
and how to make it look human again. By burning
Pathos and employing the ares of Maliate, a wraith
causes the Corpus under his fingertips to flow freely
for a brief second, just long enough for the wraith
to grab it and shape it to her heart's desire.

Storyteller Notes: This art can be used
to inflict aggravared damage on a wrairh's
Corpus.

Masquers — Moliate

One of the most important guilds in Stygia,
the Masquers were spies, artisans and secret assas-
sing, Because many wraiths enjoy taking on power-
ful-looking forms, the Masquers' Guild used to re-
semble a house of fashion, offering wraiths a wide vari-
ery of hody shapes and visages. Furthermare, because of
their ability to change their shape, Masquers were ofren
employed as spies or assassins, especially because they didn't
need to carry a weapon with them.

i e
T T S e R,

Masquers care more about the art of their work than the
practicality of it: they will do berrer work, even in Martialry, if
they can add their own unique flourishes. Jusr about every Cita-
del has a former Masquer working for ir.

One can identify a Masquer by her ext remely malleable
form and by the facr thar she seems to be a little too perfeer,
Occasionally, rwo Masquers who work well together will adapr
the exacr same visage.

Basic Abilfies
Shapesense: This ability allows the wraith ro detect

whether or not another wraith has been Moliared, and if so, in
what manner.

Wraith: The Oblivion
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System: The player must roll Perception + Moliate (diffi-
culty equal to the original shaper's Dexterity + Moliate). The
number of successes indicares how much informarion abour
the Moliated wraith is gleaned, possibly even giving the
Shapesenser an idea of the wraith’s ariginal form.

Glow: This ability allows the wraith to cause himself ar
athers to glow with an inner light. The color and intensity arc
up to the wrairh.

System: The player must roll Charisma + Moliate (diffi-
culty 7). The number of successes indicates how Many scenes
the glow lasrs.

This art costs 1 Pachos.

Return of Death’s Visage: This abiliry allows the
wraith ro return to her original state, as she looked
after her death.

System: The player rolls Manipulation +
Moliare. The difficulty is based upon how much
the wraith has changed (or been changed) since
her death (drastic change 10, moderate
change 8, minor change 6). Fach success in-
dicates how accurarely the wraith assumes her
original shape,

Ir costs 1 Pathos to use this art.

¥
* Imifate

A wraith with this art may change her visage o
mimic another’s. This is easiest to do when the wraith
is looking at the face ro be Imitated, though ir may be
done from memory. This art does not allow the wraith to
change her overall Corpus, just her face.

System: The player must roll Dexterity + Moliate. The
difficulty is variable: 5 if she can sce the face, 8 if going by
memory. If the wraith has a skinmask (see Rend, below), rhe
difficulty is only 4. The number of successes indicates the dif-
ficulty of penctrating rhe disguise.

This art costs | Pathos to use.

* Sculpt

Using this art, the wraith may remporarily grow another
limb, sprour new sensory orpans, place markings or parterns
on himself, or cause parts of his body to glow or change color.
As long as there is not a dangerous effecr associated with the
change, it remains in the province of Sculpting. OF course.
ane may argue that having multiple arms allows more attacks:
this is patently untrue. The wraith has the same physical capa-
bilities regardless of the number of appendages, and unless a
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wraith understands Martialry (lisred below), he cannot actively
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System: The character may choose to Sculpr either him-
self or another wraith. The player rolls Manipulation + Moliate
(difficulty 7). The Storyteller must decide how many successes
are required. The effects of Sculpting are permanent (until
negated with a further use of Sculpting). This art cannot cause
damape; it just changes the shape of the Corpus already there.

This art costs 1 Pathos to use. The subject of the Sculpr-
ing loses a Corpus Level.

Sculpt may also be used to heal apgravared damage: a
wraith may use Sculpt to replace the lost Corpus “slots” thar
were damaged through aggravared wounds, allowing the re-
cipient to refill those “slots.” One success per aggravated wound
must be chrained, and use of the art in this fashion costs |
Pathos plus 1 Pathos per success.

 Martialy

This art allows the wraith to create weaponry and armor
from his Corpus. The weapon takes the place of one of the
| wraith's arms or legs and is automatically shaped to be usable
| by one who knows how.

When a weapon is formed by use of this art, the chosen
limb forms into the shape of the desired weapon, hardening as
| it does so. Crearion of armor causes the wraith’s Corpus to
thicken and harden, assuming a mirrorlike sheen.
| System: In order to create weaponry, the player muse roll
: Intelligence + Moliare (difficulry of his Stamina + 3). Each
success allows the weapon to inflict an additional die of dam-
age: it doesn't particularly matter whar form rthe weapon takes,
although many wraiths adopt swords for ease of use.
To create armor, the player must roll Stamina + Moliate
(difficulty of his Strength + 3). Each success adds one die to
the character’s soak roll, but each success after the firse adds ro
the difficulty of any roll involving Dexterity (the armor s stiff).
Mote that the wraith may only creare weapons from his
own Corpus, not that of others, and that the Melee Skill is
needed to wield a formed weapon properly.
This art costs 3 Pathos to use, plus 1 Parhos per success
pained.

w Rend

This terrible art allows Shapers to inflict tremendous dam-
age on the Corpuses of other wraiths. Use of this power causes
another wraith to be literally torn apart. Some wraiths use this
art to remove another wraith's face — a humiliating thing in
wraith society. Once remaoved, this face is called a skinmask
and can be helpful when using Imitare (see above).

System: Before this art can be used, the characrer must
contact his intended rarger. Generally he must make a normal
attack roll, though the art can be broughr into play if another




comes into contact with him. The player rolls Strengrh +
Moliate (difficulty of his upponent’s Stamina +3). Damage dice
equal the character’s number of successes plus ane per point of
Parhos spent. If five or more successes are gained, the wraith
may remove a portion of his opponent (face, hand, foort, of
tven just gouge out a large portion of Corpus). Damage in-
flicred by Rend is aggravated. =
This arr costs | Pathos to acrivare, Addition ally, thechar=
acter gains 1 Angst per use of this art.

e Bodyshape

At this level of ability, the wraith can transformfier bodys

Wriith: The Oblnion
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entire shape and appearance. The wraith can gy foeniulire

another being or anything else she desires, from a chair to a
refrigerator. Although Corpus can be very malleable, there are
limits; the relative volume of the desired form should be roughly
equal to the wraith's normal form.

System: The player must roll Wits + Moliare. The diffi-
ctlry depends on whar the wraith seeks o emulate. Trying o
emulate another person is difficult (difficulty 9), while trying
to appear as a greasy spot on the floor is very easy (difficulty
5). Whole-body changes can only be held for a limited AMoUnT
of timebefore the wraith is forced back to her original form
{one'scene per success).

Thisast costs 1 Parhos to make the inirial change, plus |
Patchos/pet turn spent in the form.
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| ow think it's easy, pushin’ that, liftin' this? [¢'s
not. Oh, no — bue now, this is fun., Waech
{| me make it go BOOM!

Many wraiths may still affect the liv-
ing world. One of these ways is the Arcanos
of Cutrage. Qutrage is the manifestation
of a wrairh's will as kinetic force.

Storyteller Notes: All Outrage arts are violenr or physi-
cal in one way or another. They should be roleplayed with
much groaning and grunring, as it takes this kind of nonver-
bal communication to focus one's energies properly.

All difficultics arce based on the local Shroud.

Spooks — Outrage

' The Spooks have always been troublemakers
| and poltergeists, responsible for causing trouble
wherever they go. OF all the guilds, this was a
puild in name only. They were a group of row-
dies and miscreanrs.
| Former Spooks are often found in rthe
darkest parts of the city, causing fights and
‘ setring fires. They enjoy scaring people with
their Arcanos.

Spocks like to carry things thar can pound
on other things, like hammers or rocks. In medi-
eval times, the Spooks' Guild was paid by the Artili-
cers to aid in the creation of relics.

One can identify the average Spook by his broad
shoulders, his massive chest and the surly expression on
his visage.

Basc Ahilties

Leap of Rage: As a side effect of learning ro focus his will
into the real world, the wraith discovers that he can control
his own movements, borh in and out of the Shadowlands. By
use of this art, the wraith can make incredible leaps and jumps.

System: The player rolls Dexterity + Outrage (difficulry
of the local Shroud). If this art is used in the Tempest or the
Shadowlands, the difficulry is 6. The number of successes gained
can be added to any successes scored when making a jump or
leap.

* ing
At this level the wraith is just beginning to learn to ma-

nipulate objects in the living world. This arr can be used o
move something very small (such as a bottlecap) jusr a lirtle
bir. It can be just a slipht brush, a push, a lift or some other
movement.

System: The player must roll Strength + Outrage (diffi-
culty of the local Shroud).
This art costs 1 Pathos to use.

 Wraithgrasp

This art allows the characrer ro affect the living
world in a more direct fashion. Though this power
may anly be used to lift things, quite a bit may be

lifted through use of this arr.

System: The player muse roll Strengrh +
Ourrage (difficulty of the local Shroud). This
art allows rhe character to lift something
with a Feat of Strength (see pg. XX). Note
that objects may only be lifted; they may
not be moved in any other way.

This art costs 2 Pathos o use.

o Stonehand Punch

This art allows rhe wrairh to affect the living
world in a violent, physical manner. The wraith may
srrike a rarpet of his choice.

System: The player must roll Strength + Qutrage.
The difficulty is the local Shroud. Each success inflices one
Health Level (or Corpus Level if the target is another wraith)
on the target.

This art costs 2 Pathos per use.

o Deaths Touch

This art allows the wraith to manipulare ohjecrs in rthe
real world. The wraith may type, tie shoes, etc., by using this
art. Alrernatively, the wraith may creare friction, thereby start-
ing fires in the living world.

System: The player must roll Dexterity + Outrage (diffi-
culty of the local Shroud). The number of successes indicates



the delicacy and control of the wraith's rouch, as well as how
long the power lasts— up to one minute per success gained.
To start a fire, the wraith rolls Strength + Ourrage (diffi-
culty 8). The number of successes indicares the heat and ex-
tent of the fire,
This art costs 3 Parhos to use.

s Obliviate

This truly hideous are allows a wraith to destroy some-
thing or someone, banishing it to Oblivion. If used to destroy
an object in the living world, rhar object vanishes into
Oblivion, unless it was inhabited by a wraith. In thar case, it
become a relic. If this art is used on objects in the Shadowlands
(including relics), they are immediarely banished to Oblivion.

When this art is used on another wraith, it inflicts aggri-
vated damage. A wraith who is reduced 1o 2ero Corpus through
this means is immediately forced inro Oblivion. Living crea-
tures merely suffer Health Levels, although if 2 moreal is killed
through this power, his soul descends im mediately into
Oblivion.

System: The player rolls Strength + Ourrage (difficulty
of the local Shroud, unless the characrer is attempting to af-
fect another wraith, in which case the difficulty is the rarget’s
Stamina +3). Each success inflicts one level of appravated dam-
age; this damage cannor be soaked.

This art cosrs 3 Pathos to use. In addition, the wraith pains
I Angse each time this arr is used.

Weilk: The Oblivicn
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Pandemonim

ights! Camera! POLTERGEIST!!!
Pandemonium, also called rhe
Wlding, is a power of pure chaos. [t cannor
be coneralled, bur it is very effective in tam-
pering with the living world. Those wraiths
who use it develop an unsavory reputation:
dabhling in the Wylding is not conducive w

maintaining one’s sanity.

Storyteller Notes: Although the Fog cloaks most of the
effects of this Arcanos, it often causes considerable problems
with local mortals. People tend va freak our when clocks start
nunning backward, ghostly lights dance and whirl, and am-
phibians rain down in gelid rorrents,

However, the effects of mose of these arts vanish
into nothingness quite quickly, leaving no lasting ef-
fecrs, and people don't rend to believe wild-eyed der-
elicts who claim they saw ghoses. Although pho-
topraphy and video coquipment record effects that
directly affecr the living world, most are quick
todisbelieve what they see. Afrer all, video ef-
fects are casy to fake...

The difficulry for any Pandemonium effects is
the local Shroud, unless stated otherwise. The Fog
prevents people from remembering the exact details
of whar happened: see the Fop Chart on pg, XX.

Haunters — Pandemonium

Closely allied with the Spooks' Guild, the Haunt-
ers were somewhar misanthropic: they viewed themselves
s exterminators who would rid buildings of “human pests.”

Mow Haunters are considered quite insane, because their
arts require them to evoke and wirness mind- and reality-alter-
ing effects. Many of them develop quirks reflecring their shaky
sanity: the habit of giggling too much, the tendency to use the
roval “we,” erc. They are generally high-strung and casily imitaved.

One can identify a Haunter by her odd mannerisms and
the fact that she often wears voluminous black cloaks.

Basic Abilities

SBense Chaos: The wraith is highly attuned to the forces of chacs
aned the Shadow. By eoncentrating, the wraith isable to tell if a particu-
lar event has been caused by Pandemonium, or if somerhing has been
wuchied by the Shadow. This art is even useful in determining if a mor-
tal hias been rampered with in some manner by a wraith or Specire.

System: The player must roll Perception + Pandemonium
(difficuley 7).

+ Weirdness

The wrairh can cause something strange to happen to one
individual: he suddenly feels a hot flash, or his hair rises, or he
suffers 1 momentary hallucination. Only one individual at a
time may be affected by this art.

System: The player rolls Charisma + Pandemenium (dif-

ficulty of the local Shroud).
This art costs 1 Pathos,

 Befuddlement

Through use of this art the wraith can cause her
subject ro hecome confused. The subject will become
momentarily disoriented and unaware of who he is
or what he is doing.

System: The art may be wsed on a mortal or an-
other wraith. The player ralls Intellipence + Pande-
moniumn (difficulty of the target's Willpower). The

effects last for one tum per success gained. The
subject of this arr must make an Intelligence roll
{difficulty 8) each rum to think clearly or acr deci-
sively.
This art costs | Parhos to use.

e Dark Ether

Through use of this art, the wraith may affect currently
existing weather-related or light-related environmental con-
dirions in a small area. She can make the area bitterly cold or
blisteringly hor, painfully brighr, ar impenetrably dark. She can
cause blue-white arcs of electricity to dance abour the room, or
flaating globes of light to shimmer into being. She can make the air
dry and biting or as heavy as a wer wool blanket; she can also produce
mists and fogs.

System: The player must state what effect she is attempting
and rall Intelligence + Pandemonium (difficulty of the local
Shroud). The number of successes indicates the degree of van-
ance and the duration of the effect. Five successes on the roll
create sufficient rurbulence ro inflicr one level of damage (Health
or Corpus) upon beings in the vicinity. Generally, however, this
art is meant o terrify, not injure.

This art costs 1 Parhos o evoke and 1 Pathos per turn of
mainicnance,

o Foul Humour

With this art, a wraith may cause foul vermin and sub-
srances ro manifest in a small area. He can evoke a plague of



locusts, a rain of frogs, a nest of black snakes, a pack of rats or
a web full of spiders. Alternatively, he can evoke blood (dried
or wet}, gore, acid, slime, flesh or other noxious subsrances,
The wraith accomplishes these feats by using Parhos o chan-
nel his very Corpus through the Shroud.

System: The player must state what effect he is arcempe-
ing and roll Intelligence + Pandemonium (difficuley of the lo-
cal Shroud). The number of successes indicates the extent of
the manifestation (and how much the Storyteller will elabo-
rate on the description). Ar the end of the effect, the manifes-
tation usually vanishes, although traces of it may remain, es-
pecially if the roll scored five or more successes. Note that
anyrhing damaging created with this power inflicts one die of
damage for every two successes on the creation roll,

This art costs 4 Pathos plus | Corpus per success.

i
o
Tempus fugit
Through this art, a wraith may change the speed ar which
time passes, or may distort the distance of an area. Thus, she
can accelerate time or make it pass very slowly; she can make
the distance across a foyer seem like a mile or the distance

Wrath: The Oblivian

across a ballroom seem like one step. The wraith, however,
CANNOL réverse time.

System: The player must state whar effect she is attempting
and roll Intelligence + Pandemonium (difficulty of rhe local
Shroud). The number of successes indicates the amount of tempo-
ral or spatial change permissible in the wraith’s immediate viciniry.

Each success alters the flow of time by one turn. This can
be attempted once per scene. For insta nce, if a wraith was slow-
ing down time for a victim and scored four suc CES5es, AN acrion
normally requiring one turn would last for four turns. If she
was speeding up time, anything requiring four turns could be
done in one turn. (Mote: this will nor add to the number of
actions the target gets from Celerity, Rage or Effects of the
Time Sphere. It can, however, prevent them...) This art also
works in the Shadowlands (difficuley 7).

This art costs 4 Pathos.

By rolling Dexterity + Pandemonium (difficulty 7), a
wraith may focus the time/space distortion on herself alone
and thus gain an extra action per turn for each success on the
roll. This application of the art costs 2 Pathos to use, and the
effects last for one scene,




3l ome with me on wings of dveam. | can take
vou anywhere vou want to go — woudd you
like to have dinner with Marlene Dietrich? Sip
cappucing on the canals of Mars? Walk with
| me through the Elysian Fields? | promise o
have you back before you wake.

Phantasm is the knowledpe of mortals’
dreaming souls. While asleep, mortals’ souls rest lightly in their
bodies. Ir is relarively easy, for those who know what they
are doing, to slide a soul out of a moreal shell and bring it
:ill:-lif.{ O JOurneys |.]'||¢ﬂ“_-:h the 5]‘1':1!.‘!.31.\'1':1]1(1& The 5'(‘1.‘?0[‘
doesn't remember the journey completely — at best, he
remembers a vague nightmare or a pood dream.

Storyteller Motes: Phantasm offers the Story-
teller the opportunity to involve normal people di-
rectly in the story. While the evenrs of a Phan-
tasm-controlled dream are not real to the dream-
ing soul, they do have an impact on life and
perceptions. Sometimes these dream-journeys
cause o person to reconsider his life and per-
haps change ir.

The dreamer rranslares the landscape and
denizens of the Shadowlands into cumpmhcn-
sible b1|'|1|.l9111:.. oF COourse, the wraith can clmngc-
elements of the dreamer’s dream through use of
the Lucidity art.

For all intents and purposes, a dreaming person isa
wraith with a very solid Corpus that can only be damaged
by special artifacts ar things thar inflice aggravated wounds
onwraiths. If attacked, a dreaming soul returns immediarely
to her body, slipping through the Tempest, and “wakes up” (in
most cases, though there are rare oceasions when the dreamer
does not make it back). Causing permanent damage or death ro a
dreamer throuph use of this Arcanos is only possible at the high-
est levels of the art.

Sandren — Phantasm

Sandmen are the acrors and playwrights of the Under-
world, Their troupes roam the Underworld, rravelling from
Necropolis ro Necropolis with their plays and entertainments.
The fact thar their guild was dishanded meant nothing to them:
they do what they do not because of some guild, bur because ir
is what they love.

One can identify a Sandman by his tendency to dress in-
congruously, with clothes woven from wisps of previously in-
habired dreams.

Phatast

Basic Abilities

Sleepsense: The wraith may abserve the dreams of a mor-
tal. She may use this ability to determine where a mortal is in
his sleep cycle: REM sleep (dreaming), deep sleep (not dream-
ing) or transition. This art may also be used ro experience the
subject’s dream.

System: The player must roll Perception + Phantasm (dif-
ficulty 6). Each success allows the wraith to view the mortal’s
dream for one turn.

* Hysia

By gently taking the soul of a sleeping person into
her hands, 2 wraith can pull it out. This causes no
lasting damage to the soul. Onee freed, the wraith
may carry the dreaming soul along with her.

System: The player must roll Dexterity +
Phantasm. The difficulry depends on the
subject’s current sleep cyele (see Sleepsense,
above): REM sleep (6), transitional sleep (7)
or deep sleep (8). Each success allows the
mortal to stay one scene in the dreamscape.

If the subject is watching television or un-
der a similar hypnotic state, he may be affected
by Elysia; the difficulry is 10, however, and at least
three successes are required. This number is deducred
from the number of successes for duration.

This art costs 1 Parhos.

i chry

This art allows a wraith ro change aspeces of a mortal’s
dream. For example, a dreamer dreams of being in a thunder-
srarm, adrift on a boat in the middle of the ocean. A wraith
could use this art to change the thunderstorm to a calm day, or
the boat to a ralt, or the ocean to a desert. If a wrairh using rhis
art changes enough aspects of a dream, she can effectively take
it over and guide irs path, going so far as to change a pleasant
dream to a nightmare or vice versa.

System: The Storyreller must first decide how drastic the
change is and assign an appropriate difficulty. The player must
roll Manipulation + Phantasm. For each success, the change is
mare vivid and permanent. If the roll botches, the dreamer is
drawn into the wraith's Shadow and experiences its tender mer-
cies via an extremely intense, sanity-threatening nighrmare.

This arr costs 2 Pathos.



eep

This art allows rhe wrairh ro cause other wraiths to fall
asleep and dream in the manner of the living.

System: The player need make a roll only if the wraith is
unwilling. In rhis case, the player rolls Charisma + Phantasm
(difficuley of the wraith's Willpower). The target may also re-
sist using a straight opposed Intelligence + Subrerfuge roll.

This art costs 1 Parhos.

* Agon

This is a direcr means of ripping a mortal’s soul from his
sleeping body. This method is extremely painful and often de-
structive to the mortal.

System: The player rolls Strength + Phantasm (difficulty
8). The number of successes on the roll indicates the number
of Health Levels the dreamer loses upon awakening. Ir also
indicares the number of scenes during which the wraith may
hold the dreamer's soul. The dreamer may resist by using Wirs
+ Subterfuge (difficulty 8). Apon somerimes becomes an epic
conrest berween the living and the dead. If the wraith botches,
the dreamer’s soul has somehow been harmed: he may become
neurotic or suffer a recurring nighrmare.

This arr costs 3 Parhos, and the wraith's Shadow gains 1
Angst per use. Botching will bestow two points of Angsr.

} e Phantasmiagoria

The wraith may weave her Pathos (and Corpus) into illue
{ sions. These illusions are not solid to other wraiths (alrhough
they can still be danperous) unless rthe wraith has invested
Corpus into them. A wraith can weave illusions in the living
world if the wraith first Embodies there. The illusions can af-
fect all five senses, although they last for only a short amount
of rime.

System: The roll to create an illusion is Charisma + Phan-
tasm (difficulty 6). The number of successes on this roll equals
both the number of successes required (on a Perception + Alert-
ness roll) to see through an illusion and the number of rurns
the illusion lasts. In order for an illusion ro become quasi-ma-
terial (and thus dangerous), the wraith must invest at least
one level of Corpus into the illusion’s “body.” The number of
Corpus Levels invested indicares the amount of damage the
illusion can rake before being destroyed. Corpus cannot be
replaced in an illusion once it is damaged: another Phanras-
magoria attempt must be made ro recreare ir.

T —

If the illusion is of a dangerous or damaging nature, the
§ player may roll Dexterity + Phantasm (difficuley 7) as an ar-
g tack roll. The victim may dodge the arrack. The damage roll is
Strength + Phanrasm (difficuley 7), bestowing one point of
damage for each success. The victim may soak the damage.

This art costs 3 Pathos o use, plus | Parhos per turn.
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re yout 50 natve as to think that humanity has
divected itself over the course of history? Why
do vou think there was no nuclear holocaust
during the Cold War? Certainly not because
1 of peace-loving military officials. We pull the
stvings, and they dance for us — because
Charom himself couldn’t have kepe Oblivion
at bay if those muke mushrooms had blossomed. It may have been
against his Code, but [ personally don't think he would have
minded.

Pupperry is the forbidden art of possession. Of all
Arcanos, it is the one Charon specifically said was the
provinge of his Deathlords and the Hierarchy alone.
Nonertheless, an entire subculture of weaiths are ad-
dicted to this Arcanos’ power-tripping ways. They
love the experience of feeling alive again. They
love the power they have over their hosts, even
after their hosts are hospitalized for mental ill-
ness,

Storyteller Notes: While inhabiting
the bady of a "-lll‘lect the wraith is not con-
sidered to be “in" the Shadowlands. He is
safe from the r.u.mﬂnl"tlmt place. However,
he takes damage whenever his host takes dam-
age,

Mote that unless the wraith is in direct con-
trol of the body, you should use the host's Physical
Arrribures and Talents. The Puppeteer is just a
hanger-on.

Plppeteers — Puppetry

The ultimate secrer weapon, the Puppeteers were more
ofan clite group of equals than a guild. Charon himsell used
their services on more than one occasion, although he obvi-
ously loathed them. The Puppereers were never a part of the
Hierarchy, bur were abviously sanctioned by it

Puppeteers believe themselves responsible for the well-
being of mortals and often po to grear lengrhs to ensure that
other wraiths aren't causing unnecessary deaths in the living
world. Still, many Renegade Puppeteers feel the exacr oppo-
site: that mortal bodies are rheirs 1o use and abuse.

One ean idenrify a Puppeteer by his accent and strange
mannerisms: r'tlrljﬁcll.'l.'l:‘ tend to pick up many strange accents
and habits when skinriding different peaple.

.Ju.....h_
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Attunement

In order for a wraith to perform some aspecrs of Pupperry,
he must first prepare a Consorr. To prepare a Consort, the
wraith musr spend a considerable amount of time skinriding
the individual, spending a point of Willpower each time. This
represents a process of identifying with the Consort over time.
Five points of Willpower are required to prepare the averape
Consort. If the Consort is a close friend, two or three poinrs of
Willpower will be sufficient. The Skinrider must succeed at
each of the lower levels of Puppetry before attempting a
higher level. Once the Storyteller deems the time is righr,
the wraith must expend a permanent Willpower point,
at which point the subject becomes a Consort.

Basic Abilities

Detect Possession: Not only does this abil-
ity allow a wraith to detect the sipns of posses-
sion, but ro sense if 2 morral has been attuned

for the purpose of using Puppetry.

System: To detect a current possession,
the player rolls Perceprion + Pupperry (diffi-
culey 7). To derect the subtle signs of past pos-
session, the difficulty is 9.

The Skinrider may resist current detecrion by
using Appearance + Subterfuge (difficulry 7) or Ap-
pearance + Puppetry (difficulty 6).

+ Skinride

Before the wraith may attempt to control a mortal in
other ways, the wraith must first learn the art of skinriding.
Skinriding is essentially the ability o slip into the mortal’s
bady, thereby remporarily joining with her. This is a very basic
level of possession; in effect, the wraith is simply along for the
ride, and the host is moving of her own free will, carrying the
wraith along. However, all other uses of Puppetry first require
the wraith to Skinride the host.

If he so desires, the wraith may arrempr to implant a one-
word suggestion or simple impulse. This suggestion or impulse
cannat be contradictory to the host’s Nature or very dangerous.

System: In order to have his characrer enrer a host’s body,
the player must rall Dexrerity + Puppetry (difficulty of the
subject’s Willpower). The roll indicates how many successes
are needed for another wraith to wrese the wraith our of the
host's body.

This art costs 1 Pathos.

Chapter Sa: Trils W
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* Sudden Movement

The Puppeteer may now send an impulse directly ro an
arm or leg and rake fleeting control of it. This arr may be used
to force someone to pick something up without knowing ex-
actly why.

System: The character musr first Skinride the host. The
player then rolls Strength + Puppetry (difficulry of the subject's
Willpower). The vicrim is allowed a resisted roll of Willpower.
The number of successes indicares the degree of control the
characrer has,

This art costs 1 Pathos per usc.

v Master s Voice

The Puppeteer briefly overrides the speech centers of his
host and causes her to speak. The voice produced when using
this arr is a bizarre hybrid of the wraith’s and host's voices.

System: The player must roll Intelligence + Pupperry (dif-
ficulty of the subject’s Willpower). The Puppereer may speak
for one breath per success gained.

This art cosrs 1 Pathos 1o use.

e Rein in the Mind

This more pawerful possession allows the Puppereer to
control a host without her realizing it. In order to do this, how-
ever, the Puppeteer muse have attuned her as a Consort [see
Artunement, above).

The host remains semiconscious throughour rhe process
and will emerge from the possession when the Puppeteer fi-
nally releases her. Once released, she will immediately try 1o
rationalize her acrions. This isn't always possible, and many
hosts have sought mental health professionals, testing and
therapy. Note, however, thar any pain felr by the host is felr by
the wraith also: electroshock therapy has been extremely use-
tul in throwing a Puppeteer our, though nothing prevents him
from coming back.

System: The player must roll Manipulation + Puppetry
(difficulty of the subject’s Willpower or the local Shroud,
whichever is higher). The number of successes indicates the
number of scenes during which the Fuppeteer may control the
host. By spending a Willpower point, the host may make a
Willpower roll to thwarr the possession (each success versus a
difficulty of the Puppeteer's Manipularion + Puppertry indi-
cates one fewer scene the Puppereer may remain in control).

This art costs 4 Parhos to use and bestows one point of
Angst,
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o (hliterate the Soul
After long-time use of Rein in the Mind, a wraith may

begin to live full-time within a host’s body. The host's person-
ality is subsumed, earen by rhe Shadow of the possessing wraithy

Whenever the wraith leavesa body thar has been so possessed,

it becomes catatonic — sitting about listlessly, with no will of
its own. Master Puppereers rypically exploit and destroyimor-
tals for their own survival.

System: If the character has a Consort who has béen con-
ditioned through long uses of Rein in the Mind, the player
may roll Steength + Puppetry (difficulty equals ghe subjéor’s
Willpower or the local Shroud, whichever is greater). W'i'l,fl.‘n
the wraith rorals enough successes to equal thie host’s Will-
power, she can destroy the soul of the host anddive fullsgime &5
that person. R

this art, and she gains a number of Angst points equal to the

i Xty T

W ((BF R o

It should be nored thar a body that does not contain its
original soul will slowly start ro decay. One week after remov-
ing the soul, the body will begin to rot. For this reason, mase
wraiths who possess this art use it only in dire circumstances.
Mote that this form of possession only works on moreals and is
aamplerely ineffective against supernaturals.
This arr can only be employed once a month, on the new
meon: if a wraith doesn't Obliterare the Soul the first time,
she must wait ancther month to ory again,
| Thewrairh must spend 5 Pathos and 2 Willpower to evoke

host’s oniginal Willpower.




| upply and demand. I¢'s simple economics. You
need, we provide, You don't ask us where we
get the juice, and we won't ask what you're
planning to do with it. Fair? | thought so.

Usury is the are of exercising the power
thar death has over life. Through it, wraiths
can gain life encrgy — Parhos. Every day,
the Quick die a little more. Usury is just the process of speed-
ing the arrival of the final breath.

Some believe that the Shadow is the channel for this
art. Indeed, Usury embodies the process of speeding de-
cay and death, and many Usurers find themselves filled
with Angst on a regular basis. Through this Arcanos,
the wraith infects a living person wirth minute quan-
tities of death, thereby stealing some of his life. It is
also used ro steal other wraiths' Corpus.

Storyteller Notes: To employ Usury, the
wraith using it must somehow touch the
subject’s body or Corpus. Where mortals are
concerned, this is done through Pupperry
{entering a mortal and using the art on
him), Embody (materializing and touching \
someone), Inhabit (being inside somerhing "‘-I
that is in contact wirh rhe subject) or Phan- '\
tasm {rouching the dreaming soul). The life en-
ergy stolen in this fashion appears as an arc of light
that dulls and grays as ir enrers the wraith.

Ustrers — Usury

L]
IT. Atone time, the Usurer’s Guild had considerable po-
’l

litical clour in Stygia. The Usurers made a bid ro rake over
the government of Stygia and were thus cast out along with
. B0 the rest of the guilds. For this reason, the Usurers must con-
8 duct their business in secret. In order to reach a Usurer of some
48 renown or power, a client must first follow a series of direc-
] tions leading her on a somewhar unorthodox wild goose chase.
g 1 nobody follows the client (and if the Usurers decide her in-
tent is good), then the Usurers will see her.

One can identify a Usurer by her tendency to speak in
precise, numerical terms, as well as by the scales she carries,

which allow her to keep track of the balance of energy trans-
ferred.

Writh: he Obliion
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Basic Abiites

f

Assessment: The wraith can sense the amount of life {or,
conversely, the amounr of death) within an individual. He ean
gain a general sense of that individual’s Stamina, Health and
Corpus. By looking at wounds, he can rell how grave they are.
This ability has an adjuncrt use: the wraith can use it to sense
the presence of life energy within an area.

System: The player must roll Perceprion + Usury (diffi-

culty 6). The number of successes indicates the accuracy of
the reading.

+ Transfer

The wraith may transfer her own Parhos to an-
other, if she so desires. Alrernatively, the wraith
may use this art to steal Pathos from another
wraith. To use this art successfully, the wwo
wraiths in question must be in contact at the
time of the transference. The energy mani-
fests as a glow that infuses the wraith re-
ceiving the Parhos.
System: The player must roll Manipula-
tion + Usury. If this art is being used to trans-
fer Pathos, the difficulry equals the amount of
Pathos the receiving wraith currently has. If the
art is being used to steal Pathos, the difficulry equals
the subject’s Willpower. The number of success indi-
cates how many points of Pathos may be transferred.

* Barly Withdrawa

By merely touching a subject {living or wraith), the Usu-
rer may siphon life energy from the subject. In order ro drain
energy from the living, the wraith must physically contact the
chosen individual through some means, generally through use
of the Embady Arcanos,

System: Once the subject has been rouched, the player
rolls Manipulation + Usury (difficulty of the opponent’s Will-
power). The number of successes indicates the number of
Health or Corpus Levels stolen. These levels are immediately
marked off on the subject’s sheer and added 1o the Usurer's
sheet. The wraith may only steal Health or Corpus Levels up
to his maximum Corpus. Onee the Usurer has reached his
maximum Corpus, this ability becomes useless — unless the
character possesses the Exchange Rate art (see below).




This art allows the wraith o heal a mortal or another
wraith by infusing her with his own Corpus. The subject is
held close to the mouth of the bestowing wraith and receives
the Corpus as a ghostly breath. The wraith need not be mani-
fested in any way to use this art upon mortals.

System: The player rolls Stamina + Usury (difficulry equal
to the injured characrer’s current Health or Corpus Levels).
For each success rolled, one Corpus Level may be transferred
to the subject. A horch on this roll means that the flow of
Corpus reverses: see the Early Withdrawal art, above.

This arr costs | Pathos to use.

e Exchange Rate

Though a wraith can convert his Parhos o Corpus (see
Healing, pg- XX), Corpus always remains the same. Wirh rhis
art, a wraith may now convert Corpus into Pathos. He may
simply convert his own Corpus, or he may use this art in con-
junction with Early Withdrawal (see above).

System: The player rolls Intelligence + Usury (difficulry
6). Each success allows one point of Corpus to be converted
into Pathos.

v [1vestment

Through use of this art the wraith may use relics as reser-
vuirs to store Corpus and Parhos for future use. The wraith
musr first own a relic in order for this art ro be used; by focus-
ing his will upon rhe relic, the wraith may channel energy into
it, where it is then stored. This bottled Pathos is accessible to
anyone who knows the sigil or command phrase with which
the wraith seals the relic.

System: The player decides how many Pathos or Corpus
points she wishes to invest, and then wrires down that num-
ber. The player then rolls Intelligence + Usury (difficulry 7).
For cach success, one point of Parhos or Corpus is invested.
All excess points “gambled” are lost. Once successful, the char-
acter must seal the relic by spending a Willpower point and
assigning a sigil or command rhat must be used when the en-
ergy within the relic is to be tapped. Only one type of cnergy
may be stored within a given relic. Note that soulfire is cre-
ated in this fashion: this arr is required to recharge empty
soulfire crystals.
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and he i not always wrong. ..
—Billy Joel, “The Stranger”

here are rwo main aspects to a wraith
character’s personality. The first, the
Psyche, is usually the dominanr side of a
wrairth. The Psyche represents the farce of
will and the source of identity. A wraith
[ollows his Psyche by being rrue to himself
and acring in accordance with his inner
beliefs (his Nature). The Psyche trusts, believes, creates, hopes
and dreams. The Psyche, however, cannot exist on its own.
Every characrer has a dark side as well.

Wrairhs call this inner darkness the Shadow. Usually, this
is the repressed, hidden side of a wraith. The word “evil” does
not entirely fir; the phrase “dark side” is far more appropriate,
It is the negarive image of the Psyche. From the viewpoint of
the Shadow, darkness is a source of strength. The Shadow feeds
doubt, resistance, antipathy and the subconscious. From the
viewpoine of the Psyche, the Shadow is a force of destruction,
not creation. It is the deathwish, the shard of Oblivien in any

Chapter Seven
Shadow

You may never understand
how the seranger is inspived,
For he is not always evil,

wraith, threatening to consume everything a wraith holds dear.
Both of these interpretations, in a sense, are true.

The “characrer” played by a Wraith player is the Psyche
aspect. When desperation and suffering grow strong enough,
however, the Shadow side of the wraith emerges. This Shadow
side is a separate character, complere with its own Traits and
character sheet, and is usually not under the player's control.

This chapter describes how the dark side of a characrer is
developed. The Psyche is creared by the player with the help
of the Storyteller; the Shadow is created by the Storyieller
with the help of the player. The rules presented in chis chaprer
cnable the Storyreller to define and delineare the Shadow,

Shadowgide

The Shadow is an inrelligenr force. Ir does not mindlessly
plod along: even the most alien Shadows have plans, cycles,
cunning tricks and brilliant insights into the Psyche.

To represent rhis, another player in the troupe assumes
the rale of the character’s Shadow. This plaver is called the
Shadowguide. Thus, each Wraith player actually controls two
characters: her own characrer and another characrer’s Shadow.
The Shadowguide roleplays the subconscious urges of a char-
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acrer. The Shadowguide will afren whisper hints and prromises
of power, trying to trick the player into self-destructive ac-
tions.

Any roleplaying game is played by consensus. The Srory-
teller usually decides which player will represent which Shadow.
However, a player can feel free to choose her own Shadowguide.
All players must be comforrable with the final decision. The
Shadowguide assists in developing the character as the game
Progresses,

It should be noted, however, that during periods when
the Shadow dircetly dominates (as opposed o influences) the
wraith, the player, not the Shadowguide, controls the Shadow-
ridden character.

As a Shadowguide, you have a degree of power... and a
degree of responsibility. You must become familiar with the
wraith whose Shadow you control. This doesn't necessarily
mean that you should memorize the characrer sheet, but you
should definirely be familiar with what the Psyche of your
Shadow can do. You also need ro understand the tools you
have at your disposal.

Finally, you must know when o stop. You must under-
stand when to ease back, when to cease your spiritual assault
on your poor targer. If the Shadow is always acrive and always
trying to do harm to the character, the story will suffer. If vou
are too vicious, the person playing your Shadow may eventu-
ally find it necessary ro show you that turnabour is indeed fair
play... :

Owerall, you must realize thar, even though you are play-
ing an entity of darkness and destruction, you are playing an
intelligent entity who realizes that small vicrories, gathered
over time, are worth more than a single triumph. The work of
the Shadow requires patience, cunning and insighr. Use fi-
nesse,

And above all else, everyone involved must remember one
thing: ir's only a game. The Storyreller is responsible for pre-
venting the Shadowguide from abusing his position; if need
be, she will accasionally intervene and guide a characrer's
Shadow herself,

Shadow Character Generafion

‘m harboring a fugitive, a defector of a kind
She lives in my soul and drinks of my wine
And I'd give my last breath to keep us alive

— Indigo Girls, “Fugitive”

Afrera player has finished all the other
stages of character creation, the Storyteller
begins to develop the character’s Shadow. The Storyteller must
give depth to each character in his game. He must make the
“light" in his game brighter by contrasting it against the grow-
ing darkness he evokes.
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Yer this shall I ne’er know, but live in dowbt
Til my bad angel fire my pood one out.
—William Shakespeare, "Sonner 141"

The Storyteller and the player need to pick a concept for
the Shadow. This represents the general personality of the
Shadow, but also says something about the personality of the
character. Try to determine exactly what about this character
will make it unique. What secrets will trouble and torment
the character throughour the game!

An excellent time to develop these ideas is during a
character’s prelude. By understanding the forces and desires
that drove a characrer through life, the Storyeeller will gain an
understanding of what motivates the character not just in
death, but toward death. The Shadow is the incarnarion of
the Psyche's niphrmares.

Below are listed several Shadow Archetypes. Some of them
are variants of existing Psyche Archetypes (it's even possible,
in some cases, for a characrer to have the same Archetype for
the Demeanor, Nature and Shadow). The ones listed below
are only a sampling. Feel free to develop unigue Shadow con-
eepts in addition ro the ones provided.

Shadow Archetypes

These Archerypes mainly apply ro the Shadowguide. As
he deceives and corrupts, the Shadow develops its personality
and methods. The Archetype can also be helpful to the player
when roleplaying through periods of Carharsis.

The Abuser

This Shadow represents the bateered "inner child” who
has come full circle, grown up our of her rerrible beginnings to
inflict more pain on others. She is alternately childlike and
rage-filled, caring and terribly abusive. Mostly she is chaoric
and nearly impossible ro second-guess. Like the Perfectionist,
the Abuser makes impossible demands; unlike him, however,
she never expects the character to fulfill them. She hopes the
character will fail — failure gives her an excuse for her cruelty.

When dominant, this Shadow uses her power to abuse
athers: mindlessly lashing cut, demanding servitude, or me-
thodically inflicting pain and suffering. She wishes the whole
world to suffer just like she does.

The Director

This Shadow is aloof and quiet. He seems mild-mannered
enough. Indeed, he is quite gentlemanly and presents a strong
facade of honor. He is the master manipularor. Your secrets are
the keys with which he gradually unlocks ironies and inner

\:9-94‘.-.-:

doubrs. The Direcrors ultimare goal is to sharter your will with
terror in one fell swoop. He enjoys watching as you stumble
into trap after trap that he's laid for you, and loves your sur-
prise and incredulous dishelief when he shows you what you
have become.

This meticulous, terrifying Shadow subtly evokes dark el-
ements here and there, seeds of the soul thae eventually blos-
som into something truly horrific. Like a demented game-show
host, he pulls back one curtain after another, revealing weak-
nesses thar you never even knew you had.

When in power, this Shadow quietly prepares his next
series of traps. He also enjoys mind pames, forcing others o
confront their own weaknesses.

The freak

The Freak knows all your secrers and gets a perverse kick
out of them. It enjoys making you do what you mest leathe.
When it whispers to you, it makes you feel like you are all
alone, like you are the only one who would ever do the things
you've done, At the same time, however, the Freak gives you
permission to do horrific, terrible things, The Freak takes plea-
sure in your shame.

When the Freak is in power, it often tries to shame its
host. [t will force the host to indulge in many terrible acts.
Moreover, the Freak rakes almost as much pleasure in dredg-
ing up athers’ perversity and exposing it to the world,

The Leech

This Shadow is the hole inside you, a pit of raw need dug
by neglect and hare. This Shadow needs love, sexual fulfill-
ment, goods, food, attention — everything. The Leech threat-
ens to consume everything around you, including yourself. This
Shadow often acts like a lost child, a creature worthy only of
pity, dwelling within you and constantly pleading for help. In
truth, it is in control, driving you o Oblivion with irs vora-
cious apperites.

When in power, this Shadow attempts to gain sustenance
from others at any cost. It thinks nothing of using, ruining and
discarding others. The world owes the Leech, and the Leech
will lash out spitefully if rejected enough.

The Martyr

The Martyr wishes enly to quit its existence as soon as
possible. He may try and drag others down with him, bur his
main poal is to force you to embrace Oblivion, to complete
the process of death. He always seeks to die again and again.
The Martyr often uses your faith and altruism as levers, offer-
ing glorious, fulfilling sacrifice for the grearer good. But the
preaching it offers is false, leading only to annihilaticn.

When this Shadow is in power, it will immediarely place
the host in the mose dangerous situation it can. v will also
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I proselytize to other wraiths abour the furility of continued ex-
istence and the need ro sacrifice oneself for a higher goal.

The Monster

The Monsrer is a foul and unknowable thing. You can't
begin ro understand what it wants, or why. Ir is mindlessly
destructive, lashing out ar everyrhing around it.

When this Shadow is in power, it will mindlessly arack
anyrhing in its path. lt seeks to destroy and will not cease de-
stroying until it destroys itself in the process. It is also verbally
abusive, spouting obsceniries ar anyone within carshot.

The Parent

Owverprotective, loving and caring, this Shadow wants ro
keep you nice and neat and clean. She wanes you to love only
her. She wants you to listen to her, and if you don't listen,
she'll make you feel guilty for not listening. She's only think-
ing of your best interests, anyway. She knows your dirty
thoughts and vile secrets, bur she still loves you (though no
one else could ever love such a monster...). She tries o im-
prove your self-esteem, but can't help “accidentally” remind-
ing you of how you've failed. She will help you, though. Re-
ally. After all, aren't you her precious baby?

When in power, this Shadow often seeks to “protect” other
wraiths and instill guilt for the things they've done. She will
also attempt to destroy any and all relationships the host has.

The Perfectionist

This Shadow scts limitations and goals that far exceed
your capacity to accomplish them. Then, when you inevitably
fail, he criricizes your every flaw with all the ract and restraint
of a drill instructor. He knows every weakness in you and never
lets you forget any of them. Even your successes could have
been berrer. He offers you the hope of improvemenr one day,
but it is generally a false one.

When in power, this Shadow tries to damage its hosr, be-
lieving thar it is worthless and weak. Additionally, it will of-
ten castigate other wraiths around ir.,

The Pusher

The Pusher is your buddy, your pal. Like Mephistopheles,
he is helpful, solicitous and charming. He's always ready 1o
offer assistance — for a price. He may even give you eredir. ..
afrer all, what are friends for? “Don’t worry, be happy™: that's
the Pusher’s creed. He wants you ro have fun. As much fun as
you can afford...

When in power, the Pusher will arrempr to place the host
in great danger or privation, forcing the host w call en the
power that only he can nl‘_fu:r.
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Tre Rationalit

This Shadow is the reasoning, thinking person'’s Shadow.
she calmly discusses your situation with you, gently explain-
ing why you should do whar she wants and offering rorally
lagical reasans for so doing. Of course, her logic is designed to
lead you down the path o Oblivien.

She never apenly confronts you. Instead, she riddles your
mind with doubts — doubts that anly she can allay. This
Shadow has a sensible, rational answer to everything, and of-
fers you the protection of denial as well: certainly, the thoughes
gnawing at you are silly guile feelings instilled by a repressive
upbringing. Certainly, the thoughts, words and deeds this
Shadow has instigared haven't really hurt anyone too much. ..

When in power, this Shadow creates conditions that prove

her various postulates. She also “advises” other wraiths, trying
to trick them into “logical” behavior.

Step Two: Angst

“Life," said Marvin. “Don’t talk to me abour life.”
Douglas Adams, The Hitchhiker's Guide to the Galaoy
The Shadow is powered by a Trait called Angst. This Trait

represents and quanrifies a wraith's pain, alienarion, self-doubr
and frustration. The higher the Angst rating, the mare power-
ful the Shadow.

The Angst raring always srarts equal to or less than the
character’s initial Willpower. Roll a number of dice equal to
the character's Willpower (difficulty 6). The number of suc-
cesses indicates the number of "permanent” Angst points the
characrer has ar the starr of the pame.

Angst represents the stress and repressed emotion inside a
wraith. Angst also determines the strength of the Shadow. The
Shadow may spend Angsr points just as the wrairth spends
Willpawer.

Unlike Willpower, however, temporary Angst can exceed
the houndaries of its permanent score. When a characrer’s rtem-
porary Angst exceeds his permanent Willpower, the Shadow
can attempt to overpower the Psyche and usurp control of the
wraith. If rthe Shadow possesses 10 points of temporary Angse
while it is dominant over the character, the Shadow trades all
its temporary Angst for a point of permanent Angst. The char-
acter is one step closer to Oblivion.

During play, Angst can increase and decrease without the
player’s knowledge, The idea is that the player should never
really know where her characrer srands. Some Arcanos pive
the Shadow temporary Angst points. The Shadow also has
weaponry of its own, called Thoms; certain Thorms provide
temporary Angse. Finally, the Shadow has its own Dark Pas-
sions, If the wraith fulfills the purpose or inflicts the passion of
a Dark Passion on a mortal creature, she can quickly sate her-
self with larger amounrs of Angsr.

During play, the Shadowguide must keep track of the
characrer’s Angst score. She will also need to know the player's
permanent Willpower score. The Staryreller may choose to
keep track as well, but she will usually be too busy telling the
story. The player will always know her Willpower score, but
will never know her Angst score.

Step Three: Dark Passions

Mext, the Storyteller must choose the Passions of the
Shadow. Define the Shadow's Passions (or *Dark Passions”) in
the same way you define the Psyche's Passions: cach Passion
consists of a brief, one-line description of the Passion, followed
by the appropriate emotion. You should use the Passions of
the Psyche as a puide, hecause Dark Passions are generally op-
posite from thase of the Psyche. Still, feel free to make parallel
or completely unigque Passions as you see fit. The Storyteller
assipns seven points of Dark Passions when designing a Shadow
and the palyer can spend freebie points to raise them during
character generation. Fulfilling a Dark Passion will give the
characrer pure Anpst. See Dark Passions, below.

Step Four: freehie Points

The Storyreller has 10 freebie points ro spend on the
Shadow's Traits. These freebie points can be used to raise the
Angst score or purchase Thorns. MNote, however, that a
Shadow's permanent Angst score can never initially exceed
the character’s Willpower, although temporary Angst can be
as high as 10.

Permanent Angst — 5 points per dot

(cannor inirially be higher than permanent Willpower)

Temporary Angst — 2 points per dot
(cannot initially be higher than permanent Angst)
Dark Passions — 1 poine per dot
{maximum of 10 dots)

Thorms — listed individually below

Thorns

In the end you will sebmit —

It's par to hure a licele bie.

Mew Order, “Perfect Kiss”

Thorns are special gualities that the Shadow possesses.
These qualities are rorally under the conrral of the Storyreller,
not the player.

Spectre Prestige: 1 pointflevel —The Shadow is respected
among Spectres and will often be aided by them. Trear this as
Motoriety for the Shadow.

Dark Allies: 1 pointflevel — The Shadow regularly com-
municares with Specrres in the area. Trear this Thorn as if the
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Shadow had the Allies Background, applicable only the region’s
Spectres.

Tainted Relic: 1 point/relic — The Shadow has an impor-
tant relic that manifests only when it is in power. This relic could
be a mask, a weapon or some other item. The character should be
able to recognize its origin if it is described ro him or if he sees it in
amirror. The manifestation of rhis relic demonstrates ro others in
the wraith’s Circle thar the Shadow is in control.

Infamy: | point/level — People curse the character’s name
as rhey lie down to sleep. The Infamy Thorn causes a kind of
Memoriam to collecr ar the character’s Ferrers. Only the
Shadow can benefit from this energy. Whenever a wraith Slum-
bers, the Storyteller rolls a number of dice equal to the Shadow's
rating in this Thom (difficulty 6). For cach success, the hatred
of the living conveys one point of Angst to the wraith. The
maximum rating of this Tharn is 3.

Death’s Sigil: 1-3 points — The Shadow causes the char-
acter to manifest a distinctive fearure thar accompanies her
wherever she goes. This can be anything from the sound of
rushing wings that announces her presence to glowing hellfire
that drips from her and covers everything she touches. This
sigil even colors her Arcanos effects, and makes it quire easy
to perceive her presence and track her movements. The sigil
can be “rurned off" by the characrer by expending one Will-
power per Thorn peint spent on the sigil.

Shadow Traits: 2 points — You can buy ane dot of any
Artribure or Ability that the Shadow can bestow as a bonus to
the Dice Pool for that Trait. You must specify the Atcribure or
Ability when the Thorn is bought during the creation of the
Shadow. The character may access the Shadow Trait at will,
bur the Shadow gains one remporary Angst each time the char-
acter accepts help and makes a roll using the Shadow Trait.

Aura of Corruption: 2 points — The Shadow warps the
character, making him discasreful o other wraiths: perhaps he
stinks terribly, or his voice is grating, or his bady or countenance
is disfigured, or he has a monstrous form, erc. The difficulties of all
rolls involving social interactions with other wraiths are raised by
two. This Thomn can be purchased only once.

Shadow Call: 2 points — The Shadow has the power to
summon Spectres by calling ro them in the Tempest. By spend-
ing an Angst point and succeeding in an Angsr roll (difficulty
7), the Shadow can summon Specrres. The number and
strength of the Spectres are derermined by the number of suc-
cesses on the Angst roll. The character must be in the Tem-
pest to use this Thorn.

Pact of Doom: 3 points — The Shadow can make a pact
with its host, granting increased knowledge of Arcanos in ex-
change for greater control. Each pacr spells out the host'’s du-
ties and exactly how much Arcanos knowledge is granred. A
pact cannot be forced on a character — she must accept it
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knowingly. When a pact is made, the Shadow gains a number
of permanent Angst points equal to the level or levels of
Arcanos it teaches. A Shadow doesn't have to know the
Arcanos to teach ir: it may simply access thar information from
the body of arcane knowledge all creatures of Oblivien can
access. This Thom can be purchased only once.

Tainted Touch: 3 points — Whenever the character touches
something or someone, there is a chance the thing or person will
become tainted with Oblivion. Roll three dice (difficulty 6). The num-
ber of successes equals the number of Angst poines or Health Levels
thar the Shadow inflicts on the target. The character can fight this
Thom by spending a Willpower point and making a Willpower roll
(difficulty &); the number of successes on the roll must equal or exceed
the Tain rell. This Thom may be purchased only once.

Trick of the Light: 3 points — The Shadow can subtly
alter the perceprions of a character o fic its needs. This is a
very, very subtle power of the Shadow, but is extremely potent
when used correctly. The Shadow spends one Angst point per
scene to maintain the perceprion-shift. More thar this tool only
covers one sense per use: multiple senses require multiple ex-
penditures of Angst. The Shadowguide, not the Storyteller,
describes what the characrer senses.

Bad Luck: 3 points — The Shadow can spend Angst points
to reduce the number of successes pained by its host character,
just as the player can spend Willpower to increase the number
of successes,

Doppelganger: 3 points — The Shadow can appear as one
completely different person. The person can be known or un-
known. This makes it difficult for the characrer’s friends to
recognize him if his Shadow takes over.

Shadow Familiar: 5 points — The Shadow has a smaller
spirit of Oblivion thar aces as its familiar spiric. This familiar
can be the Shadow's eyes, ears and voice. It is usually rela-
tively harmless, for it is not meant to be anything more than a
spy. The familiar is small, bur may be any shape desired by the
Shadow.

Freudian Slip: 5 points — By spending an Anpse poinr,
the Shadow may cause the character to take an involuntary,
sudden, action, or may insert a single, unbidden thought into
the character’s head. This can be resisted by the character
spending a Willpower point and making a Willpawer roll {dif-
ficuley 7). One success is needed to resist.

Shadow Life: 5 points — The Shadow lives a parallel life.
Whenever the characrer Slumbers, the Shadow rakes over and
acts without her knowledge. This can lead to some very inter-
esting problems as the character meets people whom the
Shadow has wronped or arracked in some way. The characrer
may not even know about this property of his Shadow. For two
more points of Thom, the character suffers a mental block
about the fact. This Thorn may be purchased only once.

Devil's Dare: 7 poines — By investing a number of Angst
points into a single command and writing that command on a
note (o be passed to a player, the Shadowguide can stipulare

T TBRAN e N R




some action that the Psyche muse rake. The Devil's Dare must
be very specifically defined, and must be something rhar the
character can actually do. The Angst points are immediately
spent. Each point of Angst so spent represents the severity of
the action; if the action is very severe, the player may peririon
the Storyreller ro have it lowered. If, by the end of the session,
the dare isn't somehow worked inro the character’s actions,
then the character loses the number of Willpower points equal
to the Angst invesred in the dare.

A final Note on Shadow Creation

Although the Shadow is a ver y important parr of a char
acrer, you must make sure that the Shadow's character does
not “upstage” the Psyche of thar character. Even though the
Shadow may eventually triumph over the Psyche, the players
characrer is more important than the Shadowguide’s.

Guiding the Shadow

: The remprations of the Shadow are offered
L) o ,m".l. by another player called the Shadowguide.
' L g : _ X
. i : lhe Shadowguide develops a persona for
the Shadow and roleplays it like a second-
ary character.

If you choose to be a 5hm.|ul.v:_:l_|.;idu, vou
have an important job to do. You musr rep-
resent this dark urge within the wraith. In order to roleplay
the Shadow, you need to know whar drives and motivates the
Shadow. When acring as a Shadowguide, you musr keep track
of the Angsr on the Shadow’s sheet (see Angst, below, to fa-
miliarize yourself with how Angsr increases and decreases).

When you roleplay another character’s Shadow, you should
whisper, thus indicating that it is the Shadow and not your
primary character who is speaking. Pointing at the Psyche’s
player while doing this can also make your intentions more
evident. If nathing else, you must make it clear thar it is not
your character speaking, but the Shadow.

Psyehic Torment: The War with the Shadow

Accepr the truth. There is no light withowr shadotw. .
- Shiwan Khan, The Shadow

The Shadow within each wraith ultimarely seeks one
thing: ro be united with Oblivion. The character’s Psyche is
what imprisons it. The Corpus acts as the last vestipes of a
mortal cocoon. A rransformation awaits...

Many Shadows have unknowable urges or cannot fixate
on one specific goal. Most, however, have a definite poal and
work toward it. The primary goal is usually the ultimate subju-
gation of the Psyche. To the Shadow's way of thinking, the
Psyche should allow the Shadow free rein,
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Dark Passions

The Shadow cannot understand “finer" emotions. Even
emotions like love or hope are at best facades. Still, it has guid-
ing Passions, burning needs rhar it muse fulfill.

Fulfilling Dark Passions can strengthen the Shadow. Each
Dark Passion has a purpose. The purposes of the Shadow are
often the opposite of whar the Psyche is trying to achieve. For
instance, if the Psyche seeks to protect a lover, the Shadow
may seek to destroy him. Whenever the Shadow fulfills the
purpose of a Dark Passion, it can roll its Passion score (diffi-
auley 7). The number of successes on the roll indicates the
amount of Angst the Shadow receives. The Storyteller has the
option of changing the purposes of Dark Passions from session
to session, although the emotions behind them should remain
the same.

The Shadow can fulfill the essence of his Dark Passion (as
indicared by the artached emotion) by forcing an emotion on or
evoking an emotion from someone else, With Dark Passions, wit-
nessing an emarion is not enough. For instance, if a Dark Passion
isdriven by fear, if the Shadow can evoke fear from someone, it
will fulfill that Dark Passion. If the Shadow achieves this goal,
then it can roll its Passion score (difficulty 9) and receive an
amaunt of Angst equal to its successes. Some examples of Dark
Passions are: lust, fear, anger, hate, despair, [rustration, pain or
cynicism. It should be noted, however, that some Dark Passions
are merely repressed emotions, not necessarily “dark” ones,

More information on developing Dark Passions is detailed
in the section on Catharsis, below.

Catharsis

his is nar hell, nor am I our of it.

— Christopher Marlowe, Doctor Faustus

Whenever temporary Angst exceeds
§| the Psyche's permanent Willpower, the
il Shadow can attempt to dominate the
wraith. If this happens, the Shadow con-
rrols all the wrairh's actions. The player, not
the Shadowguide, runs the character, but must conform to the
Shadow personality.

The Catharsis Roll: The Shadow makes a control roll by
spending one temporary Angst point and rolling a number of
dice equal to its temporary Angst. The Psyche may resist with
a (permanent) Willpower roll, adding Eidolon dice if appro-
priate. Both rolls are at a difficulty of 6. The Shadow stays in
control for an entire scene, at which time it returns control to
the Psvche.

When the Shadow is dominant, it interacts with the world
the only way it knows how. It can gain Angst through its Dark

Passtons. [t may utilize any of the Psyche's Arcanos. It may use
Thaorns, such as Doppelganger, Shadow Relic and Infamy. It
may not cause the Psyche to regain Pathos, nor can it refuel
the Pathos of the Psyche once it is spent. The Shadow cannot
expend Willpower, nor can ir reduce the characrer’s Pathos
below 1.

The Shadow uses Catharsis as a threat: it is the ultimare
artack apainst the Psyche. During Carharsis, the Shadow can
choose to “cut off" a Psyche from his senses, thereby perform-
ing things in secret that will later come back to haunt the
character. This effect can only be resisted with Eidolon dice.

M| ngst represents the degree of pain and iso-
U 1arion a wraith feels, and indicares the rela-
tive strength of the Shadow. Again, if the
Shadow has 10 points of temporary Angst

while ir is dominanr, ir can rrade these for
| one point of permanent Angst. As perma-
nent Angst grows, the character slips ever
closer to Oblivion.

Gaining Angst

There are several ways the Shadow can gain Angsr:

* Shadow Dice: The Shadow can offer her Psyche extra
dice on any roll that the player makes. One point of Angst is
gained for cach botch that occurs on the Shadow dice. (For
each “1" ralled on Shadow Dice, subtrace ane success, but only
from the Shadow Dice.) The Shadow can offer a maximum of
five extra dice to any roll.

* The Shadow's Passions: By accomplishing its goals,
the Shadow can gain Angst points. Roll the appropriate Dark
Passion in situations where the Shadow is fulfilling thae Pas-
sion (difficulty 7}, and add one poinr of Angse for every sue-
cess, When the Shadow forces the emotion underlying a Dark
Passion on someone else instead of [ulfilling the purpose, the
difficulry is 9.

= Arcanos: Some Arcanos give the Shadow Angst even
when the Psyche is dominant (see Arcanos, Chapter Six).

Important Note: If the Shadow is dominane, it can srill
use Arcanos, but powers that normally give the user Angst
will instead cost the Shadow Angst. Regardless of which “side”
is dominant, Arcanos must be fueled by Pathos.

Of course, if the Storyteller feels that it is appropriate, she
may decide to give the Shadow a point of Angst based on the
roleplaying of a scene. The player should agree to this, but any
scene conveying rthe separation and alienation of a characrer
may result in a point of Angst,
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Losing Angst

There are several ways the Shadow can lose Angst:

= Castigation by another wraith: This Arcanos is spe-
cifically designed ro reduce the Angst of another wraith. Naore,
however, that unless a wraith is using the Arcanos: Defiance,
he may not Castigate himself,

* Using certain Arcanos while the Shadow is dominant:
When the Psyche is dominant, some Arcanos give a wraith
Angst if he fails or botches a roll. 1f the Shadow is dominant,
these Arcanos instead reduce Angst. Arcanos that normally
cost Willpower actually increase Willpower if the Shadow is
dominant.

~ * Botching any roll when the Shadow is dominant: The
Shadow cannot stand to see its own failure. If the Shadow
hatches any roll while dominant, ir loses a point of temporary
Anpst.
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ke you, I am broken and fragile
Like you, I am tasting my heart for the first
il time
Like wou, I am feeding on slumber
Like vou, I've left my eves far behind me
Down for the count and sull drowning, .
Christian Death, “The Drowning®

Because wraiths do not have to fear death, many of them
act with impunity in the Underworld, rhinking thar they are
somehow immortal in their Restless stare. This is not true.
When a wrairh loses all her Corpus, she immediately plunges
into the Tempest. Here, she experiences a nighrmare staged
for her by her Shadow. This process is called the Harrowing.

The Harrowing is like a theatre of torture, a highly riual-
istic challenge. It is designed to empower the Shadow and rip
apart those things so dear ro the wraith: her own Passions and
Fetters.

The stage is set in the Labyrinth, a twisted nerwork of
tunnels and caverns, chambers and endless stairs that the Spec-
tres use to move abour the Tempest. The Labyrinth responds
ro the Shadow's ministrations, evoking scenery of stark night-
mare at a moment's whim. The players are shades and other
dread creatures of the Labyrinth. The star is the fallen wraith,
bodiless, without a shell to surround her fragile Psyche. The
direcror is the Shadow, who whispers the wraith's darkest se-
crets to the assembled hordes, and who manipulates them like
A MECstro,

The result is horror created expressly for the wraith. And
the last act, the Shadow hopes, will be the wraith’s plunge
into Oblivion.

The Beginning

Ir is imporrant to establish a sense of normaley for the
beginning of the Harrowing. The characrer regains a semblance
of a body, although this is nor his Corpus: it is merely a mental
projection. Usually, the Shadow chooses a typical scene from
the life of the wraith, thus giving the wraich a sense of deja v,
although some Shadows srart with the gore right away. In some
cases, the Shadow will choose the Quarry of the Harrowing,
an aspect of the character that it will arrempr ro destroy. This
is either a particular Passion (in which case the Harrowing is
infused wirh a morif, mood or tone representing that Passion)
or a particular Fetter (in which case the Quarry is part of the
scenery or one of the players in the dark drama). If the Har
rowing bepan because the character lost all his levels of Cor-
pus or all his Willpower, there is no Quarry. The character is
on the verge of Oblivion.
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If a Ferrer or Passion is rarpered, the Shadowguide should
choose it with care. The Quarry should be a Passion or Fetter
that the character has neglected, or one that has troubled the
characrer. It is easier ro destroy a weak Passion or Fetter than
it is to destroy a strong one.

The Shadow must spend six temporary Angst points in
order to initiare a Harrowing for the purpose of severing a Fet-
ter or extinguishing a Passion. If a Shadow doesn't have six
Angst points to spend, it cannot initiate a Harrowing, although
it can still try ro call Shades ro the wraith's location. In this
case, the wraith's Psyche simply floars helplessly in the Tem-
pest for a number of scenes equal to his highest Ferter raring,
arwhich poinr it snaps back ro that Fetter in the Shadowlands,
and the wraith's Corpus re-forms.

The Middle

Mext, you advance the plot of the nightmare along simple
lines and introduce other characters. These characters will be
played either by the Shadow (in most cases) ar by various Spec-
tres. Build the mood and tone of the story and add some repul-
sive elements.

System: You may wane to ler the character involved in
the story make Ability rolls. This is also the srage where the
characrer may make Eidolon rolls (difficulty 9) to change as-
pects of the nightmare. The change must make sense in terms
of the story being told, and it can only serve to defend and
help the wraith escape the Harrowing. In general, even suc-
cessful Ability rolls should enly prolong the terror, merely giv-
ing the character the illusion of control over an inexorable
force.

The End

During the climax of the Harrowing, the wraith is pre-
sented with a dilemma. The ourcome of the dilemma deter-
mines whether or not the wraith loses the rarger of the Har-
rowing, which must be included as part of the nightmare.

System: The dilemma shouldn't be a simple roll. You
should either make it a decision on the parr of rthe character,
which you then judge in terms of a “successful” decision, a
“failure” decision or a “borch” decision; or make the dilemma's
outcome dependent on roleplaying culminaring in a single,
modified roll.

Success: Successfully solving a dilemma lets a wraith es-
cape from the Harrowing. He is snapped back ro a Fetrer, where
his Corpus re-forms (the wraith regains a number of Corpus
Levels equal ra Stamina). Mo Willpower is lost (any spent dur-
ing the Harrowing is regained), nor does the wraith lose a Fet-
ter or Passion.

Failure: When a wrairch fails to solve a dilemma, he must
roll the rating of his Passion or Ferrer {difficulry 8). He loses a
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number of points from the raring equal to his number of fail
ures or botches. Srill, he escapes the Harrowing and can roll
for Carpus renewal normally.

Botch: If a wraith borches the dilemma, he loses the Pas-
sion or Fetter ourright. Additionally, he plays right into the
Shadow’s clurches and experiences a moment of weakness as
it triumphs. The Shadow rolls its Angst versus the wraith’
Willpower: if the Shadow wins, the character is dead forever.

If the Harrowing began because the character was reduced
to zero Corpus, zero Passion ar zero Willpower, no one Ferrer
or Passion is applicable, so no such roll is made. The character
is directly confronted by the possibility of her own death. The
end of the Harrowing results in an opposed roll between per-
manent Willpower and permanent Angst. If the Shadow wins,
the character is utterly consumed by Ohlivion.

Here are some ideas abour how you could run a Harrow-
ing, based on the Shadow's Archetype.

Abuser

Beginning: A nice Sunday afternoon — quier, calm. ..
except for somewhere, off in the distance, a strange, metallic
grating coming from another room. You walk through your old
house, looking here and there. Mother? Father? Who's there!
You turn the corner, and. ..

Middle: ...there stands your father, sharpening a straight
razor. He looks down at you and hisses, “Don’t move.” You
freeze. He starts to shave your eyebrows, your hair... he moves
the cold steel across your skin and scon you're totally hairless.
You shiver. He screams, “DON'T MOVE! and slaps you. ..

End: ...you rry ro scream back at him, o run, and you run
through the door of the bathroom, rrying to escape. You run
ourside, through the front door. Your father chases you, scream-
ing obscenities, his eyes blazing red like fire. Looking up in the
window, you see your sister, her hair on fire, waving down ar
you, crying. As the house goes up in flames, you begin ro rise.
You reach out to grab your sister, and you rise past her, fum-
bling to reach her hand. Will you save her?

Success: You grab her hand and, for a moment, remember
a brief moment of peace long ago. As you rise up, you hear
your sister say, “Thank you..."

Failure: Your sister screams as the flames engulf her, and
Vou turn away.

Borch: You scream as your sister rransforms into a hor-
rible beast that snaps at you, and a fiery aura burns you all
aVer.

Director

Beginning: All around you, you see hallways. Carridors
stretch off in all directions. Doorways line the corridors. Each
doorway has a small red butron next to it. The buttons flash
slowly, on and off. You push a button, and...
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Middle: ...one of the doors opens. [t leads down another
hallway, and you follow it. You catch flashes of terrible scenes
from your previous life as you pass the tiny windows in the
doors. You hear whispers about you, Someone screams our your
name, and you run to identify the origin of the sound. Your
turn the corner and discover your Shadow seared at a desk. He
prins. “Come in. Please — sit down. [ won't bire. Mot yer any-
way." He offers you a seat, and you sit...

End: ...and your Shadow smiles as he clicks a button on a
small box in his hand. Two blinds slowly recede, revealing two of
your loved ones behind two-way glass. They are both bound and
gagged, and are slowly being lowered into pits of acid. "Quick death
or slow death?™ your Shadow asks you. “Which ene? Choose.”

Success: You prab your chair and throw it through the glass,
shattering it. As light surrounds you and you start to move
up‘l.l.';ud, you gm[} your loved one and pull her ro ﬁﬂfﬂf'{r'.

Failure: You wrestle with your Shadow and throw a chair through
one of the windows, which sharrers. You prab your loved one, but, as
you rise slowly into the air, you realize thar you are holding a dummy
made ta look like your loved one. Turning, you see your other loved
one's feet disappear into the acid rank below him.

Botch: You wrestle with your Shadow, who pushes a bur-
ton on the box in his hand. Both of your loved ones drop im-
mediately into their pits of acid. Your Shadow laughs as acid
spills out into the room you're in, burning your feer and filling
the room with a sickly sweet smell.

hreak

Beginning: You're in public, walking down the streer, a
nameless individual in the crowd. Faceless people walk past
you. All of a sudden, someone whispers to you from an alley-
way. A finger crooks in your direction. You turn o lock, and...

Middle: ...you see an old friend of yours. He gives you a key
and whispers, “behind the warehouse." You hear voices and see
men with torches and shotguns stalk down the alley, looking for
“crearures” just like you. You run, and they call out your name.

End: ...you run behind rhe warehouse and down to the door.
Opening the door with your key, you see a whale bunch of peaple
just like you, hiding, hunched down, trying not to be seen. This is
where you belong. You go and embrace one of your old friends
and begin to dance. Suddenly, a gunshor reverberares through the
mwom, and your friend convulses in your arms. You whirl around
...and see the men with rorches standing in the stairway, laugh-
ing at you, calling you awful things, their guns leveled ar you.

Success: You scream in anger at the men with guns, who
stand there looking befuddled. They step back. Your anger is
like fire. You step forward, rising up, surrounded by light. You
tell them to get the hell out and never come back. One by one
they leave, and as you rise up, you see others standing up and
shouting out their rage.

Failure: You attack the men. One by one, they empty their
shorguns into you. As you rise up in a nimbus of crimson light,



you realize that the ones you left behind are cowering as they
laugh at their own fear.

Botch: You artack the mob, but somehow they're on you. They
grab you, calling you “Freak,” and carry you outside. There’s a fire
there for you, and they lash you to a stake. They hold a brand to the
kindling, and you scream as the flames begin to sear your legs.

Leech

Bepinning: You're sitting down o a bountiful feast. It's
elegant and tasty; everything on the table is something thar
you love to eat. It's all there for you. Then, you hear someone
calling you in the next room...

Middle: ...you see your Shadow there, lying on the bed,
demanding to be fed, complaining, saying thar you don't care
about him, thar you only care about yourself. You bring him
fond and drink, and try to fluff his pillows, but nothing is
enough. Still he complains, whining, demanding, griping. ..
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End: ...unril, finally, he stops and plaintively asks if you re-
ally care about him. And how you plan to show him. And then he
asks you to feed him some more, and you do, and you begin ro feel
empty inside. You realize he's sucking your soul from your body.

Success: Finally, indignantly, you throw down the serving
tray. You take a piece of bread for yourself, and as the light
surrounds you and you begin to rise, you see your Shadow
scream in pure jealousy and rage.

Failure: You cram more and more food into the Shadow’s
hideous mouth. Finally he gets overzealous. You scream as he
clamps down on your fingers and bires them off.
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Bortch: He eats more and more, and you soon run out of
food. Finally, the Shadow opens his maw and begins to rake
bites out of your flesh — but you are cold and dead. You feel
no pain and can only watch in horror as he consumes you.

Martyr

Beginning: You're on an airplane, thousands of feet in the
air. Suddenly, shots ring our, and a masked terrorist storms
through the plane...

Middle: ...standing up, you affer yourself as a hostage, to
protect the other innocents on the plane. The gunman drags
you up to the flight deck. One of the flight crew sereams and
breaks free, pushing and kicking at the rerrorist. You seehim
lower his machine gun, and you step in front of the bullets. ..

End: ...you feel hor lead rip through you as you fall for-
ward. Blood sprays everywhere. The rerrorist steps over you...

Success: ...and you see remorse in his eyes. As you are
surrounded in light and begin to rise up, you realize that you
did not die in vain. Your death had a lasring effect on him.

Failure: ...and you see rthar your death was meaningless.
He unloads the rest of his clip into the crew member and stalks
down the aisle, looking for more vicrims.

Wraih: The Oblivion
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Botch: .. .and you realize that, somehow, you're still alive. So

youstand up again, and again you ger shot. Again youstand. Again,

you get shot. You take the bullets for everyone on the plane. Fi-

nally, in an orgy of self-destruction, you make your way ro the
pressure door and slam it open. You leap out into nothingness.

Monster

Beginning: You're comfortably ensconced in your bed,
clurching the covers around you. You look at the shadows on
the wall, and rhey slowly begin to move...

Middle: ...all around rhe bed, tentacles whip and writhe.
One of the tentacles lashes ourt for your reddy bear, grabs it,
and yanks it away. You grab at the teddy bear, trying to save it,
and more tentacles wrap around you. They begin to drag you
off the bed. You scream, but you know no one will hear you...

End: ...you get up, wrench your teddy away, and run toward
the light switch. One of the monster’s tentacles snares you, and
you trip and fall. The tentacles pull you closer; you strain against
vour slimy bonds. You reach out to flick the swirch, and...

Success: ...you flick it on. Light floods the room. The monster
vanishes, leaving only a trail of slime, as you rise up into the light.

Failure: ...you flick on the light, and ir illuminates the
most terrible monster you've ever seen. You scream in horror,
dropping your teddy bear. The last thing you see, save for a
writhing ner of slime-covered tentacles, is your reddy sizzling
in the acid of the thing's body.

Botch: ...a tentacle grabs your hand just as you try. Another
rentacle, then another, then another, then another. .. covering your
whole body, dragging you acrass the floor to the gaping, apen beak.

Parent

Beginning: You're with the most beautiful person you've
ever been with, and it's going well. You start to get intimate,
and suddenly the door to your room flies open...

Middle: ...your Parent Shadow stands there, a look of dis-
approval on his face. He screams at your lover to get out, and
your lover vanishes. There is no reasoning with him. He car-
ries you upstairs to “wash your mouth out”...

End: He fills a sink with warer and wrestles you into place,
thrusting your head under the water. The soapy warer fills your
mouth, and he brings your head up again. "Are you ever going
to be with that nasty person again!” he screams.

Success: You spit the water out at your Shadow, covering
his face in soap. He screams in rage as you begin to rise up,
demanding that you "come right back down here.” He is seill
screaming as you leave,

Failure: You shake your head slowly. “No,” you murter. Your
Parent smiles and says, “That's more like my baby.™ He carries you
into a bedroom and straps you to the bed. “Nighty-Night,"” the
Parent says, and shuts out the light. You are utterly alone.




Borch: You say “Yes!” tl‘u'ﬂugh a mouthful of soapy warer.
Your Parent backhands you, sending you reeling into the wall.
He begins to recite a lirany of every bad, dirty, terrible thing
thar you've ever done, all the while grabbing your head and
thrusting you under the water again... and again... and again.
You feel your life drain from you as the water fills your lungs.

Perfectionist

Beginning: It's the morning of your big interview. Every-
thing has to be perfect. You go to the mirror and check your
suit to see how you look. ..

Middle: ...and you look perfect — except for one stray
thread, which you pull away. So you get into the raxicab —
and halfway to your interview, you find another thread. You
pull it out. Another one. And still more threads, sprouting
from your suit like black weeds.

End: You reach your interview afrer throwing a handful of
threads in the erash. Your Shadow is there, seated behind the desk.
As you walk in, you realize that an entire wall of the room is a
giant mirror, one designed cunningly ro show every part of you.
You begin the inrerview and look down at your sleeve, A thread?

Success: You ignore the thread, concentrating on the in-
terview at hand. Your Shadow constantly brings up the thread,

Wik The Oblivion

but you feel that it’s of no concern, and say so. As you rise up
into the light, your Shadow begins unraveling his own suit.
Failure: You rug on the thread. It seems o be stuck. You e
again. It starts to come through, and you can feel thar this is a
pretty important thread. Ir seems ro wind its way through your
entire suit. You pull an it again, and it comes entirely free. Then,
looking down, you realize that your entire suir has come apart and
is pooled around your ankles. You loak ar the Shadow, who says,
“I'm afraid we have no apenings for you right now, sir," and leaves.
Batch: You tug on the thread, and i rips complerely aur. You
find another one, and another ane, until finally you're obsessed
with unraveling your clathes. The interviewer calmly warches vou
and then begins going over your résumé while you pull oue threads.
He brings up every small misrake thar you've ever made, and you
realize, suddenly, that you wont be getting the jobat all. In facr, as
the Shadow gleefully tells you, you've been hlacklisred from your
entire industry. Looking up, you realize that everything is flawed,
and thar the grearest flaw is your continued existence. The end of
the thread is attached to your flesh, and you begin to rear it away...

Pusher

Beginning: You're at a really nice parey, and you feel grear.
You haven't even thoughr of aleohol. You sit down on the couch
and realize thar someone’s left an entire bottle of expensive




whiskey right there in front of you. You see a glass with ice
cubes sparkling next to it. Your hand searts to shake...

Middle: ...you reach out to take the glass, and then some-
one offers you a mirror with cocaine on it. You reach for thar,
ton, and someone offers you a remote control, which he sticks
in your hand. You're trying to experience everything. Some-
one is stuffing food in your mouth...

End: ...and you realize that you're the only one doing any-
thing, that you're drinking and snorting and eating and watch-
ing the TV alone, while the rest of the party has long since
lefr. Your Shadow stands next to you with a hypodermic needle,
saying, “Come on, guy. Let's really burn it up...”

Suceess: You grab the needle from him and throw ir across
the room. Standing, you throw of all of the ather crap and run
for the door, As you run through the open doorway, rising up
into the light, you hear your Shadow say, “You'll ke back..."

Failure: You grab the needle from him and plunge it into
your arm. You feel the white fire dancing through you; you feel
invincible. Your Shadow leads you over to a window and whispers
one word in your ear: “Fly." You run toward the window, throwing
yourself through it You fall, endlessly falling, into the dark.

Botch: He plunpges the needle into your heart, shooting
the whire fire directly into your bload, and you seream in pain
as it burns all over you. He plunges another, and another, and,

in the midsr of it you realize rthar rhis is whar yvou wanr, to feel
the white fire and to burn up in it. You fall over, and the last
thing you remember s vour Shadow smiling at you.

Rationalis

Beginning: You're roaring down a winding road lawe ar
nighr, feeling the exhilararion of speed as the car responds ro
your slightest touch. Suddenly your headlights illuminate. ..

Middle: ...a child mnning aleng the road. She cuts in frone
of you, and you run righr over her. You hir the brakes and skid 1o
a stop. Getting out, you see the child’s crumpled body on the road.

End: Your Shadow, a “friend of yours” seated in the car
next to you, says, "Go on, nobody saw you. Ler's just leave”

Success: You get in the car, pull out the car phone, and
dial the number of the local police. They arrive and put you in
handcuffs for the crime. As you ascend into the Shadowlands,
your Shadow shakes his head in disbelief.

Failure: You get back in the car, elose the door and say, "No one
has to know." Your Shadow agrees. You drive off into the darkness.

Batch: You get back in the car and drive off. You're driv-
ing fast on a high mountain road. Your Shadow tells you to
bear left, and you do so. Your car flies off the side of the moun-
tain, spinning end over end, and crashes in a deep gorge.

d'taplh' Sevent Shadow







# Understanding does not cure evil, but it is a definite help, inas-
much as one can cope with a comprehensible difficuley far more

{ easily than with an meomprehensible darkness.

i — Carl Jung, Preface ro Psyche & Symbol

his chaprer discusses rthe different ways a
character can change during the course of
achronicle. It describes many different sys-
tems for resolving changes o characters,
wherher the chanpge in question is the ac-
: cumulation of experience or the accumu-
y ; N lation of wounds,

This chaprer is divided inro three sections, each of which
discusses a number of different systems for implementing char-
acter chanpes. Character Development describes how Traits
can increase (and decrease). Physical Stares includes systems
for injuries and recovery from injuries. Mental Srares includes
systems for the Fop, the Shroud and additional information on
Transcendence.

One of the most exciting things about playing characrers
is secing them change over time. Watching a character de-
velop and grow is like warching a child grow up before your
eyes. In Wraith, however, development doesn't always mean
the character gers better. It often means the character slowly
and sreadily sinks into the abyss. Such is the nature of this
game. Focus on getting better and surviving the rough periods,
andl try o appreciate the artistic impact of losing your human-
ity or your mind.

This is a chapter of permurations, not rules. There is noth-
ing contained in the next several pages that you need to know,
only things vou mighr want o know.

Chapter Eight:
ystems

Character Development

od,"a Hasidic master remarked, “did not say
that ‘it was good” after creating man; this indi-
cates that while the cattle and evervthing else
were finished after being created, man was not
finushed.”

— Erich Fromm, You Shall Be As Gods

This secrion discusses the ways a char-
acrer can increase (or decrease) in power and abilities.

Experience Points

Humans are learning machines, and we learn constantly
almost despire ourselves. By acquiring not only facts and
figures, but new ways of being, we can make ourselves into
whar we want to be. Change occurs in wraiths as well.
Dluring a story, characters learn many things. Much of what
they learn is not the type of thing thar can be recorded on
character sheets, but rather something the players simply keep
in mind. They may have learned never to leave a Nihil
unwatched or never to walk into a dark alley with a light be-
hind them. Sometimes, however, what characters learn can he
recorded.

(hapler Eight: Systems (]



Ar the end of each story, the Storyteller awards experience
points to each character, nommally piving the same amount to
each one. The players then simply record how many experience
points they gained. Experience points can be used to increase Trairs.
The cost for raising Traits varies widely; see the charr below for
specifics. The cost is almosr always hased on the present rating
times a certain number. Thus, if the character has an Alertness
rating of 2, and the player wants to raise it ro 3, ir costs four expe-
rience points to do so. If the characrer does nor have the Traic at
all, the cost is listed as a “new” Trait. A Trait can only be raised
one dot per story — never more.

Roleplay it

As the Storyteller, you should nor ler a player spend her
experience points to raise any Trair she wishes — it%s a little
more involved than that. The increased Trait must be some-
thing the character had a chance to learn or use during the
story — either the character achieved prear success through
use of the Trair, or she made a big mistake from which she ean
learn. In the case of Willpower, something must have actually
occurred to bolster the characrer’s self-confidence.

You should only allow Trait increases if they have been or
can be woven into the story. At the very least, changes need to
make sense in terms of the story and nor simply be changes the
player makes because she wants her character to be a certain way.
This experience system can be as realistic as you make ir. The
more you force the players to make sense of their experiences, the
more characrer develapment as a whole is furthered.

' Awarding Experience Points

The older a man grows, the move mystevious life becomes to
him, We sometimes say to a youth that when he grows up he will
know more, but that is a half-truth. In general, an increasing expe-
rience of life only deepens the sense of its mystery.

— Harry Emerson Fosdick, Riverside Sermons

Assigning experience points requires a careful balance
berween rewarding the players and maintaining game balance.
[f you follow the guidelines below, you probably won't get into
oo much trouble, but feel free ro experiment as you see fit.

End of Each Chapter

Give each character one 1o five experience points at the
end of each chaprer (game session). One point is given wherther
or not the Circle succeeds or fails, as a funcrion of simply par-
ticipating (remember, sometimes we learn despite ourselves),

* One point — Automatic: Each player gets one point
after every game session,

* One point — Learning Curve: The character learmed
something from his experiences during the chapter. Ask the player
tovdescribe what his character learned before you award the poinr.
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* One point — Acting: The player roleplayed well —
not just entertainingly, bur appropriarely. Award for exceptional
roleplaying only; your standards should get increasingly higher
In mast cases, award this only to the person who did the best
roleplaying in the troupe.

* One point — Concept: The player acted out her
characrer’s concept very well.

* One point — Heroism: When a characrer rigks herself
for others, such as when she suffers multiple disruptions of her
Corpus fighting off spectres while the rest of the Circle eseapes,
give her an experience point. Don't ler characrers rake advantage
of this; there is a fine line berween heroism and stupidity.

End of Each Story

At the end of each story, you can assign each player one
to three additional experience points over and above the one
to five points earned for completing the chaprer.

* One point — Success: The Circle succeeded inits im-
mediate mission or goal. Perhaps it was not a complete suc-
cess, but at least a marginal victory was achieved.

* One point — Danger: The character experienced great
danger during the story and survived.

* One point — Wisdom: The player (and thus the char-
acter) exhibited great wits or resourcefulness, or came up with
an idea thar enabled the Circle to succeed.

If you want to award even more points, thus allowing the
characters to develop even maore quickly, simply invent new
catepories in which ro award experience. These can even vary
from story to story, and can be based on the specific circum-
stances of that story,

Personality Development

A man is exactly what he hes made himself and what he there-

fore deserves to be.
Franklin Edgerton, The Bhapavad-Gira

A character’s personality can change over the course of
the chronicle, bur for the most part, the changes oceur through
roleplaying and not simply by changing the characrer sheet.
For instance, character morivarions change with the passing
of rime. Deciding when and how a character’s motivations
change can add great depth to roleplaying. However, when a
character’s Demeanor or true Narure changes, the change
should be recorded on the character sheet. Mo aspect of per-
sanﬂ[ity can change through the use of EXperience points.

Demeanor

Though the Demeanor listed on the character sheer is sim-
ply the way the character most commonly presents herself, it is
nat an absolure standard of bebavior, Changing the Demeanor of
a character may help the player focus on the change in personal-
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ity A player may change his character’s Demeanor at any point in
the game, bur should either tell the Storyeller he has done so or,
preferably, make ir evident chrough his roleplaying.

etimes the Storyteller might suggest the change after
watching the way the character is played, simply as a way of
alerting the player thar she has noriced the change in person-
ality. Keep in mind that Demeancr is only a tool the player
wses 1o focus and direct roleplaying. If a change in Demeanor
15 called for or seems appropriare, the player should feel free to
go ahead and change it.

Nature

A player may also change her character's Nature, but rules
for this are newhat more strict than the ones for r;!‘r:‘ll'!;l;, 14
Demeanor. A characrer’s Nature is central to who and what
he is — it is the locus of his being. A change in Nature is akin
o a change in personality — everything is different after it
occurs. It should not be decided on the spur of the moment,
hur must he
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Inceeasing and Decreasing Trats

The costs for permanently raising the Traits listed below
are listed on the Experience Chart.

Trait
Artrilv

Experience Chart

Cost

ne current rating x '1'

Mew Abiliny 3

Alsiliry

' CUTrent mrine x 2

Mew Arcanos i

Arcim

1 Loevel of Arcanos x 3
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Raising Arcanos

It is possible for a wraith to learn Arcanos on his own, but
it takes longer and requires more effore, If a wraith has the
Mentor Backpround, he may rall this Background; each suc-
cess reduces the cost of learning an Arcanos. For example, a
character with four dots in Mentor can rall four dice (diffi-
culty 6); each success reduces by one the experience point cost
to pet thar Arcanos,

Willpower

Characrers can raise their maximum Willpower with ex-
perience points; sometimes the Storyreller may pive a playera
specific chance to raise his Willpower, The opportunity to gain
Willpower is a great motivation for stories, especially the more
bizarre ones.

'{\E—:F_—;— et Py n

When temporary Willpower reaches zero, the Shadow will
atrempt a Harrowing,

Ifa wraith's permanent Willpower drops ra zero, the wraith
loses all consciousness and becomes a Drane. A Drone is never
a player character.

Passions

It pets dark, it gets lonely
On the other side from you.
I pine a lot, 1 find a lor,
Cross through withowe you.
—FKare Bush, "Wuthering Heighes”

Losing a Passion

The Storyteller has complete control over whether or nor a
Passion diminishes, There are two ways thar a Passion can diminish:

Neglect: If a wraith neglects a Passion, over tme it will
diminish. If the Storyteller feels that a wraith has neglecred
her Passion, he can call for a Passion roll {difficulty 9) to see if
the Passion rating is reduced by one. A botch indicates that
rwo paines of Passion are lost,

Harrowing: The Harrowing is a soul-scarring experience.
Dfeen, a wraith's Passion is the focus, or Quarry, of a Harrow-
ing. If she fails to resist the horror of the Harrowing, her entire
Passion Trait may be ripped away.

Numbing: Many Specrres, especially Shades, have the
power to numb the spiritual “heart” of a wraith and thus dam-
age a wraith's Passions. Through a successful arrack, the spec-
tre can reduce the wraith's Passion by ene. (See Speceres, pg. 232)

If a wrairh's Passion is reduced to zero, it vanishes and can
no longer give him Pathos, That tic to his morral life has been
severed, IF a wraith loses all his Passions, he immediately slips
into Oblivion and ceases to be a character.

Wraith: The Oblivion
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Increasing a Passion

There are no hard-and-fast rules for increasing or gaining
anew Passion. Passions only increase at the behest of the Sto-
ryteller, who must make a decision based on roleplaying and
the circumstances of her chronicle. Passions may not be in-
creased by spending experience points.

Although a player can suggest when a Passion of hers
should be increased, the Storyteller has final say in the matter.
There is no attached roll: the Storyteller simply tells the player
to raise the Trait. Experience points need not be spent on the
Massion.

The Storyteller should permit a Passion's increase only in
extreme circumstances, afrer a major event in the characrer's
existence. The increase should make sense in terms of the Pas-
sion and the character.

Gaining a New Passion

A wraith may gain a totally new Passion only by becom-
ing involved with the living world and interacting with the
living. The Storyreller decides when a new Passion is gained,
although a player may choose not to accept the offer of a new
Passion if she does not feel that che Passion is warranted. The
new Passion cannot be rared preater than 3, bur may be in-
creased from there,

Fefers

Give me life
Give me pain
Give me myself agam.
— Tori Amos, “Lirtle Earthquakes”

losing & Fetter

The Storyeeller has complete conrrol over whether or not
a Ferter diminishes. There are three ways that a wraith may
lose a Fetrer:

Destruction: If a wraith’s Fetrer dies or is destroyed, she
loses her connection to that Fetter immediately. For this rea-
son, most wraiths seek to protect their Fetters.

The Harrowing: A wraith's Ferrer might be the Quarry
of a Harrowing. The entire Fetter can be lost if the wraith fails
the Harrowing,

Rending: A Spectre, particularly a Shade, can rend a
wraith's Fetter, thus reducing its rating by one.

Il & wraith's Fetter is reduced to zero, it no longer binds
him 1o this world. If a wraith loses all her Ferters, she can no
longer operate in the Shadowlands: she can only stay there for
afew minutes at the very most, Wraiths without Fetters should
either find a “safe” residence in the Tempest or emigrate to
Stygia or some other realm within it.

—

Gaining fetters

Wery rarely, a wraith may gain a new Fetter by interacting
with the living world and coming to care for and identify with
people, places, or things. Although there are no hard-and-fase
rules for this process, it should generally be easier for a wraith
to gain a person, rather than a place or thing, as a Fetter: the
living are much more important o wraiths,

Backerounds

Backgraund Traits never change through the use of expe-
rience points. Changes to Background Traits happen during
the normal course of events in the chronicle. Evenrually, the
Sraryreller will note the changes, and the characrer's Trairs
will increase (or decrease) appropriately. A player may wish to
ask the Storyteller if one of her character's Background Traits
should be changed, bur this should nor be done roo often.

The Storyteller may design a list of things characters must
accomplish in order to increase cach Backpround Trait, and
the players may or may nor be shown the lisr. To gain a new
Contact, for example, a wraith has to find the right subject
and befriend him.

For the mast pare, Background-raising decisions take place
over the course of a story. Backgrounds generally increase one
dot at a time, but major victories or upsets in a story can lead
to the pain or loss of more than one Backpround dor ar a time.

Injury

Here's a quick impression for you: Caw! Caw! Caw! BANG!
Oh, fuck! I'm dead!

Top Dollar, The Crow

Wraiths are paradoxical in that they are both fragile and ¥
incredibly resilient. Even though there are many different ways
that a wraith can be injured, only one Trait deals with injury:
Corpus. A wraith’s Corpus is the shell of plasm that surrounds
and protects her Psyche. A player records injuries by marking
off levels of Corpus, signifying damage to that bady.

Unlike humans, who lose blood, viscera, and vital organs
when rhey are damaped, wraiths lose substantiality — physi-
cal coherence. When a wraith’s Psyche is no longer protected
by her Corpus, it becomes extremely (ragile and susceptible 1o
the pull that Oblivion exerts over all things.

Corpus States

Material: This stare is accessible only through use of the
Embody Arcanos. A Material wraith is made of solidified spiri-
tual energy. When injured in this state, the wraith takes nor-
mal damage and suffers penalties to Dice Pools (pe. 200), just
as though she were a physical being (of course, the soak roll
still applics — see Combat in Chapter Nine).

Chapter Eight: Systems (!
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Corporeal: This state is the normal state of the wraith as
§ she exists in the Shadowlands. When damaged in this scare
“through the Shroud,” i.e., by anything from the living warld,
the wraith loses one Corpus Level and suddenly becomes In-
corporeal (see below). A Corporeal wraith injured in the
Shadowlands receives normal Corpus damage bur does not
become Incorporeal.

Incorporeal: When a wraith is Corporeal and is damaged
by an object in the living world, he becomes Incorporeal with
respect to the living world. This always costs a level of Corpus.
His form immediately becomes misty and indistinct. This stare
lasts for a number of rurns equal to his Stamina.

Destruction: When a wraith loses all his Corpus, he is
immediately sucked into the Tempest. There is a strong chance
that his Shadow will drag him into the Labyrinth and there
begin the nightmarish experience called the Harrowing (see
The Harrowing, pp. 184). It is possible that over the course of
the Harrowing, the wraith may discorporate, passing on 1o
Oblivion and ceasing to be a playable characrer. If a wraith
survives the Harrowing, he is drawn hack 1o one of his Fet ters,
where his Corpus re-forms. When this happens, he bepins with
a number of Corpus Levels equal to his Stamina rating.

Wilh: The 04%vion
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Healing

Luckily for wraiths, their ghostly shells don't require much
maintenance, and they may convert their own Pathos enerpy
into Corpus. By spending a point of Pathos, a wraith can re-
gain ane of her lost Corpus Levels (only one point may be thus
spent per turn). Using the Arcanos known as Usury can also
restore a wraith’s Corpus. A wraith may also heal Corpus Lev-
¢ls by Slumbering. The Slumbering character will fade into
one of her Fetters for eipht hours. The plaver then rolls the
character's Stamina (difficulty 6); the character heals ane level
of nonageravated damage for cach success.

Aggravated Damage

Certain creatures and items damape wrairhs so severely
thar they cannot easily repair the damage. These injuries,
known as aggravated wounds, are commonly inflicted by magi-
cal weapons (hath in the living world and the Shadowlands),
weapons made of Stygian steel, and the claws and teeth of spec-
tres and other foul creatures. Several Arcanos powers also have
the potential to damage wraiths (See Outrage and Usury, pp.
161 and 170). The Storyteller may declare any particularly
severe injury to be appravared.
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cross off one Corpus Level per level of apgravated damage.
Aprravated damage may be repaired only through Slumbering
and the expenditure of three Mathos per day. Healing one ag-
gravated wound requires eight hours of Slumber or meditation
[see the Meditation Ability on pp. 127).

If a wraith loses a roral of 10 Corpus Levels because of
aggravated damage, she immediately wmbles into Oblivion.
The character is deemed destroyed, and the player musr creare
anew characrer.

Sources of Injury

Despite wraiths' resilience, there are many ways to harm
them. Some are shared with and readily understandable by
mortals; others are specific to wraiths, These sources of injury
are described below,

Characters, human or wraith, can make Stamina rolls
(dilliculty 6) to “soak” damape. Each success indicares one fewer
Corpus Level (or Health Level, in the case of non-wraiths) is
lost. Each botch means an additional level is lost.

Physical ohjects in the world of rhe living can harm
wraiths, provided rhat the object could have harmed them in
life. Therefore, because rain, snow and Nerf Arrowstorm™
arrows are not harmiul to the living, they do nor damage wrairhs
either. On the ather hand, unfriendly contact with an oncom-
ing truck, bullet or sword — decidedly harmful things — re-
sults in the loss of a Corpus Level and the remporary
incorporeality of the wraith.

(omhat

Combat wounds are dealr with ar lenpth in the Melee and
Firefight secrions of Chaprer Nine. Each success on an
opponent’s damage roll causes the character to lose one Cor-
pus Level. Remember that damage from an aceack across rhe
Sheoud (from the living world) merely results in the assump-
tion of the Incorporeal state.

Firearms work normally, but fires and orher chemical re-
actions produce no hear in the Shadowlands.

Darksteel

Many Stypian weapons are forged from the peculiar alloy
called darksteel. Developed by Nhudri, the Grand High Arti-
ficer, darksteel is an alloy of Stypian iron and wraith plasm
that is reporredly rempered in the stuff of Oblivion. It bites
deep into wraiths’ Corpus bodies, causing aggravated damage.
Wraiths who use darksteel to atrack other wrairhs often pain
Anpst points.

Falling

Oceasionally, characrers will fall. Use the chart below to
calculate damage. MNote that damage from falling is never con-
sidered “through the Shroud"; falling wraiths acrually impace
the marerial of the Shadowlands. Also note thar there is no
constant gravity in the Tempest; at any given moment, falling
damapge may be more or less than in the Shadowlands.

Distance (in feet)  Injury

5 One Corpus Level
10 Two Corpus Levels
20 Three Corpus Levels
30 Four Corpus Levels
40 Five Corpus Levels
50 Six Corpus Levels
a0 Seven Corpus Levels

...and s0 on, to a maximum of 10 Corpus Levels.

Fire

Fire is hazardous to mortals, and can injure wraiths when
ipnired in the Shadowlands. Fire in the living world can hure
wraiths "through the Shroud,” but, like any other sort of physi-
cal damage from the living world, it simply causes them w po
Incorporeal. Fire in the Shadowlands, also called barrow-flame,
always causes aggravated damage to wraiths and therefore can
potentially destroy them. Barrow-flame exists solely in the
Underworld and as such cannot harm the living. It funcrions Y
just as fire does in the world of the Quick, save for the fact that
it is cold rather than hot. It is said that barrow-flame is fed
with the power of Oblivien.

Any size flame can porenrially harm a characrer. The player
may toll a number of dice equal to the character’s Stamina
rating against the difficultics listed below. The player must roll ¥
each rurn the characrer is in the flames ro see if she can resist
the damage. If the roll fails, the character takes from one to -
three Health Levels of damage (see the second chart below),
while if the roll succeeds, the characrer rakes one fewer Health ¥
Level of damage per success than she normally would. If the ¥
roll is botched, the character is harmed in some special way— ¥
perhaps she loses her eyesighr or her limbs are maimed.

Difficulty Heat of Fire

Three Heat of a candle (first-degree burns)

Five Hear of a rorch (second-degree burns)
Seven Hear of a Bunsen burner (third-degree burns)
Mine Heat of a chemical fire

Ten Molren Meral

Wounds Size of Fire

One Torch; part of body burned

Two Bonfire; half of bady burned

Three Raging inferno; entire body burned

Chapter Fight: Systems
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The Maelstrom

#Y Shadowlands and through the Byways. Maelstroms are vorei-
ces of pure Oblivion that originare in the heart of the Void.
See Maelstroms, pp. 41, for more information. Aside from the
facr thar Maelstroms carry spectres with them, they also can
do great damage to a wraith depending upon the level of the
Maelstrom:

Maelstrom Level Damage
One four dice
Two six dice
Three eight dice
Four 12 dice
Five 14 dice

A wraith may resist this damage by using Casrigare or by
seeking shelter within a Haunt. Damage is per turn of contact
with the Maelstrom.

JED Wraitk: The Oblhion

From time ro rime, Maelstroms sweep across the

Mortals

‘h‘: ecause wraiths frequently deal with humans,
it is important to understand what injures
8 them. Humans’ state of injury is measured by
P @ Trait called Healrh Levels. Humans have
j| seven Health Levels, as opposed to a wraith's
Bl| 10 levels of Corpus. Health can be thoughr
of as a specrrum with “Bruised” ar one end
and “Incapacirared” ar the other. Each Health Level suffered be-
yond “Bruised” causes a human to suffer penalties to actions:

Mortal Health Levels

Bruised Mo effect
Hurt -1
Injured -1
Wounded -2
Mauled -2
Crippled -3
Incapacirated

Mark off one Health Level for each wound thar a charac-
ter takes, Wraiths suffer penalries for wounds when they are




materialized. The first four wound levels have no effect; the
last six function just like the six levels for morrals (ranging
from Hurt to Incapacirared).

Mortal Death

A mortal or animal who reaches Incapacitated is one Health
Level away from death. If she is injured one more time, or if it 1s
impossible to stem the flow of bloed from her body, she will die.

Of course, mortals heal differently than wraiths do. With
proper medical attention, mortals recover based on the fol-
lowing chart. Note that the time given is how long ir takes ro
recover thar particular Healrh Level — other Health Levels
must be healed as well. Thus, if the morral takes three months
to recover from being Mauled, he must still take the rime o
heal Wounded, Injured and so on.

Health Level Time

Bruised Cine Day

Hurt Three Days
Injured One Week
Wounded One Month
Mauled Three Months
Crippled Three Manths +

TMar only do maoreals have o heal this Healeh Level, but
they lose one point from one Physical Attribute as well. Mor-
tals who reach Incapacitated heal at the Storvreller's discre-
tion; some enter comas for the resr of their lives.

If a mortal dies while possessed with Puppetry, the wraith
possessing her may receive Corpus damage. Note thar wraiths
can heal mortals using the Usury Arcanas (pg. 170).

Oblivion

For wraiths, final death means falling into Oblivion. There
are several ways a wraith can reach his final death.

* A wraith who loses all his Corpus Levels to appravared
wounds will attain Oblivion.

* A wraith whao reaches a score of zero in Willpower or
Corpus (from nonaggravated wounds) will undergo a final
Harrowing. {See Harrowing, pe. 184). The Harrowing does not
involve a Ferrer or Passion roll. At the end of the Harrowing,
the player must roll permanent Willpower versus an opposed
roll of permanent Angst (both rolls are difficulty 6). If the
player fails, the characrer passes into Oblivion,

= A wraith who is Harrowed by spectres will need to un-
dergo the process of Harrowing. The specrre will usually rarger
a Ferrer or Passion to abliterate. The Harrowing ends with a
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{ Fetrer or Passion roll. If the roll botches, the player must roll
permanent Willpower against an opposed roll of permanent
M0 Angst. If che player fails this second roll, the characrer de-
scends into Oblivion.

* A wraith who loses all his Passions from Harrowing
immediately falls into Oblivion.

Poison

Muartals are affecred by poisons, but wraiths are nor.
{Though it is said that certain Stygian lords have access to
foul, ghostly poisons distilled from spectres’ tears...)

Sutfocation and Drowning

) '|, Mortals can die by drowning. The length of time a mortal
¥ can hold his breath is determined by his Stamina rating, per
the following chart:

Stamina Holding Breath
1 10 seconds
2 One minute
3 Two minutes
4 Four minures
5 Eight minutes

Wiratk: The Oblivien
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Muortals may expend Willpower to continue to hold their
brearh; each point expended allows the mortal anarcher 30 sec-
onds if her Stamina is 3 or lower, or a full minure if her Stamina
is 4 or higher.

When a mortal can no longer hold her breath, she begins
to suffocate or drown as appropriate. A drowning character
suffers one Health Level of damage per turn; this is not agera-
vated, bur may not be healed until the mortal is our of the
hoseile environment. When the morral reaches Incapacitated,
she will dic in one minure per point of Stamina.

Mental States

his section discusses the changes thar can
overcome a characrer’s psyche or the minds
of those around him. Many of these
changes involve the Shadows for further ex-
Ll planation of these, see Chapter Seven,
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Transcendence

Among those who believe thar such a thing is poss

scendence is the ultimate goal o which a wraith can as-
It is said th
immediare |1.

into O

Transee

ome souls pass directly to a state of inner
on their dem \
s about

wence form some of the primary schisms among the

ivion. ver the truth is, the different I‘l
varions facrions of wrairhs.

The Hierarchy firmly believes thar Transcendenc
merely a myth, a childish fantasy supported by the Her for
the purpose of obraining maore souls. If there were a Transcen-
dence, what would distinguish it from Oblivion? Schao e
evisive, but many Hierarchs have pointed out that Oblivion
3 cendence are borh an end ;

elf. They dismiss the notion of Trans

ale or a lool's paradise, and try to make the best of their
Oin rhe arher hand

s of idenriry
either a

rrain Hierarchs whis-
and may

PrEsent sipuarion.
aron himself w
hieved it...

suirs
other

denizens of the Underworld thar irs parh is best. Hereries be-

lieve that only by forming mutually supportive, like-minded

communities can wraiths hope to ach Transcendence. 1t is

too difficule to srand firm againse the Shadow alone, they in-

Monethe

erics, corruption, abuse, selfishness and the taint of Oblivion
are everywhere.

If the Renegades can be said to have a collective apinion

on anything, it is that if Transcendenc =5 indeed exist, itis

rI!'. at each indiv |I.I'|| 1l has ro find for himself. Many

ible, it is not attainable by

nes about or

ndividual. Re

ven in the various realms formed by Her-

y that Transce
are one, in whi
achieve a level of ultimare self-aware-
s and inner peace. Although there are no hard-and rules
for how to pursue Transcendence, most Heretics state that the
first step is ro resol y matrers still tying one 1o the living

world. Th

merges wuh the hl..]t o

lone is enough to turn many wraiths from the




path to Transcendence, out of fear that if their Fetters are dis-
solved, nothing will hold them to the land of the Quick.

The next step, and undoubredly the maose difficulr one, is
to come o terms with the Shadow. Wraiths tend to think of
the Shadow as something outside of themselves, no longer a
pare of them. By externalizing all thar the Shadow stands for,
the Psyche is often repulsed by her Shadow, seeing it as a re-
pupnant monster. Yer only by achieving a balance berween
Psyche and Shadow, say the Heretics, may Transcendence be
found. Some state that the Shadow must be defeated; others
insist that the Shadow must be absorbed and integrated inwe
the Psyche.

Storytellers should emphasize that Transcendence is not
merely a matter of mechanics, but a spiritual journey similar
to those in countless myths and legends. The hera’s journey
through the Underworld is ultimately a quest for enlighten-
ment, and each player is a Persephone, a Dante, an Inanna or
an Orpheus. The search for Transcendence is ultimarely a
search for self, and not every character is prepared ro face the
labors demanded by such a search,

The Shroud

The Shroud reflects the relative difficulty o perform
Arcanos in a given area of the Shadowlands. A local Shroud is
affected by a number of factors, including time of day, how
many and what sort of people frequent the place, and so on,
The following charr provides guidelines for general Shroud
ratings.

The Shroud in an area cannot be reduced below 4, re-
gardless of modifiers.

Basy shopping mall, noon

Subwey srop, afternoon

O Vicrorian house in good repair
Crowded, dimly lie goth club

Shadewy country road on a starless night

Deserted cemetery ar midnight
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Willpower
|

% of Population

10,

Mortals affected by the Fog react o wraiths in a variety

of

bizarre ways, but inevitably bleck the encounter from memory.

Those who do not comprehend the rerror of death (pets,

children, the insane) are not affected by the Fog, and, as

result, can perc raiths with a successful Perception
Alerrness roll (difficulry 8).

Fog Ratings

Cararonic Fear: The morral is |".||'.||1."v.| with fear, unable roorake any acrion heyond

Reaction

whimpering or perhaps hiding,

Panic: The person boles ma blind panic, goinge through anvone somd anvehing o ger
away from the wraith,

Diishelief: The person refuses o believe that she is secing o ghaost, and will eationalize
evidence of the writh as merely *a bae of underdone beel,” the wind Blowing the door
I!ll"\,"l'l. i "\.'i.'|'|||.'||]'|' .111'5.'I|:ir'i-_: I'lr!'ll_'lI ti'l.'ll'l I111,' AL |||.|.1 LoF L LT

Berserk: I blind, frenzied fear, the mortal takes some sort ol action: anything from
throwing things ar the weaith to ronning down the street breakme wimdows,

Terror: The mortal is afraid, butis not ina panic. She will quickly tey o por as much

. -.li.‘1|ilt"|L'l.' s |"l 'l"~‘\-i|:"'|.L' 1"L‘|'U. el !1\'1 '1'.‘!1 .IIIl.l 1|I4.' i I'.II||I1 1‘|.I| '-JH.' L1 I” ‘\-|1I|1 Ty ||- II_L ;ll.'ll s, el

Concilimory: The mortal is afraid, bue plewds with the wraith o spare him, leave
him alone, ere,

Controlled Fear: While this person is still adeaid, she is ourwardly calm and rakes
constructive action to lee or Gght as approprinte,

Curiosivy: Perhaps this person is a casual rescarcher into things supernanral, or someone
who "always thoushr Unele Logie was Tooking siter os kids, even after he ~1il'\.]“; inany
event, this mortal is more Gscinated than frightened.

Righreous Anger: This individual may be o member of areligioos order or simply an
indignant homeowner who won't stand for anyone — dead or alive — violaring his
spice. Regordless, he stands his ground, vowilling o vield weoa "toul creature of
darkness." ;

Mo Reacrion/Blasé: This person cither had nerves of steel or o bravin of Jell<Oh For
whartever reason, this person Jdoes not react wo the weaith in any way, I spoken o,
she respondds politely and casually. Whey!
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White. A blank page, or canvas, The challenge? Bring order
to the whole through desipn, composition, tome, balance, symme-

try, and harmony,

— Stephen Sondheim, Sunday in the Park with George

There are many actions a player might want her characrer
to take during a turn — jumping a fence, seducing a new ac-
quaintance or researching ghost stories in rhe library. As the
Storyteller, you already know the rules (from reading Chapter
Four) and can probably fipure out how to adjudicate a players
toll, but there are a few rechniques and extrapolations that
you might find interesting. That's what this chapeer is all about
— it provides advice on rules systems for resolving dramatic
actions.

This chapter is not meant to be all-inclusive. These sys-
tems are only examples of how to resolve the actions taken by
characters, Use these as guidelines and invenr your own sys-
tems for running things. Don't stop the action in the middle of
adrmaric scene to look up something in this chapter — just
make something up, perhaps based on a rules system you first
encountered here.

You should only use one of the systems described in this
chapter if a roll is truly needed. If the roll in question is a simple
roll, none of these systems are needed. If vou're not interested
in the drama created by putting the game into the story, use
the auromaric success rules. Go to the Traits Chapter and, by
reading about the Trait in question, determine if the characrer
succeeds or not, withowt relling any dice.

As a general rule, have the player make a roll only when
there is substantial doubt in your mind as ro whether or not
the character will succeed in her action. If you can reasonably
assume she will succeed, then just let her do it.

When you do start making rolls and have the players do
the same, make the rolls special and make them different. Don't
waste a lor of rime on a dice roll thar doesn't do anything spe-
cial for the story or that is uninteresting for you or the players.
Each roll of the dice should be a game in miniature, with serae-
egy and racrics to master and luck to inject the unexpected.

Soenes

scene is a moment in a story when the

troupe focuses on the events at hand and
| roleplays through rhem as if they were ac-
tually occurring. A scene may only require
roleplaying and a lot of conversation be-
rween rhe players and the Storyreller, or it
may involve a number of different actions,
some requiring dice rolls.

Chaper Nine: Drama
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A scene is like a series of shots raken in a movie, in the
same location and at the same moment in the story. It is the
Wl essence of roleplaying, when players describe their characrers
reactions ro events rather than explaining what they intend
o do.

-

You should do everything you can to make rhe scenes in
your story as dramaric, complere and fulfilling as possible. The
maore you give each scene an exciting beginning, an action-
packed middle and a fulfilling (or strategically frustraring) end,
the berrer your srory hecomes.

Describe the scene not as a static picture, but as a place or
time full of life and action. It should have its own existence
apart from the characrers. The Renegade leader does not sim-
ply sit ar a table — while the characters are watching, he calls
over one of his henchmen and begins to berare him. Creare an
open-ended story in your deseriptions and invite the players'
characters to enter it. Don't force the players to animate your
creation — breathe life into it from the very beginning.

Time in the story not spent in a scene is called downtime.
This can be when characters travel or conduct extensive re-
search, or can simply be a period during which ir isn't neces-
sary to roleplay every moment. Downtime is a break from the
intensity of the scene. Though downtime should not be over-

The Obliviea
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used (it can be relatively boring), you shouldn'r avoid ir alro-
gether. Use downrime o organize players, direct the story more
precisely, and progress the plot more quickly.

The story can turn into a scene ar almaose any rime. Often
it does so quire narurally, without anyone realizing it has hap-
pened. For instance, while you and the players discuss how the
characters intend to make a journey ro Chicago's Necropolis,
you may begin ro describe whar they see along the way. You
have gone from downtime to a scene. When you begin role-
playing a Drone who floats up to them and reenacrs her stran-
gulation, you have complerely immersed them in the scene.
By simply roleplaying without warning, you jump-start the play-
ers into their roles, instantly beginning a scene.

[ urns

g scene is divided into turns in order tw or-
ganize and structure the arrangemenr of
il evenrs. A rurn is a variable period of time
il during which characters can do things.
Such a unit helps the Storyreller keep rrack

of whar is going on and ensures that each



player pets the same chance w do something. In one turn, each
characrer should be able ro do one thing, Additionally, cach
player should be given about the same amounr of rime to de-
scribe what she wants her character to do. Each tum, go around
the rable in order of iniriarive (see below), pive cach player an
opportunity to state an action, and then go to the nexr person,
When you get to yourself, describe the actions of the non-
player characrers.

Even if doing so might not make complere sense, you
should use the turn structure pretty loosely. You might, for ex-
ample, ler someone climh a tree while someone else fires a
gun, even though in normal circumstances climbing a ree usu-
ally takes a minute, while shooting a gun takes only three sec-
onds. Adrenaline makes people do amazing things, after all.

Mltiple Actions

A character can perform multiple acrions in a turn (such
a5 dodging and shooting a gun), but he has ro divide his dice.
To splir a Dice Pool among different actions, the character
takes the dice from the acrion ar which the characrer is least
skilled (the one with the smallest Dice Pool) and divides thar
Pool among all the actions he wishes o perform.

A characrer with mulriple acrions takes his first action
during the normal order of initiative (unless he deliberarely
delays). He may take no more than one action at this time,
After all characters have complered their first {or only) ac-
tion, characters with more actions may take their second ac-
tion, apain in order of initiative, After everyone has taken a
second acrion, p|:11; prur..'um]:i with the third and subsequent
actions in order of iniriarive, as ahove. While a character may
delay his action, he must perform it befare the rest of the char-
acters move on to their next action, or it is lost. However, a
characrer can always use dice ro dodge, as long as he has dice
left in his Pool.

Action Scenes

any scenes are so full of actions and dice
rolls that they require special rules ro en-
sure everything runs smoothly. These are
rimes when adrenaline is racing and pac-
ing is fast. Acrion scenes are the fights,
races and feats of danger common to ad-
venture storics. Turns during an action
scene are usually very short, lasting only three seconds or so.

Many different types of actions can occur in an action
scene, and correlaring everything can seem a lictle tricky. Make
sure you carefully describe where everyone is in the scene, as
well as what cover is available and how far it is from the char-
acters. Orherwise, vou will have to describe the scene again

and hear complainrs like, “Wait a minute, you didn’t say any-
one was over there!” You may also wanr to describe the envi-
ronmental conditions and how they might affect the scene.
Rain, wind and smoke can affect the difficulties of rolls.

In general, let a character do nearly anyrhing she cares to
try, even if you assign a difficulty of 10.

Organizing an Action Turn

Just as turns organize a scene, there are different stages
within each rrn. Srill, you will probably not need o subdi-
vide turns unless they are action turns. Though you need not
go exactly by the following stages, look over this list to get
ideas about how you can organize things when the action gets
hot. The better you've organized a scene, the more smoothly ir
will go and the more fun everyone will have.

+ Describing the Scene

At the beginning of each turn, you should describe the
scene from the characrers’ perspecrive. You may want 1o sug-
gest what the characters’ opponents might be abour ro do, bur
do nat actually deseribe what will happen. Sometimes this will
be a wrap-up of the last rurn, making it clear to all players
what occurred. This sort of canstant deseriprion is essential if
you want to avoid confusion.

This is your chance ro orpanize and arrange things so that
all goes smoothly when the players begin ro inreract with the
environment you have created. You should make your dt‘ﬁt.‘fip'
tion as interesting as possible, leaving open all sorts of possi-
bilities for characters' acrions.

The players need to roll far initiative (see Initative, be-
low) to derermine the order in which their characters will act.
In especially complicared situations, you can have the players
describe to you what their characters inrend o do that i,
starting with the player who rolled the lowest initiative (the
characrer with the highest iniriative speaks last, after she has
heard everyone else’s actions, and acts first),

If you wish to be particularly free-spirited, eliminare the
initiative roll alroperher and have the characters act in what-
ever order you wish — e.g., “In the distance, you hear Hierar-
chy gongs and sce that the Renegade at the end of the alley
seems to have noriced them as well. He wins the initiative and
sprints toward the fence. Whar are you going to do!”

* Decision Stage

Going in reverse order of initiative (if the players made
initiative rolls), have each player explain what her character
inrends ro do and how she intends to go about it. If you did
not call for initiative rolls, simply po around the table from
left o right, or in order of character Wits, or using wharever
consistent merhod you like.



You then decide how you want to resalve the acrion —
what kind of roll each player must make, the difficulty of the
roll, and the number of successes needed. You can make the
process as simple or as complicated as you like — e.g., “If you
want to catch him before he gers aver the fence, vou need to
make a Dexrerity + Athletics roll, difficulty 6. You need o
score six successes o catch up with him, bur he only needs
three more to per over rhe fence.”

* Resolution Stage

This is when the players roll 1o see whether their charac-
ters succeed or fail. The players roll dice to attempt the ac-
tions they described in the preceding stage.

At the end of the rurn, you need ro summarize everything
by describing what happened and translating all dice rolls into
description, plot and story. Don't simply say, “You manage to
hit the bad guy for three Corpus Levels of damage.” Get more
praphic and say, “After ducking away to the left, you sweep
across with your fist and strike him in the head. Your hand
stings, but you've wounded him for three Corpus.” Or, “With a
grear burst of speed and a daring leap over a garbage can, you
race down the alley after him. Mext turn, you will ke able
make a grab at him before he pers away. However, you see a
Hierarchy coach pull in around the corner of the alley.”

Ar the beginning of most scenes, you need to figure out
who goes first. Rolling for initiative is the best way o decide
the order in which players will rake rtheir rumns for the remain-
der of the fight. Sometimes it will be obvious who goes (irst,
such as when an ambush was set or when one combatant i
clearly caught by surprise. In combar, however, if you intend
o ler the apponents have a free shot at the characters, you
should not simply spring the foes on the players. Let them make
Perception rolls (difficult ones) ro see if characrers norice some-
thing just before the bad guys open up. Otherwise, you'll have
a pack of whining jackals on your hands, The difficulty de-
pends on how well the ambush was ser (usually 8 or s0), The
number of suceesses the players score indicates the number of
dice they can roll on their first actions (usually dodges).

In a normal situation, each player makes an initiative roll,
and you do so for each of the apponents. Everyone involved
makes a Wits + Alertness roll (or you can have them roll Wits
+ Brawl, Melee, Fircarms or any appropriare Abilicy). The dif-
ficulry is usually 4 — characrers with the most successes act
first. Ties act simultaneously. Characters who fail act after those
who succeeded last. A borch on an iniriarive roll means the
characrer does nor ger to ace that turn — his gun jams, or he
stumbles and cannot punch or dodge.
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[aking Actions
sking Action

The four basic actions characters can take without mak-
ing rolls are:

* Yiclding: The characrer allows the person with the next
highest iniriarive to rake his action, thereby yielding her turn.
She can still take her action at the end of the rurn. If every-
one, including her opponents, yields as well, no one does any-
thing thar rurn.

* Healing: The character may use her Parhos ro heal
wounds to her Corpus at a rate of one per rurn. She must not
take any ather actions that round; if she wishes to move, she
must make a Stamina roll {difficulty 8) to heal. Note thar ag-
gravated wounds cannor be healed in this manner.

* Moving: The character may move by walking, jopging
or running. If she walks, she may move seven yards. I she jogs,
she may move 12 yards + Dexreriry. If she runs, she may move
20 yards + (3 x Dexreriry).

Mo roll is required to move, but movement is the only
action allowed to the characrer in thar turn. In some situa-
tions, it can be hazardous to jog or run, and a roll might be
required to maintain balance when there is glass on the ground
or bullets are raining down. If a characrer wants to run away

from a conflicr or encounrer, she must dodge unless she is not
in the field of fire or otherwise hindered.

Dramatic Systerms

escribed below are a variery of different systems o resolve ac-
tions, or, to pur it simply, a bunch of ways to make rolls. If you
prefer to roleplay through dramatic scenes, just use these sys-
tems as supgestions of whar sorts of things
can happen during the scene. Physical dra-
matic systems are the most numerous, be-
cause these acrions are impossible to resalve
through roleplaying alone. Social and Men-
tal systems can be simulated by the players.

 Physical

These systems describe physical actions and confronta-
tions — dramatic situations in which Physical Areributes pre-
dominare.

When a character actempts to climb any sort of surface (a
tree, cliff or building), ask the plaver to roll the characrer’s
Dexterity + Athletics. The difficulry depends on the sheer-

ness of the climbing surface, the type of surface being climbed
and, to a lesser extent, the weather conditions. Each success

Allsorts of other actions require rolls, Some are listed
].ll.'r.'i.':

* Attack: A characrer may decide o fire his weapon
or serike someone. The roll made depends on the arack;
tor instance, o Fireorms attack requires a Dexreriny + Fire-
armes ol

* Climb: This action requires a | ity + Arhler-
s n I”

¢ Dodpe: Dodeing nor only allows o character o
avoid s arnack, bur removes hio altogether from the ling
of attack.

=

A charmcter can make o Dodee roll righe afrer
ome tries to b him, thereby (hopefully) avoiding the
|"'||"'|.'l.'.
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from her smnoumeed action ad arcempr o score ar lease
o suecess oy a Dexteriry + Achlerics voll (Jifficaliy
leasr 41,

* Leaderships A charncrer may wive commands ro
fool
Charisma (or Manipulation) + Leadership rolls,

* Reload Gun: Thi
o o the charcrer has
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¢ Research: A -._'|1.t1'| Tl iy 1y b look ey ital -
formation in o ook, Research generally employs the In-
vestigation Abilive. Thoneh this woold likely rake loneer
than three seconds, vou may wish o suspend reality o bii
for dramaric [rarpaoses

o Start a Car: This action doesn't require a roll ar
all, unless o charcrer is hor-wiring the car

* Sncak up on Enemy: This action uwsually requires a
Desterity + Stealth roll.

* Unjam Gun: This action can normally be per
formed i ‘EI'I'_|"|I.' T |"":_' :|'|'|.||-.|_|'|: a Wits + Firearms roll.

indicares rthar the character has climbed five feet. Once he
accumulates f:m‘.lugh successes to get to where he wants ro 20,
he can stop rolling. For example, Samuel is trying to climb a
25-foor wall, so he needs five successes to get to the top. A
failure indicates the character is unable to make any progress
during the turn. A botch indicares rthe characrer falls and can-
not again arcempt to climb without expending a Willpower
point.

2 Easy climb: a rree with many stour branches

4 Simple elimb: a eliff with many handholds

6 Straightforward: a tree with thin branches

8 Treacherous: very few handholds

10 Extremely difficule: a nearly sheer surface
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feats t}f § rength

A character’s Strength is often used alone, without an
Ability, for actions where brure force is all that matters. This
system works on the same basis as automatic successes. If the
characrer’s Strength equals or exceeds the difficulty of the rask
she is attempting, she succeeds automarically. Only if the dif-
ficuly is higher than his Dice Pool must she make a roll.

When the character makes the roll, however, it is based
on Willpower, not Strengrh. It is a simple roll, so the charac-
ter gets only one chance to make it. The difficulry is almose
always 9, though it can vary according ro the surface condi-
tions, the structure of the object being lifted, and Storyteller
whim. Each success increases the character’s effecrive Srrength
by one step on the chart below (to a maximum of five steps).
Thus, if the character has a Strength of 4, but wants to flip
over a car, she needs three successes on the Willpower roll o
[ doit.

¥ ] Dice Pool  Feats Lift
:_ 1 Crush a beer can 40 Ibs.
B ) 2 Break a chair 100 1bs.
i 3 Break down a woodendoor 250 Ibs.
B 4 Break a 2" x 4" 400 hs.
{f 5 Break open a meral fire door 650 Lbs,
',_.". 6 Throw a morarcycle 800 lbs.
F -*| 7 Flip over a small car 200 Ibs.
't, ] Break a three-inch lead pipe 1000 lbs.
: g Funch through a cement wall 1200 Ibs.
10 Rip open a steel drum 1500 Ibs.
11 Punch through 1" sheet metal 2000 Ibs.
12 Break a metal lamp post 3000 1bs.
13 Throw a car 4000 1bs.
14 Throw a van 5000 Ihs.
15 Throw a truck 6000 Ibs.

Jumping

Jumping requires a Strengrh roll, or a Strength + Athlet
ics roll if it is a horizontal jump and the character gets a decent
running start. The difficulty for a jump is almose always 3 (un-
less there are difficult weather conditions or there is a narrow
landing space). The Sroryreller calculates how many successes
are required ro make the jump. There are no partial successes

in jumping; the character cither succeeds in one roll, or she
falls.

Type of Jump Feet per Success
Wertical (up) 2
Horizontal (across) 4

]’ursuit

This simple sysrem is used when one character attempts
to carch another. One opponent starts with a cerrain number
of successes. This number is either derermined by the Story-
teller (this is the preferred method) or by having the pursued
character roll Dexterity + Athletics (difficulty 6) for each rum
of headstart he has. Add up the number of successes achieved.
This number of successes must be achieved by the other char-
acrer hefore he can catch up. Onee he does, he can rry ro grapple
the fleeing person (see the combar rules). The pursuer might
only want to catch up halfway, in order to get a better shot at
the fleeing character.

Repair

Gerring something fixed is not always as easy as taking it
to the garage; sometimes the rask has ro be performed oneself.
When a character wishes ro fix any sort of mechanical imple-
ment, he must roll Dexterity + Repair. The difficulry is derer-
mined by the complexity of the rask (see the chart below).
Before the job can be considered complete, a certain number
of successes must be collected, usually between rwo and 20.
Each roll means that a certain amounr of rime is spent — what-
ever the demands of the srory require. A botch indicates that
the device is somehow damaged in the attempr.

This system can be fun to use during combar, as one char-
acter desperately tries ro start the car while the others fend off
the Hierarchy’s barghests.

Job Difficuley  # of Successes
Simple mechanical repair 4 3
Soldering job 5 2
Electronic malfunction 5 5
Firting in new part 6 10
Reepair stalled car 6 3
Tough auto repair 7 10
System overhaul 8 20
Technical glicch 9 2

Shadowing

Sometimes a characrer will want to follow someonc. In
order ro be led somewhere interesting, this needs to be done as
discreetly as possible. That is whar shadowing is all about —
following someone without the pursued knowing the charac-
ter is rhere.

There are two components to shadowing — keeping track
of where the subjecr is and making sure he doesn’t see his tail.
Shadowing can be conducted on foot or in vehicles. Rolls can
even be made if someone else is driving, such as a taxi driver

— "I'm sorry, but I can't remember the address — you'll just
have ro follow my directions. Take a right at the comner. No,
wait, a left!”




The character attempting to shadow must make a Percep-
tion + Investigation (or possibly Srreerwise) roll. The diffi-
culty is normally 6 (though it can vary from 5 to 9 depending
on the thickness of crowds, relative speeds of vehicles, and
weather conditions). Each success indicares that the target has
been followed for a rurn. A certain number of successes is re-
quired to follow the subject all the way to his desrination. A
failure indicates that the characrer has temporarily lost the
subject, but can try again next rurn. If she fails a second time,
she has lose rhe subject completely, and the chase is off (unless
she can think of a new approach). A borch indicates that the
character has not only complerely lost the subject, but she is
winvolved in shadowing that she gets into trouble of her own
— a gang tries to beat her up, she falls inro an open manhole,
or she has a car accidenr.

Though the Perception roll is the most important aspect
of shadowing, a Stealth roll musr also be made to see if the
subject notices he is being followed. Each turn the Perception
ol is made, the Stealth roll must also be made. The player
must roll Dexterity + Stealth (or Dexreriry + Drive if the char-
acter is in a vehicle). The base difficulty is the subject's Per-
ception + Alertness, but this can be modified by up to three
points in either direction depending on the circumstances
(empty streets or thick crowds, for instance). A single success
indicates the shadower is not detected, and each addirional
success also makes it more difficult for the subject to spot the
shadower, even if he is actively looking. A failure indicates
the subject becomes suspicious and starts to glance surrepri-
tiously over his shoulder (and may make Perception rolls of
his own; see below). A botch indicares the character completely
reveals herself and the subject now knows he is being followed.

If the subject is alerted somehow (by the shadower's fail-
ure on the Dexterity + Stealth roll) or simply looks to see if he
is being followed (our of habir, perhaps), roll Perception +
Investigation (or Streetwise). The difficulty is the Srealch + 3
of the shadower. Each success on this roll indicates a higher
degree of suspicion. Successes can be accumulated from turn
to turn; see the chart below to see how alert the subject is to
the fact that he is being followed. Failure means thar nothing
out of the ordinary is seen and the “suspicion value” of the
subject decreases ta zero. A botch means the subject is con-
vinced he isn't being followed and no longer looks behind him.

Successes  Suspicion

| Hunch

2 Suspicion

3 Mear-certainry

4 Positive knowledge

5 The shadower has been sporred

Buddy System: Two or more characters can share shad-
owing responsibilities by rrading off. However, they must have
previously worked/trained together in this rechnique; other-
wise, the difficulties of all rolls for the pair are increased by
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one. One player shadows for a turn or more, trading off when:
ever her partner gives the signal. If the pair swirches off, the
subject can't accumulare successes for very long, which makes
it much harder for the subject to spot shadowers.

Sneaking

When a character attempts to hide in shadows or sneak
up on a guard, she must roll Dexterity + Stealch (difficulty of
the puard’s Perceprion + Alerrness). Anyone who is on watch
or actively looking for intruders can be considered a guard.

The sneaking character needs to collect a certain number
of successes in order ro make it to where she wants 1o go. A
Perception + Stealth roll can be made if the player wants to
estimate how many successes will be needed; the difficulty of
this fear is usually 7.

Failure of any sort on a Stealth roll indicates detection.

Stunt Driving

This system is used to determine the outcome of nearly any
type of automobile chase or maneuver, Dice rolls in chases are
made not only to see how fast a driver goes, bur also ro see if she
stays on the road. Each vehicle is rated for its maximum safe driv-
ing speed, as well as its maneuverability. One vehicle is not al-
ways as fast or maneuverable as another, so the derails of the chase
ofren depend on the make of the vehicle (see the chart below).

A character can make special maneuvers in order to catch
or lose another vehicle, such as spinning around a righr cor-
rier, doing a 180° turn, or wheeling about to block a road. Es-
sentially, one character makes a special maneuver, and the other
character must copy that maneuver by making the same or an
approximate roll.

The player must roll Dexterity (or perhaps Perception) +
Drrive. However, the vehicle's Maneuverability rating dictates
the maximum number of dice that can be rolled. The com-
plexity of the maneuver and the speed of the car determine
the difficulty. You should give each maneuver a basic difficulty
from 2 to 7, and then desipnare a speed ar which ir can be
completed at thar difficulty. This is most often the Safe Speed,
but can be much less depending on how complicated or tight
the maneuver is. The difficulty increases by one for every 10
mph the vehicle exceeds thar speed while performing the ma-
neuver. The driver decides how fast her vehicle performs the
mancuver, although she will not always be able ro decelerare
enough ro avoid a crash or collision.

Wraith: The Oblivion
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Vehicle Safc Speed  Max Speed  Mancuverability

Six-wheel rruck a0 a0 3

Bus 60 100 3

18-wheeler 70 110 4

Sedan 70 120 5

Mini-van 10 120 &

Compact 70 130 6

Sporty compact 100 140 7

Sport coupe 110 150 8

Sports car 130 170 9

Formula Cne race car 140 240 10
Social

These systems involve social interaction berween pecple.

They nearly always require a Charisma, Manipulation or Ap-

pearance roll. Ofren rthese systems are best left vnused, wich
the success or failure of a particular social ploy instead resolved
through roleplaying.

(redibility

This system is used when a character attempts o con-
vince someone she is relling the rrurh: for example, when she
attempts to persuade a Hierarch magistrate she is not lying or
tries to convinee a police officer of her identity. The player
must make a Manipulation + Leadership roll. The difficuley is
the other subject’s Intelligence + Subterfuge. Lower the diffi-
culty by one to three if the character is telling the truth (it
does make a difference). Each success indicates a higher de-
pree of believabiliry. Five successes indicare the subjecr is com-
pletely convinced. A failure indicares dishelief, and a borch

indicates the character is caught in a lie (or the subject thinks
he has caupht her in a lie).

hast Talk

Fast-ralk is a means of verbally browbeating and confus-
ing someone into submission. Manipulation + Subrerfuge is
the most common roll for such a feat; Charisma or Appear-
ance can sometimes be substitured. The difficuley is the target's
Wirs + Serecrwise.

Success indicates that the target becomes confused and is
likely to agree with the subject, ar least momentarily. Failure
indicares thar the atrempe has faltered, and the targer can ey
to interject something — an attempt to explain himself, ot
even an attempt to fast-talk back. A botch indicates that the
rarger doesn't get confused, only angry. Fast-ralk arcemprs by
the character will never again work on him.

Repeated rolls might be necessary to confuse the target,
As Sroryreller, you need ro run arremprs ar fasr-ralk in a man-

ner consistent with the mood of your game. [t can be as
slaphappy or as deadly serious as you like.
Willpower points can be expended ro resisr fasr-ralk.

Interrogation

Interrogation can be used in a number of different situa-
tions. It is a form of questioning, not torture, though intimida-
tion is cerrainly employed. Tormure can be wsed, but you will
have to develop your awn rules for thar if you wish to include
it in your chronicle.

The player makes a Manipulation + Intinmidation roll {dif-
ficulty of the victims Willpower). The number of successes
indicates the amount of information obtained (see the chart
below). A failure indicares the character learns nothing of
value. A botch indicates the subject rells the character noth-
ing and will never tell him anything — or worse, the subject
lies. For this reason, the Storyteller should often make the roll
for the player.

Successes  Interrogation
1 Only a few mumbled facts
2 Some relevant facts
3 Much interesting information
4 The subjecr talks on and on
5 Everything of import is discovered

Oration

If a player wants her character to give a speech, bur doesn't
actually want to recite it, you can use this system. The player
should at least describe what her character says and maybe
recire 2 memorable phrase — that might even ger her started
into roleplaying the speech verharim. Oration is often very dif-
ficult to roleplay, so never force your players to do so. Just use
this sysrem.

The player makes a Charisma + Leadership roll. The dif-
ficulty depends on the mood of the crowd, its willingness to
hear whar rthe oraror says, and its penchant for throwing rot-
ten vegetables (difficuley is usually 7). If rthe orator has any
sort of reputation, you may wish to adjust the difficulty ac-
cordingly. The number of successes indicates how impressed
the crowd is (see the following chart). Ir is a simple roll, so the
player has only one crack at it. A failure indicates the crowd
ignores the character. A botch indicates the character is going
to be attacked (or, if that sort of thing isn’t commaon, booing
begins).

Successes  Crowd Reaction
1 They listened, bur aren't excired
2 The character has convinced them somewhat
3 The crowd is won over
i The crowd is complerely enrhralled
5 The crowd is in the palm of the character’s hand
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If the speech is vital to the story, the player may make
several rolls, If you want ro spend some time on it, you can
make it an extended action, interspersing each roll with role-
playing. The character can spend as many turns as she would
like on the speech; afrer the third turn, however, the difficulty
increases by one each turn. More successes than five might be
required to win over the crowd completely.

Performances

This system is used whenever a characrer gives any rype
of performance, whether it be comedy, music, acting or
storytelling. It can be on a stage or in a nightclub, and can be
formal or informal.

The player must roll the appropriare Arribure + Perfor-
mance (or Expression). The difficulty is based on how recep-
tive the audience is. A failure indicates a lackluster, eminently
forgettable performance. A borch indicares a miserable perfor-
mance thar cannor even be finished — the instrument breaks
ar the character is booed off the stage.

The number of successes indicares how moved the audi-
ence is (see the chart below), These successes determine the
artistic merit or technical verisimilitude of the piece.

Wil The Obion
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Successes  Your Performance Reaction
1 Mediocre Palite applause
2 Average Approval
3 Good Genuine appreciation
4 Superior Vigorous applause
5 Exceprional Ecstatic reaction
¥ Superb lmmediate sensation
7 Brilliant Miracle, magnim opus

Seduction

Seduction is an unnatural means of gaining inrimacy with
another person, because every step is carefully staged and real
feelings are not shared. A seduction takes place in stapes, and
unless a person succeeds during each consecurive stage, he will
not succeed at all. This system is designed to replicate the ac-
tivities of a dominant person over a more submissive one. If
the emotions and motives are rrue, then you should ignore
this system and raleplay ir ou,

Opening Line: The player rolls Appearance + Subterfuge.
The difficulty is the Wits + 3 of the subject (the player gainsa
bonus of one o three dice if it's a good line, minus one to



three if ir's a srupid one). Each success after the first adds an
extra die to the rall on the nexr stage.

Witty Exchange: The player rolls Wits + Subterfuge. The
difficulry is the Intellipence + 3 of the subject. Again, give
bonuses and penalties for roleplaying. Each success over and
above the base adds an extra die to the roll on the nexr stage.

Conversation: The player rolls Charisma + Empathy. The
difficulty is the Perception + 3 of the subject. Again, roleplay-
ing bonuses come into play here.

Intimacies: Ar this point, the couple may move to a pri-
vate area and become physically inrimare. Mo roll is required.

Mental

These dramatic systems deal with the use of the mind and
Mental Aceributes. They are employed in sitwations where
drama is caused not so much by the action as by psychological
tension.

Dream Interpretation

Among wraiths, dreams often contain important informa-
tion. Unfortunately, this knowledge is often shrouded in mys-
terious symbolism and obscure references. This can make it
very difficult for a wraith to decipher his dreams.

The player of a wraith who decides to figure out the deeper
meanings of his dreams must roll Perception + Enigmas. The
Storyteller decides the difficulry of this roll, hased on the ob-
scurity of the dream and its importance to the character. The
more important the information contained in a dream, the
mare thoroughly it will be hidden, and thus the more difficult
the roll will be. Not all dreams have informarion hidden within
them, but go ahead and let the players roll anyway, to keep
them puessing.

Direams should be mysterious things, rich with hizarre sym-
bolism and personal myths, Storytellers should spare no effort
when designing important dreams, The players will appreciate
it.

Sometimes, a Storyteller may decide to have a recurring
dream haunt a cerrain characrer. If this is desired, Dream In-
terpretation can become an extended acrion. The Storyreller
decides the difficulty of the task and the number of successes
needed ro unravel the hidden meaning within a recurring
dream.

Research

Research is often rhe only way for a character to proceed
to the next stage of a story. A character may have to investi-
pate matters in a library, in a newspaper office or through com-
puter files in order to obtain needed information. Research is
agreat way to let a character with high Intellipence show off,
and takes the focus off fast-paced action.

The player rolls Intelligence + Invesrigation (or sumetimes
an appropriate Knowledge Ability after a place ro conducr re-
search has been found). The difficulty is based upon the ob-
scurity of the information.

Difficulty  Accessibility of Information

2 Generally available

4 Widely documented

6 Accessible

8 Difficule to find

10 Ineredibly well concealed

The number of successes determines how much the char-
acrer discovers. One success might mean that only the most
obvious facts are found, while five successes mipht mean that
the full {and maybe truthful) story is uncovered. Depending
on the precise information sought, 10 or even 20 successes
might be required to find all the available dara.

The player might want to continue research afrer gaining
a parrial success. However, continued research takes longer
than the initial search. Basic research usually takes only an
hour — that’s the first roll. More in-depth research (and a
second roll) takes one complete day. If the player wants a third
coll, further research takes a week; a fourth roll takes 1 month,
a fifth roll takes a year. After that, use your imagination. It is
easy o see how some research projects can take years or even
decades o complete.

Search

This system enables a characrer to search for something
in a confined area, like a room. Have the player roll Percep-
tion + Investigation; the difficulty depends on how well the
ohjeet is concealed (it is usually between 7 and 10). Each suc-
cess indicares thar more is found. Sometimes a certain number
of successes is required to find a cleverly hidden abjecrt. If you
want, 2 lower number of successes could warrant a hint or clue
from you, thus encouraging roleplaying and a degree of puzzle
solving. As much as possible, lead the player through the search
srep by step. Have her deseribe to you where she looks. Don't
let her succeed if she doesn'r specifically search in the right
area, and let her succeed automatically if her description is
derailed enough.

Track

This system is used to track people and things by follow-
ing the physical trails they leave. The player rolls Perception
+ Streetwise (or Investigation, if applicable). The difficulty is
hased on weather conditions, terrain and the age of the tracks,
bur averages around 8. Each success lowers the difficulty of the
next roll by one,

The character needs to succeed for a certain number of
turns; the exacr number depends on the length of the trail.
Each turn is usually about five minutes long. If the character
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misses a roll, she can try again; this time, however, the diffi-
culty is one higher. Once it goes above 10, the character loses
the trail.

Corthat

{ Jun.

— Mr. Whire, Reservoir Dogs

Combar in Wraith attempts to caprure
the drama of violent conflict without
downplaying the grim reality of what is
going on. We have made every effort to create a system true ro
the dynamics, limitations and viciousness of real comhbar while
still leaving room for the unique elements wraiths bring to it.

There are three types of combar, all of which use the same
basic system yer have some minor differences. They are:
firefight, melee and brawl.

= A firefight is any rype of armed combat using projectile
weapons — things like Uzis and sawed-off shorpuns. Oppo-
nents normally need to be within sighr of each other to en-
gage in a firefight.

* Melee refers ro fighting with hand weapons — anything
from broken bottles to darksteel axes. Opponents need to be

\} within one or two yards of each orher to engage in melee.

* A brawl describes a hand-to-hand battle foughr with
bare hands — unarmed combat. Opponents need ro be within
rouching distance to engage in a brawl.

The rolls made in combar determine whether or nor an
attack succeeds, whether the target dodges and how much dam-
ape the target suffers. Almost all combar rurns are around three
seconds long, though they rake somewhar longer than that o
resolve.

As with all action scenes, combar rurns begin with an ini-
tiative roll. However, because combat can sometimes get a lirtle
sticky, divide the rurn into three stages — Iniriarive, Artack
and Resolution — to make it casier ro keep rrack of things.

Stage One: Inifiative

This stage organizes the turn and is where characters de-
clare their actions. Characrers can rake a number of different
actions — anything from leaping behind a wall o shouting a
warning. Each player must declare what his character is doing
in as much derail as the Storyteller requires. At this poinr,
everyone needs to decide what weapon to use, if any.

Characters make initiative rolls using Wits + Alertness
(difficulty 4, though Staryrellers can vary this roll if they so
desire). The character with the most successes acts first, while
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characters who rolled fewer successes take their acrions in de-
scending order of successes. Some characrers will act simulta-
neously because they rolled the same number of successes (or,
if the Storyteller chooses, the one with the highest Dexrerity
goes first). Those who gain no successes ar all on this roll go
last, and those who borch da nor ger to take actions at all.

Remember ro have players declare what actions they wane
their characters to take during the combar rurn before going
to the Artack Stage. A player splitting his character’s Dice
Pool must declare how many dice he is allocating to each ac-
rion.

A character’s actions happen when it is her turn to act.
The only exceprion ra this is the dodge, which a character can
perform ar any time as long as she has dice left in her Pool.

Stage Two: Attack

The artack is the meat of the combar rurn. This stage is
where the success or failure of an action is determined, as well
as something of irs potential impact on the targer.

The Roll: There are three different rypes of attack rolls;
the type of combat determines which one to use.

* For firearms combat, roll Dexterity + Fircarms.

* For melee (with weapons) combar, rall Dexterity +
Melee.

#® For hand-to-hand (without weapons) combar, roll Dex.
terity + Brawl,

The weapon or attack used by the artacker determines the
base difficulty of the roll. The number of dice rolled might be
modified by the gun's rate of fire or the use of a scope, bur the
difficulry is usually modified only by the circumstances of the at-
tack. If no successes are obtained, the character fails his attack
and inflicts no damage. If a botch is obtained, then nor only does
the arrack fail, but something nasty happens ro the artacker: the
Storyeeller needs to invent something truly awful.

Dodging

Any time someone artacks a character, she has the option
of dodging. In facr, a player may announce at any rime thar
her character is using an action (or part of one, by dividing her
Dice Poal) to dedge, simply by declaring “Dodge!” before the
opponent makes an artack roll. Some situations may prohibi
a dodge, such as in confined quarters or when the character
has been surprised. The required roll is Dexterity + Dodge;
each success subtracts one success from the attacker’s roll, A
characrer can even subtract successes from different opponents,
though this means dividing successes between (or among)
them.

The difficulty to dodge melee or brawling areacks is a base
6, increased by one for each opponent after the first.
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In firefights, the difficuley depends on the availabilicy of
nearhy cover behind which a characrer can dive ro avoid ger-
ting hit. Each success removes one of the opponent's successes
Adter such a dodge attempt, the character usually ends up be-
hind some sort of cover or, ar the very leasr, lying on the ground
(if there is no cover to be found).

The difficulty to dodee during firefights 15 determined by
the proximity of cover.

Difficulty Terrain

2 By moving back half a step, the character is
back under full cover.
Full cover within diving distance (one vard)
Full cover within unning distance { three vards)
Partial cover within running distance (three yards)
Flat and featureless, no cover (the character
dives to the pround)

Stage Three: Resolution

During this stage, characrers determine the damage in-
flicted by their attacks, and the Storyreller describes what oc-
curs in the turn. The Resolution Stage is a mixture of game
and story, for though the dice never lie, the Storyreller must
interprer what luck has decreed.

Damage: Each weapon or attack allows the wielder to roll
a certain number of dice in order to inflict damage (difficulry
6). Each success causes the targer to lose one Corpus Level.
Additionally, each success scored with a firearm (after any
dodge) adds one die w this damage roll. Melee and brawling
successes do not add o the damape.

Soak: A rarget may make a roll ta see how much damage
she "soaks” because of her natural hardiness. The target rolls
Stamina (difficulty 6); each success reduces inflicted damage
by one.

Exception: Damage and soak rolls are two rolls in Wraith
that cannor be borched.

Complications

A number of facrors derermine wherher an arrack hirs.
Smart combatants head for cover as soon as bullets stare fly-
ing. Others find that ganging up on one foe in a brawl never
hures. The following modifiers delineare many of the variahles
thar affect combar,

General Complications

* Changing Actions: If a character changes her declared
action after the turn has started, the difficuley for the new ac-
tion increases by one. Generally, the Storyreller should only
allow the characrer to change her declared acrion if events
have made it impossible. *Yes, | know [ said my character would
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Embody inside the car, bur thar Renegade just used Ourrage
on the gas rank!"

o Immobilization: If a target is immoebilized {e.p., held
down by someone), but still serugples, the difficuley for the at-
tack roll is decreased by two. However, if the target is com-
W pletely immobilized (e.g., is tied up or otherwise paralyzed),
e then no roll is required and the arrack succeeds auromarically.
i ¢ Stunning: If, in one turn, a target loses a greater num-
W ber of Health or Corpus Levels than its Stamina rating, it must
 spend the entire next turn shaking off the effecrs of the debili-
| taring arrack. The targer may not attack, and its Dice Pool for
A defensive actions (i.e., dodging) is halved (round down).

Firefight Complicafions

* Range: Getting close to one’s foe is a good idea if one
doesn't mind taking a few shots in rerumn., The mange piven on the
) Fircarms Charr is the weapon’s medium range; the character re-
¥ ceives no modifier for shooting at this range. Twice that mnge is
the farthest the weapon can shoot, Shots wirhin this range have
their difficulries increased by one. On the ather hand, shots made
ar targets within a yard of the attacker are considered "point-blank";
the difficulty of a point-blank shot is 4.

* Cover: Intelligent characrers use cover to protect them-
selves from enemy fire. Cover increases the difficulty of an
attack by a variable amount, depending on how much of the
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character's body is still out in the open. However, though cover
protects, it can also hamper retumn fire, and in some rare instances
can complerely prevent any return fire. For instance, ducking out
fram around a corner to shoot may increase the difficulty by one,
while watching a shootout through the cracks in a katrered wall
probably prevents a characrer fram firing back ar all,

Cover Difficulty
Lying flat +1
Behind pole +2
Behind wall +3
Cnly head exposed +4

* Movement: Shooring at a moving rarget increases the
difficulty by ene (or even more), as does shooting while mov-
ing at any speed faster than a walk (such as firing our the win-
dow of a speeding car).

= Ajming: A character may add her Perception mating to
her Dexterity + Fircarms Dice Pool if she spends time aiming.
However, aiming rakes one tumn per die added, and during chis
time the character can do nothing but aim — it takes time and
patience to aim. Additionally, the target may not be moving aca
speed faster than a walk. Shotpuns and SMGs cannot be aimed.

If the gun has a scope, the character may add two dice to her
Dice Pool in addition wo the dice added for Perception. The scope
bonus can be added only once — afrer the inirial three dice added
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in the first round (two for the scope and one for Perception), the
characrer conrinues aiming as outlined above.

» Targeting: Aiming for a specific location (gun hand,
the heart) increases the difficulty by two.

* Multiple Shots: If a character wants to take more than
one shot in a turn, he must divide his Dice Fool into two or more
actions. Also, for each additional shor after the first, the difficulty
increases by one. Ten is, of course, the maximum number to which
the difficulty can be raised. A character can fire a maximum num-
ber of shots equal to the rate of the firearm.

Difficulty Damage

Revolver, H. . ) T 6
Cole ﬁmacnda (.44 may

Pistol, Hvy. g 5
ig P220 (45 ACP)

5h0tg'll1 Tl‘ll-'lltn
Fianchi Law-12 l oaupe )

Archaic Pisrol [?

Rangpe: This is the practical ra.ngcuftl‘lt: gurn

considered a long-range shot.

Rate: The maximum number of bullets or three-round bursts the gun can fire in a single turn. The rate does not apply to full-auto or spray fire.
Clip: The number of bullets that can be held in one clip or in the barrel. The +1 indicates that a bullet can be held in the chamber,

making the gun ready to fire.

Concealment: P = can be hidden in a pocket; ] = can be hidden inside a jacker; T = can be hidden inside a trenchcoat; N = cannor he

hidden on one's persen at all.

§ Indicates the gun is capable of threc-round bursts, full-auto fire and sprays,
#+ The crasshow, unlike a firearm, does not add attack successes to the damage Dice Pool. Additionally, a crossbow takes five turns to reload.

11 These archaic weapons must be reloaded mericulously or they will misfire. Roll Dexterity + Firearms (difficulry 6) to reload. If you
achieve more than five successes, you may fire two shots in one round. If you botch, the weapon misfires and may damage you.

, ' \ = ' i r.’{ “ T -
LA e o & gAY e l\ . .t

Firearms Chart

Range

in -,l:us. A character may fire on a target at up to double the listed range; however, this is

TR\

The recoil penalty is cumularive. Thus, a character adds two
on the third shot and three on the fourth. Iv is nor usnally wise to
snap off shors blindly; the recoil always catches up with the gun-
man. Using these rules, it is permissible to fire two or more three-
round bursts in a single turn, though a characrer can only fire on
full-auto once per turn (and must reload o do it again).

* Full-Auto: The full-auro option is the most damaging
artack a fircarm can make; the artacker unloads the full con-
tents of a gun's ammunition clip within a very short time span.
However, the gun becomes a bucking bronco, difficult to con-
trol and even harder to aim.

Rate Clip Concealment  Pathos Use




Firefight Complications
Complication Difficulty Dice
Cuging action

Imm

Lyi

Behind pole +2 o

Behind wall
L

Scape —
Specilic area of rarger +7 ot

Multiple shots
{“ R o

A character gets 10 additional dice to roll on the arrack,
thus increasing the chance to hit and cause damage. However,
the difficulty is raised by three from the recoil,

Full-auto fire is permissible only when a weapon has more
than half its elip remaining. Whenever a characrer uses the
full-auro option, he depletes the entire clip of the weapon.
Reloading takes one full acrion and requires the characrer's
full concentrarion (and Dice Pool).

* Three-Round Burst: The semi-auro option is the middle
) ground between the full-auro and single-shot options, and has
some of the strengths and weaknesses of both. A burst gives
the artacker three additional dice on the arrack roll. However,
! the recoil increases the difficulty by one. As implied by the
option’s name, three bullets are expended per use.

* Spray: When on full-auto, a characrer can decide to
spray across an arca instead of focusing on one foe. A spray
uses the extra 10 dice given by full-auto fire, but the arrack has
a base difficulty of 5, increased by one per yard covered by the
spray (in addition to other modifiers).

The player divides any successes gained on the arrack roll
evenly among all rargets in the covered area. If only one target
is in the sprayed area, only half the successes affect him. The
player then assigns any lefrover successes as she desires. If the
attacker rolls fewer successes than there are rargets, the player
may only assign one per targer unril they are used up. This
attack also empties the clip.

The difficulry of a dodge roll against a spray is increased by two.

Melee Weapons Table
Weapon Difficulty  Damage Conceal
Sap 4 Srrength P
Club 4 Strength+1 T
Knife 4 Strenpth +1 ]
Fail 5 Serength +3 T
Saber f Strength +4 T
Broadsward 4] Strength 45 N

Melee and Braw! Complications

* Multiple Opponents: If a character is battling multiple
opponents in close combat, that character’s arrack and dodge
difficulries are increased by one per apponent (to a maximum
of 10},

* Flank and Rear Attacks: The difficulty of a flank at-
tack is lowered by one, while that of a rear artack is lowered by
two

Melee Complications

* Parry: A character using a melee weapon may clect to
pacry an attack, using her weapon to block the blow. Like a
dodge, a parry can be performed at any time, so long as the
character still has dice in her Dice Pool. A character cannot
parry with a weapon as small as a knife, but she can use a sword
or axe. She rolls Dexterity + Melee (difficulry 6). Each success
subrracts one from an opponent’s number of attack successes.

A botch on a parry roll usually means that the parrying
weapon is knocked from the character's hand.

Roll: Dex + Melee  Difficulty: 6
Actions: Special

Damage: none

* Disarm: This maneuver is an attempr ro knock the
weapon from an opponent’s hand. The character rolls Dexter-
ity + Melee; add one ro the weapon's normal difficuley. If ar
least three successes are scored, she then rolls the weapon's
damage; if she scores more successes than the opponent's
Strength rating, the opponent is disarmed. A botch usually
means the characrer drops her own weapon.

Roll: Dex + Melee  Difficulty: +1
Actions: 1 ‘

Brawling Complications

* Block: A character can elect to block instead of dodge.
Like a dodge, a block can be performed at any time, so long as
the characrer still has dice in his Dice Pool. Blocks may be
made only against fists, kicks or blunt weapons. A blocking
action cannot block a sword, arrow or bullet unless the de-
fender has an Arcanos that provides special protection (such
as the Martialry power). Roll Dexrerity + Brawl (difficulty 6);

Damage: Special




each success subtraces one from an opponent’s number of at-
tack successes.

Roll: Dex + Brawl
Actions: Special

Difficulty: 6 Damage: none

s Body Slam: A character charges forward, hurling his
weight into his opponent. It is possible w damage oneself with
this ateack; bodies were not meanrt to be used as battering rams.
A character needs three successes to unbalance an opponent.
He inflicts one Corpus Level of damage on himself for each
success fewer than three.

If the attack succeeds, the opponent is thrown off bal-
ance; difficulties for the rest of her actions this turn are in-
creased by twao, Also, if the opponent does not succeed in a
Dexterity + Athletics roll (difficulty of the attacker's successes
+ 3), she falls to the pround. The base damage done equals the
artacker's Strengrh; each success scored on the arrack roll above
the minimum adds one to this base. If the artacker does not
score at least three successes, this maneuver fails; he falls o
the ground and is rreared as though he has no dice left in his
Pool.

The character can move his full tunning distance, but he
must rur in a seraighr line; weaving around in circles does not
build sufficient momentum.

Roll: Diex + Brawl
Actions: |

* Grapple: An attacker can ery to grab a foe, hoping o
immobilize him and subsequently crush him. If the actracker
scores more successes than the opponent’s Strength, the at-
tacker can immobilize him. In the nexr round, she can begin
to inflict harm. Any character struck by this attack loses his
attacks for the current rurn.

If the attacker misses altogether (by failing the Dexreriry
+ Brawl roll), she is knocked down and must spend an action
gerting to her feer.

Continuing to grapple during each rurn afrer the first re-
quires the combatants to make opposed Strength + Brawl rolls.
Whoever accumulares more successes may immobilize the
other. If both score the same number of successes, neither gains
the upper hand this wrn.

Rall: Dex + Brawl
Actions: 1

# Kick: A kick can range from a very simple front kick o
aerial spins. Depending on the circumstances, the difficulty
and damage modifier may be adjusted (Sroryreller's discretion).
The damage from a kick is never aggravated.

Rall: Dex + Brawl  Difficulty: 7
Actions: 1

Difficulty: 7 Damage: Special

Difficuliy: & Damage: Strength

Damage: Str+ 1
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¢ Punch: The atracker balls her hand inro a right fist and
swings it with all her might. The Storyreller may adjust the
difficulty andfor allow exera dice if the attacker decides the
type of punch she wishes to deliver: hook, jab, haymaker, etc.
The damage from a punch is never ageravated.

Roll: Dex + Brawl Difficulty: 6 Damage: Strength
Actions: 1

Brawling Chart

Maneuver  Roll Difficulty Damape Actions
Body Slam  Dex + Brawl 7 Special 1
Grapple Dex ¢ Brawl 6 Strength 1
Kick Dex + Brawl 7 Strenpth +1 |
Punch Dex + Brawl 6 Strength |

Armor

A character with body armor can add dice to her soak
rolls. Different types of body armor have different armor rat-
ings, which are the number of exira dice rolled on a soak roll,
Cerrain types of armor restricr body motion and thus penalize
the character's Dexreriry rolls (all rolls involving this Arrribure
have their difficulties raised by an amounr equal to the pen-
alry).

Armor is mainly used by mortals; there are very few sets of
relic armor in the Underworld

Armor

Class Armor Rating  Penalty

Class One (reinforced cloching) 1 0
Class Two (armor T-shirt) 2 0
Class Three (vest) 3 1
Class Four (flak jacker) 4 I
Class Five (full suit) [ 2

Freeform Combat (Optional

The Storyteller should be flexible when arbitrating com-
bat situations; no rules can fully reflect the variery of situa-
tions encountered on the batlefield. The Storyteller should
feel free to let the players devise rules for special situations nor
covered by any of the existing combat maneuvers. For their
part, players should remember that the Sroryreller is the ulti-
mate arbiter in such situations, and her word is final,

If bickering or slowed combat results, go back to the stan-
dard maneuvers given above. They are broad enough to handle
maost situations. Freeform combar is meant to add depth to the
game, not create conflicr herween the players and the Srory-
teller.




There should only be two dice rolls involved in any com-
bar maneuver: an arack roll and a damage (or effect) roll. All
tlfects from the maneuver should be figured through these two
mlls. An exception to this rule is a movemenr-based maneu-
ver (see below).

A hand-to-hand attack is made wirh a Dexterity + Brawl
roll, while 2 melee attack is made with a Dexterity + Melee
wll. If a characrer is rrying to cutsmart or fool an opponent,
the roll could instead use Manipulation plus an appropriate
Ability (such as Brawl, Intimidation or Subrerfuge).

Dificulty

The difficulty for a maneuver is usually 6, bur this can be
raised or lowered depending on the maneuver's complexity or
precision (for example, a hamstring has a higher difficulty be-
cause it aims for a certain area).

If the maneuver is desipned to fool an opponent, the diffi-
culty is usually the opponent’s Wits (or Perception with a + 4
constant madifier. Sometimes the difficulry is an opponent’s
Ability + 4, or, rarely, an opponent’s Attribute plus an Ahiliry
(such as Wits + Brawl), in which case the constant modifier is
not used.

Resisted Roll

Sometimes a character can resist an arrack against him,
whether by dodping, performing an evasive action or using
anether maneuver. The Storyreller should decide whether a
combatant should receive a resistance roll. The resistance roll
will often require the combatant to split his Dice Pool if he
also wants to attack that turn.

The exception to this is resisting Areanos. Characters can
resist Arcanos attacks without splitting a Dice Fool. See the
particular Arcanos wrire-up for derails,

Slocesses

Generally, an artack needs only one success to hit; dam-
ape is then rolled. In some instances, however, a set number of
successes is required, such as when a characrer rries to grapple
an opponent (he would need more successes than his
opponent’s Strength score).

Damage (Efect

Use the Brawling Chart to determine damage and adjust
from rthere for special conditions.

If the effect is ra fool ar confuse an opponent, the general
male is that each success on the arrack roll subtracts one die
from the opponent’s Dice Pool. In this case, only the artack
roll is made; there is no separate damage roll.

'
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Combat Summary Chart

Stage One: Initiafive
e Rall Wits + Alerness (difficulty 4). The
winner declares her action leist |:::!|I| er she
has heard evernione else’s actions) and er
forms it first.
e Declare Dice Pool division if performing

mult i|‘I|L' ACTIOnsS.

Stage Two: Attack

¢ For firearms combat, roll Dexreriry + Fire-
ATIms.

e For melee (with weapons) combar, roll
Dexrerity + Melee.

e For hand-to-hand (without 'ﬂ'l..".l[‘lf.'ll't:l} COT-
bar, roll Dexterity + Brawl.

o Dodge: roll Dexterity + Dodge. A charac-
ter can forfeit some or all of his Dice Pool
l‘udl.n,lf_!i: at any time; each succ suberacts
one from the opponent’s successes. (How-
ever, remember that straying from your de-
clared action will still remove one die from
your Dice [ ol.)

Stage Three: Resolution

o Roll damage, determined |'|":." WEAPOT Or -
neuver (difficulry 6).

® Soak ~_i:|1'|1'.1:t_l;u: roll i";lll'ln'ﬂ'ni;t {l.i'lflflll'.'llh‘:.’ ().

= L

General Complicati

e Changing Actions: The difficulty increa
by one.

e Immobilization: The difficulry ro hir an
immabilized target is decreased by two.

e Stunning: When Corpus damage exc
Stamina rating, the target is stunned and
Cannot-act next turn.

Chapter Nine: Drama




Multiple Actions: As always, a characrer will have to split
his Dice Pool to perform multiple actions in one rurn.

Movement: Normally, a characrer may not move and at-

g0 rack in the same action. The Storyteller can allow movement-

based maneuvers ro be performed with the following guide-
lines.

If a character is performing some acrobatic feat, such as
leaping, swinging from a chandelier, ctc., then a Dexterity +
Athlerics roll may also be required. The difficulty depends on
the complexity of the maneuver. A simple roll to determine
leaping distance has a difficulty of only 3 (see Jumping, pg.

212), while a leap from a hurtling train onto a running horse
may have a difficulry as high as 9. The character musr split his
Dice Pool between the acrobatic roll and the attack roll. How-
ever, the Storyteller should use the Automatic Success rule
whenever possible.

There are some exceptions to this rule, in the interest of
dramatic license. If a characrer has seen many swashbuckler
movies and pracriced the flambovant moves she has seen, the
Storyreller might allow her to swing from a chandelier and
attack without having ro splic her Dice Pool.
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he Reguiem was filled with breathers.
Wendy danced by herself in the rafrers, pre-
gl cariously balanced on the highest beam.
She drifted in the sounds of the techno-
il industrial explosion playing on rhe stage.
[1] She danced, stepping carelessly here
and there, totally absorbed in the lights,
the music and her movements.

A quiet voice called to her, a voice that she could hear
even through the pounding music. Mouse appeared up in the
| rifters with her. His straight razor gleamed as he snapped ir

closed. [2] His voice seemed to grow louder as Wendy'’s ears

adjusted to the Shadowlands. “Hello, Mouse,” Wendy said.
' What's up?
| “Wendy. Sweer Wendy. | was wondering if you'd seen Lucy.
i Any ideas!"

“Lucy? Why do you want her? She thinks she's a goddess
or something. She's crazy.”

"Oh! Wendy, that’s not a nice thing to say. Crazy isn't
bad. We're all crazy. | know for a fact that you are. Look at how
you dance. Thar's not crazy! You're dead.”

"Doesn’t mean | have to be bored, does it

"“You know where she is, don't you? She has your car keys,
doesn’t she!” Mouse smiled a thin, wicked smile. "Can’t do
much without your keys, can you?” [3]

Wendy shrugged. "So! Yeah, [ know where she is. Why do
you want to know!™

Mouse cupped her chin lightly, delicately. She almost
wrned away from him. “I need her. | need...a goddess. Some-
one to...investigate goings-on in Oakland. A nasty-nasty.
Graves upon praves.” [4]

Wendy narrowed her eyes. “What...beasties?”

Mouse smiled, clapped. He looked toward the strobes and
laughed. “Give rhe girl a cigar.” He swiveled reptilian eyes in
her direction. “Beasties. Nasty creatures, Spectres. Things that
20 bump in the night. Saints preserve us!” he screamed, and
laughed maniacally.

“Shut up!" Wendy said. At that moment, the hair on the
back of her neck prickled. She felt the movement of Fate shift
as she heard Mouse's laugh, and clapped her small hand over
his mouth. [5]

Wordlessly, she pointed down, Mouse squinted hard to
see in the darkness, and then noticed the shadowy auras sur-
rounding three of the bouncers. She had seen this strategy used
in nightclubs before, and she could even see the hilt of a sword
this time. Obviously, all three were possessed by Centurions.

16]
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MNotes

I. Note thar Requiem is a popular place for wraiths be-
cause it is also a Haune 3.

2. Mouse used his Flicker Arcanos to per there. You've
gotra to give him style points.

3. The player has invested five Background points in an
artifact pair of keys. Wendy loaned the keys to Lucy.

4. Mouse is ralking about the spectres who hang cut in
Oakland Cemetery (see Necropolis: Atlanta for more infor-
mation).

3. The Sraryreller feels forgiving today and lers Wendy
have a Wits + Fatalism roll to avoid the impending danger.
Wendy's player rolls the dice and scores one success: not grear.
Srill, the Storyreller lers Wendy carch the first half of the plor
against her. Centurions are Skinriding into the Requiem. She
doesn't have much time left.

6. The Centurions Skinride the houncers. Normally this
would be hard, but these Centurions have been attuning these
mortals to them for some time. They find the attunement use-
ful when they have o raid clubs looking for peaple.
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Mouse nodded silently and opened his straight razor. He
slashed it through the air, opening a hole down to the Tem-
pest, and held our his hand to Wendy. [7] She took it, erying ro
trust him as she listened to a far-off voice.

“He’s back, isn't he” Mouse whispered. “What's he saying™
He grinned as he recognized Wendy's Shadow. Whenever it called
to her, it always imbued a reddish tint to her eyes and hair. Wendy
shook her head. "He said that he can't wait to play in the Tempest
again. L...I don’r want to go in there.” [8]

Mouse shrugged his shoulders. He looked ar Wendy, then
at the crack, and then back ar Wendy...and past her. He saw
one of the Centurions rising slowly to the top of the club, his
gladius shimmering cold and sharp, his face a death’s head with
fires for eyes. Mouse flashed Wendy an apologeric look, then
turned and vanished into the Tempest.

Wendy whirled as the Centurion landed on the rafter.
“Cease and desist, Heretic. You will follow me ro the Ciradel.
You must be properly registered. Come now...1 won't harm
you..." The Centurion had a pair of manacles in his other hand,
and Wendy doubted his intentions. So what Lucy had said was
I true. She'd been branded a Hereric after she'd started running
with Shoo-Fly and his Circle. [9]

“I don't think so,” she said, trembling. “I'm not into whips
and chains! Why was she so nervous? Couldn’t she walk her
way out of this? She felr a sharp pain in her chest, and her eyes
starred ro go wild. This isn't going to wor , she thoughe. I'm going
to have to...

The darkness wirchin her broke free. “I'm not into your

lirele games. I'm into this ..." she said, as with one fluid motion
she drew a shotgun from the empty air and pumped it one-
A handed. Her Shadow sent cold waves of approval. That's my
@3 baby. Noone messes with Daddy's girl... [10]
' The Centurion froze. He had been raken by surprise, and
his backup was too busy Skinriding to notice. He frantically
reached our, hoping to wrench the gun from Wendy's hands.
He lunged into the shotgun blast, and flaming bits of his plasm
streamed out behind him, evaporating in midair. The rest of
the body rwitched as it fell to the stage below. [11]

Suddenly Wendy was back in coneral. Was that what | re-
ally wanted to do? Blasts of soulfire from the dance floor inter-
rupred her reverie. She turned and ran.

She plunged through the wall. She fele the steel and mor-
tar as she passed through ir, and the ringly feeling of the elee-
tricity stung her as she moved through the club’s wiring. [12]

She jumped into the alleyway on the other side, still in-
corporeal. As she braced herself for the fall, she fell to the
pavement below. [13] Her Doe Martens splashed in a pile of
I I preenish fluid. Batrered trash cans lay strewn in front of her.
She turned, and saw the Cohort advancing on her.

In chains, shaking in the middle of a Cohort of Centuri-
ons, Mouse gave her a pleading look. They had already grabbed
him from the Tempest. Wendy screamed as she felt the power
of the Centurions hold her fasr.

Wril: he Oblvion

7. Mouse uses his straiphr razor to rip open a crack into
the Shadowlands ro enter the Tempest. Of course, this is the
same Tempest that gives Wendy the jitters. He rolls his Strength
+ Argos and cuts open the Shadowlands ro allow himself ac-
CESS.

8. The Shadowguide player is trying to use reverse psy-
chology. He's hoping to per Wendy to die in the club, so he
wants to keep her from escaping.

9. The manacles are made of Stygian metal, so they can’t
be broken.

10, Wendy's Shadow takes over. This is done through role-
playing or by using the simple rolling system in the book. The
Shadew has a Relic Shotgun as a Thorn: it only manifests when
the Shadow is in control. Obviously, her Shadow has the Par-
ent Archetype.

11. Wendy (playing her dominant Shadow) rolls Wirs +
Alertness for initiative against the Cenrurion and wins. She
then rolls her Dexteriry + Firearms (difficulty 6) and scores a
whopping three successes. Wendy then rolls her damage: eight
dice plus three dice for her extra suceess equals 11 dice! Yikes!
She rolls them, scoring six successes against difficulty 6. The
Centurion rries desperately to soak this damage, but to no avail.
He scores no successes on his soak roll. The Cenrurion is ripped
apart by the scattershor, and Wendy has a chance to get away.

12. Wendy expends a Corpus Level to “phase” through
the wall. There is no roll necessary.

13. The Storyteller quickly rolls to see if Wendy takes
damage for the fall. He's not sure if the roll is correct, bur he
decides that keeping the pace of the scene is more important.
Wendy doesn’t take damage, and rthe Storyteller moves on.
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An arrogant Cenrurion walked slowly toward her, draw-
ing a pair of manacles. He grabbed her arms roughly, twisting
them hehind her back. As she tried to summon the will to
mave, he starred ro place the cuffs around her wrists. Then a
shaft of moonlight caught something falling from abowve.

A pair of car keys, shadowy and indistinct, landed on the
pround ar the Cenrurion's feer. [14] Puzzled, the Centurion
looked down — and immediately paid the price for his deci-
sion. Screaming from the darkness, descending from above like
an angel of merey, Luey made her entrance.

e long leather boot slammed into the Centurion's neck.
Asher black cloak swirled in the darkness, Lucy kicked, snarled
and slashed. A silver locker pleamed in the darkness, and shred-
ded plasm sprayed on the walls,

A body fell. Lucy stood over the fallen Centurion, beck-
oning to the rest with a delicarely gloved hand. “You wanna
fight?" she hissed, shaking with rage. “Fighr me..."

Only one of the Centurions stayed in formation with the
group, As the ather soldiers panicked, he took cut his blade and
began swinging his sword in an intricate partern in front of him,

Mouse screamed in outrage, and Wendy grabbed her keys
asshe rolled behind the rrash cans., Manacles fell to the ground,
and the sound of a shotgun being pumped echoed down the
alleyway. Some Centurions were gonna pay...
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14. Lucy arrives!!! Just in time, too. A combat ensues:
this time the Storyteller moves through the action without
rolling. He only wants to use this scene to ser up a fighr, so he
uses the dramatic moment as an excuse to have a lirtle fun
himself. The Sroryreller prabs some miniatures, players reach
for combat dice, and the story conrinues. ..
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Antagonists
ypectres
The Army of arkness

; i ﬂhlwmn ThJE‘,' serve and wurbhlp it even as
—-1{?@ it consumes them, Many Specrres are weal,
Wil cven patheric, bur some are vircual gods.
Because of the fact that Oblivion courses
8| through their plasm, all Spectres possess a

form of group relepathy — a sort of commu-
nial hive-mind. The mare powerful a given Spectre is, the grearer
its link to Oblivion, and the more informarion thar Spectre re-
ceives. Malfeans commonly spy on the Shadowlands simply by
sending a few Spectres inro an area. Everything that the subordi-
nite Spectres hear, the Malfean hears. It is said thar Spectres can
also use Nihils t eavesdrop on the Shadowlands.

There are many different species of Spectres: it is a carch-all
term for the corupted entities who dwell in the Tempest and
serve Oblivion. Two kinds most commonly interact with wraiths:
the near-mindless Shades and the terrifyingly intelligent
Doppelgangers,

Appendix

o

e

Shades

When souls are lost to Oblivion and choose to embrace
its power, they are taken over by their Shadows and become
receptacles for the power of Oblivion. Such Spectres are called
Shades. Shades are hungry ghosts with lirrle guiding intelli-
gence: they have tremendous cunning, however, and are quite
clever in seeking the sustenance they need.

Shades can neither manifest in the living world nor visit
the Shadowlands (unless broughr there...and even then they
can't stay for long) hecause they do not possess Ferrers.

Shades appear in many forms: some of them (the more
recently corrupted) appear basically human, while others have
been damaged and rwisted by the chaos of Oblivion unril they
resemble monsters. All of them radiare a cold, black phospho-
rescence: the rays of Oblivion.

Character Creation

Attributes 6/4/2, Abiliries 11/7/3, Backgrounds 3, Will-
power 0, Angse 8, Corpus 7

Suggested Artributes: Strength 3, Dexrerity 3, Stamina 3,
Charisma 0, Manipularion 3, Appearance 0, Perception 4, In-
tellipence 2, Wirs |

Appendix
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Wraith: The Oblivion
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(A Shade’s Perception is always sharp because of its preda-
tory nature.

Suggested Abiliries: Regardless of who or whar they were
in life, Shades have succumbed to their bestial nature and usu-
ally have at least Brawl 2, Dodge 2, Alertness 3, and Stealth 3.

Powers: Shades have various special powers (see below),
Mosr Shades have only one power, although some of the larger
Shades have up to three. This power is most often “Pathos
Drain" — Shades are incredibly hungry crearures and require
the warmth of emotions to withstand the chill of the Tempest,

All Shades can fly unhindered through the Tempest and
have the ability o locate entrances to the Labyrinth. They
also have the ability to sense a wraith by its amount of inner
Pathos: those with grear amounis of Pathos (7+) blaze like fire
in the Tempesr's darkness.

Relics: Shades usually don't have relics, but some carry
knives or clubs of some sorr.

Shade Powers

* Shark's Teeth — The Shade can do aggravated damage
with a bite: Serengrh +2.

* Ectoplasmic Tentacles — The Shade can attack twice
a turn, but wsually doesn’t wield weapons.

* Pathos Drain — The Shade can drain one poine of Pa-
thos per success on an attack roll. Pathos points are converted
directly to Angst points for the Shade on a one-for-one basis.

* Spectral Scream — The Shade can scream into the Tem-
pest, thereby summoning one to five more Shades. Use of this
power costs five Angst points. Shades are generally loathe to
do this, however, because they mighr attract the attention of a
ravenous Malfean.

* Bind — The Shade must first successfully grapple his
target. (See Combat Maneuvers, pg. 223) The round after grap-
pling the targer, the Shade covers the tarpet completely and
must be destroyed to free the targer. The encapsulated wraith
is usually carried off into the Tempest to an uncertain doom.
Use of this power costs three Angst points. Some-Shades use
this power ro conceal other Shades within them, bursting open
at the appropriate moment.

® NMumbing the Heart — The Shade can atrack a wraich’s
Passions directly, infecting the wraith’s Passions with the cold
of Oblivion. First, a successful arrack must occur. Then the
Shade rolls its Angsr in an opposed roll against the wraith's
Willpower. If the Shade succeeds, one of the rarget’s Passions
is reduced by one. Use of this power costs three Angst points.

* Rend the Lifeweb — The Shade can attack a wraith's
Fetters direetly. The Shade must first make a successful atack.
Then the Shade rolls its Angst in an opposed roll against the
wraith's Willpower. If the Shade succeeds, one of the wraith's Fer-
ters is reduced by one. Use of this power costs five Angst points.
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* Hound the Harrowed — The Shade can attach itself
a2 wraith's Psyche as it falls through the Tempest into the
Labyrinth. While in the Labyrinth, the Shade can arrempr o
cepture any Willpower or Pathos spent and convert it to Angst
for its own use. The roll to do so is Dexterity + Alertness (dif-
ficuley 9).

# Chameleon Parasite — This power allows a Shade to at-
tach irself inconspicuously to a wraith. The roll to doso is Dexter-
ity + Stealth (difficulty of the wraith'’s Perception + Alermess). A
light source held up ro rhe wraith's Carpus mighr detecr the pres-
ence of the Shade-parasite: roll Perception + Occult (difficulty
7). Use of the Castigate Arcanos will also detect a Shade-para-
site. 50 long as it remains quiescent, the Shade can follow the
wraith wherever it goes, even into the Shadowlands. The Shade
may then detach itself, inflicting one Corpus Level of damage on
its host in the process, and artack anyone nearby for one to five
tms before vanishing into the Tempest. The Shade can also act
a "ears” tor a Malfean. This power costs five Angst points to use,
plus one Angst per day spent our of the Tempesr.

Doppeleangers

More dangerous to wraiths in the Shadowlands are
Dappelgangers: wraiths whose Shadows have consumed them.
Doppelgangers still maintain the appearance of normal-look-
ing wraiths, Unlike most Spectres, Doppelgangers have per-
sonalities, free will, and knowledge of many wraith Arcancs.

Doppelgangers still have Fetters that tie them to the liv-
ing world. Oblivion has nort yer been complerely consumed
them, and rhe Malfeans have considerable use for these most
favored agenrs.

Doppelgangers should be created as normal wraichs, bur
their Angst is always 10, and they usually have low Willpower.
The only way ra rell if a wraith is a Doppelganger is to use
Castigate on him, and even that is not always accurate.
Doppelgangers continue to gather Parhos, although usually
through soul-wrenching means. They have a dislike for Pa-
thos tinged with love or any other positive emotion.

Storyteller Notes: Doppelganpers make excellent villains.
As their name implies, they enjoy assuming the shape of other
wraiths — ﬂ]t]mug]‘t net all ].}up]:lulg:mf_zr.:rs Hll.ti)[:l'n':ll‘!i{.":l]l':.’ pis-
sess the level of Moliate or the Thom rthar allows them to
assume someone else'’s form.

Because Doppelgangers are not without personality, they
can actually have discourse with rhe characrers. A
Doppelpanger will often try to evoke a wraith’s Shadow during
these conversations.

A Doppelganger’s usefulness as a spy evenrually runs out
as its will erades under the force of Oblivion and its appear-
ance degenerates. A Doppelganger so devolved is often called
a Nephwrack, and many Nephwracks are servanrs to the
Malfeans.

Malfeans are ancient Spectres who have consumed other
Spectres and wraiths. [n the process, they have prown enor-
mous, bloated, powerful, and urrerly inhuman. Same Malfeans
may never have been human at all. Malfeans are distinguished
from Shades by their vast power, intellect and individual per-
sonalities.

Malfeans are incredibly powerful, but generally lethargic.
Some wraiths say that entire colonies of Specrres live within
them, They are so gigantic thar they defy descriprion through
normal Trairs.

Malfeans are attended by Nephwracks and huge clouds of
Shades, who cluster abour them in the Tempest.

The Others

Many other species of Specrres live throughour the Tem-
pesr, in the deprhs of the Labyrinth, and in the Void: there are
as many different kinds of Spectres as there are twisted souls in
the Underworld. The Ferrymen are familiar with mast kinds
of Specrres and can teach wraiths about them, especially how
to recognize their common tricks and predatory patterns.

Barehess

Barghests are wraiths who have been enslaved, disfipured
and lobotomized by the Hierarchy. In the process they have
been reduced to the level of animalistic servitors, not unlike
bloodhounds. Barghests have been "muzzled” with a device of
Stygian metal that negates all higher thoughre processes, re-
ducing the wraith ro only slightly more than animal-level in-
relligence.

Barghests roam the Shadowlands in packs, called “braces,”
and are usually artended by one or more keepers. Their pur-
pose is to alert their keeper whenever someone’s death falls in
the purview of one of the Seven Deathlords. In recent years,
the Hierarchy has bepun using braces of barghests to track its
enemies. Barghests can attack savagely when ordered to, but
they are normally servile creatures. They will obey any order
piven by their keeper, even unro dearh.

Attributes: Strength 4, Dexterity 2, Stamina 5, Charisma 0,
Manipulation 3, Appearance 0, Perception 5, Intellipence 1, Wirs
3

Abilities: Alertness 4, Brawl 2, Intimidation 3, Tracking 5

Arcanos: Argos 1, Keening 4 (primarily Dirge and Cre-
scendo)

Willpower: 4

Angst: 7/5

Corpus: 6 ;

Equipment: Barghest Muzzle
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Mortal Antagonist
The Power of Lif

ver since the dawn of humanicy, humans
have foughr the shadow of death. Because
of this, human willpower has become
anathema to death itself: indeed, many
people can stay alive through use of their
willpower alone.

Because human willpower is directly
opposed to death, humans can use their Willpower Trait in
certain ways ro inhibir and affect wraiths,

Warding

Funerals; the practice of pressing two coins into the eyes
of the dead; the presence of iron fences, a rusty nail over the
doorway, salt water, or a glass of Bay rum and water; incense
smoke and offerings: humanity uses a plethora of means ro fend
off the supernatural.

[ times when humaniry responded more to myth than to
science, these remedies proved effective against wraiths. Since
the Industrial Revolution these remedies have been ridiculed,
refuted, or forgorten. Srill, mortals who find themselves
haunted or hounded by wraiths would do well to remember
their grandmother’s remedies against them. The following
spells, wards, and superstitions still work for those who are
willing to invest their Willpower in them.

Mate thar a mortal must have the knowledge to enact these
rituals (Occult 3 or higher). Furthermaore, the mortal must
personally believe that the rituals will work; if she is a cynical
or hardened person who does not believe in the supernarural,
she may not use Forbiddance or Warding.

Any belief or pracrice that protecrs humans from wraiths
does 50 in one of two ways: it can actively Forbid them or it
can passively Ward them.

Forbiddance

Forbiddance involves driving a wraith from an area, The
mortal enacting the Forbiddance rolls Willpower (difficulty
7). A wraith must spend one Willpower point per success on
the Forbiddance roll to stay in the area. A wraith may counter
this activity by attempting to frighten or unnerve the mortal
using his own Arcanos: in this case, the Forbiddance roll is
apposed by the appropriate Arcanos roll. Otherwise, the wraith
must leave the area as soon as possible. Once the mortal’s at-
tention is focused elsewhere, however, the wraith may return.
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Warding is more of a passive defense. All warding has a
specific focus based on the ancient lare used to protect the
area: it could be a rusty iron nail, a ring of salt, burmning in-
cense, or some other means. A mortal can use such foci o
praceet an area, usually a building or otherwise permanent struc-
ture, from intrusion by wraiths. The mortal rolls his perma-
nent Willpower (difficulry 7) and spends at least one tempo-
rary Willpower to enact the warding. The number of successes
scored on this roll indicaves how long the warding lasts (see
the Warding Chart), and the mortal’s permanent Willpower
score equals the difficuley for using Arcanos to penetrate the
area (this roll is made before any roll to penetrate the Shroud).

Warding Chart

1 lowr
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Thus, the Warding must be renewed over time or it dissi-
pates. A Warded area is very solid in the Shadowlands. Ir is
impossible to expend a Corpus Level and phase through a
Warded area. Entering the area is nearly impossible, requiring
the use of an Arcanos like Moliate (to flow under a door or
through a crack) or Argos (using Jump).

Mote that if a wraith chooses to attack the focus of the
Warding with Arcanos (like QOutrage or Embody), the wraith
can effectively end the Warding if she can somehow render
the focus inoperative or ineffective (causing the nail o van-
ish, disrupting the salt circle, extinguishing the incense).

L] r z
The Fading of Death s image
Mortals cannot sense anything but the simplest of impulses
from @ wraith's presence: though they avoid wraiths uncon-
scionsly, they cannot feel them or see them except when they
are drunk, exhausted, or otherwise weakened — or unless the
wraith wishes to be seen.

Inocence

True innocence is rare in the World of Darkness; it is nearly
impossible to find in any adulr. Even children in the Gaorhie-
Punk world lose their innocence quickly. Still, in most cases, a
mortal who is young and free of experience is innocent. Essen-
tially, one's innocence lases uneil one leaves the things of child-
hood behind.

Innocent humans can often see wraiths in the
Shadowlands. This usually aecurs only ar night, and only when
the innocent one has a quiet moment during which he is not
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the Perceprion of the innocent character (difficulry 6). Most
innocent ones will not necessarily reacr to the wraith with
fear: part of the nature of innocence is a belief that one is im-
mortal — dearh holds no fear for the innocent. Some chil-
dren, wise beyond their years, may see a wraith for what he is
— amonster — but for the mose part, wraiths are simply inter-
esting characrers in an innocent’s daily life. Many wraiths have
long conversations with children, and some children even do
things based on what their wraith “friends” tell them to do.

Perhaps because of their lack of fear of dearh, the inno-
cenr also hold a strong power over wrairhs. They may forbid a
wraith to approach or rouch them, or may command them ro
leave a place.

In pracrice, innocent mortals need nor know ancient lore
in order to perform Forhiddance and Warding: they do nor
instinctively know thar they can do it, but their general mien
and casual words, “Leave me alone!” or “Ger out of here!” have
the same effect.

A final nore abour innocence: many of the insane are so
far removed from mortal concerns thar they reverr to a state of
innocence. (This does not generally apply o Malkavian vam-
pires. )
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The Sons of Tertulla

Don't believe what you hear
Dion't believe what you see
When yon juse close your eves
You can feel the enemy.

— U2, "Acrobar”

Tertullian was a very early Christian wrirer who warned
thar the Devil would hide his evil in seeming goodness, even
going so far as to heal some people, but that imitating God was
the worst of sins.

The Sons of Tertullian are holy warriors commirted to
destroying all wraiths and orher “devil spawn.” The Sons of
Tertullian acrively search for people supposedly possessed, those
who claim to speak with the dead (psychics, Gypsies, and the
insane}, and sometimes simply those faithful who speak our
against “the word of God,” and must therefore be possessed.

All Tertullians are trained exorcists who employ exorcism
as their main tool of artack. Such exorcisms vary somewhat
from practitioner ro practitioner, but all are physically brural
and demanding on the supposedly possessed victim. The
Tertullians take the words of the Malleus Malleficarum to heare,
and are experts ar applying the torture techniques ourlined




! therein. The1r methods are crude, but can be surprisingly ef-
| fective if a wraith truly is Skinriding an individual. Unfortu-
nately for the objects of their vigorous exorcisms, the Tertullians
are unable to tell whether a victim is truly possessed by a wraith
orsimply psychic, crazy, erc., unril the wraith leaves the person’s
body.

Alas for those not wraith-ridden, the not-so-render min-
Etrations of the exorcists become ever more violent, and such
patients almaose never survive the experience. Even those who
are wraith-ridden often die in the exorcism’s wake. The
Tertullians find such deaths somewhar regrerrable, but feel jus-
tified in their actions as they are providing the individual with
achance at salvation. If the newly dead victim becomes a wraith
upon death, the Tertullians simply assume she was the “pos-
sessing spirit” and artempt to “kill” her for a second time.

The Sons have a variety of methods to ferrer our wraichs
possessing mortals, most of which invalve the use of certain
blessed arrifacts capable of alerting them to such a possession.
These powers are considered divine, and Tertullians capable
of such divination are highly respecred among thase of the
order.

The Tertullians have other weapons at their disposal. A
small percentage of Tertullians are capahle of more advanced
forms of exorcism. Through the application of specially pre-
pared holy water, some Tertullians can see, to a limited exrenr,
into the Shadowlands.

The Sect of Saint james

Though love reping, and reason chafe,

There came a voice withoue reply —

“"Tis man’s perdition to be safe,

When for the truth he ought to die.”

— Ralph Waldo Emerson, “Sacrifice”

The Sect of Saint James is a very small and radical subcult
of the Sons of Tertullian. The all-male membership of the sect
{which numbers no more rhan 92 members ar any time) fol-
lows the reachings of Saint James. Specifically, the sect fol-
lows a peculiar version of the dictates set down in the Secrer
Book of James, one of the recently discovered Grostic Gos-
pels. Alchough many scholars debate the authenticity of the
scroll, the sect accepts its teachings utterly. The scroll reconds
that Ged, through his disciples, raughr thar truly virtuous men
would kill themselves so thar they might enter boldly into the
kingdom of Heaven. The text goes on to say thar those men
who commit righteous suicide would be saved before all others
at the day of Judgment.

The members of the sect believe they have a sacred dury
to kill themselves and take the barrle againse the crearures of
darkness into the Devil's realm itself. Only those Tertullians
who prove themselves most worthy (and fanatical) are invited
to become members of the sect.
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The sect has developed prescribed rituals to send its mem-
bers into the Underworld to face the enemy. Before any mem-
ber is allowed ro make such a journey, he must first prove him-
self worthy of the honor. This is done by facing all manner of
dangerous foes and leaming all available informarion regard-
ing wraiths. When the head of the sect believes a brother's
mind and soul are sufficiently prepared, he instructs the brother
to create a weapon of righteousness wirh his own hands, These
weapons can rake many forms (although they are all edged
weapons) and are highly individualized. It often takes more
than a year to manufacture such a weapon. Once complered,
they are among rthe mose powerful weapons created by mor-
rals.

When the weapon is prepared and the brother has proved
his worth beyond a shadow of a doube, the brother is inducted
into a group known as a “cross,” made up of four to eight broth-
ers. The brothers of a cross are spiritually bound rogether
through a powerful blessing. The members of a cross then com-
mirt suicide, using their specially prepared weapons. The ritual
transports the newly dead brothers to the Underworld, where
they immediately ser abour destroying as many wraiths as they
can before they are themselves destroyed. Upon their destruc-
tion, the brothers believe they are rransporred ro Heaven it-
self, providing they fought hanorahly.

Even many members of the Inquisition question the meth-
ods of the Sect of Saint James, and several rimes the sect’s
teachings have nearly heen declared heresy by the rest of the
order. However, its members argue that Jesus himself commit-
ted suicide by allowing his own dearh and rhar he even now
sits at the right hand of God. They staunchly avow their claim
that they are following the words of their Lord and master, and
none can sway the brothers from their chosen course.

The Arcanum

The Arcanum is a secret society focusing on the accumu-
lation and assimilation of occult informarion. Ir was founded
in the late 18805 by a combination of mages and human schol-
ars seeking occult lore of all kinds. The Arcanum has many
chapter houses set up throughout the world. Three of the larg-
est are located in Bosron, Massachuserts; London, England;
and Georgetown in Washington D.C.

Scholars of the Arcanum focus on a variery of oceulr ar-
eas, including faerie, werewolf, vampire, and wraith lore. The
Arcanum does not reveal itself to the world at large, as its
members reason that most people are unable ro understand
the greater truths the Arcanum is dedicared to unlocking.

The Arcanum has had limited, but still promising, suc-
cess in its studies of life and death, including rhe development
of elixirs of health and orher alchemical devices. However,
although such devices have proved useful in delaying the on-
set of aging, they are by no means a true cure for aging, which
is what many of the Arcanum’s members ultimately seek.

ek
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The scholars of the Arcanum have vast libraries, labora-
tories, and a great deal of money ar their disposal. The schol-
ars have one of the largest bodies of factual lore on the Under-
world in all the Skinlands. In addition, their chaprer houses
contain the largest collection of rrapped wraiths in the living
lands.

Members of the Arcanum are scholars and seldom arrempr
much active investigation of rheir own. The Arcanum usually
hires freelancers of one type or another to capture wraiths.
The Arcanum also has certain associate members whao, al-
though not scholars, are quite adepr ar rracking and trapping
wraiths and orher spiritual entities.
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The Benandani

I have gone out, a possessed wirch, haunting the black air,
braver at nigh.

— Anne Sexton, “Her Kind™

The Benandanti are a human sociery whase members have
the power ro see wraiths. Half-forgotten legends state that from
sundown to sunup, the Benandanti themselves can rravel 1o
the Underworld. If one of the Benandanri is ever caughr away
from her body ar sunrise, however, she becomes trapped in
wraith form. The now-soulless body becomes comarose, puz-
zling physicians, who find no medical cause for such an occur-
rence, On rare occasions, a Benandanti has found her way back
to her body on her own after months or even years in the
Shadowlands, but such a return is rare.

The Benandanti boch study and fear wraiths. Many
Benandanti believe wraiths are evil souls who muse be de-
stroyed, while other members helieve the souls are merely con-
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fused and must be encouraged to move on. Benandanti often
begin their wraithly exisrence in positions of power in the
Underworld — often among the Renegades or Heretics. The
Lady of Fate also employs a number of Benandanri wraiths.
Benandanti wraiths often bring powerful relics and artifacts
wirh rhem, including their fennel swords, rumored to be very
effective at battling spirit crearures.

The Benandanri eomprises humans who were born with a
still-intact Caul. If a Benandanti is present at the birth of such
amortal and/or can obtain a piece of her hirth Caul, the young
mortal may become a member of this strange society. Each
Benandanri carries a piece of his birth Caul on his person ar
all times. Without a piece of his birth Caul, a Benandanti can-
not use his powers.

The Orphic Circl

The members of the Orphic Circle are a varied bunch of
scholars, visionaries, vampires of the Giovanni clan, and
Euthanatos death mages. The Circle is an ancient organiza-
tion {currently roraling approximately 300 members) that takes
care ro keep its existence hidden from other beings.

The Circle’s manifest purpose is o discover the true na-
ture of death. Many acolyres of the Circle scout the Under-
warld, performing experiments on the realm itself as well as irs
inhabitants to determine if there is a way for one's spirit to
move beyond the need for bath life and death. Members of the
Circle are ofren willing to experiment with anything from drugs
to sacrifices (of the living and the dead) in order ro gain even
a shred of useful information.

Members of the Circle view the legendary Orpheus as a
hero who discovered a way to transcend both life and death.
Orpheus was the only mortal known to journey into the Un-
derworld and return again into the realm of the living, suppos-
edly carrying the sacred tomes that outlined the great Myster-
ies themselves. Some members of the Circle even claim that
Orpheus journeyed into the Underworld specifically two find
knowledge.

Of all Skinlands societies, this proup mosr assuredly has
the best grasp on both the physical and political nature of the
Underworld. What the Circle plans to do with this informa-
tion is unclear, but the most persistent rumor involves a plan
to rip away the Shroud thar now separates the world of the
living from the world of the dead. There are also other rumaors
that some members of the Circle have made pacrs with certain
Underworld figures, actually parriciparing in “assassinations”
of other wraiths. Officially, however, the Circle maintains a
stance of strict neutrality in such marters.

The Hierarchy wishes to pur an end to the Orphic Circle.
It is concerned about the great deal of knowledge the Circle
possesses, and believes such knowledge could be used by the
Renegades or the living.



owerful, sleck, quick, haughty — vampires
move as freely through the mortal world
as wraiths do through the Underworld.
They rule the cities with frighreningly
complex schemes thar usually require hun-
dreds of years to come to fruition. Because
they dwell in many places where wrairhs
ilsa dwell, it is importane to know where the vampires are in
your city, and what they are doing.

Many vampires can see wraiths who are in rhe
Shadowlands by looking in the right place and attempting to
perceive the wraiths' auras. Certain “clans” of vampires (they
are organized into clans based on the bloodline of their founder)
have a litrle more power over wraiths than others do — the
Giovanni clan is specifically quite powerful, for its members
study the magic of the dead and have learned how to summon
Spectres and wraiths from the Shadowlands. The vampires of
the Tremere clan also know the secrets of the occult and of
Thaumaturgy — they study paths of magical knowledge and
secret rituals thar allow them o affecr ghosts and wraiths,

Many of the legends about vampires are false, though some
are true, Vampires must avoid fire and sunlight, because these
substances cause them extreme pain and inflict rerrible dam-
age. They are unaffecred by crosses or holy items unless the
individual who uses them has True Faith. Garlic and running
water have no effect on them.

Because a vampire who has recently feasted on blood is
usually much stronger and faster than a mortal, you must keep
track of the vampire's current Blood Pool {the number of “Blood
Points" the vampire has consumed recently). A vampire may
spend Blood Paints to increase Physical Artributes temporarily.
He may also spend a Blood Point to heal one nonapgravared
wounel.

Below are some statistics for young, old, Giovanni, and
Tremere vampires.

Arcanos: The Arcanos rarings in the listings don't accu-
rately represent the full scope of vampire powers. For example,
a vampire’s "Puppetry”™ Arcanos represents an ability o con-
trol moreals rather than acrually possess them. You should use
maore appropriate vampire Disciplines in your game if you own
Vampire: The Masquerade.

Meonates: These are the youngest vampires, who have
not yer reached 100 years of unlife. They are the “teenagers”
of vampire society. Wraiths are most likely 1w encounter these
vampires, because neonates are prolific in the cities and usu-
ally wander into places where wraiths dwell,
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Character Creation: Attributes 7/5/3, Abilities 13/9/3,
Backgrounds 7, Willpower 7, Arcanos 4, Blood Pool 10

Suggested Attributes: Assume rarings of ar least 2 in all
Attributes.

Suppested Abilities: Alertness 2, Athletics 1, Brawl 2,
Dodge 1, Etiquette 1, Expression 1, Intimidation 2, Melee |,
Oceult 1, Stealth 3, Streetwise 1, Subrerfuge 3

Suppested Arcanos: Puppetry 2, Keening 2, Arpos 1 (En-
shroud)

Equipment: Fashionable clothing, switchblade, sunglasses

Elders: Elders are the princes of their urban realms and
often dominate a city’s politics. Elder vampires have survived
between 300 and 1000 years, and thus have considerable in-
herent powers. The Traits below represent a typical American
or European elder.

Character Creation: Attributes 10/7/5, Abilities 21/9/3,
Backgrounds 12, Willpower 8, Arcanos 7, Blood Pool 20

Suggested Attributes: Assume ratings of ar leasr 4 in So-
cial, 3 in Mental, and 2 in Physical Attributes.

Supgested Abilities: Alertness 3, Athletics 1, Brawl 2,
Dodge 3, Eriquerre 3, Expression 1, Intimidarion 4, Melee 1,
Oceule 2, Stealth 3, Streerwise 1, Subterfuge 4

Suppested Arcanos: Puppetry 4, Keening 4, Argos 1 (En-
shroud)

Equipment: Outdated but expensive clothing, tinted
glasses, pocket watch, sword cane

[remere

The Tremere are scholars of magical lore and rituals, and
are usually proficient in the vampire Discipline Auspex, which
allows them to see wraiths. They are aware of the existence of
wraiths and will take steps to protect their abodes from them.
In fact, the more powerful Tremere know a ritual called Ward
versus Spirits, which protects them against wraiths,

Supgested Abilitics: Tremere rarcly have Occult ratings
of less than 3, and many have specialized Knowledges like Spirit
Lore. Other than that, you can use the above listings to repre-
sent them.

Giovanni

The Giovanni are a clan of fantastically wealthy vampires
whose primary interests are business and necromancy. They
literally only make vampires from other members of their origi-
nal mortal family — there are a few Giovanni who are not
vampires, bur they are protected by their vampiric family.
Giovanni have passed down wraith lore throughour the ages
and should be considered the single greatest vampiric threat
to a wraith’s existence. Of course, they may also make potent
allies...

Character Creation: Attributes 10/5/3, Abilities 21/9/5,
Backprounds 7, Willpower 7, Arcanos 4, Blood Pool 10
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Suppested Attributes: Assume ratings of at least 4 in all
Menral Areribur d 2 in all Physical and Social Attributes.
Suggested Abilities: Alertness 3, Arhletics 1, Brawl 2,

Occule 4, Sre Srreerwise 2, Subterfupe 3
Suggested Arcanos: Puppetry 3, Keening 2, Argos 1,
Lifeweh 1
Equipment: Immaculare lralian suit, ormate antique dag-
per, Rolex watch
| Power: Mecromancy. Necromancy is a power thar
E ni o manipulate wraiths. In eral, a
airh's Ferrers befc
ect a wrairh. I is rated in le ust like an Arcanc
st level of Mecromaney lets a Giovanni see what a
recently deceased mortal Two gives the Giovanni
rer o summon gh i

tible with Wi pow
(o remain in a ;pl‘l_]f.'tt.‘ ares

vely turns her into a remporary
Arcanos) with her body Fetter. All
ane level of Necromancy. Fo information en G
ial powers, consult the Vampire Players Guide,

Ghouls

Many vampires create ghouls. This is accomplished

by giving a mortal or vampire some vampire blood with-
out first draining the creature of irs own life foree. Be-
eanse shouls are cssentially mortals, nostatistics are given;
use human or animal Traivs with slight addivions w Physi-
cal Avributes (particularly Strength),

Special Rules: So long as ghouls imbibe vampire blood
regularly, they can live forever. However, onee the point of
their matural lifespan s passed, ghouls mst always have
vampire blood in their systems, Otherwise, they will age and
die very quickly — within a few days or perhaps even a few
Towirs. Glwuls can vse the Blood within them in precisely the
same manmer that vampires Jo (e, o inerease Traies and
Teal), Asstme ghouls have one o 10 Blood Points, depend-
ing on the generosity of their master,

peting invaders, so the (
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The Garou are a race of wolfen shapechangers who claim
a cultural heritage stretching far into the mists of prehistory.
They see themselves as the defenders of Gaia, the Earch Morther,
and in this role they mete out a violent justice against any
who rransgress their Litany. Their legends speak of a monstrous,
metaphysical being called the Wyrm, the source of all evil ac-
cording to the Garou. They can sniff out the taint of this beast
on their enemies, and they use this “stench” as justification to
destroy any who stand apainst them.

Culturally, the Garou are divided into different tribes, 13
in number, although there is a 14th “losr tribe,” the Black Spi-
ral Dancers, which joined the Wyrm long ago. Each tribe has
its own identiry, causes and goals. For instance, the Black Fu-
ries are a tribe composed only of women, while the Fianna are
all of Celtic descent and celebrare their Celtic-based culeure.
There are also rwo Native American tribes, embirtered over
the loss of their lands to the Europeans; and a tribe of technol-
ogy fetishists called the Glass Walkers.

Powers: All Garou can assume a variety of forms: human;
wolf; and a host of intermediary forms, the most dreaded of
which is the Crinos form, the legendary half-man/half-wolf
form. In all forms, bur especially in the Crinos, Garou are ex-
pert warriors and shamans. They are incredibly resistant to
damage and can almost instantly heal what damage they take

- except that delivered by a silver weapon, apainst which
they have no defense. (Werewolves can soak aggravated dam-
age — except silver — but cannor regenerate it quickly.)

The Garou's magical abilities are gifted to them by nature
spirits. These abilities range from control over the elements to
massive strength and awesome prowess in war.

The Garou have close ties to the spirit world — the Um-
bra — and can easily enter this world via a process they call
“stepping sideways.” They have such deep ties to nature spirits
that they regularly bind them into objects, creating magical
artifacts. However, few Garou have truck with the spirits of
the dead. The glaring exceprions ro chis are the Silent Strid-
ers, a tribe of wanderers whose death-lore stretches back to
their origins in ancient Egypt. The Striders know many differ-
) ent methods of entering the Underworld and gaining prophetic
lore from the dead. In addirion, experienced Garon shamans
have certain powers that affect wraiths, such as the ability to
exorcise wraiths from their Ferrers.

Character Creation: Artributes 7/5/3, Abilities 15/9/3,
Backgrounds 3, Willpower 8

Suggested Attributes: Assume ratings of 2, except in
Physical Attributes, where you can assume ratings of 3.

Suggested Abilities: Alertness 4, Animal Ken 3, Athlet-
ics 2, Brawl 3, Dodge 2, Enigmas 1, Intimidation 2, Medicine
1, Occule 1, Stealth 3

Special Rules: Werewolves have three main forms — man,
wolf and wolfman (Crinos). The first two are quite mundane.
When in wolfman form, however, a werewolf adds three dars
to all Physical Arrributes, can regenerate one Health Level
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per turn (excepr for damage caused by silver, fire, magick or
the teeth and claws of a supernarural entity), and is immune
to dice penalties for being wounded.

In addition, werewolves provoke reacrions of uncontrol-

lable fear in mundane humans who wimness them in wolfman
form.

Mages

Magic is seldom spectacular because it seldom needs to be.
— Donald Tyson, Ritual Magic

Mages are enlightened humans who can bend reality to
their whim. While many are limited in their power, some few
achieve near-godlike levels of power. Whether these workers
of magick are friends or enemies of the Restless depends largely
on each individual mage.

There are a variety of mage factions, and they wage a war
over reality itself, fighting for somerhing they call “Ascension.”
Some mages, called “Dreamspeakers,” respect the spirit world
and wish, for the most part, to commune with the Restless and
then depart. Others, such as the Technacraric Void Engincers,
seek to stamp out anything that does not fit into their ideal
vision of reality. The enigmatic Euthanatos have the closest
dealings with the dead; they themselves can pass into the
Shadowlands for short periods of time and work potent dearh
magicks. The corrupt Nephandi also attempr to tap the ener-
gies of the Underworld, but their purposes disturb even the
most ruthless wraiths.

Mages penerally prefer to work their are with as lictle fan-
fare as possible. Some mystic Restless claim that mages fear a
force called “Paradox,” which cancels their magick or destroys
mages utterly. While some mages do not seem to care about
this so-called “Paradox,” most use subrle tactics and quict
magicks.

Powers: Mages have a broad range of powers ro call upon;
using Arcanos to represent mage magick is problematic at best.
The Storyteller would be within her rights simply to allow a
Storyteller character mage to accomplish a range of given ef-
fects within one or two areas of experrise. These effects would
have difficulties of 5 to 8; the effectiveness of the magick would
depend on how many successes the mage rolled — very little
with one, noriceable effects with two, a fair amount with three,
great success with four and exceprional success with five or
more.

Most magick does not inflict agpravared damage, but fire,
electricity, or a powerful atrack of pure magickal force inflicts
aggravated damage if it scores three or more successes (rwo
levels per success over the second). Give the mage two Lo six
dice to roll for this, depending on the power of the mage. If
you have Mage: The Ascension, use the Spheres and Arere
from thar book instead.




The rwo mid-level mages below represent a Tradition adept
of the Euthanatos and a Void Engineer ghost-hunter. Bath have
a degree of mortal and magickal skill and may have skilled
allies or rerainers of some sort.

Character Creation: Arcributes 4/6/9, Abilities 20/8/3,
Backgrounds 10, Willpower 8, Magick Dice Pool 12/5

Suggested Attributes: Assume rarings of 2 in Physical
Artributes, 3 in Social, and 4 in Mental.

Euthanatos Mage

Suggested Abilities: Alertness 2, Dodge 2, Empachy 2,
Etiguette 3, Expression 1, Firearms 2, Linguistics 2, Melee 4,
Oceulr 4, Subrerfuge 3, Stealth 2

Suggested Areas of Expertise: Entropy (magicks of break-
ing things down), Life (magicks of living things), Spirit (to
see or interacr wirh the Restless)

Equipment: Dark practical clothing with many pockets,
ritual accessories, knives, poison

Yoid Engineer

Supgested Abilities: Alertness 3, Athletics 2, Computer
4, Dadge 3, Drive 3, Enigmas 3, Firearms 3, Investigation 3,
Repair 4, Science 4

Suggested Areas of Expertise: Forces (elements), Spirit,
Prime (the keystone enerpy of creation)

Equipment: Disruptor Cannon (Level 4 Device): fires
blasts of Prime energy linked to Spirit magicks, which disrupt
wraiths. The cannon inflicts one Corpus Level of agpravated § -
damage per success the mage rolls on a Dexreriry + Firearms
roll. Good for 10 shots.

Spirit Goggles (Level 1 Device): allows the hunter to see
into the Shadowlands with a successful Wirs + Alertness roll
(difficuley 4).

Loose clothing, trencheoat, scientific paraphemalia

Changelings (Faeries

Omn the day of the dead, when the year too dies,

Must the youngest open the oldest hills.

— Susan Cooper, “Silver on the Tree”

Faeries are beings composed of magic and spirit. Although
wraiths do not usually enter faeries’ schemes or stories, many
facries have alliances with spirits of the dead through ancient
pacts and agreements. Because the Dream Realms border on
Arcadia (the faeries’ homeland) as well as the Underworld,
there are several dark fey (particularly a group called the
Knights of the Poisoned Rose) who travel back and forth be-
tween the Sunless Lands and the Summerlands as a marrer of
course, Also, a number of wraiths (primarily those of Celtic
heritage) are rumored to travel through the Dream Realms to
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Arcadia. There, they serve some facrie nobiliry as banshees,
Keening and using Phantasm for their pleasure.

During the Inquisition, most faeries fled Earth for Arcadia.
Many faeries, however, stayed behind for reasons of their own,
taking refuge in ancient halls and fortresses under hills and in
the deepest oceans. When the Shroud laid s suffocating power
across the world, the remaining faeries grew insular, static, and
conservarive.

Ghosts and faerics share many characreristics: both are
creatures born of spirit and composed of magic. Both feel the
weighr of reality as it tries to erode their very existence. Both
must congregate in forgotten places. Both are affected by the
mortal world in various ways.

It is rumored that some faeries have become so rainted
with human blood that they have forgorren their faerie heri-
tage — these faeries are called changelings by true facries, af-
ter the ancient practice of exchanging a faerie child with a
human baby. Changelings can and do die, and, if they are some-
how cut off from the fundamental power of the fey, can also
become wrairhs.

Faeries are generally feared: because they are creatures of
spirit, they can easily make arracks across the Shroud.

Atrribures: 7/5/3, Abilities: 13/9/5, Pathos 8, Willpower
7, Carpus 7, Angst 6/6

Wraith: The Ghlivion
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Powers: To translare the abilities of faeries into Arcanos,
assume noble faeries (nor changelings) generally have Argos
4, Keening 5, Lifeweb 3, Moliate 4, and Phantasm 5. OFf course,
all faerie powers must be united under a specific affiliation or
potentiality. For example, a faerie allied with Winter would
have powers of cold, snow and ice. Changelings generally spe-
cialize in one area (usually Phancasm, Pandemonium, Keen-
ing, or Meliate) and are generally not as powerful as true faeries.

Changelings usually appear as young, adalescenr, or eld-
erly humans. They are noble, powerful, and unearthly. True
fey appear in thousands of shapes, forms, colors, and textures.

Others

There are many other possible antagonists and allies for
wraiths: Black Spiral Dancers, certain Silent Striders and orher
werewolves, Pentex agents using wraiths for “juice” in some of
their vile manufacturing plants, unaffiliated psychics, manipu-
lative mediums, ete. For further information on how o inte-
prate other supernatural beings into your Wraith campaign,
see the Wraith Storyteller's Screen.
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he tays in the attic come out to play,
They hate it when vou lock them away. ..
— Marionerres, “Ave Dementia®

Within the Shadowlands there are
powerlul “magical” devices, commonly
known as arcifaces. Artifaces are one-of-a-
kind items, and each has irs own powers
and limitations. All artifacts are empowered by the energies of
the soul.

Artifacts are rare and ancient items. While new arrifacrs
may be fashioned by those rare few skilled in the arts, the pro-
cess is never easy. In fact, owning an artifact means owning a
piece of Underworld mythology. Artifaces vary in form from a
magic sword that curses opponents, to a headman's axe that
always aims for the head, w a love potion capable of over-
whelming any wraith with emation, to wax-and-feather wings
that allow a wraith to fly. The possibilities are endless,

Masrer Arrificers, ir is said, invest part of their essence
into artifacts created in the Underworld. Masks of office, po-
tent weapoens and special wools are built to specifications and
sold for very high prices. To receive such an item, a wraith
must perform some great service or defear some powerful ghaost,
Such artifacts are neither common nor easy to conceal; many
can be rraced by the essence within them.

Maintaining Artifact

Each use of an artifact’s power requires the expenditure of
ome point of the Pathos stored in the item, The wraith can use
a point of her own Pathos in place of the arrifact's, When all
the Pathos inside an artifact is expended, the wraith can no
longer use the arriface’s powers, though the artifact is still con-
sidered “enchanted” and may be recharged by channeling more

athos into the item. Artifacts can only contain a certain
amounr of Parhos, which is determined when the artifact is

created.

Funneling Pathos into an artifact is simply a matter of
rransferring Parhos from the wraith's own Corpus into the ar-
tifact. It anly requires concenerarion and a few seconds ro do
{4

Common
Seal of Citzenship (level 1)

I the ancient days of the Stygian Empire, cirizens were
piven these seals as symbols of their citizenship. They were

used to sign documents, approve agreements, open special locks,
and idenrify oneself and one’s position in the Hierarchy.

This careful system of seals and idenrificarion has since
broken down in the Shadowlands because of the general anar-
chy rthere. Now, only the Anacreons possess these seals from
Stygia, but many Freewraiths have bepun using discarded and
stolen seals as means of marking what is theirs.

Oceasionally, 2 wraith will use a scal tw "prove” that he is

of the Hierarchy.

Fask of Liguid Hate (Level

Emotion, properly discilled, can rake a rangible form. It is
rumored that long ago, Renegades pursuing fargorten forms of
magic found a way to remove the hatred they kept inside them-
selves and distill ir into a porable form. Wherther they're still
capable of this is doubtful, but flasks filled with Liquid Hare
are still secretly bought and sold in Hierarchy bazaars.

A flask of Liquid Hare usually conrains from one to three
points of Hate Pathos. However, after a wraith has consumed
thar hare, he will slowly bleed it through his every action and
gesture. As soon as the Parhos is spent to fuel an Arcanes, that
action will also be tainted with hatred.

A flask can be refueled by burying it under the ground in
an area tainred by sufficient intolerance, bipotry, oppression
or suffering. The type of hate thart refills the flask will resemble
the hate that is stored there.

Skeleton's Key (Level 2

This lockpick is not used to open doors. Ir allows the nser
o vielare the tomb of an enemy. By inserting it in the soil
above a buried hady, ir will open the carth and uncover the
enerny's corpse. If the enemy is another wrairh, he will feel a
brief, yet excruciating pain as his Fetter is violated. Possessing
a Skeleron's Key is a serious crime in the eyes of the Hierarchy,

Bedside Candle (Level 2

Wayfaring through the Underworld can often result ina
Circle of wraiths getting hopelessly lost. The Bedside Candle
is one possible solution to this, After it has "fueled” for one
day — rthar is, been allowed ro soak up the resonant Passion
stored within a Haunt — it can be used ro lead a Circle of
wraiths back to their Haunt. The candle, when lit, will burn
for one day. The smoke from the flame will waft in the diree-
tion of the Haunt. Refueling the candle ar the Haunr will re-
srare it.

Book of Lies (Level 2

When betraying the Benegades or the Hierarchy, an ethi-
cally challenged wraith may need a bit of advice on what to
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do. A wraith who has offered himself ro the Heretics made be
graced with a Book of Lies if he is particularly promising.
The wrairh can open the book at any time (preferably in
privare) to gain a bit of advice on whar to do next. The Book
of Lies will eradicare some of the initiate’s Pathos (two points)
in exchange for a brief passage suggesting a possible course of
action. In-game, the character gains an extra three dice on a
Subterfuge roll. Our-of-game, the Storyteller advises the player
{hopefully in privare} on a possible course of acrion.

Nietzschean Tightrope (Level 3

It is rumored thar a young suicide wanted to learn the art
of Argos almost immediately after his dearh. He stumbled upon
a most unusual ritual: by raking the rope with which he hanged
himself and rhrowing it into the Tempest, he could walk across
it ro his destination. Many tried to emulare this ritual, but few
succeeded. He later revealed that alone in the Tempest, he
could truly explore the depths of his Shadow and, by confront-
ing ir, berter understand it

This philosophical journey has been studied in some cults
of the Hererics, and some of the ropes used by Masters of Argos
have hecome holy objects. The user of a Nietzschean Tight-
rope must enact a ritual, walk alone into the Tempest, and
avercome his Shadow. The Shadow player will derail all the
recent doubts, fears and failures of the wayfarer. The experi-
ence is similar tw a Harrowing, bur the difficulties of all rolls to
fight off the Shadow are reduced by two. If the wayfarer wins,
the ritual reduces the Angst of the Shadow by five and allows
the wayfarer to cross the Tempest and reach his destination.

Soulfre (Level: Variable, see helow)

The Hierarchy reaps tremendous amounrs of Pathos en-
ergy from the souls it collects. This Pathos is channeled through
strange chony erysalline rods and collected in massive black
prisms. As the prisms fill up, they begin o glow from within
and cast shadows much like fire: because of this radiance, the
Higerarchy calls the collected energy “soulfire.” Soulfire is a
¥ resource among the Hierarchy, who uses it ro fuel its Arcanos,
weaponry, and machines.

Soulfire is dispensed into smaller, spherical black crysrals
thar glow from within when full and gradually dim as they lose
power. These crystals are reusable: many wraiths can pick upa
few oboli from the Hierarchy just by returning soulfire crys-
tals, no questions asked. There are a limired number of them:
they are mined out of the Venous Srair near Stygia.

There are several sizes and shapes of these cryseals, each
holding a different amount of Pathos:

R Wrifh: The Obfison
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Size and Shape Pathos Artifact Level

Shard (pocket-sized) 10 1
Prism (portable} 20 2
Cone (luggable) 30 3
Sphere (vehicle-mounted) 40 4
Great Sphere (srarionary) 50 5

Nhudri's Embrace (Level: variable, see helow)

These chains, forged of jer-black steel, are used to bind
wraiths. They resist destruction by Arcanos and inhibit a
wraith's powers. The locks on rhese chains range from me-
chanical (in which case they can be picked) to magical (in
which case one must know the proper password or thought to
unlock them).

A wraith in Nhudri's Embrace who attempts to use
Arcanos must overcome the virtue of resistance in the chains:

Level Resistance
1 3 dice
2 5 dice
3 T dice
4 8 dice
5 10 dice

The Storyteller rolls the resistance of the chains as an
opposed roll versus the characrer's Arcanos when she atee mprs
to use an art. The chains get a bonus of two dice for resistance
if the Arcanos is specifically focused on them.

Luury

Narcissus Mask (Level |

This artifact makes the wearer appear absolutely, stun-
ningly beauriful: during the time he wears i, he gains an effec-
tive Appearance score of 3, or 6 if his Appearance is already 5.
Over time, however, use of this mask causes a wraith's face o
become gradually more featureless until his eyes and mouth
are just slits and his face is polished to a mirror sheen.

A wraith may wear a Narcissus’ Mask for up toa day ar a
time without any ill effects. After that, however, he will begin
to lose Appearance points art the rare of one per four hours the
mask is worn. Only judicious use of Moliate can fix damage
done in rhis fashion, and even then the wraith can never be
fully restored to his previous beaury.

Lucky enies (vl 1)

MNumerous small objects ger losr each day. Many mortals
find the idea of finding or losing a penny or two to be a rather
insignificant event. A few wraiths have been known to collect
“Lucky Pennies” as a result of this.




A Lucky Penny is capable of passing from the Underworld
to the Skinlands without much difficulty. A wraith can ross a
Lucky Penny into the real world, where it will land with a
small “ping.” A nearby morral will be distracted for a brief
moment by the sound, and the degree to which he ipnores the
sound depends on a roll of Intelligence. (With four successes,
the mortal will complerely ignore it; on a botch, the mortal
will feel a brief shiver of terror and investigate.)

If the penny comes up heads, it will fade into the Under-
world afrer one scene and can be rerrieved by the wraith. If
the penny comes up tails, it will disappear and larer be found
by a morral. Despite this, if a mortal flips the coin later and it
comes up tails, it will eventually drift into the Underworld
again, where it may be found by another wraith.

Lucky Pennies are fairly rare, but they can be spent wisely
by ingenious wraiths.

ilken Lust (Level 2

Silks are a popular commaodity in Hierarchy merchant
stalls, but sometimes a dealer can find something that's a little
more precious. Silken Lust is a type of fabric woven from a
plasm of unknown origin. A wraith who drapes the silk across
her Corpus will slowly gain bath Pathos and Angst. Evoking
the effect usually takes a full day, but after that, the wraith will
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gain rthree points in both categories. Some Renegades have
heen known to weave entire ganments from Silken Lust, These

poor souls revel in the continuous effects of this illicit sub-
stance.

Mirror of Lucretia (Level )

Lucretia Borgia, after death, was rumored ro have long
conversations with her dark side. Her Shadow would whisper
to her...and she would ralk back. She was able to confront
and Castigate her Shadow by summoning a shard of it into a
reflecrive surface. Heretic Craftsman are rumored o have dis-
covered the secrer of crafting mirrors that can emulate her tal-
ent,

By spending a point of Angst and three points of Pathos,
a wraith can empower the device with a shard of her own :
Shadow. She can then reason with it and even bargain with ir. g §

This is represented in the game by having the player di- Q
rectly confront and argue with her Shadowguide to make bar- Q §
gains with her Shadow. The Shadow, however, is under no
oblipation to listen.



Masque of Tragedy (Level 3
The Masque of Tragedy is a type of disguise used ro hidea

wraith's true emarions. Bernharr, the master of emotional dis-
guise, is rumored to have gone mad by using one of these masks,
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A wraith wearing this device appears to have a Pathos of
10 and may falsify his true purpose. Other wraiths will assume
that the wearer is driven by grief, pain or need.

Cloak of Night (level 3

This dark cloak is woven from coiling strands of Nihils. It
can be used to shelter most of a wraith’s hody. The Cloak of
Might adds three dice ro the user's Stealth Dice Pool and acts
as two levels of armor (two dice added 1o soak) against the
damaging effects of Nihils and Maelstroms.

Borgia Dolhouse (Level 4

Lucretia Borgia carried her love of intrioue with her be-
yond the prave. She commissioned a ralenrved defector from
the Hierarchy to fashion a dollhouse made from the wood of
spectral trees, She then had a Heretic eraftsman fashion a cal-
lection of animate voodoo dalls. Although Lucretia’s personal
dollhouse is unique, imitations are known to exist.

Once the appropriate ritual is performed, the dolls will
wander the hallways of the dollhouse emularing the activities
of the wraiths to whom they are attuned. A Heretic ceremony
is used to empower the dolls. By watching the farce enacred in
the dollhouse, one can gain insighr inro the acrivities of one's
enemies.

Wines of Ecstasy (level 4

To craft wiﬂgﬁ of Ecstasy, the feathers of dead birds are
gathered and affixed to a framework of Stygian metal shaped
like the skeletal structure of a bird's wing. The crearor of this
relic must shape his own plasm (or the plasm of another wraith)
to form the musculature. The only element missing is the Pas.
sion that fuels it. By raising her Pathos above 8, the wraith
wearing the Wings of Ecstasy gains the power of flight. She
must be careful, however; il her Pathos drops below 8 while
she is in the air, she will plummer o the ground, losing one
Corpus Level. Unless she scores ar least three successes on a
Dexterity + Athletics roll, she will also break her legs and be
unable to walk for one day.

ety NEWTIN 2 Weapons

Eternal Timepiece (Level 3

This device appears as a watch without hands. A wraith
who wears it never loses track of the passage of rime in the
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mortal world, has three dice of countermagick against any use
of a mage's Time Sphere, may nullify a vampire’s Celerity (three
dice, difficulry 7; each success removes one level of vampiric
Celerity), and cannot be artacked more than once in a turn by
i werewoll using Rage.

felvet Glove (Level 4)

The appearance of this relic is deceptive. Although it is
fragile and embellished with lace, the touch of a relic Velvet
Glove brings unspeakable anguish. A wraith striking with the
glove (a mere slap will do) gains an extra four dice of damage
in combar.

Broadsword of Damocles (Level 4)

Many rimes, the Anpst of a wraith can be consumed by a
need to avenge himself on enemies. Some relic weapons chan-
nel dark energies into combat prowess. However, if these ener-
pies are not mastered, they can damn a wraith, The Broad-
sword of Damocles is an example of this principle.

When the sword is drawn from irs scabbard, the wielder's
Shadow will offer to aid the sword's wiclder in battle (giving
the wielder five extra dice in Melee). The weapon inflicts
Strength + 5 damage and, if the wielder desires, adds one point
of damage for cach point of Pathos expended. However, if the
Shadow of rhe wielder hecomes dominant, it will take over in
battle. The wielder will then suffer one point of Corpus for
vach two points he inflicts. The Psyche can still choose to
spend Pathos ro heal.

Souled Weapons (Level: variable

The Hierarchy has developed a technigue for affixing
soulfire crystals to weapons so chat they do nor require Parhos
[rom their wielders. Such a weapon is called a “souled” weapon,
A souled weapon is considered permanently charged with Pa-
thes until it is used, ar which poine the Pathos drains from the
soulfire crystal and into the weapon.

Explosives can also be “souled” to provide the energy o
fuel the explosion.

Possession of souled weapons is forbidden to all except
Hierarchy soldiers and other special officials.

Pistol

Rifle

Machine Gun

Grenade

Level 1
Level 2
Level 3
Level 4
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Calendar

urning, turning, nerning through the years,
Minutes into howrs and the hours into years
MNuothing changes; nothing ever could
Round and vound and back wheve you began. ..
— Victor Hugo, Les Misérables

A living peoples throughout the ages
have kept a calendar marking salstices, equinoxes, and other
special days, so too do the dead. The calendar of the dead var-
ies somewhat from group to proup. Certain days are noted only
by followers of the Hierarchy, while Renepades and Heretics
hold celebrations and vigils of their own at ather times. There
are, however, certain days that are observed by all wraiths. Some
of the most important of these days are derailed below.

Many of the holidays celebrate dares on which the walls
between the worlds of the living and the dead are at their thin-
nest, The inhabiranes of the Underwaorld are unsure as w why
this ebb and flow takes place, although it seems to be some-
how connected to the phases of the moon and the position of
the Earth in the heavens.

Al Hallows Eve

All Hallows Eve, Samhain, or Halloween as it is often
called, is one of the most important times in the year for wrairhs.
Of all days, Samhain is the time when the veil beneath the
waorlds of the dead and the living is ar its thinnest. On All
Hallows Eve, wraiths are free to interfere in the realm of the
living.

From dawn of Ocrober 31st to dawn of Movember st
wraiths may do as they please. This freedom and the appear-
ance of strange “cracks” in the Shroud between the worlds cause
many of the mortal myrhs regarding this night. Such cracks
can suck unwary wraiths into the world of the living, trapping
them there until dawn of November 1st.

The Day of the Dead

Although the living have many feasts and celebrations
far the dead, the dead themselves most commonly hold a cer-
emony on the first new moon in autumn. At this time, wraiths
often make pilgrimages of one sort or another, for it is said wo
be easiest to collecr Parhos and artifacts at this time of the
yvear. Commeon destinations for such pilgrimages include Haunrs
in the Skinlands, the Sea of Souls in Stygia, and the Far Shores.

Warious Circles of wraiths also observe other feasts for the
dead celebrated by different Skinlands culrures. In general,
however, wraiths view such festivals merely as opportunities
to harvesr grear amounts of Pathos from willing living vessels.
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Eclipses

Wraiths claim that during roral eclipses of the sun the
powers of the Shadow grow, and that there is a great danger of
losing oneself forever during such events. To prevent such an
occurrence, many wraiths observe a remporary Pax, or time of
peace, where all wraiths may freely meer and no combat or
Pathos-thefts are to occur. During such eclipses, wraiths may
pass freely through territories and domains in which they would
normally fear to tread. However, there are small groups of
wraiths who espouse the philosophy that one must give one-
self over to the Shadow during such eclipses, lest the pent-up
Shadow grow too strong and unleash itself ar some unforeseen
time.

During total eclipses of the moan, wraiths believe they
can purify themselves and come closer o Transcendence by
diving into the Tempesr and facing their personal nighrmares.
Such journeys are very dangerous, but wraiths who success-
fully confront their own failings often do seem ro purge them-
selves of at least some raint.

itle ive Points
A Setting tor Wt

his section includes a sample setting for
Wraith: the Oblivion. Below you'll find
basic informarion for a beginning chronicle
Il as well as ideas for adventures. Here you'll
B meet the Restless of Little Five Points, a
section of Atlanta. Information on other
parts of the city can be found in
Necropolis: Atlanta.

In our world, Little Five Points is considered to be the
“bohemian” section of Atlanta. It's a place to get “essentials”
you can't get anywhere else...if you're considered a “freak,”
that is. In other parts of the ciry, stores might have trouble
selling drug paraphernalia, underground comic books, New Age
and pagan books, gay and lesbian fiction or alternative fash-
ion. In Little Five, however, everyone is welcome. ..except the
intolerant.

The area is filled with the living by day and almost empty
ar night. There’s an effort ro exude a facade of liveliness and
crearivity. You'll find apathy and poverty as well, but on a Sat-
urday afternoon, the acoustic guitars, tartoos and attitude try
to drive it away.

In the World of Darkness, Little Five Points is more grim.
The bright paint covers the decay of the buildings, and the
§ pretense of “life” cannor hide the presence of death. Wher-
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ever the living congregate, the Restless also gather, drawn by
the passions of the living. Runaways, burnouts, drug addicts,
fringe members of society, the homeless — they're all here,
and they're all waiting to be used.

Geography

The Little Five Points area, near Inman Park and
Reynoldstown, is accessible by the city's MARTA (Metropoli-
ran Atlanta Rapid Transit Authority) train system. Many of
Arlanra’s wraiths are grateful for mass transit; the trains run at
regular times, and the automated doors make getting on and
off the train much easier than rrying to board a bus. New wraiths
tend to make the mistake of confusing Little Five Points with
Five Points Starion, the nexus point of the train lines. With a
litele practice, covering a lor of ground by train is quire easy.

The walk from the train station to Little Five leads through
a rather sedare neighborhood. Older wraiths feel right at home
— most of the two-story houses have a definite 19th-century
feel to them. Suburbia can be a difficult place to find Pathos,
but creaking floors and old buildings make the task a little
easier.

Several fields of weeds and kudzu can also be found along
the way. Tall trees grow everywhere. In the Underworld, how-
ever, draping strands of Spanish moss do their parr in obliter-
aring the bright energy of the trees.

Euclid Avenue is the easiest way for new wraiths to ap-
proach Little Five. If a wraith can get access to a car {by
Skinriding a driver, Inhabiting a car itself or just getting into
one), the area is also accessible by Moreland Avenue. On our
tour of the dead side of Little Five, however, we'll approach it
from the west.

|andmarks

Euclid Avenue runs through the center of L5. Traffic is
usually racher light. Most of the living have no compulsions
against jaywalking frequently here, so the dead shouldn't ei-
ther. Wraiths should use caution, however; drivers don't slow
down for invisible pedestrians. A few key stores and locarions
act as excellent landmarks to the area. The influence of the
dead has slightly changed the ambience of the stores. Aside
from the atmospheric changes, the encouragement and dis-
couragement of various places of business, and increasing num-
ber of goths in Lirtle Five, the liberal attitude of this area has
reduced the Shroud to 8 by day or 7 by night.

Western Area

Bass High School — This is one of the largest buildings
you'll see while approaching L5. Most mortals tend to ignore
it. The buildings have fallen into an extreme stare of disrepair;
indeed, the school has been shut down for some time. Many of



the locals refer to ir as undergoing “renovation,” but, oddly
enouph, nor much progress seems 1o be taking place.

The school has slipped far enough into a stare of decay
that it now functions as a Haunr for the local Restless. Some
residents believe thart spiritual energy is building in the gym-
nasium; others find that notion ludicrous. Most of the wraiths
here spurn ties to either the Hierarchy or the Heretics, although
they won't rurn away the occasional Renegade pack (so long
as they're discreet). Between 15 and 20 wraiths can be found
in the three-story building ar any given time.

The Haunr tends to ateract many disenchanted Resrless,
including a number of Enfants. To help rthem out, and to en-
sure that their little piece of Arlanra isn't threatened by any
foolishly destrucrive Enfants, three of the residents acr as
“reachers” and even hold classes in the classrooms. The teach-
ers are able to give advice o the newly deceased — from a
slightly biased viewpaine, of course.

One of the wraiths has attuned himself ro a piece of chalk,
which he uses to draw diagrams on rthe chalkboards. Unfortu-
nately, a recenr journey to the Far Shores has resulied in him
forgerting how to write in English, so strange symbals appear
on the chalkboards in the middle of the night.

The building is also used by some of the teenage runaways
who come to Atlanta. The police rarely mo inside (oddly
enough). The residents of Bass High tend ro turn a blind eye
to any runaway who winds up with a Skinrider.

Theaters — Across the street from the high school, a small
coffeehouse is flanked by two independent theaters, the “Sev-
enth Stage" and the “Euclid Playhouse.” Low-budget produc-
tions arc always in progress, and most of the shows are over by
ahour nine o'clock,

Around 10 o'clock, a daily ritual rakes place. Some of the
wraiths gather wopether for a competition. Each competitor
walks onto the stage and does his rendition of the mosr amus-
ing or emotional scene he saw the day before. This way, many
of the dead of Little Five keep up with the local scene.

Four Humours — Mext door is a health food store. Soy
milk, vegetarian foods, untreated veperables and ather foods
can be found here. The store’s worth a gaod laugh — the people
who frequenr it rend ro die despite their nutritional neuroses.
One section of the store has the best selecrion of black candles
in the area.

Urban Primitive — African-American culture meers '90s
rave in this cutting-edge clothing store. The owners sell more
than just clothes. Two rooms in the back allow private ses-
sions with anyone desiring body piercings or tattoos. Masquers

often hang out in the back room to pick up a few poineers.

Colguit and Fuclid

The intersection of Colquitt and Euclid is just to the north
of Urban Primitive. A few norable stores are worth mention-
ing.




Gargoyle’s — This used to be a somewhat wild clothing
store until it gor a little “encouragement.” Now it has one of
the largesr collections of goth fashion in the city. The owner,
Gene, is a rather slender, pale fellow. He does actually come
out during the day. In fact, he's rarely scen ar night. Gene holds
rituals in the gymnasium of Bass High after the sun goes down.
He doesn't realize that he's being watched while he's perform-
ing them...

Crossroads — This popular hangout recently changed irs
focus from bookshop to coffeehouse. The only part of this store
that currently sells baoks is a small room in the back; most of
the books deal with fantasy, New Age or occult subjects (as
well as a modest selection of Black Dog games). The rest of
the store is now a coffeeshop. During the day, the employees
try to open a few minds as they widen a few eyes with indus-
trial-strength coffee. Ar sunser, the store is locked up, the cur-
tains are drawn, and the night shift comes in. Only the dead
are allowed inside.

On the left side of the back wall is a large mirror in a
window frame. The window used to provide a clear view into a
video srore behind the bookstore. Now thar the owners of both
stores have been bought our, the window has been replaced ro
provide a greater degree of privacy for both stores.

Among the regulars at the Crossroads, wraiths may en-
counter a Silent Strider werewolf who reportedly brings rales
from the spirit world, and a Malkavian vampire calling him-
self Devon Null who “feeds” on an unusual section of the
Internet.

Bay Gunn Video — Behind the Crossroads is a small video
store. The old owner was bought out, although he did take his
selection of obscure and psychedelic films with him. The new
gl owner is even more unusual. Raymond Gunn has a very active
| interest in the occult, so along with rhe foreign films,
psychorropia, '50s propaganda, anime and science fiction he
usually rents, Ray deals under the counter in some more eso-
teric items. He fervently believes that both his store and the
Crossroads are haunted, and he holds a seance ever Friday night
in his stare for a few of his friends. During the seance on Fri-
) day, or for Ray at any time, the Shroud in the video store is a 6.

The Zone

Near the corner of Euclid and Moreland is a triangular,
parklike area with plenty of shade rrees and park benches.
During the day, a few dozen people can be found hanging our,
trying to out-cool one another. In the Zone, visirors see jug-
glers, activists handing out flyers, shirrless bongo-drum play-
ers, vendors of everything from hair wraps to cheap patchouli
and perfumes, and people whom the news media have dubbed
“slackers.” The activists deal with a variery of issues, ranging
from environmentalism and pay rights to marijuana legaliza-
tion and Native American issues.

it Wraih: The Oblivion

e SN

A few wraiths hang out near the bongo players and have a
sort of spectral jam session. One wraith who regularly does
this is Red Feather, a Castigaror who uses his drums as a focus
for his art. This partly explains the calming influence of the
Zone. Red Feather isn't a Narive American. He's just a 40-
year-old white guy who does a rather weak job of trying ro act
like one.

Thrift Stores — Three thrift stores, a T-shirt place and a
store that sells Deadhead paraphernalia, Frisbees and kires are
adjacent to the Zone. The thrift stores close around 6 PM.
The owner of one of them refuses to believe in the concept of
“inventory,” so wraiths who ger the permission of the local
Restless often Inhabit and create some rather unusual relics.

Magenta — A lavender sign wirh painted crystals adver-
tises this purveyor of New Age and pagan materials. Wind
chimes, crystals and dreamcatchers hang in the window. In-
side, New Age music plays continually, and the store does its
best to keep up with the needs of the local pagan communiry.
The store gets its name from its magenta decor.

The owner of the store is always referred to rather Crypti-
cally, mainly because she's rarely ever there. Some current ru-
mors in the morral world say that she's either going on
“visionquests” in the distant east, living a life of ribaldry in
California, or raising money ro buy out the abandoned club
nearby. All three rumors are correct.

Pawn Shop — Across the streer is a rather unusual pawn
shop that keeps its supply of pistols and Uzis a short distance
away from the Serial Killer rrading cards and underground com-
ics. Paranoid mortals can buy puns here (if they can wait a
week hefore picking them up), bur walking around Little Five
heavily armed is a little too extreme even for the locals.

In addition, rhere are usually one or two palice officers
near the Zone. They're rather relaxed abour dealing with most
weird people, but would-be hunrers waving firearms and threar-
ening to kill invisible rourists will wind up in jail very quickly.

The cops are also used by Jameson as part of his Hierarchy
duties (see below).

Gregory L. Dav Plaza

One the other side of the thrift stores is an area with a
small plaza. There's a coffee shop, a pizza place, benches, patio
seats for people eating ice cream and pizza, street musicians, a
notice board advertising local bands and political gatherings,
and an art gallery. The gallery, after a little bit of influence, is
currently showing a collection of renderings of “death-imag-
ery.” Some of the local goths find it fascinating. Some of the
local ghosts find it hilarious.

One of the wraiths who hangs out here quite a bit is Neon
(lisred below), a dead art studenr who usually keeps tabs on
the local art scene and rhe local drug culture.

Between rthe Zone and the plaza is a large building that
has been used as a restaurant by three different owners in the
last two years. The coffeehouse currently there is slowly poing




out of business. There are rumars thar the property is available
ata low price, although there are also rumars thar the mysteri-
ous owner of Magenra is interested in it

Across the street from the restaurant/coffechouse is an-
other row of buildings, including a feminisr bookstore, a shoe
store specializing in Doc Martens, a Native American book-
stare, and an Ethiopian restaurant.

Around the Corner

Past Greg Davis Plaza, a number of restaurants and stores
are open during the day. A variery of food is available, includ-
ing vegetarian, Ethiopian, Mexican and Jamaican food.

Madame Junkman — One major spot for tourists is Ma-
dame Junkman, a huge alternarive clothing store. Skinriding
is a favorite acrivity here, as locals and tourists try on the lat-
est fashions while wraiths try on locals and tourists.

Freedom of Thought — A few doors down, a comic shop
and record store feeds the voracious appetites of die-hard fans.
The store isn't afraid to be a little more hard-core than most of
the shops in other parts of Atlanta. The store almost moved
away at one point to seek a berrer locarion, but the owner has
been discouraged from doing so by some of his “nocturnal”
CUSTOmers,

The store's owner is an insomniac, and he often walks the
three blocks from his nearby loft to the store lare ar nighe. By
candlelight, he halfheartedly reads through 10 to 20 comic
books a night. Of course, he often has someone reading over
his shoulder. The local Restless often et into arpuments abour
which title they should make him read on any particular night.

actions

As stared earlier, most of the wraiths in Little Five Points
hold allegiance to no one. About 15 to 20 of them are present
in the high school at any time.

Only a few members of the various factions are present at
any given time.

Renegades

There's usually one pack of Renegades hiding in the school
atany given time, They try not to flaunt their acriviries, mainly
because they don’t want to be considered “criminals” by the
Hierarchy. They also know that the Restless of Little Five won't
turn them away.

The Hierarchy knows ir could sweep in and rake out the
Renegades, but there wouldn't be much point. The wraiths of



Bass High would put up resistance jusr for having their inde-
pendence challenged.

There's only one permanent Renegade in the Haunr. One
of the teachers is secretly recruiting (and corrupting) souls for
his faction.

Hierarchy

The only permanent Hierarchy representative is Jameson
(listed below). Rather than strictly enforcing the Hierarchy's
laws, he prefers merely to report extreme activities. There’s a
sort of ongoing truce between rhe Hierarchy “cop” and the
local dead. Jameson knows if he brought in the big puns, there'd
be war, which could threaten the secrecy of wraiths’ influence
in the city. The local dead know thar if they took out Jameson,
the Hierarchy would send someone worse in his place.

Jameson does have back-up available if he ever really needs
it. He can summon four Enforcers in about 10 minutes. The
Enforcers are misty, vapuely humanoid figures cloaked in dark-

ness, and each wears a relic blindfold to assist in carrying out
duties.
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Enforcer

Artributes: Strength 4, Dexterity 4, Stamina 3, Charisma
I, Manipulation 4, Appearance 2, Perception 5, Intelligence
2, Wits 4

Abilities: Alertness 3, Athlerics 2, Brawl 3, Dodge 3, In-
rimidation 2, Streetwise 2, Subterfuge 2, Firearms 1, Melee 2
Stealth 3, Investipation 3, Law 2

Arcanos: Argos 1, Castigate 2, Moliare 3

Passions: Serve the Hierarchy (Pride) 5, Punish crimi-
nals (Anger) 4 (plus one point of personal Passion).

¥
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Pathos: 6
Willpower: 5
Angst: 33
Artifact: Blindfold of Justice (2)

Use of this artifact is a sign of Hierarchy shock traops.
The device doesn’t block our all sight, just acriviries thar are
“extraneous” to the performance of an Enforcer’s duties. Of
course, the Hierarchy Artificer investing power in the relic
defines what is “extraneous.” The Perception of an Enfarcer
wearing one of these is increased to 5. Three dice are added 1o
Investigation, but only if the Enforcer's activities are part of
an active investiparion.

If the leader of a squad of Enforcers needs his grunts to be
oblivious to misconduct or wishes to engage in illegal activi-
ties as he performs his job, a series of mystic gestures will pre-
vent the Enforcers from witnessing the event.

Heretics

Only two cultists are present in Little Five. One of them
is a sleeper agent for the Heretics who has been slowly infil-
trating local wraith society. The other has found a host ro as-
sist him in his duries.

Recently, a mortal preacher has been seen wandering
through Little Five for an hour each day. This is rather un-
usual for the neiphborhood, but because he doesn't yell at or
harass anyone, he's pretty much tolerared in the mortal world.
The Preacher Man quietly walks up to anyone he thinks needs
guidance, and he quietly hands out religious rracrs. He'll also
leave a few pamphlets lying abour ar “sinful” places.

Personalifes

When you're characters first come to Little Five, they'll
no doubt want to meer a few of the locals, several of whom are
listed below.

The meg
Suki
Laost Runaway
Demeanor: Survivor
Mature: Child

Attributes: Strength 2, Dexteriry 2, Stamina 2, Charisma
3, Manipulation 3, Appearance 4, Perception 2, Intelligence
3, Wits 2

Abilities: Alertness 2, Brawl 1, Dodge 2, Streetwise 3,
Subterfuge 2, Stealth 3

Backgrounds: Allies 1

Willpower: 3
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Image: Suki is 17, Her clothes are always a lirtle rorn, and
her slight desperation is always noticeable. She's half-Japanese,
half-American, and complerely cast out from the world.

Roleplaying Hints: You've got to survive on intuirion.
You're not sure what you're doing, but you've been getting by
long enough on your own rhar it doesn't really matter if what
you do is “right” or "wrong.”

History: Suki grew up in an abusive family. She was the
result of an affair her morher had in the '70s, and although her
father didn't leave Suki’s mother, he ook our his anger on
Suki. She ran away at the age of 16 and never looked back.

Gerting by on the streers was hard, but Suki's managed to
avoid the worst pitfalls. She's never used drugs, she's never
commitred a felony, and she's never sold herself, although she
almast did once.

She's never really been close to anyone, but she does be-
lieve that she has a sort of “guardian angel” who looks afrer
her. Now she's passing though Atlanta, and she’ll do anything
to find a steady group of friends. She's hoping thar she can find
at least one person who really cares, That's the one hD[‘IL‘ thar
keeps her going.

Quotes "Hey, you got any change? Hey, you got any change!
You pot a ciparette, man?”

Raymaond Gunn

Wannabe Psychic

Mature: Bon Vivant

Demeanor: Conformist

Attributes: Strength 2, Dexrerity 2, Stamina 3, Charisma
3, Manipulation 3, Appearance 2, Perception 2, Intelligence
4 Wirs 2
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Abilitics: Alertness 2, Empathy 2, Expression 2, Perfor-
mance |, Computer 2, Linguistics 1 (poor French), Occulr |

Backgrounds: Conracrs 4

Willpower: 4

Image: Ray is about 5' 2" and over 250 pounds. His cloth-
ing is usually a shameful mockery of whatever is currently in
fashion. Then again, although he often tries o follow other's
ideas, by getting them wrong, he usually expresses his true self.

Roleplaying Hints: You must follow the current fashions.
Even if you don't understand, follow. You desperately want to
fir in with the “cool” people. Humility shouldn’t ger in the
way. At that same rime, when you misinterpret the ideas of
others, you often wind up giving those ideas a picce of your
own “distinctive” individuality.

History: Raymond Gunn is a flake, but a harmless one.
He's tried to be on the crest of every fashionable wave since
abour 1972. He's camped out in communes, passed our ar rock
concerts, salivared over movie stars and thrown away his for-
tune on the dreams of others. He doesn’t care,

His latest interest is the occult. After seeing a erendy movie
abour the living dead (abour 13 times in the first week), he
has been fascinated with the idea of ghosts and spirits. He's
even convinced himself that the store next to his is haunred.
Well, acrually, ir is. Raymond's considering working as a “spiri-
tual advisor” and believes thar he is uncovering has ability wo
channel souls.

Quote: “Ome must follow what interests one, yes? Life is an
explovation of the mind, an explovation of reality. Care for some
brig?"
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Preacher Man

Servant of the Lord

Demeanor: Caregiver

Nature: Marryr

Attributes: Strength 2, Dexterity 3, Stamina 3, Charisma
3, Manipulation 3, Appearance 2, Perceprion 2, Intelligence
2, Wits 3

Abilities: Alertness 2, Brawl 2, Dodge 2, Intimidation 2,
Etiquette 3, Firearms (Shotgun) 4, Security 2, Investigation 2,
Occult (Fringe Religion) 2

Backgrounds: Allies 1

Willpower: 2

Image: Nice cheap suit for going to church. Cheap shoes
with holes to show how far he’s walked. Don’t have time ro wash
his clothes. Don't have time to wash his blond, stringy hair. Don't
have time to wash his sunbumed skin. Too busy loving Jesus.

Roleplaying Tips: Obey. Obey. Serve God. Serve God.
Jesus loves you. Jesus loves you.

History: Preacher Man almost died two years ago. Afrer
he was hir by a car, he had visions of God calling ro him through
a tunnel of light. He gave up his life on the farm, put down his
shotgun and his whiskey, and started travelin’ from city to ciry,
talkin' about the word of the Lord.

Preacher Man is a “meat pupper” of a desperate Heretic
cultist who uses Puppetry to manipulate him. The cultist works
alone and is terrified of being discovered, but as long as he can
hide in Preacher Man, Preacher Man'’s gonna stay safe.

Quote: “God loves you, son. Have a funny book! That's righe,
it'sa funiy book, ‘cause once you've got God, you can't help but laugh.
IHaugh the laugh of Moses, and dence the dance of the Israelites...”
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The Dead
Sarah
Renegade Survivor
Causc of Death: Suicide
Year of Death: 1991
Demeanor: Loner
Mature: Deviant
Attributes: Strength 3, Dexterity 2, Stamina 3, Charisma

4, Manipulation 3, Appearance 4, Perception 2, Inrelligence

3, Wits 3
Abilities: Alerrness 2, Brawl 1, Dodge 1, Strecowise 3,

Subrerfuge 3, Etiquette 2, Stealth 3, Enigmas 3, Linguistics |

(Latin), Science 2
Arcanos: Argos 3, Puppetry 3
Backgrounds: Allies 1, Status (Renegades) |
Pathos: 7
Willpower: 6

Image: Sarah rarely allows herself to be seen. She has long
blond hair and blue eves, and still wears her bloodstained so-
rority sweatshire, She'll always lock like the sweetheart of Sipma
Chi.

Roleplaying Hints: You've boughr into the “system” your
whole life, and it gor you nowhere. You were at the top of your
class in high school, you were the darling of your sorority, and
peaple still treated you like your success was a way to prove
their “system” was right. No more. You get by on your
own...with the help of someone who works for you now.

e,
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History: Sarah was always Mom and Dad’s lirtle angel.
As long as her grades were fine and she didn’t get into trouble,
everyone loved Sarah. She did her best to live up to everyone’s
expectations, but when she blew her chance at an vy League
school, lost the opportunity to get into the “cool” sorority, and
was humiliated by her thoughtless boyfriend, Sarah wanted
out — the fast way. Her half-hearred suicide attempt got a
lietle out of control, and now Sarah has a few incompleres on
her rranscripr.

Mow Sarah's got someone she can use. Her victim's name
is Suki, and they've been surviving together for the pase year.
Suki’s gullible enough to do just about anything that Sarah
says. Sarah just wants to make sure her meal ricket doesn't
starve, though. Sarah sees nothing wrong with the relarion-
ship. Suki can't live without Sarah, and Sarah gets all the “sup-
port” she needs from Suki.

Passions: Find another boyfriend {Lust) 2, Stay on the
streers { Desperarion) 3, Make sure Suki's always alone (Envy)
4, Prevent Suki's suicide (Reprer) 1

Quote: "Delia Delta Delta my ass, honey.”

Angst: 4/4

Shadow: Pusher

Thorns: Trick of the Light

Apenda: Sarah has no remorse over using Suki, so her
Shadow feels perfectly justified in leading Sarah to her destruc-
tion. Perhaps she can take Suki's soul down wirh her. She's
earned it, hasn't she?

Jameson

Hierarchy Officer

Demeanor: Traditionalist

Mature: Judpe

Cause of Death: Killed by anarchists in Northern Ireland

Year of Death: 1892

Attributes: Strength 3, Dexterity 3, Stamina 3, Charisma
3, Manipulation 4, Appearance 3, Perception 3, Intelligence
4, Wits 3

Abilities: Alertness 3, Athletics 2, Brawl 4, Dodge 2,
Streetwise 2, Subrerfuge 2, Eriquerte 4, Fircarms 2, Leadership
2, Melee 2, Stealth 3, Bureaucracy 2, Investigarion 4, Law 3,
Oceulr 2, Politics 2

Arcanos: Arpos 1, Castigate 2, Keening 2, Lifeweb 2,
Moliate 3

Pathos: 8

Willpower: 7

Backgrounds: Allies (Enforcers) 4, Conracts 1 (Police),
Srarus (Hierarchy) 2

Image: Jameson is the model of a Victorian gentleman.
His clothes are in the style of the 1890s, complere with a top
har and darkened spectacles. He's tall and lanky and has a pe-
culiar mannerism of rwisting the whiskers of his mutton-chop
sideburns when he's worried.

Roleplaying Hints: Propriery is your foremost concern.
Orhers may be less respectful of the etiquette of social discourse,
but you must remain aloof from their ignorance. Despite the
rigid demands of the Hierarchy, one must not lose sight of such
things as honor and nobility.

History: Jameson has worked for the Hierarchy for overa
century. When he first began his career, he was fanatic about
enforcing all laws precisely to the letter. When he saw the
effect this had on those who didn't fully fit in with the law, he
began ro undersrand the spirit of laws instead.

Jameson is very proper, bur he admits his faults. His effi- §
ciency has not earned him promotions; in facr, his insistence
on “gentlemanly” behavior has prevented him from rising in
the Hierarchy. As long as the situarion in his district doesn't
get out of control, he'll treat the citizens of Little Five as people,
if that's whar ir takes to keep the peace.

QOccasionally, though, he must put on a display of power
to appease his superiors. He genuinely doesn’t want o see
Charon's Code broken, but he often finds himself running in-
terference between his superiors and the citizens of Little Five.
Only his skillful handling of situations allows him o play off
one side apainst the other, although both the Hierarchy and
the Little Five wraiths wonder if he'll ever fully commit to one
side or the other,

Passions: Uphald the Law (Pride) 4, Serve Stygia (Honor)
3, Investigate the Unknown (Curiosity) 3

Quote: “Renegades, | presume? (sigh) Far be it from me to
ruin your evening, but those dratted Hierarchs had the temeriry to
enact an edict forbidding the spontaneous combustion of mortals’
undevgarments, and as Charon's duly appointed representative...”

Anpst: 5/4
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Shadow: Perfectionist

Thorns: Shadow Call, Specrre Prestige

Agenda: Specrres would like to “recruit” Jameson away
from the Hierarchy. He’s got connecrions, skill and style. He'd
do a damn fine job in the service of Oblivion. The Hierarchy
makes so many mistakes, after all. Perhaps Jameson'’s Perfec-
tionist Shadow is a bit resentful of thar...

Magenta

Flighty Mystic/Movie Tunkie

Cause of Death: Drug overdose ar a party in Los Angeles

Year of Death: 1975

Demeanor: Visionary

Mature: Bon Vivant

Attributes: Strength 2, Dexrerity 4, Stamina 3, Charisma
3, Manipulation 3, Appearance 3, Perception 2, Intelligence
2, Wits 3

Abilities: Alertness 2, Expression 3, Subterfuge 3, Eri-
quette 2, Leadership 2, Performance 2, Cecule 3

Arcanos: Argos 2, Embody 4, Faralism 3, Keening 2,
Maliate 2, Phantasm 1

Backgrounds: Haunt 3

Pathos: 9

Willpower: 5

Image: Magenra is usually dressed in the heighr of goth
fashion, although she likes to change her appearance and cloth-
ing. Her early years living in a movie theater have affected her
taste in fashion, although she does have a favorire form: Ma-
genta has seen The Rocky Horor Picture Show over 300 times.

Roleplaying Hints: Magenta is the ultimate escapist. Take
any movie (preferably a horror one). Add a lircle gorh to it

Mngenta

L

Wraith: The Oblivion

Think of Gloria Swanson walking up to you and saying, “Mr.
DeMille, I'm ready for my close-up...” She is a fiend for arren-
tion, but once she gets it, she shies away and acrs really myste-
ricus.

History: Magenta can't remember her real name anymore.
She can't remember the self-destructive life she followed out
in Califarnia, either, although she does vaguely remember
wanting to be a movie star. She also remembers the Holly-
wood party where she ended her life.

When she first began her afrerlife, she spent a lot of time
in movie theaters, watching the same films over and over. Life
was never really as good as the movies, and death never was
either.

To get away from the “real world,” Magenta has gone on
many epic journeys into the Tempest. She knows a lor about
the warlds beyond the Tempest, bur because she wants to pre-
serve her “spooky mystic” facade, she’ll only hint at whar's our
there,

She can't remember who she really was, so any ideas she
can rip off from the cinema will have to provide her personal-
ity for a while.

Passions: Escape from Realiry (Fear) 3, Explore the Un-
known (Curiosity) 2, Perform {Vanity) 4, Find Lost Brother
{Love) 1

Quote: “It’'s so dreamy. .. So, fantasy, free me! 5o you can't
see me. No, not at all.”

Angst: 3/3

Shadow: Director

Thorns: Shadow Life

Agenda: Magenrta's “visionquests” are a little more exten-
sive than she realizes. Waking from slumber in the middle of
an unfamiliar realm is a bir disorienting, but it does make learn-
ing about those realms a bit easier. Magenta has many meth-
ods for finding hidden knowledge, including some her Psyche
doesn't know she has.

Daniel DuBois

Renegade Recruiter

Cause of Death: Killed in protest riots in France

Year of Death: 1968

Demeanor: Conformist

Nature: Rebel

Attributes: Strength 2, Dexterity 2, Stamina 3, Charisma
3, Manipulation 3, Appearance 3, Perceprion 3, Intelligence
4, Wits 2

Abilities: Alertness 2, Brawl 2, Dodge 2, Subrerfuge 3,
Fircarms 1, Leadership 3, Melee 2, Investigarion 2, Linguistics
2, Politics 2

Arcanos: Pupperry 3, Usury 3

Backgrounds: Status (Renegades) 3

Pathos: 7

Willpower: 5
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Image: Buzz cur, blue eyes, slouched shoulders, fuzzy
swearter, ironed slacks and dress shoes. Small round glasses.

Roleplaying Tips: Teaching at the school is just a job.
You've got to teach o ger by, but you make up for it by giving
rime to the really important causes. In life, your cause was op-
posing the state. Mow, in death, you seek to end the Hierarchy's
oppression. You've got ta be really subtle, but you are in a po-
sition to find the most promising wraiths for your cell.

History: When Daniel began as a reacher, he passion-
ately believed in instilling his ideas in the youth of his coun-
try. After the third time he was fired, he learned to be a bit
more cautious. Teaching became a fronr. He was extremely
good ar ir, bur his most impassioned activities were as a pro-
tester. Someone had ro instruct the members of his organiza-
tion in philosophy, kitchen chemistry and freestyle anarchy.
Daniel was marked for recruitment from the first day of his
death.

Passions: Tear down the state (Vengeance) 3, Teach the
toals of anarchy (Hatred) 3

Quote: “That's an intriguing idea. Not everyone questions
the authority of the Hierarchy like that. You know, I've heard a
rather interesting rumor about a group hiding out nearby..."

Angst: 2/2

Shadow: Rationalist

Thorns: Tainred Touch

Agenda: The enrire system of oppression established by
the Hicrarchy is wrong. The Hierarchy is forcing others to suf-
fer in this afrerlife. Clearly the Masses must be liberared. Those
who cannot fit into our utopia must be destroyed.

I

MNeon

Suwrrealist Artist

Cause of Death: Leapt from the top of Georgia State
University while under the influence of LSD

Year of Death: 1985

Demeanor: Jester

Nature: Deviane

Attributes: Strength 2, Dexreriry 3, Stamina 3, Charisma
3, Manipulation 4, Appearance 3, Perception 4, Intellipence
3, Wits 2

Abilities: Alertness 2, Brawl 3, Dodge 2, Expression 4,
Inrimidarion 3, Subterfuge 2, Crafts 4, Melee 2, Performance
3, Stealth 2, Occulre 2

Arcanost Pandemonium 4, Moliare 4, Keening 1

Backgrounds: Allies 2, Artifaces 1, Haunr 1 (art gallery),
Status (Hererics) |

Pathos: 7

Willpower: 6

Image: Realiry is an option. Neon loves using Pandemo-
nium and Moliate to alter himself and his environment. He
usually appears to be a 19-year-old kid wirh glowing neon hair,
swim trunks and sandals. He also seems to have access to an
unlimited supply of Salvador Dali T-shirts.

Roleplaying Hints: You are inspired. Anything you say is
brilliant, especially if it contradicts what other people normally
believe. Create! Destroy! Live!

History: Meon was just too cool to live...or hold a job. ..or
have a steady girlfriend...or conform in any way. The world is
his canvas, and he wants to take up sculpting.




There was only one option for a kid like Neon. With his
abysmal grades and the assisrance of his doting parents, Neon
wound up in art school. There he discovered the work of his
“personal lord and savior,” Salvador Dali. Neon has been a
die-hard surrealist ever since, in every sense of the word.

Passions: Create Art (Joy) 5, Defy Reality (Impish Glee)
3, Serve Heretics (Devotion) 2

Quote: “The true artise must be open to anything! Expand
your mind, man; stretch it like a big red balloon! You think that's
crazy? Look at all the unhappy people, look at all the conformity,
and I'll tell you what'’s really crazy. Whee! Ants!”

Anpst: 4/4

Shadow: Freak

Thorns: Shadow Familiar (a small, ratlike creature who
loves to come out to “play”), Shadow Arcanos (Moliate: the
creature can distort itself into many different surreal monstrosi-
ries.)

Agenda: Neon doesn't belong; reality itself does not ac-
cept his surreal visions. Why hold back? Why shouldn’t he
reshape the world into something that will accepr him? He's
been shur out long enough.

Lucille

The Fallen “Angel"

Demeanor: Caregiver

Nature: Marcyr

Cause of Death: Shor outside her home in Stone Moun-
tain, GA

Year of Death: 1962

Attributes: Strength 3, Dexterity 3, Sramina 2, Charisma
b 3, Manipulation 2, Appearance 3, Perception 3, Intellipence
3, Wirs 3

Abilities: Alertness 3, Brawl 3, Dodge 3, Empathy 4,
Strectwise 2, Meditarion 2, Stealth 1, Investigation 4

Arcanos: Argos 2, Castigare 4, Keening 3

Backgrounds: Allies 2

Pathos: 9

Willpower: &

Image: Lucille usually wears a black robe and sandals. Her
head has been shaved. She also openly wears a pair of wings
made out of crow feathers (see “Wings of Ecstasy” under Relics,
pe- 248).

Roleplaying Hints: Your life was violently taken away from
you. Your true love no longer wants you. The world no longer
cares for you. The only solace you'll ever find is in the perfor-
mance of your mission.

History: Lucille fell in love completely and totally when
she was 22. She dropped out of college, ran to her lover's side,

plications: Lucille was black, her lover was white, and the year
was 1962. Lucille was shot outside her home in Georgia.
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and gave him her body and soul. There were only three com-
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At first she was content to “watch over” her love, but when
he slowly turned from an idealistic young man to a broken,
subservient thrall of a large corporation, Lucille couldn’t stand
to see him fall apart. She began to feel like there was no place
for love in the world.

Then she began her mission. Lucille feels like she'll be
alone for erernity, but she still warches over people. The one
thing that keeps her going is helping others find what she lost.

Passions: Protect young lovers (Envy) 5, Watch over her
lost love (Pain) 2, Sacrifice for others (Despair) 3

Quote: “I'm no angel. If you get on my bad side, you'll find
that out real fast.”

Angst: 5/3

Shadow: Parent

Thorns: Bad Luck

Agenda: Obviously, Lucille should learn a little about re-
ality. True love does not conquer all. How foolish she is to
believe in “young love.” Stories like thar always end in tears.
Her romance certainly did. Seeing young lovers mocks Lucille's
Shadow, because it reminds her of her own pain — the pain
her Psyche and her need for blissful passion gave her.



Salvation

The characrers meer Suki and may even discover her
“guardian angel,” Sarah. If they have any compassion or mercy,
they'll probably want to help her. Salvation does evenrually
come tov Suki: she falls in love with a student at a nearby high
school. Sarah, however, doesn't want to relinguish her control
of her, The characters have a chance to intercede.

s Showtime!

At the Seventh Stage, a locally written play is being pro-
duced. The show, however, is underpoing a few “rewrires™...
courtesy of a Renegade gang. Jameson, the local Hierarchy rep-
resentative, s getting ready to call in his Enforcers, bur he
offers the characrers a chance ro “keep the peace” by making
sure the show goes on. ..

Preacher Man

The Heretic's plan is going a little too well. He's got ac-
cess to a loft near Little Five, and it looks like he's recruiting a
litetle cult of marral. The Hierarchy would pay well for a Circle
of advenrurous wraiths who could deal with the situation.

The Witching Hour

Giene's ceremonies in the Bass High gymnasium are get-
ting a little out of hand. A few extreme supernatural manifes-
tations have taken place in the building. Many of the wraiths
are clueless abour how ro resolve the situation, which means
that the characters could gain quite a bit of clout by resolving
iL,

imaginary friends

A six-year-old boy and his family have moved into the
nearby neighborhood. The kid really likes the
neighborhood. . .and hes really surprised to see the characters!
He doesn't notice any of the other wraiths, bur he does seem
re have some sort of gift for seeing the unseen. So what hap-
pens when the local Restless demand that the characters do
something to preserve their secrecy!?

(lub-Hopping
Magenta is investing in the abandoned nighrelub, bur she
appears to have some opposition. She’s too busy making plans

to eliminare the comperirion personally, so a lietle haunring is §
inv order... Care to earn a few favors!

Room 666

One of the classrooms at Bass High has a new group of
inhabitants. A local gang has taken over and is using the build-
ing as a base of operations. This is a chance ro do a litrle vigi-

lante work for the neighborhood.

Inspection Tour
Jameson has gorren a tip: a Stygian representative is go-
ing to be examining the neighborhood to make sure the tradi-

tions of the Empire are being upheld. Ir's time to cover some
supernatural activity, and fast.

L Enfant Terrible

A very inexperienced wraith has breezed into Little Five,
and he has no respect for the rules. The characters have w
teach him to toe the line... the easy way, or the hard way.

Channeler Surfing

Raymond Gunn has discovered an unusual way of chan-
neling the dead. He's found a way to summon them through
the television set in his video store. Perhaps a powerful entity
is using him, or perhaps a Byway has been established o his
video store. He's nor quite sure what's going on, or even what
he's doing, and he's summoned up something he can't put
down...

Fire Walk With Me

A new wraith in the neighborhood has the power of Phan-
rasm, and he's discovered thar many of the people in the neigh-
borhood are having the same fatalistic dream: that the neigh-
borhood is going to bum down. Is he a chance for the charac-
rers to solve the problem, or could he be the cause of it?

The Haunting of Bass High

Someone has boughr our the high school. A privare school
is making a big show out of rehabilitating the building. The
characters have one goal on this one: make the invaders' lives
a living hell.
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This thing is a man. ook af what yo

B i o r——

u are, and what
awals you. Gaze on this image and eam what your

own end will be.

— grave epitaph in Greece |

They found the dog in several picces in the trashcan, oc- |

cult symhbols carved into its fur and something horrible in its

mouth. They found the old man hanging from the ceiling in l
his study, the plastic on the floor was arranged so that none of
the blood stained the lily whire carper. They discovered the

child hunched down in a closer covered in her own waste, the

tears dried awdy, the hollow eyes looking our ar nothing.

They saynor ro go into the Fifth Street alley ar nighe —
it’s just noe =afe. The say that the library is haunted— thar
sometimes you can feel the erinkle of plastic under your feer.

Buryou don't care whar they say, ‘causeyou know she’s in your

e e

closer ~— when you close your eyes o sleep you canstill hear

her muffled scredms and the litele hands bearing ar the door...

Wraith: The Ohlivion

D T

¥ l\.'\ll y *

iy m.-.!l.ll';; :

i " e 3 :




IR 758 e Tl

elegy of the hierarchy
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Tempest's roar

Harbinger. What word do you bring?

(rying, laughing
raging, sighing
Chanteur: What do you sing?

Tron collars
Black whips

Pardoner: Who do you cleanse?

Sy Sand shining
_ i lattered dreaming
smanWhatlies do pou tll?

* Crds agd cryshls
: p Coifls and stars

et W do s

Silept sﬁﬂm{
- foted glipies

sl

ights flashing
Floor creaking

Poltergeist: Who do you fear?

Steadlast, watching
Patient, waiting
Monitor: Who do you watch?

(rash and burn
Smash and crack

Spook: Whatdorfou breek?

Rloser and ongs

“Ringing in Song
Artifcer. ihat do you sake?

flsh and sod
Plns_qf.a whole
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Wastuere Who o yob Fice?

pugpeteer: Wha do you own?
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“Learn the true topography; the monstrous and wonderful ar-
chetypes are not inside you, nor inside FOUT CONSCIONSNESS; you are
inside them, mrapped and howling to pet out.”

— R.AL Lafferry, The Devil is Dead

Wraith is cursed. There's no other way to say it. Mind
you, | don't believe in curses, but you can't argue with the
facts— somethings poing on.  Gerring this far has been a real
miracle. Even as [ write these last words, I keep looking he-
hind my back, half expecting something o spring.

It's been such a long hard struggle, it's hard to believe it's
nearly over. Everything that could go wrong did go wrong.
I've never seen anything like it. Contracts por screwed up,
schedules got mangled, writers and arrises disagreed and every-
one involved argued and fought endlessly. There was no end
of emergencies. Nothing ever seemed to work our. Every-
thing good about this project came abour only with agonizing
effort. All in all, ir sucked.

The curse began years ago, back in the carly days of Whire
Wolf before the idea of Vampire was even a glimmer in my
mind. At the time I was working on a brand new concept, a
game | called Inferno, something | was very excited by.

The idea was that you played someone rrapped in Hell,
and your the goal, basically, was to either become a powerful
demon or to escape. {You can probably see the similariries o
Wraith already.) Needless to say, it was a grim and loathsome
setting, and [ did everyrhing | could to make it as dark as pos-
sible. | suppose that’s really when my predilection for dark
horror began.

Maturally, no one was very excited about playing a char-
acter who would be tortured and branded and tricked on a
regular basis — but as a favor to me, four of my friends came
over for a playtest.

We gor rogether at the company offices (just a house) in
the early evening and quickly created characrers. 1 had pre-
pared what | considered to be a rather “fitting” welcome o
Hell, and was all set to make them pee their pants. | started
out by killing off their characters one by one in the most grue-
some and macabre ways | could invent. Once they'd bit the
buller, I pulled them down into hell. They came flying out of

Writh: The Oblivion
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the sphincter of some enormous creature and flew

into a pool of molten lava.  Each time they rried

to crawl out, | had foul minion demons armed o
with pirchforks push them back. | described ##%
their prolonged agony in excruciating derail,

and reveled in my expository skills. They

only climbed aur after | was good and ready.

(Let me tell you, | was on astorytelling
high. [ had the players complerely under
my thumb. If only they were as thrilled as
[ was...)

It didn't stop there. Afrer they
mounred a nearby precipice, a black bat-
winged demon suddenly appeared before
them. | stood over my hapless vicrims
{all sitting on the couch) and began
to chuckle my trademarked manic
laugh. Leaning over them, | yelled
with impassioned venom about their
impending doom— when suddenly
there was a huge crash and all the
lights wenrt our in the house,

For a few seconds, no one spoke.

Mo one moved. To tell the truth, | think

we were scared shitless — no one knew whart

to think, least of all me.  Finally, 1 figured 1'd o outside and
see what the hell had happened.

Sitting at the harrom of our next-doar neighbor’s drive-
way was a pizza delivery car that had crashed into a electrical
transformer box, The idiot hadn't put his brakes on while dash-
ing inside to deliver his pizza (30 minuees or free!) and never
realized he was parked on a darn hill.

To make matters worse, by the time I gor there, the ass-
munch was inside his car trying ro rurn on the ignition. Un-
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demmth thu real axle | could see the flicker of flames...
second | thought | was hallucinating. [t was like my imagina-
tion come to life.

Afrer [ chilled our from my panic, [ ran halfway down the
hill and yelled at him to get the hell oue of the ear. The moron
didn’t listen, so [ tried again. Finally, | went down to the car
and practically drageed him from rhe burning wreckage.

A few minutes later, the car exploded into flames. A half
minute after that, the gas tank blew up with a dull thump. |
tried calling 911, bur halfway through my call, an electrical
spike took out every phone in the house (and the fax machine
as well, damn it all).

Well, the whale neipghborhood was without power now,
s0 everyone came over to watch the honfire and roast marsh-
mallows. The big news was that the pizza driver didn't have
insurance, which didn'r please me any. The firetrucks eventu-
ally arrived. 1t was hours before it was all done and the excire-
ment had died down.

Needless ro say, the pame was over for the night (well, for
eternity, actually). The lights weren't working, the phones
weren't working, and no one much wanted to face Mr. Demon
again, so everyone went home. [ was left in an empty house,
without power, with a car hulk in my front yard. | had some
strange dreams that night.

The next day | resolved that Mama Fate had given me a
warning, and 1 packed away all my notes and called it quits
with Demons and Doom. Enough strange things had happened
that I figured it just wasn't wise to go on. After they towed
away the car, all that was lefr was a swarch of burned grass and
a sharp, twisted lump of metal with bits of glass imbedded in
it. | kepr ir as a momento and used it on my desk as a paper-
weight. A few months later, | came up with the idea for Vam-
pire and the World of Darkness. Over time, | forgor all abour
Inferno. If only it had forgotten me.

When ir came rime to work on Wraith (or Ghost, as it
was then known), Mr. Demon arose from rthe dead. Josh
Timbrook had the temerity o suggest that | use some of
the stuff from my old game. 1 had the lack of sense to
agree, having forgotten about the curse. Thus was the
curse reborn...

From rhat moment on, nothing went
right. 've never had so much trouble,
pandemonium and bad blood getting a
# project to the finish line. Now, here L am,
the last night before we have o ship every-
thing off to the printers, and ['m trying to come up with clever
words. Ir's four in the moming, and this is my third ey on this
essay. {You should see the gibbering I've been writing so far.)
Even if these words suck, I'm not starting over again. Take ir
or leave ir, I'm just plad it's over.

Throughout the design of Wraith, [ had this strange feel-
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that | wae aning ra die. The waird thine iz,

got so weird that [ began to make preparations just in case...
Stewart even made jokes about how he'd pur my ashes in the
ink when the baok was printed. Was someone planning to kill
me! Damn, who needs enemies!

Strangely enough, this makes me all the more proud of
whar we've accomplished. 1 think this game is something spe-
cial, and some of the blood spilled in its creation has strength-
ened it and made it more powerful. 1 find our crearion to be
beauriful, in spite of the pain (and perhaps because of i), and
I hope you do as well. [ hope you get something out of it,
something real and true.

Remember, | don't believe in curses, but if bad things starr
happening in your life... you have been warned.

PS. It just won'r stop! Suzanne, my girlfriend, just woke
up in a cold sweat, muttering abourt her car. Now I'm afraid to
go to sleep...

BEP5. As | slowly emerge from adolescence, | am becom-
ing increasingly aware of how much I depend on others, nor
only for my bread and shelrer, but for the mana of life, the
ideas and thoughts that make existence worthwhile. The

people here at White Wolf provide just such a refuge. A spe- g

cial thanks ro all who are members of this fine and strange
fellowship. My affection for you knows no bounds.

Filmography: Flatliners, The Haunting, The Shining, The
Haunting of Hill House, The Omen, The Nesting, The Entity,
Dark Forces, The Lady in White, Ghest Story, The Green Man,
Exorcist, Poltergeist, The Shining, [ Married A Witch, Topper,
Heaven Can Wait, Tetsuo, Hellvaiser, Candyman , Our Toun,
Human Comedy, It's a Wonderful Life, Wings of Desire, Jacob's
Ladder, Ghost, All of Me, The Fog, Alien, Ghostbusters, Love
and Death, Comies: Sandman, Spectre, Spawn, Mage, Swamp
Thing, Hellblazer, Deadman, Authors: Dante , William Blake,
Algernon Blackwood, Lewis Theohald 11, Joyce Carol Oates,
E.A.Poe, Mary Shelly.
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