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ranscendence takes
Place in Europe cluring
the Dark Agcs‘ Tl’ue

first edition of T ran-
scendence took P|ace in the imaginary
world of Corahen, which |oose|3 re-
sembled medieval Europe. [owever,
the concePt of Corahcn was aban-
doned in this second edition and his-
torical Europe has been aclopted as
the game’s setting, This has been
done for many reasons. First among
them is that | ranscendence is a dark
Fantasg game heavilg in need for a

Dark Ages setting, Anc] there is no

imaginary setting that can capture the
Dark Ages ambience and Feeling like

the original Dark /\gcs E_uropc.
Moreover, Plagers and (GMs alike feel
instantlg at home when deahng with
historical Europe than with fictitious
settings. There is also a wealth of in-

formation about medieval Europe in

ENTCroducttron

the form of !‘n’story books and multime-
dia a (GM can use to sPice up his cam-
Pafgn and keep his P|a36rs interested.

At the same time however, the
E_urope of Transcendence is a lot
different from the historical medieval
Europe. Behind evergdag life and the
mundane world lies another world, dark
and of infinite Possibilitics. Aside from
mortals, Europe is also the home of
faeries, supcmatura| bcings and sor-
cerers. Magic is real, even tlﬁougl’l most
People dismiss its existence as super-
stitions. | hese unseen forces act like
in tales: tl’leg are mysterious, dark and
appear rarcly to mortals. Most Pcoplc
live and die without comcrontfng the
superatura |, except in Fairg tales.

The cosmologg of our world is
based on the conflict of “gooc’” and
“evil? powers. Thcse powers are not to

be confused with individuals. Rather,

tlney are concentrations of sPiﬁts and

ideas formed shortly after the uni-
verse. Tl’\ese powers were always at
war for the domination of carth and its
inhabitants. T heir war was alwags
Fought indirect!g, through their influ-
ence and minions.

The first inhabitants of the
land were the faeries. Tl’:cg ruled
carth even when men aPPcarcd. Thc
“good” and “evil’ powers looked down
on the faeries and decided that thcg
would make Pergect soldiers for their
war. Thcg managec{ to seduce and
divide the faeries in conﬂicting sides.
The terrible [Faerian \Wars were not
won bg any side. [nstead, thcy left only
ruins and destruction, befng the first
tragcdy of the cursed and futile war
between ‘gooc{” and “evil. The few
faeries that survived faced the humans
which bcgan sPreading and retreated
into other, mgstical dimensions, build-

ing their Faerie Rca|ms and isolating

themselves from the rest of earth.

Without any competition, man-
kind sPread to the four corners of
earth and built a mighty civilisation.
but the powers of light and darkness
were brooding and making P|ans. Thcy
could Perceivc the future and sense
that there was going to be a Peﬂ'ocl in
which “evib would dominate the land
and another duﬁng which “gooc{”
would be triumphant After that time
however, their vision of the future be-
came blurred and blocked by some-
thing theg called the Barrier of [Fore-
sfght‘ The mightg powers were terri-
fied }39 the b[ocking of their vision and
feared that this PCﬁOC] would be the
one to determine the true ruler of
carth. T hus, theg made Preparations
for the Final battle.

They activated processes even
theg couldmt comP|etclg understand
and brought about the Transccn-
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dence. T heir mortal cl’uampions were
put in a slumber that resembled deatn,
but clun'ng which the sPirit was l(ept
alive to re-animate the boclg when the
right time would come. T hese champi-
ons of “good” and “evil would awaken
when the time for the [Final Pattle
would be nign Thcg came to be called
the Awai«:ned.

Mang centuries Passed until
time drew close to the point when the
vision of the powers became blurred.
A Pcriocl of ’cwi|ight has sPrcac{ across
carth. Christianit}j has devolved into a
desPotic tyranny. The Roman empfre
has been divided into petty kingcloms
Fighting tl’lrough wars and Political
machinations. Advancement is science
has grincleci to a halt, with suPerstition
rePlacing knowlcclge‘ Hunger and dis-
ease, exploitation and c{cception have
become the standards of daily life.
Thesc are truly the Dark Ages of

E_uroPe‘

In this depressing and c{egener—
ating era, a waris about to break away
from the eyes of the mortals, as the
Awakened are Prepan’ng for the [Final
Battle‘ What is the true meaning of
the Parrer of Foresight? Does it
mark the end of the world? Wl” the
winner of the conflict achieve domina-
tion over earth? Wl‘lat about the
Awakened that have abandoned their
cause and now work onlﬂ for them-
selves? W}‘wat role will mortals and faer-
ies Pla}j in this cPic conflict? Tne an-
swer to these questions still remain to

}36 seen.

“Good” and “Evil”

The Judeo~Christian
about gooc{ and evil is somctning like
black and white. A person is cither

Perception

good (according to some set stan-

dards) or evil (a ccording to other stan-

dards). Bcing good is... goocl. Bcing
evilis bad. (Good People go to heaven.
Bac] People goto hell. E_tc, etc.

This simplisﬁc view of the world
doesn’t reaug fit our comPlicated life
as human bcings and certain19 not a
dark ro|e~P|aging game ike Transcen-
dence. What fits the game rca”3 niceis

another, distorted view of these classic

terms:

. “Goocl” is when you try to make
other PeoP|e act like you be-
lieve is rig!‘:t, con’cro”ing them
tnrougn strict ethics and laws.

[ “Fvil is when you try to domi-

nate other PcoPIc’s lives
tnrougn sheer force and intimi-
dation.
Ah, now our world is transformed into
a Pool of gray instead of black and
white dots. | he “good” powers con-
trol the People tlﬁrougl’l laws and reli-
gious beliefs. The “evil powers domi-

nate through wars and the fear of
arms. Sudc{enlg, “gooc{” doesn’t seem
much better than “evil’.

«F il pagans Pcncorm blood
sacrifices in the name of their despica~
ble gocls. “(ood” ]nquisitors bum
People at the stake to purge heresg
and sorcery. «= vil bandits rob and Lill
at the highwags. “(Jood” nobles rob
the Peasants t!’lrough taxes. That’s

the sPint in T ranscendence.

Chronology

Historica”y, the Middle Ages
spanned ncarlﬂ a millennium, from 476
AD when the last Roman emperor of
the Wcst was c{cPoscd, to 1453 AD
with the fall of Constantinople to the
Turks. A GM is free to choose any
point in this range as the awakcning of
the chamPions and the oPenfng of the

Fina| Battlc. T]ﬁis book however, as-
sumes that the oPening Point of the
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camPaign is 980 AD, a few years be-
fore the new millennium and whatever
new it bﬁngs with it.

Of course, we all live in the 2 1st
centurg and we know what has tran-
sPircd after 980 AD. |t wasn’t the
end of the world for sure and there
was no great battle for world domina-
tion. Put this doesn’t have to be the
way things evolve in your camPaign.
Feel free to P|a3 with history and sur-
Pﬂ'se your Plafjers 133 introducing
events which never happenccl or alter-
ing the outcome of historical events.
This oug}ﬁt to make your Plagers a lit-
tle worried and not able to count on
their knowleége of historg to guess
what  will haPPcn next. Maybc the
world won’t make it to the 2 1st centurg

after all...



ra l‘n’story of the known

universe few are aware

of.

Before all

For untold eons, the Primal forces of
order and chaos battled against cach
other for supremacy. Order tried to
create a construct ruled bg sPeciFic
and strict laws. Chaos, on the other
hand, Premccrrcd a universe of pure
chance, where everything would con-
stant13 be changing according to ran-

dom Pattems‘

15 billion years ago, the dawn of
time

Order Fina”ﬂ wins in the war against
cha os, banishfng most of it from rea lit&
T he result of this victory is the crea-
tion of the cosmos and its three levels:

the outer, the middle and the inner ring.

The haddenmn woriid

14 billion years ago, T he awakening
of the Eternal Powers

|n the outer ring of the cosmos, the
[ ternal Powers were formed. TI’ICH
were Purclﬂ sPiritual creatures, the
first sentient beings in the universe.
Theg were ghctec{ with immortalitg and
great powers and this led to arrogance
and war among them. Believing tl’leg
were born to rule the COsmos, thcg
were soon divided in two warring fac-
tions, Fo”owing the law of dualitg‘
[F ach faction became a united con-
sciousness, so that it was thinking and
acting as a singlc entity with a vast

mental Potential‘

11 billion years ago, life in the mid-
dle ring of the universe
The fire of life ligl’lts in the middle ring

of the universe. Tl‘)e creatures evolv-
ing there have both a spiﬁtual and a
Phgsica| presence unlke the [ ternal

Fowcrs‘ Alt}‘nough not as Powchul,
their spintis still strong and theg com~
mand considerable influence. Theg
call themselves the Aionioi, meaning
“etema!”, but eventua!lg theg’” come to
be called demons and angcls 133 the
inhabitants of the inner ring,

8 billion years ago, the great expan-
sion

The Etema! Fowers begin to realise
that their warin the outer ring will never
end, since each opponent is of equal
power. Thus, ’chey search for a new
battleground to carry on their war.
Since the outer ring is very distant
fromthe other two rings of the cos mos,
they carm’t be there in person but have
to use agents to conduct their battles.
Thcg manage to seduce the leaders
of the Aionioi and tum each against
the other, Provoking a great schism in

their society. Ohne side uses a strict

code of laws, rules and codes of ethics
to dominate its subjects. The other
uses direct intimidation and raw power.
T hese attitudes will be given the sim-
Plhciec{ terms of “goocl” and “evil bg
ignorant humans much later.

The war between the two sides
continues renewed, but it evcntua115
becomes aPParent to the Etemal
Fowers that theg’re also equal in the
middle ring and thcg need a new battle-
grour\c] to achieve a final victory. Tl’leﬂ
begin to look upon the distant inner
ring)cor that battleground.

4 billion years ago, the forming of
earth and the birth of the Dragon
The earth is formed out of the void

and an unknown power scts the su-
preme spirit known as | he Dragon as
its guarclian. The F ternal Fowers re-
garcl this as a threat to their cxPansion

and send waves of their angelic and
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demonic armies to dcs’crog the
Dragon. In a titanic battle, the
Dragon decimates the agents of the
Fowcrs. Thc Fowcrs are so weakened
bg this defeat as to be unable to send
their agents en masse to carth ever
again. The massacre at carth sPe"s
the end for the first generation of de-
mons and angels, alrcaclg decimated }33
the ongofng war. On!9 a few of them

remain.

2 billion years ago, the flight of the
old races

About this time, dragons and echidnas
arrive at earth }D\lj ﬂ}jir\g tl’lrough the
void of space from unknown home-
worlds. T he two species soon develop
an enmftg for cach other and secttle

down in different lands.

65 million years ago, the extinction
meteor and the appearance of the
Taeries

A Iarge meteor strikes earth, Putting
an end to the dinosaur's dynastg and
severe|3 agecting the magickal ficlds
of earth. The great sPirits of nature
are unharmed but many lesser ones are
forced to merge with animals and live a
Phgsical existence to avoid extermina-
tion. | his merging gives birth to an
entirclg new category of beings: the
faeries. USing their magica| powers,

the faeries build a mightg civilisation
and flourish.

15 million years ago, the rise of the
lost continent of Mu

The most advanced faeries converge
on the continent named Mu in the mid-
dle of the Facific ocean. They build
Prou& cities with high towers and ad-

vance their powers of magick to unsur-

Passcc{ levels. Soon, most of the faer-

ies are drawn to Mu.

2 million years ago, the coming of a
new breed

The first hominids appear on earth.
Theg evolve into complex, sentient
forms of life, undisturbed }33 the faer-

ies who remain at Mu.

500 thousand years ago, the descent
of Kathadastro

K athadastro, a malevolent sPirit in the
form of the worm—goc{ and its followers
descend on earth, on the continent of
Atlantis, ﬁeefng from their dging
Planct. Being advanced in both tech-
nologg and magicl(, tlﬁeg set to build

great and terrible cities on the island.

250 thousand years ago, the march

of the Atlantians
f:or Iong, the At!antians have man-

agcc{ to co-exist with the faeries, living
in separates lands. But now, the
Power~hungr3 Katlﬂadastro Plans to
rule the entire earth. [ e strikes a deal
with the echidnas and trains proto-
humans as soldiers in the use of tech-
no!ogy. T he faeries form the Seclie
Court as a response to the At~
lantians’ aggression, a militar9 body to
coordinate their movements. Tl’ley
also have on their side most of the
strits, but the final solution comes
from the c{ragons, who rise to oppose
their old enemies, the echidnas. | he
Atlantians are defeated and their
power is broken. Thc survivors return
to Atlantis, where tlﬁeg begin ques-
tioning the rule of Kathaclastro, This
marks the beginning of Atlantis’ de-

cline.
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245 thousand years ago, the forming
of the Unseelie Court

The Seclie Court, having become
very Popular since the defeat of the
At]antiaﬂs, is contacted and cor-
ruPtecl b}j the “good” Etemal Fowers.
Ti’:eg i.)egin to ask for more Poweranc{
authoritg to impose their beliefs and
laws to all facries iiving in Mu. The
most chaotic and lawless facries form
the Unseelie Court in response, an
organisation to oppose the Seelie

faeries.

100 thousand years ago, the faerian
wars and destruction of Mu

The conflict between the Seelie and
the Unseelie Courts escalates to
openwar. A” of Muis soon drawn into
the vortex of civil war. ] he sPe”s re-
leased are so Powchul so as to break
the integritg of the Ianc{, iorcing it un-
der the ocean. Most of the faeries’

know]cdg@ is lost under the waves
aiong with their cities. T he few survi-
vors scatter around the world. T his is

the end of the great faerian civilisation.

15 thousands years ago, the sinking
of Atlantis

The power of Atlantis had slowly de-
caged since their grand defeat from
the faeries. [~ ven their goc{ had Fina”ﬂ
abandoned them to Poncler on his de-
feat in the cieeps. Now came the final
end to their decline. T he machines and
energy sources ti'ieg have constructed
long ago but didn’t know how to main-
tain ever more, severel\g malfunctioned,
causing a colossal cxpiosion which
sent the island beneath the surface of
the Atlantic ocean. Tlﬁus ended the
most tcchno|ogica”5 advanced civilisa-

tion on earth.

10 thousand years ago, the re-
surface of the Unseelie Court
With the Atlantians out of the picture,
the remnants of the inseelie Court
believed ti‘xeg could be the rulers of the
carth once more. A” ti'ieg had to do
was enslave the Primitive humans. Put
humans had grown numerous and cun-
ning and the old giorg and power of
the faeries was |ong lost now. With no
l’ieip from the sPirits of the land and
with the active oPPosition of the
Seciic Court, the Plans of the Un-
seelie were unraveled and bounced
back on them. [Humans begun to hunt
faeries c]own, for t}ieg were the new
rulers of earth. |n the brink of extinc-
tion, faeries retreated to c{eeP woods,
secluded vales or i‘uiglﬂ mountains.
Their retreat from the world
was much deeper than tl’ieg thought‘
Theg became soisolated from the rest
of the world that t}'ieg begun to fade

from earth. As time Passeci, the diffi-
culty of Fincling theﬁ way to them in-
creased. Fina"g, their domains were
cut off from carth, in essence becom-
ing worlds of their own. Theg were the
fabulous faerie realms. Most of the
faeries were content to remain in their
realms and oniﬂ rarelg did theg venture

on ea rti‘i.

0 AD, the great enlightenment
The mysterious great spirit known as

the E_nhghtcncd Bcing walks among
humans as one of them. [ e Free[ij uses
magick to Pchorm miracles and con-
vince that he’s a goc{. He spreads a
message of peace, love and unity, cre-
ating many enemies, among them the
Etema| Fowers. f‘]e’s Fina"g arrested
}39 mortal authorities and sentenced to
death. [He accepts that cleath, tumning
into a martyr. This SParks the creation

of a new reiigion, one that soon be-



comes a dominant power in E_uropc.
The Fowers seek to turn this power
into a tool of their own, imci]trating the
structure of the new religion and altcring
the words of the enlightener so that
’cheg could serve their purpose. Bg the
set of the Daric /\ges, theg’ve suc~
ceeded in tuming the Church into an
oppressor of the Pcoplc.

55 AD to 315 AD, the T ranscen-
dence

From the beginning of time, the | ternal
Powers have used their increclib!g po-
tent divination powers to foresee the
future and acljust toit. T“]owever, as theg
aPProac}‘nccl tl’lcg year 1000 AD, im-
ages of the future became blurry and
warped‘ A mysterious obstacle, which
became known as the Barrier of [Fore-
sigl’lt, blocked their vision in the new mil-
lennium. This greatly Frightencd them,
causing them to believe that the [Final

Battle for the domination of the world Final Battle.

would be Fouglﬁt at that time. Knowing
that humans are the onlg rulers of the
earth now, thcg bcgun to prepare for
the war bg se|ectfng the cream of their
human agents. Tl"ICSC‘ chamPions of the
Fowers were ascended into a l’ligl’ler
status, }Jecoming somctl’n’ng more than a
simple mortal, something close to a sPirit.
This ascension was called the T ran-
scendence. Then, theg were put to hi-
bernation, destined to arise neat the
year 1000 AD and lead the other men
in the [Final Pattle for the glorg of their

masters.

902 AD, the Awakening
Thc transcendent champions of the

I ternal Powers begin to awake, becom-
ing known as the Awakened. Thcy pos-
sess humans and use them to infiltrate
society and manecuver to Positions of

power. This marks the beginning of the
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The Barrier of Jforesight
The E_tema| Fowcrs encountered the
infamous Parrier of ]:oresight a few
decades before the coming of Jesus,
during the zenith of the Roman [ m-
Pire. |t was a time of great conflict be-
tween the two ancient opponents.
“F vil» had a lot of influence among the
more wa r—loving factions in the E_mpire
and controlled a great Portion of the
known world with the ]mpcrial Icgions,
but it could sense that its power was
ﬂeeting‘ “Goocl” on the other l’land,
was Prcparing for the coming oFJcsus,
readg to use the new religion to bring
the People toits ways.

The great Prophetic abilities
Possessec] 133 both Powers showed
that Jesus would act as a gant cata-
|3st, tiPPing the balance towards
“(Good”, and “[vil was frustrated
from the fact that it was going to lose

a” ’C]‘!CSC Hears O]C l’larcl WOT“( bccausc

T he awakened

of the raving preaching of a prophet.
umil that moment, the F’owers had
used their divination powers to foresee
the future and acljust their strategy
accordfnglg, as a short-term retroac-
tive reaction to the events that would
come.

T heir war however was bcgin~
ning to grew Iong and tiring, So, theg
abandoned their usual tactic of seeing
what the near future would bring and
gazecl to the distant one. Across the
Perioc{ of the dominance of “(Good”,
across the twilight that would follow,
theg began to see more blurrg images
until thcg came onto the Parrier of
Foresigl’lt — a blackness in their eyes
after the end of the millennium.

The Powers felt like theg’ve
been rendered blind: weak and power-
less. T he Barrier hurt their Pn’de but
also scared them. Tl’leg had a|wa35

been used to know whatever was going

to l‘lappen. The unknown was a new
word in theirc{ictionarg and ?rightencc{
them. Soon, the Fowers became para-~
noid about the Parrier and the pur-
pose of its existence. | heir theories
turmned into facts: thcg were sure the
Barrer meant the end of time as they
couldn’t gaze bcgonc’ it. T his was the
time when the [Final Battle would be
Fouglﬁt for domination of the cosmos.
There was Place for onlﬂ one
winner, so the Fowers began to pre-
pare Ferverxtlg for that distant time.
Ohne couldr’t be sure for the condi-
tions that would exist in that far future.
Along with the mortal servants thcg
would l'lave, tlﬁeg needed something
else. Thcg needed champions theg
could count on, comPetent men !ogal
to their cause. A strange idea bcgan
to hatch in their minds... the T ranscen-

dence was nigh.“

The Transcendence

The Transcendence was a magical
feat of grand size, unlike angthing that
has been Previouslg Pchormecl by the
FPowers. |t involved the ascension of
hundreds or thousands of their most
Iogal human servants into a H’ghcr
state of being‘ Tl’le mortals were con-
tacted by the Fowcrs and informed of
their l'io|3 mission. | hen theg crawled
to nccropolis, crﬂPts, mausoleums or
unclcrgrouncl burial chambers. And
there theg died.

Thcg died on19 to the eyes of
other mortals of course. ]:or theg ex~
Periencccl the T ranscendence. | heir
bodies lied frozen and suspcndecl in
time, but their sPiﬁts ived and were
free to travel in the dream world and
other worlds begond the mortal realm.
From mere humans, the c]ﬁamPions of
the Fowers were transformed to half-

strits‘
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An Awakened L exicon
Awakened: One of the immortal
clﬁampions of the evcr|astirxg Pow-
ers that has risen again in the

world to {:iglﬁt in the [Final Pattle

and ensure the victorg of his mas-

ters.

The Awakcning (The Kising):
The act of a champion sPirit }Jcing

re-united with his eartl’zlg bodg
that has been into hibernation for
acons. | he Awakening happens
in the Period of the Final Battlc,
where the immortal champions will
Figl’rt to Prevai| over their oppo-
nents once

and forall.

Barricr of ]:orcsight: The myste-
rious Phenomenon blocking the
Forcsight of the powers in the cur-

rent era. All divination magic is

Now the Fowers were content,
for they had an army of PowerFul min-~
ions waiting in storage for the final
dags to come. thn the time was right,
tl'leg would be re-united with their bod-
ies and awaken to lead other mortals
into the [Final Pattle.

Or 50 theg t!‘xought...

The long Sleep
|n their arrogance, the Powers believed
that their word was law for their cham-
Pions, that their wishes were the most
important thing to them. They be-
lieved their champions would remain
exactlg as tl’neg were before their as-
cension, like theg’ve been putto ice.
But the strits of the c}’rarnpf~
ons were free to travel Auring the Iong
time theg waited and travel theg did.
Thcg watched the events taking Placc
in the real world from the dream Plane

and tl’ncg traveled to other worlds too.

Theg became more exper(encec{ and
PowerFul and theg began to think too.
Most of the chamPions re~
mained true to their beliefs and waited
for the clag when theg would awaken to
Fight for their masters and be rewarded
after the [Final Pattle. These were
called the FaithFul. But some bcgan to
qucstion the motives of the Powers.
Theg realised the misery the war be-
tween the Powers was bringing to their
world and theg resolved to do some-
tl‘n’ng aboutit when tl'leg would awaken.
These champions sought to retain a
balance between the so-called “gooc]”
and “evil’. Thcg became “neutral’ in a
sense. Still, others lost their idealism
&uring the long years of the Slccping,
becoming interested in Personal gain.
Theg didn’t believe in a cause any-
more and when theg would awaken
theg would Fight for themse!ves, not for

the Fowers, Thcse became “neutral’

in another sense. Awakenec{ that lost
their “faith”, tuming away from the
FPowers or switchfng a”egiances, are

comm01113 called [Teretics by the
Faithful.

The Awakening
When the era of twi|igl'1t {:oresighted

}35 the eternal Fowcrs came, theg knew
that the Parrier of Foresight stood
right in front of them and that it was
time to put their champions to action.
Tlﬁeg activated them, causing the
Awakcning to bcgin. Across the lanc],
bodies that were thougl’lt dead long
ago shifted in dark caverns and for-
saken crypts. T heir spirits in the
dream world felt the ca”ing and were
Puﬂc& back in theirbodies in a burst of
ecstatic energy.

Soon thcg cmcrgec{ from their
sanctuaries into a new world. | ike the

Transcendence, the Rising was not a
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locked bg the Ba rrier so that the
caster only sees b|urrcc|, distorted
images that don’t make any sense.
The existence of the Barrer of
Foresight forced the Fowers to
energise the T ranscendence, so
that their champions would Fight
for the final victory in this era. ] he
Barrieris sPeculatcd to symbohsc
the end of time or an uPcoming
apoca Igpse for the world.
Believer: A mortal that has been
in contact with the supernatura|
world. Sorcerers are an cxamplc,
but even a Peasant that happens
upon a facrie meeting in a duskg
evening is considered a Peliever,
because he Positivcly knows that
the suPcmatura] does indeed ex-

ist. Pelievers are natura”g more

opcn~mindcd PeoPIe, as thcy have

sudden, fast Procec{ure‘ There was no
wave of awakenings across earth. |t
was a rather slow, unpﬁnciplcd proce-
dure that still continues. New champi~
ons gradua“g awake to be added
among the ranks of the Fowcrs’ ser-
vants. There doesn’t seem to be any
pattemn whatsoever in the awakenings‘
lt’sjust a matter of luck if a 5|cePcr
will awake tomorrow or after ten years.
Thercisa |argc part of 5|ecp~
ers that awake to find out that the pre-
cautions theg took to ensure the
saFetg of their Phgsical bodies were
not enougH (Caverns co”apse, mauso-
leums age and are dcstroycc{. thsical
bodies are thus c{estroged or the
S|eepers awake to find themselves
traPPecl without esca pe. Such Awak—
ened lose their
bodies as theg die and find themselves
exiled in the [Dream Worlcl, cut off
from Corahen. Some of them never

succeed in Finc{ing a new bodﬂ and the
Lithargos overcomes them. Th63 are
lost and out of the “‘game”. Otl’zcrs,
Panickcd, manage to possess a mortal.
Finding themselves in an alien world,
tl‘weg don’t have a chance to 5|ow15
adjust to the new conditions. Most of
them act in weird, chaotic ways, becom-
ing outcasts or worse, getting killed.
But then again, the Kising is
the door to an adventure and no one

knows what an adventure shall bring.

The Pretending

Awakenec{ are Part human and that
makes them a Part of mortal societg.
T he mortals have rules for members of
their socfetg. It is accorcling to that
rules an Awakcncc{ must oPcrate and
not the society according to the
Awakenec{’s standards. That acting
of the Awakened as if they were nor-
mal humans is called the Fretcnding.

Among the first to Awake
there was the idea that the Awakened
could be Prophets that would unite the
forces of mortals and march to victory
with their help. Soon theg discovered
that things were a lot different. Jn this
era of twiligl’]t and stagnation, no one
is scarclﬁing for Prophcts, messiahs or
saints. | he few that attemptcd to be
one were scoffed, [aughed at or
hunted. Thcy decided that their ap-
Proach should be different. Theﬂ

should act unseen, manipulating, con-
verting, strengthening their Position.
Thcg would work in a way that mortals
would never realise their task and true
nature. | he mortals’ xenoplﬁobia, dis-
trust and fear of the suPernatural
would not be allowed to work against
the Awakened’s mission.

]n this strugglc for unseen and
invisible action the Possession is the

most blessed giFt. ]t is the Fossession
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g|ancec1 UPOI’! tl’lﬁ rea] WOT‘I&.

T!")CI‘C are extrcmclﬂ ]CCW PCOP!C

aware of the existence of the
Awakened and their task on earth.
Creator: | he name attributed to
the mysterious being or power that
created ecarth and Possibly the
entire cosmos.

The Dream World: T he world of
sPirits, existing Para”e| with earth
in another dimension with different
laws. Jt's a strange, magical world
identical with earth, but which can
changc from one moment to an-
other obeging the imagination of
its inhabitants. |t is the home of
sPirits and sPiritual entities. Mor-
tals enter the dream world during
the nights, when thcy dream.
Awalcenec{ also enter the dream

world duﬁng the nights and have

which enables the Awakened to blend

eFxCectivelg into mortal crowds, assum-
ing a reaclg Position in the structure of
society. Thcg take the lives of mortals
and use them, bending them to their
purpose. But it also has a disadvan-
tage. Jt Provides the Awakened with
t}‘nings, agihations, rc|ationsl‘n’l;)s he has
ittle control on. A good cxamplc of
this is a mortals Famf!g. While it pro-
vides an effective social cover for the
Awakened, it can also act as a hin-
drance. Hc can not act with the free-
dom he would like because of the fear
of being discovered bg his Famib as
well as because of his rcsPonsibilitg
towards them (Feeding them, protect-
ingand taking care of them etc).

And thisis onlg an example. A
thousand new factors intrude into the
ife of the Awakened and he can do
little but accePt them and try to deal

with them as best as he can.

The Fossession may be an ef-
fective tool, however the first time an
Awal(enecl enters the human societg
it's the most critical. [1e encounters a
new, unknown world that secems so
alien to himand he’s exPcctecl to find a
way to fit in. ]t usua"g takes a lot of
time to establish one’s self in a rela-
tivelg good position in mortal society.
Most Awakened work hard cluring this
time but this kind of social engineering
is good experience for the future. A]C_
ter all, an Awakened may work hard
for years to build his life and attain a
Position suitable for his purposes and
all this may sud&cnly be ruined }33 the
death of his mortal bodg, condemning
him to start again from scratch in a new
life.

Wl’natcvcr the Path t}‘ncg
choose, most of the Awakcned soon
encounter the difficulties and harsh-

ness of cvergday fife. Theg evcntua”g

become assimilated bg society and re-
sort to underground action. Theg all
assume a Position in society, but there
are no stcrcotypcs. Awal«:necl can be
encountered in any Pro{:ession or so-
cial Iaycr, It is of course natural for
them to seek power and influence.
Thus, many Awakened belong or at
least try to ascend to the highcr social
and economical Iagers. A pattern in
social status can be identified among
members of the same factions. For ex~
amPIe, Awakencc{ of the Societus
faction Premccr Positions of power and
influence. On the other hanc{, those of
the Shac{oris faction tend to favor
qufet and simP!e ives that do not at-
tract much attention to their slﬁady
Plans.

As a result of all t}‘ncse, the Fretcnding
becomes an imPortant part of the
Awakened’s life and an unquestion~

able factin their quest.
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more abilities and freedom of ac-
tions in the dream world, as thcg
areina way dreams themselves.

Organised,
groups of Awakened shan’ng the

Factions: Iarge
same ideas about how to succeed
in their tasks. A 1arge part of the
Awakened Populace belongs to
factions, but some are ]ndcpend~
ent. [Factions are thus a very im-
portant tl’xing in the life of every
Awakened.

Faithful An Awakened that has
remained true to his ideals and his
a”egfance to the Powers from his
initial Transcendence till the mo-
ment of the Awakening

Final Battle: The battle for su-

premacy 1Cought bctwccn the

clﬁamPions of the FPowers in an era

of twi|ight. This war has been de-

The Revealing

The Pretending is an act vital to the
survival of the Awakened and the suc-
cess of their mission, but it’s not some-
thing that makes Awakened haPPﬂ-
A]Cter a”, theg were made suPerior to
other mortals. No Awakcnccl wants to
believe that so considerable effort on
behalf of the Fowers was taken for
them to on|3 hide among ignorant mor-
tals. Mang believe that there will come
a stage in the [Final Battle when the
world will be reaclg for them to reveal
themselves in their full glorg and supe-
riority.

This Revealing is for now lim-
ited in the dream world. ln the real
world, the Awakened need cumber-
some mortal bodies to act. Thcy have
to live with their needs and weak-
nesses. [Dut in the dream world, the
Awakened throw away their mortal

shells and assume their most Pchcct

form, roaming the c{reamscapcs at will
In the dream world, the}j reveal their
true se|1c, the one the}j had before the
Awa kcning, and are 1<ings of the dream
lands, a[ong with the sPirits inhabiting
them. lec dream world offers a re-
Freshing exPerien ce for the Awakened
who are tired of Frctcnc{ing.

An Awakened’s life

How does it feel to stand before your
greatest task, Prepaﬁng for it for
near13 all of your ife... and more? Will
last moment doubts consume your mo-
rale and determination? Or have such
tl‘n’ngs ceased to exist Iong ago? Soon
you will enter the Furg of the conflict
and no one can be certain about
emerging victorious.

The Awakened is the cham-
Pion of the eternal Fowcrs that Finaﬂy
awakes after the acons of deep sleep

and dreams, faced with his fife-task.

Duﬁng the slecP of his boclg, his SPiri’c
roamed the dream world, Preparing
menta"g for the time when his services
would be needed, the time of the
Awa!(ening‘

And then the time comes... and
the detached sPirit feels a rush like the
heat of fire 5uc1clen13 warming a frozen
bod3 and is Puncd towards it. After a
Iong time, his eyes open 5|ow!3, his
bodg begins to move again. He finds
himself in his €artl’ll\lj sanctuary, Possi~
}319 a dark crgp’c, a mausoleum orjust a
Plain isolated cave. With his task in
mind, he steps outside to face the
world and its cha”cngcs.

Duﬁng the long years of his
Prescrvation in a deep P]ﬁﬂsical slum-
ber, the Awakened had the time to
acccPt, understand and prepare for
his task. T hatis not the most difficult
thing an Awakened faces when he
firsts enters the world again. It is the
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scribed to be invisible, full of in-

trigue, Politics and careful mar\iPu~
lation, Fought behind the back of
the ma_joritg of mortals. Some say

that it wiujuclge the winner of the

cver|asting battle between good
and evil; others say that it will }Jring
an aPocalgpse and the end of the
world.

The ]:loocling F cho: The act of
u’cter]g destroging an Awakenec{,
bg channeling another Awak-
ened’s dream energy into the pos-
sessed body, moments after its
death. [t is called the Flooding
E_cl‘wo becauseit attempts to over-
whelm the weakened Awakened,
“flood” him with hostile energjes,
and is expericnced bg the at-
tacked Awakened as a PowerFul
echo of energy originating in the

world itself that stands as the first ob-
stacle in the Path of the champion. Af-
ter acons of slu mber, the changes in
the world are cnough to shock and
horrifg any Awakened. Not onlg fami-
lies, cities, but even the Awakencd’s
nation is often extinct. Changes are
Frig!’xtcning‘ Old enemies are now allied
nations. Rcligions vanished or
clﬁanged‘ What was wrong is now con-
sidered right andjust. What was riglﬁt
is now eviland unethical.

He is now |one|9 in a world he
does not understand. Ancl the most
Terrible thing is that he must be a part
of this world. T hereis no
hope of victory if he isolates himself
from the world and the PCOPIC‘

[tis at this Point that some Awakened,
that feel terrified about acljusting to a
world so alien to them, abandon their
task and become hermits, seeking

peace and haPPiness isolated from the

worlcl, |iving according to their own
ways.

So, the first thing an Awak-
ened does when stepping out of his
sanctua ry isn’t conquer, batt|e, corrup-~
tion, maniPulation orassuming
financial or Political power. [t is Fitting
into society. And this takes time, con-
sidering that this kind of society
(feudalistic that is) is unlike angtlﬁing
the Awakened has lived in. Gctting
used to the way of life, establishing a
name, a backgrouncl, a rePuta’cion,
Fin&ing an occupation are things that
burden all Awakened. T he whole pro-
cedure is quite slow and might take

angtlﬁing from a year to a whole dec-

ade.

[t is after the Awakened has
been assimilated into society that the
time of the great questions comes.

And the most obvious one is:

What now?

The answer would be simplc if
the Awakeneci were the onal and
faithful chosen ones, the PerFect cham-
Pions of the Powers. Fight with every
means you have. ]nFiltrate the ranks of
society, economy and Politics, using
them to Promote your cause. Locate
and !’ICIP your allies. Find and criPPIc
the enemy through clever moves. Con~
vert the People to your side.

Unfortunately, things are not
50 simPle. The Awakenec] are not the
PerFectlg 103231 cha mPionsj even tl'lougl‘x
the Fowcrs would want that very bac”g.
The Transcendence was a chaotic
Procedure. Man9 felt the ca”ing and
were Put to s]eeP‘ Gra nteé, all of them
had some connection with what the
Fowers rePresentecl, namelg “gooc{”
and “evil”. But not all of them were ab-
solute and firm supporters of either.
Not all were so eager to forfeit their
fives, slcep through eternity and wake
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Phgsicalworlcl‘

Forcsigl-lt: The abih’tg to see into
the future. Foresfght is Possessecl
}33 the Fowers at an incredible
leveL but has been known to be
owned }39 PowchuI sorcerers and
sPirits, albeit at a lower chFiciency.
All Foresight is blocked }33 the
Barn’er of Foresight, so that the
future becomes too blurred to see
after a certain Peﬁod. This is ru-
mored to be a Period of twilight, of
great deeds and battles for the
FPowers, but also a Pcriod that will
bﬂ'ng the unknown into the lives of

the PcoPIc of earth.

Heretic: T he oPPosite of the
Faithful. These are Awakened
that have altered beliefs during
their hibermnation. T his has result

ina change of sides orin }Jccoming

in a new world to ?ig}‘nt forthe glorg and
dominion of their masters. Though a
lot more than l’lumans, Awakene& are
still controlled }35 human motives, emo-
tions and aims: they love their lives and
have a difficulty abandoning them for
their duties. Theg want to see their
goal rcachcc{, but t}‘ncg too want to
succeed as individuals in their Pcrsonal
aims.

The most important thing
tl’lough, is that Awakened simPlﬂ
aren’t the same persons that &epartecl
from the mortal world acons ago. A”
Pcoplc can clﬁange given time and
Awakened had a lot of time on their
hands while their bodies were into hi-
bernation. Thc |ong years they spent
in the world of dreams gave them ex-
Pericncc, know|cc{gc, reasoning, al-
tered their way o]cthinking and person-
alitg in many wagys. Some were af-

fected more, some less. No one how-

ever remained the same. Not after an
exPerience of that magnitudc. Magbe
itis that the Powers, distant and arro-
gantin their own might, could not real-
ise the adverse effects the Tra nscen-~
dence would have on human Personali—
ties. | heir chamPions were never the
same again.

Some qucstioned their beliefs
and aims. Theﬂ came to realise theg
were Fighting in the wrong side and
they swaPPecl sides. [ vil
People cracked under the weight of
their conviction and guilt, while good
men sought revenge and uneamed val-
ues and abilities. Or thcy
realised how futile this struggle was
and the deadlock it would evcntua”g
lead to. Such individuals abandon
their task and become
neutralin the ongoingwar. [ ither theg
seek to Prevent and undo the damage
done by the conflict or they just don’t

give a damn about it. A” these are col-
Iective[lj called the Hcretics.

T he Faithful are these individu-
als that stay true to their original be-
liefs. But even “true” is a relative term.
As said Previously, no one is the same
person any more. Mang of their ideas
have changcd and the same is true
about their attitude and Personalitg.
Some remain stubbom13 stuck on old
beliefs, others bcgin to doubt the base
of their ideals while some are on the
eclge of abanc{oning their oﬁginal pur-
pose. No one is the same any more.

50, there are many Paths an
Awakencd can follow. Most seek to
c’eve|op a life and work towards their
goal sccretlg, hidden from the
eyes of mortal societg. Ma|13 fear be-
coming too connected with mortal soci-
ety. Having a Familg, love, Fricndship,
all these can be dangerous things that
make an Awakened vulnerable. They



19

neutral in the conflict, or even set-
ting out for his own benefit.

InclePcnclcnt: An Awakenecl that
doesn’t bclong to any faction.
This includes cast-outs from fac-

tions, but also individuals that feel

a faction would limit them orjust

don’t agree with the beliefs of any

faction.

Litl‘largos: The condition of the
Awakened in which his bodg is
c{estroged or in hibernation, while
his sPirit if free to roam the dream
world but too weak to possess a
Phgsical bodg again. The | ithar-
gos is a direct consequence of the
weakening of the Awakened bg
spcncling too much time sur-
rounded }35 the intoxicating ener-
gies of the dream world without
having a bocly to serve as a link

still have human emotions though and
theﬂ do feel a need for such things.
Tl’rc ways that an Awalcenec]
Fights his war or promotes his own ends
are numerous. | ach faction repre-
sents a PossiHe Path the Awakencd
can choose and there are many ]nde~
Pendcnt Awal(encc{ that follow their
own PathsA Gcnera"g, an Awakenecl
deals with three matters:
. Thc location and suPPort of direct
allies.
- Tl’lC location and weakening or elimi-
nation of immediate enemies.
- The Promotion of his beliefs and aims
in mortal society.
The location and support of direct
alies has to do with the Awakencd
that are on the same side. And that
doesn’t mean goocl, evil or neutral nec-
essan’lg. O]Cten tension rises between
factions and this can result to violent

conflicts. An Awakened is alwags on

the search for Potcntia] allies. In fact,
the location of fellow Awakened is the
first steP taken bg many Awai(enec{
after they fit into society. [t might take
months or even years to encounter an-~
other Awakened, csPeciaHg in an iso-
lated Place or a major PoPuIation cen-
ter (aFter a”, t}’165 do appear ike nor
mal Pcople), but cvcntuaﬂy everyone
finds another member of the sPecies.
The second matter is very simi-
lar to the first. Evergone is also on the
search for Potential enemies. Discern-
ing an aﬂg from an enemy is often
trickg, so one should alwags be wary
and on the move. |ncidents of infiltra-
tion bg enemies Posing as allies have
been known in factions for some years
now. |n fact, faction officials expect an
increase of incidents of such infiltra-
tions,as the number of
Awal(enecl constant|3 increases and

new, Uﬂi(l’\OWﬂ AWa‘(CI’XCCJ are ‘FI’C—

quently encountered. Trust has be-
come a ]uxurg in most cases.

E_verg Awa‘cencd understands
the imPortancc of mortal socictg. Hu~
mans are the dominant race on carth. ]F
the Fowcrs are to sPrcad their word
and will it will be done through mortals.
Mortals need to be converted or ex-
Ploited for someone to keep the cdge
over his opponents.

And bg these guidclines an
Awakened lives and Figl’lts.

Beyond death
An Awa!(enec] is not daunted by mor-

tal death. Suclﬁ a tl'ling migl‘xt set back
his Plans but it only a temporary in-
convenience. Being a creature of
dreams, an Awakened, like other sPir~
its, truly dies on|3 when slain in the
dream world. T hat's why few Awak-
ened take risks when oPerating in the
dream world. Th63 fear clging there
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with the Phgsica! world. ]t is a
weakness of the Awakcnec{ to be
Part of the dream wor|c|, 361: requir~
ing a link with the Phgsical world to
function.

Manifestations: | he use, chan-
neling and manipulation of energy
from the dream world to suit one’s
purposes. Such a task requires a
strong connection with the dream
world, so that it is sometning on13
sPirits (to which the dream world is
a homeland) can do. Awakened
also have that ability, since thcg

are considered sPints ina way.

Morta|s (Fawns): Humans, the

majoritg of the sentient beings of

earth. Mortals are of spccial im-
portance, since the victory of each
Power depends on the manipula~

tion and conversion of them. Mor-

causeit’sa Permanent state.

When an Awakenecl’s boclg
dies in the real world, his sPint remains
in it for a very short time (about one
round) before it ?inaﬂg cleparts. Dur-
ing this time, another Awakcnccl can
touch the bocl9 and funneldream ener-
gies inside it in an attempt to destr05
the weakened sPint. A Determination
contest is made and in all cases, the
Awakened attcmpting the kill loses
one (onstitution Point, weakened bﬂ
the a’ctempt. Onlﬂ one Awal(enecl can
try this on a given bodg and onlg one
attempt can be made before the SPiﬁt
dcparts.

Jn most cases, dging in the real
world frees the sPirit of the Awak~
ened, who immec{iately enters the
dream world. Without a Phgsiczﬂ boclg
to connect him to earth, the Awak-
enedis in clanger of succumbing to the

condition known as Lithargos. | ithar-

gos is the intoxication of the Awak-
ened by the energy of the dream world.
He reverts to the state of the 5166P~
ing, when the Awakened were free to
roam the dream world but couldn’t en-
ter the real world. An Awakened in
Lithargos loses his abilitg to possess
mortal bodies. As a resu|t, the real
world is lost for him and he becomes a
creature of dreams Pure|9. Gates to
the Phgsical world no Ionger can hclp
him; he has lost his connection to that
realm once and for all Flagcrs who
manage to get their characters in | ith-
argos are advised to create a new
character: oPcrating only in the dream
world isn’t that much fun.

The Awakcncd faces | ithar-
gos every 8 hours he passes without a
mortal bodg‘ A successful Detcrmfna~
tion contest allows him to avoid ICaHing
in | itha rgos for another 8 hours; how-

ever, each additional check is made

with a cumulative +1 Pcnaltg, as Litl’]ar—
g0s grows harder and harder to resist.
Onlg the possession of a new boclg
allows the Awakened to cheat | ithar-

gos Permanent|9.

Posgsession

Fossessfng a mortals bodg is an act
the Awakencd must do when in the
done

The

Awakened can either possess a mortal

dream world. Fossession is

tl‘nrougl‘n a PCFSOH)S drea ms.

{:reelg venturingin the dreamworld or a
dreamer after piercing his dream shell.
The act of Possession, if successful,
Places the mortals sPirit in a coma,
while the Awakened is in charge of his
}Dodg‘ ]F the Awal(enecl ever leaves the
Bodﬂ while it's still alive, the mortal
takes the reins again, not remembering
a thing that has transpired and con-
fused bg the apparent “Joss of time”.

Before Posscssing a mortal, it’s
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tals are used as pawns in the invisi-
ble war and are sometimes called
this way bg Awakened. Most of
them are unaware of what’s rea”g

ha PPening and of the suPernatu ral
world behind the frail veil of their

realitg. These are called (nbe-
ievers, in contrast to the Peliev-
ers. Delievers are almost never
called Pawns.

Fosscssion: Ore of the powers
Possessed by all Awakened. An
inherent function of these beings,
the Fossession enables them to

enter the dreams of mortals and

take control of their bodies, put-

ting the sPirit of the mortal in hi-
bernation.

Fowcrs: The two multitudes of
entities inlﬁabiting the outer ring of

the cosmos. Thcsc two Hives are

wise to first examine him to see if he
fits the Awakened’s needs. T his is
done }35 rouing an ]nsigl’rt check. The
attcmpt suffers a Penal’cﬂ equal to the
mortals [Determination dice, as he
subconscious[tj resists the Awak~
ened’s intrusion. Awakened trained in
the Second sight manifestation find
examination of a mortal easier, aclcling
their ratingas a bonus. T he successes
accumulated reveal facts about the
mortal according to the Fo”owing scale.
The Awakened can keeP on ro”ing to
drain every bit of information he can
about the mortal. One roll every ten
minutes should be allowed.

Orne success—Reveals the mortals
name

Two successes—Reveals the mortals
general health condition and age
Three successes— | he Awakened

learns of the mortals Plﬁgsical capabi|f~

ties in gcneral details. The GM

should inform him of the mortals Phgsi—
cal attribute dice but not of the exact
ratings.

Four successes—| he Awakened
learns of the mortals wi”Power, a
measure of how much he'll resist the
FPossession. The (GM should reveal
the mortals Determination dice, but
not the exact rating,

Five successes—Reveals the mortals
purpose in life and his career. The
(GM should inform the Awakened of
some of the mortals most rePrescnting
skills.

Six successes—Reveals information
about a mortals }Jackground: his social
stancling, siblings, fa milg etc

Seven successes— | he  Awakened
can examine if the mortal has any con-~
nection to the hidden world. Fcrhaps
he has faerie blood or is a sorcerer or
a diabolist. Such information is alwags

Prcsentcd in very vague details.

L ife after the Possession

The Fossession c{isplaces the mortal
as the master of his bodg and Provic{cs
the Awakened with the means of inter-
acting with the Phgsica| world. T he
mortal sPirit slccps while the Awak-
ened rules.

Attributcs: When an Awakened has
Possessed another boclg, he uses this
boclg’s P!’xﬂsical attributes and (Come-
liness, while his mental attributes and
lmquence remain the same. ]n the dream
world, the Awakened appears in his
origfnal form, using his origina| Phgsica|
attributes and (Comeliness, not the
mortals.

Memories: ] o be able to retain the
?ac;aclc of the Frctcnc{ing, the Awak-
ened needs access to the mortals
memories. [Je needs to know who his
friends are, his favorite song, his wife’s

name etc. The Awakcnecl doesn’t

have instant access to the mortals
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beings begond any description.
Thcg have been known to repre-
sent “(Good” and “[" vib, waging an
unseen war for thousands omcgears
over the domination of the cosmos.
Thc Frctending: The act of the
Awakened Iiving close to mortals,
accePting the standards, customs
and laws of their society and be-
having in every way like a normal
l‘luman, so as to work towards his
aims  without bcing discovered.
The whole life of the Awakened
in the Phgsical world is called the
Fretenc{ing.

Thc Kcvca|ing: The act of the
Awakened acting like his true self,
that is like a mortal that has as-
cended to a ther state of con-

sciousness nearlg equal to beinga

true sPirit. Because the Awak-

memories. ]nstead, he needs to force
his way into the maze of memories and
retrieve whatever he can.

On every c{ay after the initial
Possession, the Awakened is allowed
one ]nsiglﬂt roll. As he accumulates
successes, he reveals more facts and
memories of the mortaL starting with
the more mundane ones and continuing
into his cleePest secrets and memories.
After he reaches ten successes, he is
considered to have access to all of the
mortals memories. Tl’]is doesn’t give
him any skill benefits however; gaining
skills is a much more dangerous task.
Skills: Fo”owing the same method as
for gaining access to memories, the
Awakcnccl can also gain access to his
skills, both talents and i(nowleclges.
This is useful for the Frctcnding
(aptcr all a Iawyer who knows nothing
about the law looks somewhat susPi~

cious) as well as for assisting the

Awakened to pursue his goals. Gain-
ing access to a sPeciFic skill requires
formthe Awakcnec{ to concentrate for
one action and make an lnsight check.
]]C successncul, he can use the mortals
skill rating for one skill check within the
next minute. [f he wants to use it again,
he must re-access it.

A better but more dangerous
solution to Permanentlg transfer the
skill to the Awakened’s memory. This
requires intense concentration and
meditation for a Prolongcc{ Pcﬁocl,
usuauy one hour per Point of the skills
rating. At the end of this Period, an
]nsight check is made. T he roll suffers
a Penaltg equal to the mortals skill rat-
ing. If it's SUCCCSSICUI, the Awakened
gains the skill Permanentlg, as if it was
his. [f it fails however, the mortals co-
matose spirit instinctivcb reacts and
the Awakened gains one Rejection
Point. Due to this inherent danger,

most Awakcned attemPt to learn the
skills theﬂ consider basic for the [re-
tenc{ing or_just too tempting and useful
to resist.

Magjcal abilities: Magic is something
more than skill and lmowleclgc. Tlﬁis is
Probablg the reason wlﬁy the Awak—
ened can’tjust access the mortals ar-
cane knowledge and use the informa-
tion to cast a sPe”‘ However, l’laving
access to such knowledgc makes it
casier for an Awakened c]abbling in
magick to advance his abilities. [f the
mortal has a realm of sorcery at a rat-
ing greater than the rating of the
Awakened, the Awakened gains a —1
bonus on any experience check to de-

ve|oP that realm.

Rejection
Some Awakened, especiauy younger
ones. | end to think of the bodies of

their hosts are disposch tools.
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ened function in the Phgsica| world
with the hclp of a mortal boclg, the
Revea!ing is normaug Possible on|9

when in the dream world.

Slccpcr: An immortal champion

whose }Doclg is still in hibemation
and hasn’t awakened yet. Such
beings have their sPiﬂ'ts roaming
the dream world, while their bodies
rest in a )Corgotten crypt or similar
Placc.

The Transcendence (The FPas-
sage): The process of a mortal
having his spirit uplhctcd and trans-
formed into a l’ligl’ler being, a cross
between a sPin't and a dream, to
serve as a champion for the Pow-
ers. | he T ranscendence l’:aP~
Penecl untold aeons ago, for these
chamPions to awake now and serve

their masters.

They’re not. ]? you don’t care for your
bodg, it won’t care for you, that's what

old Awakcnec{ have learnt.

566, the Awal«inccl do have
the abilit3 to possess the bodies of

other mortals. I’c’s what allows them to
keep going after their original boclg
has been c{cstrogccl‘ But other mor-
tals’ bodies are Foreign to the Awak-
ened, and like the organism reacts to
Forcign threats, so does a Posscsscd
}Jod3 against the imciltratfng presence
of the Awakened. This is the basis of
the Phenomenon known as Re:icction.
]F the Awal(ened doesn’t care well for
his bodg, it wil rejcct and cxpel him
sooner or later.

Kejection doesn’t appear in
Awai(ened who still possess their
original bodies. After all, if ivs your
}Jody, you can do whatever you want
with it. Problems start from the moment
the Awakenccl loses his bo&g and

finds another vessel to act in the
Phgsical world. The innate defenses
of the Foreign bo&g continuous|3 {:ight
against the Awakened. When the
Awakened endangers the we”-being
of the boclg, the innate defenses in-
crease in strength If they rise too
much, tl’xcg migl‘nt succeed in driving the
Awakcned away from the boclg, ena-
!3|ing the mortal pawn to regain control
of it.

Jn game terms, Rejection meas-
ures the level of the bodg’s innate de-
fenses against the Awakenecl on a
scale of O to 10. Wl’rcn the Awai(ened
first possesses a certain mortal, his
Rejec’cion rating for that mortal is zero.
When the body is mistreated, Rejcc—
tion increases bg one point. At 3, 6
and 9 Points, the Awal(cncc{ must
make a Determination check witha +1,
+2 or +3 Pena!tg resPectivelg to retain

control of it. If he gails, he’s expcﬂcd

from the boclg and the mortal regains
control of it. [e might try to re-
possess it but chection is a one-way
road: once it rises, it can’t fall again. I
the Awalcenecl everreaches 10 Points,
he’s automatica”g expc”cd from the
Possessed body: a }Jody can onlg tol-
erate that much. Furtl’lcrmorc, the
Awakencd can never re-possess the
mortal again. His bodg has cleveloped
some kind of immunity against the
Awakened.

Mistrcatment of a Possessecl
bodg can be a very broad term. ]t usu-
aﬂg lies under the (GM’s discretion to
rule when an Awakened mistreats its
}30(:]3 and thus gainsa Rejection Point.

Flﬂgsical mistreatment may be
the most common. An Awakened
leads a clangcrous life and often his
bodg pays for it. Fa”ing unconscious
or dropping to less than half Consti-

tution Points may be considered mis-
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nbeliever (Nocturnal): A morta

thatis not aware of the suPcrnatu~

ral. Such PeoPle may believe in
the existence of the suPcrnatural,
as is the case with most supersti-
tious Pcoplc, but theg have not
cxPcricnccc{ it duﬁng their lives.
W}ﬁen theg do confront it, theg are
bound to be shocked by the reve-
lation and do what they can to re~
Ject it. (nbelievers are the major~

'tg of humans on earth.

treatment.

There is also room for mental
mistreatment. A mortal had a life be-
fore the Awalcenecl invaded and took
over. ]]C the Awakcnecl ncglccts the
mortals fa milg, turns against his friends
or gets him wanted bg the law, if he
genera"g fucks with the mortals life,
there’s an instinctive reaction against

himand he gets a chcction Point‘

Resonance
Some Awakened believe that chec—
tion bg a mortal is no big deal |t migl’zt
be a tcmPorary sctback, but they can
alwags find a new }30(:]3, riglﬁt’? Wrong
again. Rejection marks the Awal«incd
with a taint called Resonance. A sim-
Plc cxplanation would be that the
Awakenccl has “bad

Resonance makes other mortals resist

vibrations”.

Possession bg the Awakened more
strong|3, as t}’]e\lj recognise the taint of
Kejection carred bg him.

Evcrg time the Awakened is
cxpe”cd from a mortal boclg due to
chcction, he gains a Resonance
Point. Resonance comes into P183
when the Awakcnec! attcmpts to pos-
sess a new body. [For every Point of
Kcsonance, he suffers a +1 Pcnal’c5 to
his Determination check. T his pre-

sents a serious Prob|em, esPeci3113 for

old Awakened carrying lots of Reso-
nance. lnc{eed, the olderan Awakenecl
is, the more he values and takes care of
his Phgsical bodg. Moreover, whereas
Rejection usua"ﬂ starts at zero Points
for a new bo&g, Awakcncd with the
taint of Resonance find out that tl’]ey
bcgin with Rejection Points cqual to
their Resonance rating,

Resonance may also be gainec{
through rc-jumping. Réjumpfﬂg is the
act of leaving a Pencectlg OK body to
possess a new one, based on Purc|3
oPPortunistic reasons. Abandoning
the boclg of a courtier to possess the
body of the Dul«: is an cxamplc of re-
jumping. On the other hand, an Awak-
ened traPPcd in the boclg of a Paraplc—
gic isn't consider to rejump when
sceking a new, more healthg boclg.
Sometimes, rcjumping may be justi~
fied out of absolute necessitg. GMs

have the means to halt Frcqucnt re-

jumPers }39 assigning them Resonance
Points. Mortals can sense that the
Awakened sees bodies as onlg tools
to be used and then thrown away and

reject him.

The Factions

The first champfons to Awaken were
more or less at a loss. Thcg had a
vague idea of what theg had to do but
no idea of how to do it. As t}‘ncg ex~
Plorccl the new world oPcncd before
them and integrated themselves into
human society, each of them bcgan to
use his sPecialtalents to succeed in his
task. A sorcerer soug!‘wt toincrease his
arcane power and uncover magickal
secrets. A warrior to lead mortal ar-
mies. A scholar to gathcr knowle&ge
useful to his mission. T hus, each
Awakcnccl found his own way to pur-

sue the common goa|: victory in the [Fi-

nal Bat’clc.



23

As more of the cl’uampions
Awakenec{, itwas only naturalfor them
to encounter other Awakeneci with
similar talents and ideas about how to
win in the uPcoming conflict. Awak-
ened with similar thoughts banded to-
gether to formthe first factions.

[actions are Pn’maﬂ'lg collec-
tions of ideas about how to ?ight the
Final Pattle. [T ach of them has its
own way of participating in the war be-
tween the Awakened: bfj co”ecting
arcane power, raw force or imquencing
mortal society. Most of them believe
that their way is the best one, but theg
dom’t dismiss other factions as uscless.
They understand that cach faction
has its use and that its members are
good at what tl’reg do. Some of the
factions are higlﬂg organiscc{ groups,
while others dor’t have any kind of hi-
erarchg‘ The central tlﬁing that distin-

guishcs between factions remains,

however, their iclcologg and strategy.

Because factions basica”g rep-
resent ways of Figl’rtingand winning the
Final battle, thcy are for the most of
their Par’c common between “gooc’”~
and “cvil”—ahgncd Awakened. T]"IC
“gooc{” Awakened have their own
Brutah's faction, as do “evil’ ones.
This is not to say that there’s any
connection between the two factions,
save as enemies. Thcg mcrclg repre-
sent a tool used b\rj both “gooc]” and
“evil? Awakcnccl. If notl’xing elsc} it's
another indication that “good” and
“evil’ are Just different sides of the
same coin.

Mang factions also exist in their
“neutral’ state. Thcse groups were
usua"g formed after the foundation of
the “good” and “evil’ factions, bg
Awakcned who followed the Path of
neutrality. Attracting [Heretics  of

every sort, many of these groups were

infected }33 Awakcncd who cared for
nothingbut their Personalgain.

Last|3, one should not )Corget
the Inc{cpcndcnt Awakcncd. Not
every Awalcenecl }Jelongs to a faction.
Some choose to fight their battles
alone or with the helP and support of
other, Iikc|g~mincle& Awal(enec{‘ Mang
of them follow Paths that resemble
those of the factions but don’t wish to
)’oin, valuing their freedom and flexibil-
ity above angthing else or afraid thata
faction’s intemal politics and conflicts
might distract them from their cause.
Althouglﬁ theg dorn’t hold the com-
bined power and influence of factions,
theg form an imPortant Part of the
Awakened which shouldn’t be under-

estimated in any case.

Angelicus and Infernug
E_vcrx though Angclicus and ]mccrnus

are enemies, theg have much in com-

mon. Both are composccl of sorcerers
who origina"y belonged to the “goocl”
and “evil’ Sorceror faction, back in
the old days of the first Awakcnings.
Tl’}eg were skilled in the art of Nether-
mancy, summoning PowerFul bcings
from the Netherworlds, maicing pacts
with them and senc{ing them to Figl‘nt
their battles.

T heir Practices were a lot dif-
ferent from those of their fellow sor-
cerers and a schism with the other her-
metic magi was inevitable. T he hermet-
ics stronglg believed that one’s power
must come from his self and onlg. Tl‘nat
was the basis of theirart and there was
no room for any sorcerer who chose
the casy Path, depcnding on other be-
ings to gain power.

]n the case of the Angelicus
faction, the schism was a Peacemcul one,
if not one with tension. | he nether-

mancers were cxpe”cd from the order
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and sougl‘wt their own fortune, Forming
a faction of their own. Kelationships
between the two factions were never
goocl from that c{a}j on and some con-
flicts have even sParl(ecI enmity and
discontent between individual members
or su]}groups.

The |nfernus fared much worse
during the schism with the “evil” Sor-
cerors. | he event which acted like a
cata 195’: for the schism was the attcmPt
made b\lj nethermancers to convert
other sorcerers into serving their de-
monic patrons. T he hermetic sorcerers
feared that the nethermancers would
corrupt their order, so theg decided to
clestrog them once and for a”, banish-
ing their vile kin from the face of the
earth. Tl’]eg came down upon them
and hunted them like gocls. Thc neth-
ermancers fled before the might of the
Sorcerors with the aid of their pa-
trons, altlﬁouglﬁ many of them died in

the hands of hermetics. Tl‘xe rest went
into hiding. I~ ven today, the Sor-
cerors search for signs of infemnalists
and climinate them before thcg can
“contaminate” any of their own.

The Angclicus faction has a
strict hferarcl’my,Just like their patrons,
the beings known as Ange!s. New
members are Acolgtcs and are ex-
Pectecl to serve under and learn from
|nitiates, full members of the faction.
An Acolﬂte is clevated to [nitiate
status as soon as he demonstrates his
ability to summon and bind or make a
pact with an ange|ic creature. Rea”g
adept |nitiates become Bishops and
have 14 |nitiates under their supervi~
sion. Most Bishops have a|rcac15 sell
their souls to their angelic patrons for
power and when t}‘neg dfe, thcg’n be
taken bg them to the netherworlds to
serve in the war against the demons.

At the top of the Angelicus’ hierarclﬁg

stands the Arcl‘)bis}‘wop, clircc’cly ap-
Pointecl by the most PowerFuI ange|s
contacted bg the nethermancers. ]n
this way, the angc|s serve the nether-
mancers, but the nethermancers are
also servants to the angels‘

The Infernus faction doesn’t
have a rigid hierarcl’:g ike the An-
ge]icus. In fact, theg don’t have any
real hferarc}ﬁg. Theg might had one
|ong ago, when t]wcg formed a sub-
group inside the Sorcerors, but not
anymore. This is a result of l’laving to
hide Perpetuang from other sorcerers,
afraid of Persecution and elimination.
[ their secret residences are cxPoscd
and their Practices revealed, they are
little better than dead. Soon, a hunt-
ing party of Sorcerors will Pick up
their trail and will come to cradicate
them. Theg must remain hidden among
other mortals, worshipping the demons

theg serve in secrecy. This means that

communication between them is diffi-
cult and often hazardous, onlg to be
attemptec{ in dire need. The entire
faction is divided in small covens of 3-8
nethermancers, sPread across Europe
and isolated from each other. T]ﬁcg
would be easy targets for the Sor~
cerors if not for their secrecy and the
power of their demonic allies. ImcemaL
ists WOFSl’liP the demon lords of the
netherworlds’ Pits and theg seck to
}Jring more People to their faith in or-
der to gain more power. Thcg espe-
cia”g value mages and many of them try
to infiltrate the Sorceror faction and
do what their Patrons do: corrupt her-
metic magicians and bﬂ'ng them to their
side. Tlﬁcy use Promises of magical
power and wealth, even immortalitg, it
the hermetic wi”Jus’c forsake the Sor-
cerors and Join them in their demon-
worshipping. The corruptors live a

dangerous ife inside the Sorceror
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faction, for if theg are discovered
they’” su rely be executed or worse, but
this is the way theg take their revenge

on hermetics.

Stereotypes
Brutalis——Tl’le nethermancers have

seen many angcls and demons like the
Brutalis. Strongand caPaHe warriors
butlittle else. T}‘ncy Figl’xt in the war but
thcg dor’t lead. This is left for some-
one su Peﬁor.

Faerian—|t secems that the [Faerians
are in the same line of business as the
nethermancers. T!’xeg seck the power
the facries can offer. But what is
faerie magic compared to the angelic
orinfernal might? Not much rea”g.
Gnosis—Theg are lost in the world of
morta|s, amidst tomes of mundane
knowledge not good for angthing.
Tl‘weg believe that knowlcclge is
cn]ightening but thcy’re wrong; mortals

will alwags remain sl’xceP in need of
shepherc{s.

Shadoris— ] he Prutalis are little
more than gloriﬁcd grunts, but these
are actuaﬂy warriors with some mind.
Tlﬁcy’re smart, sneaky and can be-
come rea”g dangerous. Alwags ques-
tion their motives and alwags watch
your back. The nethermancers have
no real use for the Slﬁadoris‘ Alcter a”,
there are so many demons and angcls
who make wonderful assassins. So, if
t}‘ncy encounter any Sl’laclon's, t}‘ncy
knowit’sas opponents.
Societus— | he nethermancers r613 on
demons and angcls to Providc them
with power and other ghcts; the Socie-
tus rcly on mortals for the same tlﬁing,
r“lowever, there’s a limit to what mor-
tals can offer you. Thc nethermancers
haven’tfound such a Iimitget.
Sorccror—Tlﬁese fools have turned

their back on power, mumbling some-~

t]‘n’ng about “not bcing yours but of
the entitg summoned”. Nonsense!
Fower is power, no matter how you
gain it. s all right though. | eaves
more room to the nethermancers.

Vigoris—\/\/lwo needs the heah’ng of
mortals or Pettg Awakenec{ when you
can be cured o{:gour weaknesses from

entities that haven’t any?

WBrutalig
The Brutalis faction was formed by a

cadre of veteran warriors, some of the
first to Awake. Most of them Partici~
Pated in great wars in the historg of
mankind.

As most factions, itis divided in
a good and an evil organisation that
have no connection between them. ]n—
terestinglg, there is no official, organ-
ised “neutral” faction. |t is believed
that Awakened with such inclinations

have formed small groups or infiltrated

the other two organisations. Such
persons are loved }33 neither faction
and tlﬁcg can’t expect any backing
from them.

The onlg common thing be-
tween the two factions is that both
believe that the progress of their Plans
and the final victory shall come ’c)‘wrougl‘)
war and battle. Those of the ancient
warriors that were bloodtlﬁirstg, con-
querors formed the faction that serves
the unho|3 powers. Those that
showed moderation and gougl’xt for any
“good” causejoined the “good” wing
of the faction.

[ach wing of the faction is
ruled }33 a monarch called the Warlord,
who is advised by a coundil of [Taith
(“Noble Warriors”, 5 for the evil, 7 for
the good—alignccl wing)‘ The Warlord
serves for a lifetime and is aPPointed
}33 the council. Theoretica”g, he has

ncarlg absolute power, butin rcality he
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needs the support of the council mem-
bers to retain his position.

The Warlord’s authoritg is lim-
ited }33 a strict code of militarg laws,
the Codex Prutalis, which must be
obcycd bg all members of the faction.
]nspecting the obedience and aPPIica~
tion of these laws and Judging the
transgressors are the \Judgcs, warriors
known for their logaltg to the Codex
and value in battle. The authority to
aPPoir\t the Juc]ges ies in the council,
which is another limitation of the War-
lord’s power. Below the Judges are
those who enforce their decisions, the
Hunters.

Inside each faction lic two sub-
factions, which exist only unofficially.
Theg Begun as groups of People who
shared the same ideas but are now be-

coming more orga nised. T hese are the

Discip|e of | aw and the Disciple of
Stecl‘

The Disciple of | aw is the
backbone of the Brutalis faction. Jtis
composecl bg the majoritg of the warri-
ors with veteran leaders that believe in
strict militar3 organisation, uPI'}onng
the (Codex and careful, Patient P|an~
ning in order for their faction to suc-
ceed. Thcse are the strategists.

Thc DisciPIe of Stcel is mainlﬂ
composecl of young, warriors with a
buming desire for action and little in-
terest in P|annir\g‘ These are Figl’xters
that value heroism, cunning and com-
bat skills rather than mi|itar5 organisa-
tion and strategic p|arming.

So far, the (Codex Brutalis
(whichwas a great achievement of
the Disciplc of Law) has managed to
slow the growth of the Disciple of
Steel, but more and more members of
the faction become tired of the strict
organisation, the obedience and the

lack of any large scale action. ltis be-

ieved that the Disciplc of Steel has
begun to infiltrate the ranks of the
Hunters and itll turn out to be a maJ'or
Problcm for the Flaith and the War-

lords in the near future.

Stereotypes

Angelicus/lmccrnus ~ Sorcerous
fools who Plag with powers and enti-
ties tl’xeg can not understand or con-
trol. T heir doings will c{estr09 them
and anyone stupfd enougl’x to deal with
them.

Faerian - Strange fellows dealing with
even weirder beings. T hey have power
and knowledgc, but it's not theirs
T!’reg’re notlﬁing without their faerie
friends and must not be

given more value than theg deserve.
Gnosis — | et them believe that knowl-
e&ge is power. The Prutalis know
better. Tl’)e onlg know|cc{gc that
brings power and l’wope to the faction’s

cause is the knowlcclge of stccl, of tac-
tics and of imProvecl weapons. If the
(inosis can Provicle them with such
klwowlcdgc, the Brutalis are onlﬂ
ha Ppy to receive.

Natura|is - Some may see the Natu-
ralis as harmless hermits, but the Bru-
talis know better than that. Theg pos-
sess the same power with the 50r~
cerors and are twice as treacherous
because of their pagan beliefs. This
belief is mainly held bg the ma)’oritﬂ of
the Prutalis that had embraced Chris-
tianity. More ancient Prutalis that had
not known Jesus or brutalis that had
rcjcctcd the new faith tend to see the
Naturalis faction more sgmpathetica”g
}Jutalwags froma distance.

Shadon's — |dealistic Prutalis mem-
bers believe the to be distorted ver-
sions of themselves, individuals that
are not capable of Fo”owing the Path

of a true warrior and embrace the easy
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Path to success. T!‘)cg have no honor
and one should not have deals with
them. More exPerienced and Practical
Brutalis understand their usefulness
and while theg still dislike them willhave
dealings with the Assassins. Such
dealings are alwags conducted  se-
cretlg and kePt away from the rest of
the faction. |[deals are a strong thing
and young Bmtalis must feel that
nothing cndangcrs them.

Societus - Theg have a Peacemcu| but
effective way to resolve the conflict
and win the war. [However, everyone
should alwags be reaclg to grab the
arms and march to war if all other
means fail - and theg have failed in
many cases. The Brutalis faction re-
spects the Societus and is alwags will-
ing to support and assist them should
thcg need EC|P or require it.

Sorccror - The mages value their
witchcraft among all things and that

alone makes them untrustworthy.
Theg hold supcrnatura! power in their
hands and so are sometimes useful al-
lies but one should alwags watch his
back when dealfng with such treacher-
ous individuals. Theg seem to always
be involved in a P!an or another that
doesn’t benefit anyone but them-
selves.

Vigoris - Tl‘leg deal with life, while the
Brutah's deal with death. But life and
death are terms close!y tied together
and the two factions have more in com-
mon than theg have differences. |n-
deed, the Prutalis often go to the
\/igoris to heal and tend their
wounded. ]n retum, theg Provic{e con-~
siderable protection to members of the

\/igoris should theg need it.

Ffaerian
Thc faeries were the first sentient be-

ings of fleshto walk on carth. The

Faerian faction were the first Awak-
ened to befriend them and run with
them under the moon or visit their
faerie realms. [Taeries master magics
and have knowledge humans cannot
Possiblﬁ ComPrchencl but the Faerian
strive to assimilate such knowlec{ge.
Rclationsl’xips with humans were never
goocl, but Awakcnecl aren’t cxactlg
humans. [Faeries regarcl them as a kind
of sPirits and remember their own sPiﬁ~
tualorigins‘

[aerian Awakened are usuany
wizards or at least command some
Paranormal power. Mang of them have
some faerie blood running in their
veins, making their acceptance }33 the
faeries easier. T]"IC faction has a very
loose organisation, consisting of small

of Awakened with self-
aPPointed leaders. Troupes almost

trou pes

a|wa35 reside in the country, near en-~

chanted Placcs with high faerie con-

centration. (Communication between
troupes isn’t usua"y a Problem, even
tl‘uough tlﬁeg may reside in relativelg
isolated areas, because thcg use their
faerie alies to transfer messages for
tlwcm, and faeres alwags seem to have
some way of knowing what happens to
their brethren at the other side of the
carth.

T!’xe most imPortant Awal(ened
in the entire faction are the Ambassa~
dors. Ambassadors stay with their
troupes in a facrie realm and act as a
communication bﬁdge between the
faction and its faerie allies. Ambassa-
dors are aPPointcd }39 the Clircle, a
meeting of the leaders of all trouPes.
The Circlc is held once per two years
in Engla nd, but may be urgentb called
upon an emergency, and is considered
the supreme au’thoritg in the faction.
Smaller, local circles may be called to

decide on less imPorta nt matters.
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The Faerian faction possesses
ittle in wealth or mortal influence.
Their real strengtl‘n ies elsewhere.
Theg have considerable magical might,
augmented }33 the sorcerous artifacts
Provided }39 their facrie friends and
the enchanted P|aces theg control.
T heir allies may Provic{c them with sup-
Port, or more commonly with shelter
from clanger, even whisking them away
to their faerie realms. Theg also act as
sPies for them. The Faerian know of
evergthing which transPires in the for-
ests or mountainous regions of
E_urope. Althoug}ﬁ most of the other
factions consider them to be weak-
|ings, the [Faerian hold diverse power
thegjust haven’t shown yet.

This is not to say that the fac-
tion doesn’t have its weaknesses. Per-
ha ps the greatest is its entanglement in
faerie Po|i’cics‘ The “good” Faerian
faction obviouslg supports the Seelie

Court, while the “evil’ sides with the
Unseelie Court. There is a neutral
faction, small in numbers, which deals
with faeries of similar mentality, ike the
Tuatha, but they can become targets
for both sides. The obligation to
choose allies and {:iglﬁt with them
against their enemies often distracts
the Awakened from their real task,
Figlﬁting in a war thatisn’t theirs.

Faerian Awakened are per-
haps the strangest of all When deal-
ing with facries with little or none mor-
tal ComPanionshiP, someone begins to
think and act like them. [Taerian seem
whimsical, eccentric or Plain odd to
other Awakened whojudge them with
their standards.

Stereotypes
Angclicus/ln{:emus— (Creatures like

ange|s and demons are outside the

natural order and shouldn’t be trusted
with anything, instead being banished
back to whatever world theg came
from. Feople who call such entities
shouldn’t be trusted either.

brutalis— ]gnorant fools who try to
make for their lack of real inte”igence
with |arge blades and Pikes.

(Gnosis— Knowleclge is goocl, but onlg
if combined with some sense. | hese
scholars don’t care for angthing else
but the advance of civilisation, a civili-
sation which c{estrogs forests, Po”utes
rivers and desecrates natural Places,
making human contact with their faerie
brothers even more difficult.

Naturalis— These magicians have no
relationship whatsoever with their
Sorceror counterparts. Theg seem
more accustomed to the Faerian way
of thinking and the two factions often
cooperate. The Faerian are wi“ing to

help the Naturalis defend themselves

from the Sorceror, but don’t want to
get caught in the war between these
factions or invoke the anger of the
Sorceror.

Shadoris— Brooding schemers and
stealthg assassins are beyond what
the [Faerian can understand. | he
Shadoris deal with the mortal world
onlg and this makes encounters with
them very sparse. Sti”, these shadg
Awakened make [Faerian nervous.
Societus— The Faerian must seem
complete|9 alien to the Societus, who
immerse themselves cleep into the mor-
tal world. T hat's all right; Faerians
can’t understand the Societus either.
Sorceror— T}weg believe in cold logic
and this has served them well so far.
f”]owever, cold logic isn’t all that exists
in magicanc{ the facries are a living tes-
timong. Theg should do well and re-
member the power of nature next time

they decide to “Purge” the heathen
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pagans.

Vigoris—— T heir mission is a noble one
but their idealism make them an easy
target for other factions not sharing
the same beliefs, or mortal enemies.

Thcg should be offered help to con-
tinue their I’]OI\KJ work.

Gnogis
The Gnosis faction has formed or\ly

recentlg and still hasn’t assumed a
comPlcte, organisecl form. |t remains a
base organisation of scientists and
academics, bent on the purpose of
contro”ing knowle&ge and using it to
further their own ends. As is the case
with many factions, there are three
wings, a ”good”, an “evil and a
“neutral’ one, comPlctclﬂ indcpcndent
The “good” and “evil” ones are still
faithful to the I:_ternal Fowers, but the
“neutral’ wing has been formed by
l’leretics, Awaken ed that do not Ionger

seck the task for which theg have been
created.

The Gnosis lack the firm struc-
ture of other factions. Thcre are no
levels of hierarc}y here; every member
has his own rePutation and commands
respect according to his knowledge
and cleeds.Thc faction works as a bet
sPanning the great universities, col-
leges and libraries of E_uroPe. K nowhk
cc]gc and information can be ex-
changec’ through this net, sPeedfng up
research and tccl‘mological break-
throughs. The faction then decides
how exact|3 it is going to use that
knowlcdgc, in order to promote its
aims. | his is done in meetings that
most Pcoplc consider scientific con-
ventions. | heir imPortance however is
fa r, far greater.

Thcre are a lot of clueless

Awakened who think that the (Gnosis

isjust a bunch of harmless, Powcr!ess

academics. Thcg are clueless of
course. | he (Gnosis believe that
“knowledg@ is Power” and tl’ueg are
right. Avrchitecture is used to build
more effective fortifications and sew-
age systems for the great cities. Me-
chanics are used for clesigning briclges
and destructive siege engines. Medi-
cine tries to minimise the effects of
P|agues on the Populatfon‘ Fossessing
such knowlcdge makes someone pow-
erful. Knowing how to use it, make him
twice more PowerFuI. Thisis the kcg to

the (Gnosis’ success.

Stereotypes
Angclicus/lnfcmus—]nﬁ'nite Possi]:)i!i~
ties lic in this world uncxp|ored and
theg PreFer to deal with other, strange
realms. Most unpractical to say the
least.

Brutalis—Theg shouldn’t be underes-
timated nor should thcg be attributed

with more value than tl‘xeg deserve. A]C~
ter a", theg use the weapons the Gno—
sis build.

Faerian—] he [Taerians seem to have
a very bad oPinion of the (Grosis.
That’s too bad since the Ginosis
would love to take a look at the civilisa-
tion of the faeries, their knowlcclge and
technologg. GC on|3 there could be a
way to change the re|ation5}'1ips be-
tween the two factions to the better...
Naturalis—Thefj’re stuck in another
age, one of barbarism and supcrsti-
tions. ] his age has long Passecl bg but
theg haven’t realised it yet. This
makes them the (Gnosis’ Potcntial ene-

mies.

Shacloris—They’rc not very different
from the Prutalis. Both do the same
thing; thegjust do it in different ways,
but the result is all the same.

Societus— | he Socictus controla lot

OF resources ar\c[ CSPCCiaIIg FUI’\CJS.
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Funds are of greatinterest to Ginosis,
who need them to continue their re-
searches, so relationsl’rips between the
two factions are pretty tight.
Sorceror— | he mages pursue arcane
i(nowlcclgc at all costs. The Gnosis
understand Pursuit for knowlec{ge very
wc”} whether it's mundane or arcane.
Often, when the (Grosis uncover ar-
cane texts, theg hand them over to the
SOFCCFOI’S, and the mages do the same
with any remarkable scientific discov-
ery tl'lcy make.

Vigoris——The healers possess great
i(nowieclge in a very speciaiisec{ field:
medicine. Although thcg mix their pure
i(nowledge with suPematuraI Practices,
the (Gnosis can benefit from an ex-
change of knowiedge, as can the
‘\/igoris‘

Paturalis
Therc are ma ng a mong ti"le Awa i(eneci

who claim that the Naturalis do not
deserve to be called a “faction”.
Surelg such a chaotic, undisciplined
organisation is far from bcing a faction.

The truth is the Naturalis fac-
tion commands much resPcct, not onlﬂ
because of the influence it has, but
also because it is based on a very an-~
cient tradition, the heathen or pagan
way of life. Thefactionis strong when
pagans in gcnerai are PowchuI and the
current era of Europe is certainlij
gooci for pagans. Wi’ci‘i the slow and
grac{uai decline of the Church, more
People turn to the old ways and the
pagan rcligion. I~ ven the heathen ma-
gicians begin to extend their power
and act against the Persccutiori of the
r“lermetic Orcieri A” these mean that
the Naturalis faction grows stronger
with the passage of time and will soon
bea major Plager in the granc‘ game of
the

Awakened.

UHFortunatelg, this doesn’t
mean the faction does not have a few
serious flaws of its own. T he most se-
rious is that it resembles in structure
the Druidic Ordcr, Je ccrtairilg does
not have the organisation other fac-
tions possess (such as the more tgPical
Brutalis or Sorceror). |ts members
often act in co“ic!ing ways. A granc{
P|an rareiy exists; most of the time
Naturalis members act accorciing to
current Piannirig that may prove effec-
tive, however it is short—sighted and
does not involve Iong~term ob_jectives
and benefits, losing the }Dig Picturc.

The faction is not based on a
strict and rigid code of rules, but
rather on a flexible, shiicting code of
ethics. T his moral code is derived from
the Old Rcligion and the Druidic Or-
der. ]t teaches respec’c to the natural

world, the SPirits of the land and the

Primal instincts and tl’noughts of human
ijeings, along with the cultivation and
lea rning of one” inner life force. Who-
ever embraces these beliefs canjoiri
the faction. T hose that disagree or do
not follow these guideiincs are ex-
Pected to leave. As there are no fixed
laws for bei‘naving within the faction
there is also a lack of ajudgment sYs-
tem. Higi%ranl(ing members of the fac-
tion may take decisions on matters of
justice, but there are no official
‘judges” or “law enforcers”. Ti‘ie up-
holcling of the faction’s traditions is
based on the gooc{ will of the members
and their decision to take whatever
action tl’ieg deem aPProPriate towards
lawbreakers. ]t’s a Prett9 anarchist
system that causes mu|tiP|e Proi)lems.
As one migi’it expect from such
an unorgariisecl faction, there are few

“ranks” in the lﬁierarclﬁg of the faction.
The hierarchy is based on knowlcdge,
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wisdom, cxPericncc and power rather
than titles. Most of the members are
called |nitiates. A wise, PowerFul and
cxPcricnccd member may be called a
witche (“wise one”). T he clite of the
order, individuals that command every-
one’s respect and lead the Faction, are
the Hieropl’xants (there is no fixed
number of thcm). These titles are not
won but tlﬁeg reflect one’s Position in
the order. Someone may call himself a
witche but that is not imPortant‘ The
imPortant tl‘xing is what the other mem-
bers call him. | they believe he is wor-
tl’rg of the title “witche” then theg will
ccrtainly treat him as one. |f thcy don’t
feelheis wortl’13 of such a title theg’”
not pay him any attention and will treat
l’limjust as any other |nitiate.

Mang of the faction’s members
belong to the Druidic Order. The
connection of the faction with that

mortal religious order is no secret

among the Awakcnecl‘ As a|wags, the
mortals are not aware of the presence
of such transcendent beings among
them. Only very highranking druids
know about the Awakened. This pro-
vides the faction with Powcr‘Ful allies.
Not on 19 can they ma niPulate the mor-
tal pagans to their cncls, but tl’rcH can
also count on the assistance and sup-
port of heathen magicians.

The Naturalis is one of the
factions that rePreser\t every one of
the three “Pat!‘xs”. Tl‘ncrc is a “good”,
an “evil’ and a neutral wing, There is
much conflict between the “gooc{” and
the “evil’ factions who often Fight for
the control of certain druidic circles.
Tl"lé neutral faction is s|ig]1t|3 more
clisorganised and static than the other
two, interested onlg in the Prescrvation
of nature and the ascension of Fagam

ism to its righ’mcul Position all over

Cora hen.

Stereotypes

Angclicus/lnfcmus —~ An offshoot of
the Sorccror faction, the Naturalis
believe these hermetic mages to be
even more dangerous than their Sor~
ceror countcrparts. Thc entities thcg
contact are not onlg PowerFuI but also
comPlctelg alien to this world and its
order. They are dangerous for carth,
but theg will not present a threat if the
ones who summon them from their dis-
tant residendies cease to exist.
Brutalis —~ The warriors are a re-
sPected and Powencuhcactfoxm Though
’c}ﬂcg are not a threat to the Naturalis,
thcy distrust its members and this has
Preventecl interesting co~operation5.
The onlg Positivc thing in the whole
matter is that theg equa”g distrust the
Sorccrors, so that theg can’t use the
Brutalis as a weapon against the
Naturalis.

Faerian — T he Naturalis understand

the Facrian better than any other fac-
tion. ["or them, the faeries are beings
that have achieved a closer connection
to nature than any human so as to be
considered part of her. The [Faerian
are wise indeed for a”ging themselves
with such beings and the Naturalis feel
close to themfor that reason.

Ginosis — | his faction represents the
human civilisation best of all and man’s
arrogance that he can achieve any-
thing he wants based on his own power
onlﬂ, control all and subdue even na-
ture. Although the (Grosis possess
knowledg@ and thatis lﬁigHg resPectecl
}39 the Naturalis, thcg do not possess
the wisdom to use this knowlec’ge,
something that can prove clangerous‘
Maybe they can be shown the error of
their ways and the simPIc truth that
man isn’t master of the natural world
butjust an imPortant part of it. (Jntil
thcn, the Natura|is will make sure the
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Gnosis won’t cause any great harm
with their unchecked knowledge.
Shadoris - No one know much about
this shac{owy faction and the Naturalis
are not an exception. Some factions
use the Shadoris (or are used }39
them?) as a weapon against their op-
ponents, but the Naturalis distrust the
assassins too much to have even a cas-
ual contact

with them.

Societus - T he Naturalis have mixed
Feclings about this faction. Tl’xcg do
understand their power and their intel
|igence and are aware that the Socie-
tus kccp a safe distance from the sor-
cerers, something which makes them
Potential alies in covert actions
against the hermetic magicians. O the
other l’nancl, the Societus Fu”g repre-
sent the cxpanc{ing world of the hu-
mans and have Promo’cec{ in many cases

the destruction of the natural world

and the raping of its resources. | he
Naturalis keep a close eye on the So-
cietus, unraveling their Plans when tl’leg
bﬁng harm without them rcalising it if
Possib!e.

Sorccror —~ This faction is based on
the hermetic order and as such, it is
one of the Naturalis’ natural enemies.
T he hermetic mages want the death of
the heathen magicians, so that tlﬁeg
can reign supreme in the realms of sor-
cery }J\Ij uti|fsfng strict laws, denging the
raw power

offered }33 carth. T he Naturalis can
not allow that. Theg will defend the
heathen tradition and attack the blas-
Phemous hermetic mages in any way
tlﬁcg can.

Vigoris - The \/igoris Per{:orm an im-
Portant work of nature: l’ncaling‘ Tl’xe
Naturalis have no Particular relation-
ship with the \/igoris, consic{eﬂ'ng them
to be naive do-gooders that will not

ParticiPatc in any ma)'or conflict, ex-

cePt to healthe wounded.

Shadorig

The Shadoris are the faction that
PerhaPs underlines best the invisible
asPect of the Awal(cncc{’s war. Fcr~
Petuang hidden in shadows, theg only
part with them to strike at their target,
quickly returning to the saFetg of their
embrace.

Originating from the assassin
guilds formed &uring the decline of the
Roman E_mpfrc, a time of l’icavg Politi~
cal intrigue and machinations which
had a use for a skilled assassin, the
Shadoris base their success on two
things: information and covert strikes.
Most Awal(cnccl consider the 5}’|a~
doris are nothing more than skilled as-
sassins, effective without doubt but
ittle more than that. The Shadoris
PreFer it that way. After all, if others

knew that thcg control most of the
criminal organisations and spy net-
works across Europcj as well as im-
portant contacts in almost every major
guflcl and the Church, it migl’lt attract
unwanted attention to them. Iﬂ{:orma~
tion is crucial to the Shadoris, not
on15 because it can be used to maniPu—
late current events, but also because
it’s imPor’cant in staging the covert
strikes Shadoris sPccialisc in.

The Shadoris are well aware
that it's better and easier to strike ata
general ora king than to face an entire
army or kingc{om. E_verg member of the
faction is chosen for his skills in assas-
sinating a given target. (Combat prow-
ess isn’t the first concern, althoug]ﬁ a
Shadon's is exPectec{ to be Proxcicient
with the bow and crossbow} short
sword and dagger. A Shadoris needs
to have many talents to succeed in his

mission: thieving ski"s, the lore of clrugs
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and Poisons, mastery of disguisc and
the precious abilit3 to quicklg evaluate
a situation.

Because of their need for se-
crecy, the Shadoris operate in cells.
Fachcellis a group of 4-6 Shadoris
with a sPechCic base of oPerations. Jt's
mostlg comPrisec{ of Hunters, initiates
in the art of assassination. | he leader
of acellisa Fredator, a master assas-~
sin who guidcs and teaches the [Hunt-
ers. Onl!j the Frec{ator knows the con-
nection of the cell to the rest of the
faction and he a]wags appears as a
shadg {:fgure even to his own [Junters,
to avoid comPromising his sa)ccty in the
event of a Hunter’s capture or be-
’crayal.

As is the case with most fac-
tions, the Shadors exist on “good”
and “evil’ versions. | here is also a ru-
mor of a “neutral’ Shadoris faction,

Fo”owing its own agcnc{a, but these are

just sPecuL'ations. The Shadoris are
among the factions that are least liked
]:)3 the others. Most Awalcenecl dis-
trust SEac{on's, never knowing who
theg migl'}t strike at next. [ ven “good”
factions tend to believe that Shadoris
tread on the eclge to the other side
with their stcalthg and treacherous
tactics.

Al these said however, every
faction has a use for the Shadoris‘
Wheﬂ an imPortant enemy has to be
removed quicklﬁ and silentb, the Sha-
doris are your men for the work.
Tlﬁcse assignments don’t come cheap
however. T he Shadon’s always cha rge
a Iwe]ctg Price for their serices and
tlwcy Frequcntlg ask for more thanjust

mon eg.

Stereotypes
Angchcus/ln{:crnus—The Sorceror

faction insists that these mages have

no resemblance to tl’xcm, but the Sha—
doris can’t ?igure out the difference. A
mage is a mage afterall.

Brutalis—T he Brutalis are rcspcc’ccd
for their combat skills and prowess.
Theg are also rcsPectcd for their hier-
archical, efficient organisation and
their dfsciplinc‘ T}"C}j are not re-
spccteé for their so-called “warrior
code of honor”, a code theg brag
about a lot but seem to Forget when
they encounter the first difficulties.
Facrian—Harm|css fools lost in Fairg
tales and hanging out with a C{\ljiﬂg
race? Not nearlg‘ Tl’lC Slﬁadoris re~
spect the faeries, who can become
more stea|t}13 and unscen than a mas-
ter Sl'mdoris can ever l"IOPC to bc, and
50 theg respect their allies, the [Fae-
rian.

Gnosis— | his faction also strives for

knowledge and information, but of a

different kind than the Shadoris. Sti”,

information is power, and the Gnosis
are PowerFu| in their way.
Naturalis—Druids, pagans and hea-
thens live in the country, away from the
major urban centers. Magbe theg’”
find the thruth or power thcg seek
there, but tlﬁeg have notl'\ing to do with
the Shadoris, neither the Shadors
with them.

Societus— | hese schemers have ex-
cellent contacts and a lot of imquence,
mal(fng them an imPortant source of
information. Theg are PreoccuPicc{
with gaining or contro”ing importaﬂt
Positions in the so-called “high soci-
cty”, undcrcstimating the value of more
mundane acquaintances in the under-
world or the lower classes. A master
thief or a scribe can sometimes Provicle
more information than the mayor of a
city.

Sorceror— | he mages are inte”igent

anc] capablc O]C complicatecl schemcs
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and |ong~tcrm Plans. Often, their Plans
require more than sorcery and that’s
where the Shadoris come into the Pic~
ture. Thcg are always careful not to
anger the sorcerers but theg rare|3
trust them.

Vigoris——A seeminglg opposite fac-
tion, since the \/igoris deal with liFe,
while the Shadoris with death. [ow-
ever, the Shadoris envy the \/igoris
for their unclcrstanding of death and
the means to bﬁngit about.

Societus
Ohne of the major Awakened factions,

the Societus is also the closest to
mortals and the Fretending. With a
basis a|ong the lines of “domination of
the mortal world is the kcy to power
and success”, the Societus Awak-
ened are found involved in every as-
pect of mortal society and Politics,

from trading guilds to noble courts to

the ranks of the C}‘nurc}‘n. Fowcr, influ-

ence and wealth are their aims and
their tools.

Booth “good” and ‘el Awak-
ened have their Socictus factions.
“(Good” Societus are csPcciang in-
volved with the Church and the legal
sgstem, many of them holc’ing the ranks
of Bishops andjudges. “F il Socie-
tus seem to be more interested in
wealth and finances, contro”ing trading
and artisan guflds, as well as vast acres
of land. T here is also a “neutral” or-
ganisation of Awakened Politicians
which was founded bg some idealists
with the purpose of protecting the
mortal world from the aggressfveness
of the “good” and “evil Awakened,
but after a while degeneratec‘ into a
group of grecc{g powermongers.

[ ach of the three factions has
a Iargelg identicalhiera rclﬁg. New mem-

bcrs, called Novices, are Placec{ under

a more cxpcricnccc{ and successful
member called a FPatron. A Patron will
Provic]e a Novice with a P|ace in mortal
society according to his sPcciahsation
and some support. A Fatron who is a
bislﬁop could Place a Novice in the
clergy, while a Patron guildmas’cer
would give a Novice an imPortant Posi~
tion in the guild. From there on, the
Novice is expected to prosper on his
own and increase his power and influ-
ence under the guiclance of his Patron.
A\ successful Novice becomes a Fa-
tron and is expcctcd to take care of
new Novices. | his is the way the fac-
tion cxPands its influence over the
mortal world.

Abovc the Fatrons stand the
Overseers, experienced Politicians
and finanders who guic{c and coordi-
nate the efforts of the numerous Fa~
trons and their Novices. A Fatron

deals onlg with his area of sPecialtg

and usua”g within local boundaries.
An Overseer on the other hand is re-
sponsible for a whole part of E_uroPc
and sces the greater picture behind
the Fatrons’ work. I:ina"g, the Over~
scers are controlled and coordinated
}33 a coundil of seven Fuppeteers.
These Awakened have terrible influ-
ence and Political power, Plaging with
mortals as if tlﬁeg were Puppets. Most
of the time, thcy tend to agree on a
general course of action, altl'lough all
of them seck to subt13 dominate the
council and make their sPecialtg field
more meortant than the others. E_verg
Fuppctecr has a different sPecialty:
one might deal with Church Politfcs,
another with the courts of [ urope,
another with trac{ing guilds and banks

etc.

Stereotypes
Angcli cus/|nfernus—T a king the
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short route to success, aren’t we? Tl‘lc
Societus frown on PeoPle whodon’t
work hard and r613 on others for their
success.

Brutalis—The Brutalis know war and
theg’rc good at it. Put there are so
much more one can gain from negotia-
tion and covert tactics. After a”, war
requircs money and trained armies and
the Societus have access to both.
Gnosis——Thc (Gnosis are useful allies
and theg’re not very different from the
Societus, tra ding in knowlcc{gc.
Faerian— | he Societus suspect that
mortal Politics Pale before the in-
trigues of a faerie court. Thcg would
like to discover that, both out of inter-
est to accumulate more power and for
the cha”enge it Presents. Tl’]at’s wh}j
tl‘weg try to kccp close relatfonships
with the [Faerian faction, however diffi-
cult this may seem.

Naturalis—A bunch of nature bogs

shunning civilisation? [Hal T rees on13
have power as timber for builclings and
water as the power source for tread-
mills.

Shadoris—T he Societus are  well
aware that Political machination some-
times call for drastic measures. | he
Sl‘nadon’s are the Pchcct Awal(cncc{
to carry out such actions, so the two
factions enjog a mutuaﬂg beneficial
relationship.

Sorccror-—The mages have the power
to turn someone into their slave or kill
him from a distance. |t's a Pitﬂ theg
dor’t know how to use this power to
their gain. [f the Societus Posscsscd
such abilities, notlwing could stop them.
Vigoris—The \/igoris are altruists, the
Societus aren’t. This ought to show
that the two factions have no connec-

tion between them.

Sorceror
Along with the Prutalis faction, this
organisation is among the first of its
kind to be created. ]t was formed }39
some of the first to Awake that pos-
sessed the secrets of sorcery, but
grew quicklﬂ to encompass most of the
Awal(ened that had any control over
magic. Today) itis one of the most in-
fluential and secretive factions.

The faction has three “wings”.
One is alignecl with “goocl”, one with
and the third is
Whereas the objcctives of the first

“evil” “neutral”.
two wings are clear more or less
(regarc”ess of the Pcrsonal motives of
their members), what the third wing is
trying to achieve is somewhat }’1813.
This Particu|ar wing encompasses
both those that try to maintain a bal-
ance and those that seck to Promote
their causes without aligning them-

selves with any of the conﬂicting wings.

This clissimilan’tg causes a lot of con-
fusion in the neutral wing and inhibits
their abihtg to take serious action
when needed.

Al wings of the faction are re-
nowned for their strict organisation
and their firm system of aclvancing in
their ranks, somctl‘n’ng that fits their
scholarlg members. | he supreme
power in the faction is held bg a coun-
cil of 9 Magi, that are }35 tradition the
most skilled and respected of the mem-
bers. |n reali’cﬂ, thereis a great deal of
Political maneuvering among the Magi
and maintaining this Positior\ is a mat-
ter of both wit and influence.

Below the Magi are the men-
tors, rcsPectcd magicians with sPccial
Pn’vileges that Provic{e support to cach
Magus and Plag an important role in
the faction Politics. The last Iagcr of
the faction are the Acobtes, simple
members that have yet to prove their
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skill and powers. Thougl—x the Aco—
Iytes are the |argest Part of the fac-

tion, theg don’t P|89 any imPortarxt po-
litical role, bcing maniPulatcc{ }33
the Mentors.

A special caste in the Sorceror
faction are the Warlocks, those that
enforce the laws of the faction and the
orders of the council of the Magi. The
Warlocl(s come from the mentor class
and are awarded sPeciaI Privilcges and
abilities to use them in carrying out
their tasks. T]‘weg can’t however act
without a direct order from the council
and that greatlg limits their power.
[ ach Warlock norma”g has some onal
Acolgtes with him, serving as dePuties.

Tlﬁc laws and structure of the
Sorcerorfaction are based upon
the writings and tcachings of one of
the first tru|3 great magjcians, [Hermes
Trismegistus‘ [Hermes may have been

a sPiﬁt orjust an enlightenec{ mortal

and his origins have been lost in time,
but his beliefs and ideas about sorcery
have been maintained and have led to
the creation of the [Hermetic Code,
the base of all laws of the faction.

T here was a time when a lot of
magicians followed another Path, that
of the heathen magic. [Heathen magic
was closclg related to nature and was
based upon the drawing of raw power
from nature. ]t was the closest thing to
the chaotic and wild faerie g!amours
and ccrtainly not the scientific, fine art
[Jermes had described. During that
time, strife and inner conflict threat-
ened to tear the faction aPar’c. At Iast,
the [Heathen magicians departec{ from
the faction to form their own group
which became the Naturalis faction. [t
is widelg believed that not all [Heathen
magicians have departed and some

ma }wave remainec{ undercover to s
J PY

in favor of theirfaction. The Wa rlocks

Frequcnt]g conduct investigations try-
ing to find such individuals and their
orders are to exterminate them upon

c{iscovcry.

Stereotypes

Angclicus/lnfcmus ~ The good wing
of the Sorceror faction views members
of the Angelicus faction as misguic!ec{
Practitioners of sorcery. T!’xeg are not
considered equal to “true” sorcerers
because theg base their powers on
other bcings instead of their self.
Members of the ]mCemus faction are
considered clangcrous enemies }33 evil
Sorcerors. After the schism between
the two factions such individuals are
exterminated at all costs when thcg’rc
discovered.

Brutalis - Thcg take a brute violent
and ungracextul aPProach to their task
and in a world like this one tl’xeg will

eventua”y fail, as violence is not they

onlﬂ and harc”g the best solution.
Theg make useful allies, backing you
up with their suPerior armed forces,
and dreadful enemies for the same rea-
sons. One should alwags be careful
when dealing with them.

Faerian - Tl’]ey command much power,
thoug)‘: this power is based on the
faeries and does not come from them-
selves, making it somewhat }Degond
their absolute control. chcrthclcss,
the facries are a PowerFul a"g, pos-
sessing both raw power and hidden
knowledge. |t is too bad that the [Fae-
rians feel closer to the Naturalis than
to the Sorccrors.

Ginosis ~ | he (Gnosis faction and the
Sorcerors are very mush alike. Jt can
be said that the Sorceror faction
represents a more spccialiscc{ side of
the Gnosis. While the (Gnosis value all
knowledge, Sorcerors seck onlg ar-

cane knowlcdge‘ This mutual search
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for knowlcdgc makes the two factions
cooperate in many occasions and cer-
tainlg cach holds the other in high es~
teem.

Naturalis — T he heathen magicians
are not to be trusted and no member
of the Sorceror faction has casual
connections with them. Tl’)eg believe in
Primitivc ideals about the human being
and employ a degenerate, undisci-
P|incc| form of magic. |f they are left
unchecked tl’]e\lj might sPreac] these
beliefs causing a devolution of our so-
ciety and harming the c{evelopment of
the wondrous ghct of sorcery men pos-
sess. | he Sorceror faction believes
that these dangerous fools must be
dealt with before thcg become much of
a threat. T here have been quite a few
incidents of violence and aggression
between the two factions.

Sl‘lacloﬁs - Tl‘le Assassins are feared

bg the SOrceror faction because no

one usuauy knows t}‘ncy’rc there until
it's too late. On the other hand, theg
are sometimes emp|ogec{ }33 the 50r~
cerors, bcing very gooc{ at exterminat-
ing troublesome individuals. T his slig}wt
connection between the two factions
serves only toincrease the carca 5or~
ceror must show when clealing with
them. A]thr a”, many factions (among
them the hateful Naturahs) are known
to have connections with the Sha~
doris.

Societus — T}’ICH are very much alike
in mind with the Sorceror faction, be-
lieving in attaining power through po-
fitical manipulation and machinations. [t
is on|g unfortunate that they seem to
distrust the Sorceror faction, Pcrlﬁaps
believing that all occultists are a po-
tential threat and not to be trusted.
Though this is none of the Sorcerors’
Fau|t, theg do whatever tlﬁey can to
}:m'ng the two factions closer togctlﬂcr.

Vigoris - The \/igoris faction is Plain
indifferent for the Sorcerors. Thcy
are considered harmless samaritans
and as such deserve little to none at-
tention. | he goocl and neutral wing of
the Sorceror faction believe that such
Awakened have their uses but are to
be Paicl minimal attention. [ vil Sor-
cerors on19 pay attention to the HeaL
ers when ’clﬁey’re an obstacle for their

P|a ns, something that rarelg happcns.

Yigoris

The Vigoris is a small faction of fringe
sorcerers and Awakened with hea!ing
gifts operating throughout [~ urope.
Origina”g, theg were members of the
“gooc{” Sorceror )Cactiorx, but soon
became disaPPointcc] with the fac-
tion’s secrecy and scheming. These
gentlc souls wanted to use their pow-
ers to help those in need, so they de-

cided to scparatc themselves from the

Sorcerors and become a faction of
their own. This gives them a unique
status: they’re the onlg faction without
an “evil cou nterpart.

The \/igoris operate through a
network of hospitals) clinics and herbal
slﬂops spread across Europe. Theg
mix their mgstical talents with real
world medicine in fear of Persccution
from the Clﬁurclﬁ. Theg believe that
}39 hciping the People, lwcaling them of
their misery and discase, tl’ley’” win
their support for the upcoming Final
Battle. The other “good” factions
consider them more or less naive do-
goodcrs, but thcy’re always eager to
ask them to tend to their wounded af-
ter a confrontation with the forces of
evil. The \/igoris haven’t ever rejectecl
such a call for help, sometl’ring which
has put them on gooc{ standing with
the other factions. |n fact, the Prutalis

are sworn to Protcct the relativcly de-
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fenseless \/igoris against any outside
threat which ha mpers their work.

The faction has a strict hierar-
chg, bcginning with the low|3 Sur-
geons, Proceeding to the Fatl'}ologists,
who form the main bulk of the faction,
and ending with the [Jealers, which is
the higl’lest rank a member can attain.
The greatest honor for a \/igoris is to
be accepteé into the Hippocratic
(Condlave, the inner circle of the fac-
tion comPosed entirel\lj of resPected
healers. This organ of aut]‘won’ty in the
faction coordinates its movements and
resources and is clected very three
years by votingamong the Hcalcrs.

T he aim of the faction is to heal
the sick, but this doesn’t include all
men. | he \/igoris deng heahng to
“sinners”, cssentia”g those who don’t
follow what is considered “good” bg
the faction, and of course to the min-

ions of “evil”. This has been an ac-

cepted practice since the forming of
the faction, but has been threatened
as of Iatelg bg a group of \/fgoﬁs who
believe that the healer's c{uty extends
to all People, Pfous or sinners, “good”
or “evil. These are young, idealistic
Awakened for the most Part, who call
themselves the Asclcpians. Tl’uc As~
clePians have been rePcatccug warned
}33 the (Conclave to cease their heretic
practices but have chosen to ignore
the warnings. Some of the healers
have bcgun to talk about the Possibil«
ity to call in the Brutalis and “purge”
the heretics before tl’;eg become too
clangcrous, but most are reluctant to
take any direct, violent measures. An
outbreak of violence inside a faction
dedicated to healing and tranquilitg
could shake the \/igoris’ foundations
and destrog their work.

With their pra ctices and beliefs,
the Asclepians have been cstrangec[

from the rest of the faction. Theg
seem to have little interest about the
Final Battle, seeking instead to elimi-
nate disease and death for the benefit
of all. Giiven time, tl’leg might form an
offshoot of the \/igoris, one more neu-

tralinits concePt.

Stereotypes

Angclicus—Thcse magicians are very
different from those of the Sorceror
faction. Theg call magm’ﬁcent beings
into our world that can heal and inspire
Peop!e with hope. The \/igoris believe
thcg can learn a lot from these sorcer-
ers.

Brutalis— ] he Brutalis f:ight the bat-
tles, the \/igoris tend to their wounded.
Althougl’l most \/igoris are aPPaHed
by the Prutalis’ way of life, none can
c{eng their power or the Proxcits theg
reap from this association. Tl’ucg can
call to them for hclp and thcg’u alwags

answer as if the \/igoris were brothers
to them.

Faerian—] he faeries had PerFectec{
the arts of hcaling long before humans
even touched the subject. Wl’lO knows
to what heights they have pushed their
art all these years? With the help of
the [Faerians, the \/igoris may find out
and exchange kn owlcdge with the faer-
ies. | he \/igoris are looking forward
to this association.

Gnosis——The (Gnosis are a strange
lot. They build siege engines and new
crossbows, machines of death, but on
the other hand tl’;eg delve dcep in
modern Pathology and anatomy. Not
all of their knowledge is of worth to the
\/igoris, but theg’ve done a lot towards

era&icating disease.

Shaclon's— Mang Awakened kill, but
the Shadoris do it without honor. T o
the \/igoris, this makes no difference.
Killing is killing, whether it’s done face
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to face or with a crossbow bolt from a
hundred meters away. Still, the
\/igoris can’t help Feeling nervous
around Shac{on's and ccrtainlg dorm't
trust them at all.

Societus— | he Socictus are even
more manipulating than the Sorcerors.
Theg have a Frienc”g face but who
knows what theg’re thinking behind it.
Theg could use their influence and
resources to help the Pcopkﬁ, but tfﬁeg
Pr@cer to sPenc{ them on themselves or
their “PowerFul” friends. Tl‘ncg think
they’” helP them win the [Final Dattle
but that isn't PossiHe without the love
and suPPort of the Peoplc.
Sorccror—Greeclg manipulators of
others, the Vigoris did well to part with
them. T he DPrutalis are killing ma-~
cl’xincs, but at least tl’xeg’re honest
about that.
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very Piaycr needs to con-

struct a character of his

own to Participate in the

game. Ciiaractcr crea-
tion is done under the guiciance of the
(GM and is one of the most important
and enjogai)ie parts of the game. The
character is the vessel through which
the Piager will influence the evolution
and outcome of the game.

As you may have guesscci,
Piayers take the role of Awakene&,
the ciwampions of the “gooci” and “evil
Fowers who were put to sieep in the
far past to i:igi'it in future ages. These
future ages have come at last and the
cha mPions awake to i:igiwt for their

masters—or for themselves.

Concept
T he first ti’]iﬂg you should do is think

over your character for a while. (Good

characters that are fun to Piag usua”g

aren’t created in blind. Pefore asicirig
major decisions about your character
that will stick with him for the rest of
the game, you ought to have some
ti’iings about him deared up in your
mind. An casy and helpful way of do-
ing thatis to answer some simpie ques-

tions about your character.

What's your character’s style?

|s he a fierce warrior? A brilliant scien-
tist? Magbe a social chameleon or po-
itical schemer? Does he trust his

Pi‘l\ljsical or mental caPabiiities more?

What did he do before the T ran-
scendence?
Every Awakened had a life before the

T ranscendence and his past may have
great influence on his present actions
and on the way he views the world. | ife
in the ancient era was more or less dif-

ferent and magije your character still

has a ciigicuitg in uncicrstanciing the

new WO]"ICI .

Why was he chosen?
Cha mPions for the [Final Pattle were-

n’t Pici«:ci ranciomiy. Whg was your
chosen to Transcenci?

Maybe he Possesscci a skill the Fow—

character

ers find useful (eg he’s a sorcerer or a
mili’carg tactician). Magbc he was a
sgmboi of his era (a great Politician or
a Propiﬂet). Feriﬁaps he succeeded in
cioing something great which assisted
the Pians of the Fowers. Or magbe it
was his absolute and devout iogai’cg for
which he was sclected among other
candidates. I:iria”g, itmay be that your
character can’t icigurc cxactig wi'iy he
was selected. He may have a Potentiai
unknown to him but recognisabic 133
the Fowers.

Character Ccreation

Do you still remain the same man?

Are you still Faithful to your originai
cause? Or are you a heretic? Some
Awakened changed in mind during the
Sieep and abandoned the ideals ti‘uey
held true until then. |f you’re one of
tiwem, which Pati’l do you tread now?
[Have you switched sicies,joining the
enemy? Do you walk on the idealistic
road of balance, bcing neither “gooci”
nor “eviP? Or are you now on your
own, determined to make a name and a

future for gourscli'?

How do you plan to participate in
the Final Battle?

WI” you ciircctiy assault your oppo-
nents? Keb On your sorcerous pow-
ers? Or amass mortal i’noidings and re-
sources, gaining power and influence
tiwrougi‘n them? Ti’ie answer to this
question cicPcncis on the styic you

want your character to have and wil
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Basic steps

(Character creation follows the

basic steps outlined in the Nova

core book, but also adds some new

ones. | o summarise, the basic

stcps are:

i
2.

Attributes (i 7 dice)

Ski"s (2o dice)

Sccondary characteristics:
Stamina, (Constitution,
Defense, Magick and [Fan-
tasia

(Choose faction
Manifestations (5 or 6
Points)
Socialities &, 6 or 8
Points)

Qpalities (6 Points)

Gifts, drawbacks and uni-

versal Points

Fersonalitg traits

heavib influence his choice of a fac-

tion.

What's your Pretending?

E_verg Awakenec{ Pretends to be a
normal mortal. A}thr a”, everyone
needs tocam a !iving, even if he’s Fighb
ing the [Tinal Pattle. Most of the time,
your role in mortal society will reflect
your characters attitude. A warrior
Awakened would be a mercenary or a
constable, while one who meddles with
mortal society would be a banker or
courtier. [Jowever, there are excep-

tions to this rule.

Generate attributes
Attribute generation follows the sYs~

tem known from Nova: the Plagcr as-
signs attribute dice to the ten attrib-
utes, then rolls to determine their rat-
ing.

[Fach Playcr gets 17 attribute

dice.

Determine skills

fjkl" generation also follows the mix of
luck and strategy Presentecl in Nova.
The Plager assigns skill dice then rolls
them for the final skill rating.

[Fach Plager gets 20 skill dice

for his character.

Secondary characteristics
Stamina, (onstitution and Defense
are the basic secondary characteris-
tics Prescntcc{ in the Nova core book.
Magick is the scconclary char-
acteristic governing the magica| power
of the character and is detailed in the
Magil( sourcebook. |n T ranscen-
dence, onlg characters who have the
Magical l<now|edge or Magical talent
ghcts (also found in the Magik source-
book) have their full Magick rating ac-
tive. A” other characters get the

chance to activate some of their rating
bﬂ ro”ing two Awakening checks
(detailed in the Magfk sourcebook)
Fven if thcy succeed in these checks
however, theg have no formal training
of magic and don’t gain any rating in
realms of magic.

Fantasia is a new sccondarg
characteristic, describing the streng’th
of the character’s connection to the
dream world and the power of his
imagination. [Tantasia is extremel\lj im-
portant for manipulating and interact-
ing with the dream world and is further
detailed in the section for that world.
Starting characters get a number of
[Fantasia Points equa| to their ]nsigl’lt
diccj althouglﬁ some other factors—
especia”g the Fantastick manifesta-

tion—can affect its rating.

Chooge faction and allegiance

|t's now time to show your anegiancc
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Factions

Angclicus ngod onlg) and |nfer-
nus (evil onlg): Cadres of magi-
cians who seck to succeed by con-
tacting spfﬁts, demons and angels
and using their potent powers.
Brutalis: made by warriors and
veterans seel(ing to enforce their
ideals through battles and wars.
Theg’re considered barbaric onlg
bg Fools, for theg have a high level
of organisation and Planning.

Faerian: | hose who believe that

faeries, as the eldest of beings, will

Plag a ma_jor role in the [Final Pat-

tle.

(nosis: a faction made of scholars
who believe that knowlcdge is
power.

Natur‘alis: Protectors of the natu-

ral world who draw their power and

Are you a clﬂampion of the “gooc{”
Fowers, of the “cvil’ ones, or are you
neutral?

Along with this imPortar\t deci-
sion, gou’” also have to choose a fac-
tion or remain an inclepenclcnt A\wak~
ened. Some factions exist onlg for
spcchcic a”egianccs‘ Faction are de-
scribed in detail in “T he Awakcning”
clﬁapter and it’s advised that you read
carelcuug the sPcchcics of a faction
you're interested in before making a
final choice. T he sidebar on the next
table summarises each faction’s main

beliefs and attitude.

Manifestations

Manifestations are a sPecial type of
magic wielded onlg }33 Awakened and
other creatures of the dream world.
lecy are based on the summoning of
the energy inherent to the dream world
and are one of the t!’xings that P!acc

the Awakerxecl above mortals. A”

Awakened have access to some mani-
festations, although starting charac-
ters possess only mediocre power in
this field. Manifestations are Fu"g dis-
cussed in the Magic chaptcr but are
bn’emqg Presented here for conven-
ience.

Charisma: [T nhances the natural aura
of the Awa!(ened.

Disciphnc: Provides a shielding from
mental attacks.

E_nslave: A”ows the Awakenecl to
command others to do his bidding.
Fantasticl(: ]ncrcases the character’s
Fantasia.

]:orthcg: Poosts endurance and
shields the character from c{amagc.
l:ortunc: Aﬂows the character to re-
roll dice.

Kinesis: imbues the Awakened with
telekinetic powers.

Longcvitg: Ncgatcs aging and the de-

terioration of the bodg‘

Perceive: Detects illusions and invisi-
ble beings and ob)ects.

Fl'lysiquc: ]n creases Phgsical strcngth.
Rcvigoratc: [Heals injuries.

Satiate: Removes the need for suste-
nance.

Second sig":t: Fnables the Awak-
ened to gaze into the dream world and
the cthereal Plane‘

Swiftness: Boosts quickncss and re-
flexes.

Wrath: Da mages ob_jects or creatures
bﬂ the use of natural elements.

Vcil: Enables the Awakenecl to pass
unseen.

Manifestations are measured on a
scale of 1 to 6. E_ach faction sPcciaL
ises in certain manifestations and pre-
fers these over others.

Angclicus and |nfemus: Discipline,
Second siglﬁt, Wrath

Brutalis: I:orthcg, thsiquc, Satiate
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magic form their connection to na-
ture.

5l'|adori5: This faction holds that
strikes from the shadows are the
on|3 way to success.

Societus: Politicians who believe
that victory will come through the

domination of mortal society and

Po|ftics.
Sorceror: This is the faction of

sorcerers who seek to Promote

their arcane arts and Prevail
through them.

Vigoris (goocl onlg): A faction
which believes that it will triumPh
by aicling those who are in need
and by improving living conditions.

Faerian: Cl’xa risma, [Tortune, Perceive
Ginosis: DisciPIine, Longevitg, Per-
ceive

Naturalis: Longevitg, Revigorate,

Second sigl’ut

Shadoris: thsique, Swiftness, Veil
Societus: Charisma, [ nslave, | on-
gevity

Sorccrorz Kinesis, Second sight,
Wrath

Vigoris: [Fortune, Revigorate, Satiate
A starting character who bclongs ina
faction gets 6 points to spencl on
manifestations. | hese Points need to
be distributed among his faction’s pre-
ferred manifestations or [Tantastick,
althoug!‘x the character doesn’t need
to have a rating in every PrcFerred
manifestation.

]ndcpcnclcnt Awal«:ncd get 5
Points, but theg can sPenc] them on
any manifestation thcg like.

No Plager may Put more than p)

Points in any manifestation.

Sorialities
As an Awai(encc{ is Part of mortal so-

cietg, he soon finds use for mundane
qualities and Possessions, ike wealth,
a"ies, Po|ftical influence or_just a P|ace
to stay. All these are included in the
traits called Socialities, which measure
different aspects of social life and
possessions.

[ ach Sociahtg is measured on
a scale from zero to six. A rating of
zero means that a character is ex-
’cremclg poor or has no mortal a”ics,
c{ePending on his Socialit\lj. A rating
of six usua”g is the maximum level of
power a Player can attain in a Social-
ity, a!’chougl’l cxtraorc’inarg characters
may become even more Powcmcul after
hard work.

Socialities are determined dur-
ing character creation but theg don't
remain static duﬁng Plag‘ Tl’ICH may
rise and fall as a consequence of some
events in the campaign. A character

that earns the Dukc’s favour may find

Generating Socialities

Duﬁng character creation, each
P|agcr gets 6 Points to Purchasc
Socialities. [However, no charac-
ter may become the game with a
Socialit}j greater than 4. T here's
a|wags room for improvement.
(Characters be|onging to

the Socictus faction value mortal

POSSCSSiOﬂS greatiy and SPCHC]

much of their time dealing with mor-
tal society, so theg get 8 Sociah’tg
Poiﬂts instead of 6. on the other
l’lancl, Faerian and Naturalis char-
acters usually disregard mundane
items and social life, so tlﬁeg begin

ith 4 Sociah’tg Points.

his |nfluence Socialitg increased by
one Point or may be grantcd some land
(increasing " states bg one Point). On

the other hand, a merchant losing one
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of his Prccious sl’n’Ps, migl'lt lose one or
two points of Wealth. Socialities are

dgna mic ratings, prone to change.

Acquaintances

These are People in the same line of
business or with the same interests as
the character. Acquaintances can be
allies or Provide support and informa-
tion, but don't exPect them to work for
free. T he rating in this Socialitg does-
n't denote a singlc acquaintancc. As-
sume that a character has one ac-
quaintancc of the Highcst levcl, then
begin to double the number of ac-
quaintanccs as the ratingclrops‘ o, a
character with » Points of Acquaint~
ances has one acquaintance of level 3,
two of level 2 and four of level 1. Tl"IC
exact People rePresentfng these ac-
quaintanccs are best to be determined
c{uring character creation, although

this can be &e!agcc‘ until after the cam-

Paign starts if it suits the (GM.
QOO0O0O

one of notice

You don'tknow any-

| Jolololele; Apcrson with minor
aut}woritg

1 Jelelele) A minorbureaucrat, a
constable, a vassal knight

000000 A major bureaucrat,a
sheriff, a milita ry officer

000000 Aguﬂdmaster, anim-

Portant noblc, a gcneral

000000 A rulingnoble,an impor-
tant arc}‘nbishop

YYY YY) T he kingof a nation, the
Fope

Authority

Authoritg takes a lot of forms in the
medieval society of E_uroPc. A rating
in this Socialitg might denote a tax
co”cctor, a Juclge, a constable or a
l’wigl’%ranking member of the clergg. A

Plager should choose his sPeciaIisation

c{uring character creation.
QOOOVU No sPeciaI authority

[ Jeolojolele; Aguard,apﬁest

0000000 A\ constable, a tax col-
|ector, a minor bureaucrat

000000 A scrgeant,a Pan’sh a
minorjudge

000000 A sheriff, a bis!’xoP,a

major bureaucrat
000000 An ambassador, an
archbishop, a captain of a major city's
guard, a l—ligl—rjudge

000000 Akecpcr of an entire

nation's treasury, a gen eral

Estates

| and is an imPortant Possession in
E_urope. ]t doesn't necessa rilg denote
wealth (there are poor nobles who
can't afford farmers to take care of
their land and eventually lose it due to
taxes), but it's an important sgmbol of
power and nobilitg.

Q00000

Peasant, 3OU }wave no 1ancl OF 3OUF own

| ike the average

[ Jololelele) Asmallfield, but at
leastit's yours

000000 A moderate field
000000 Alrgefield capable of
?eec{ing many families

000000 | ots of acres divided in
many fields

000000 You are lord of a small
fief

000000 A!arge fiefis yoursto
exp]oit

Haven

Your haven is your home, a Place you
can retreat to for resting or hcaling or
set up a base of oPerations. A haven
may range from a meagre cottage to a
PowerFu! castle. The Iarger it is, the
more money it rcquircs for its mainte-
nance. Someone with a Iarge castle

but without any cash may soon find his
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}‘IBVCI’! SIOWIH crumb]ing.

olololele]e) [Homeless
000000 A meagre cottage
000000 A\ nice and comfortable
l’lOUSe

000000  Amanor

000000 Afortified tower
000000 Asmallkeep
e00000 A moderate castle with

extensive fortifications

Influence

This Sociahtg measures the clegree
to which the character influences local
Politics or imPortant members of the
communitg‘ lt's a Pre—requisitc for any-

one interested in Politics.

QOO0 Noboc]3 pays realat-
tention to you

[ Jeolojeolele; Amembero?aguilc] or
similargroup

000000 An advisortoa minor
noble

000000 An influentialmember
of the local court

000000 Aguﬂc!master
000000 E_vcrgone seeks your

advice on matters of Politics

000000 /\; :dvisortothe king

Knowledge

Knowlcc{gc means of course books,
scro”s, Parchments or any other writ-
ten media. | his Socialit3 Provic{es the
character with a wealth of stored
know!edg@ about a broad range of
su})jects, which is casily accessible and
may be used to find imPortant informa-
tion. |n this dark era, most People are
iliterate and libraries are precious
tlﬁings, open to few. Tl’ley tend to be
better in a subject than the rest, al-
though most of them contain books of
gcncral interest. T}‘nc character needs
to choose a speciahsation for his li-

}.)rarg (science, medicine, occult, his-

torg, economy ctc) I:or all other sub-
jec’cs, the Iibrary functions as if it had

one Point less.

QOOO0O0 You aren't cxactlga
bookworm

 Jolelelele’ A few books of dubi-
ous qualitg and content

0000000 A small collection of
little sPccialiscc{ interest

000000 A moderate librarg with
one or two rare books

000000 Ala rge |ibrar3 contain-

inga few very rare tomes
000000 Agiant collection with
some unique man uscﬁPts and ancient
tomes

000000 A\ collection Pa!fngtl’lose

of some universities

Militia
This spcciahtg represents a militarg
force under the command of the char-

acter. This force may be a gang of

armed thugs, if the character is a crime
lord, warrior Pr{ests, in the case of a
bis!’;op, or even a standard mi|itar3 unit
of the kingc]om. charc”css of its ori-
gin and type, a militarg force requires
money to cquip and maintain. A char-
acter with few resources may find diffi-
cult or imPossible to maintain such a
force, which may disband in any time if
the men aren't su)cxcicientlg Pai&.

Q00000

NO man FO”OWS yOU

butgoursehc

[ Jololo]e]e] Aband oFﬁ-iOPoorIH
equipped tl'lugs or peasants
000000 A dozen grunts with
fittle experience

000000 Asquad of standard
Iig]wt in?antrg Plus some trained archers
000000 Twentg Fuﬂg armored
l(nfghts along with {:ortg grunts and
archers

000000 One hundred men-at-

arms (imcantrg, cavalry and archers)
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000000 A battalion of Fu”g
trained heavg imcantrﬁ, along with

l’lCan cavalr3 8ﬂd arclﬁers SUPPOFt

Nobility
Jn the feudal socfetg established in
most of Europe’s nations, nobles are
the higl’xest social class. Often, nobil-
ity has little to do with noble blood,
although a noble title is lﬂereditary.
Kings common|3 reward their most
logal or successful subjccts with a title.

Q00000

sub—u rban cla 55

OF the Peasant or

[ Jolojolele] A minor title remem-
bered }33 afew People

000000  Aminorknight
000000 Avassalmcanimpon
tant noble

000000 A bachelor kn ight
000000 Abaron

eo0000 Aduke

Wealth
Wealth is measured in golcl and silver.
A|though there are also other tgpcs
of wealth, like Iand, these are covered
}35 other Socialitics‘ This Socialitﬂ
may be heavilg influenced 133 the I x-
ceptiona! Wealth ghct and similar draw-
backs. (GMs may add or decrease
Points as theg see fit.

QOO0QOO  Astreet beggar

| Jolololele] Strugglingtosurvive
000000

or cragtsma n

Tl’xe average Peasant

000000 [ nough for Ivingwith
some comfort

000000 A\ rich landowner or
merchant

000000 Ameijor localeconomical
power

(XY YY) Among the wealthy elite
of the land

Qualities
Qualities are very similar to Sociali-
ties, but aPP!\'ﬂ to the true nature of the
Awal(cncc{ and not to the Fretcncling.
They are used to describe things and
terms imPorta nt to the Awal(enecl asa
supcmaturalbcing.

| ike Socialities, Qpalfties are
rated from zero to six and often rise
and fall &uring Play, altlﬁough some of

them are static and can not c!’xange‘

Alliances

Alliances refers to Awakened allies.
Allies are important in the life of any
Awakened, Providing information and
support in difficult times. Tl’xeg expect
the same things from you too, how-
ever.

QO0O0O0O0O VYoureon your own
000000 VYou can re|5 on the
l’]elp of one Awakened allg
000000 VYour a"g is an influen-

tial Awakened
000000 You have some allies
with good standing in their factions
000000 Your alies number sew-
eral Awakened in different factions
000000 You can depend on the
support of an entire sub~grouP of a
faction
eo0000 /\;

entire faction can

help 3OU

Age

/\ge describes how Ior\g ago the char-
acter awakened. |t's the time the char-
acter has been active before the game
begins‘ AM’)ough it hasn’t a terrble
impact on what a character will do in
the game, older Awakened command
more respect from their kindred and
are more wise and leamt in the ways of
both Awakencd and mortals.
Q00000 A young Awakened:

3OU awokejust a 3earago
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000000 Youve been active for
five years
000000 VYou
ten years ago
000000 You

968 rs ago

000000 An clder you've been

have awakenec!

awoke twentg

active for more than tl‘wirtg years
000000 VYou have awakened Fi{:tg
years ago

000000 (e of the oldest Awak-
ened around: you've been active for

more than 75 years

Companion

A companion is something more than
an acquaintance or an aHy: he's a
friend readg to risk your ife for you,
who will alwags stand bg you. Mang
Awakened have comPanions that
aren’t Awakenec] themselves. These
companions may be angthingfrom mor-

tals to faeries to sPirits, know about

QOOO0O

000000

000000 Judge

000000 Flaith Magus

Ano-

Frcdator Amba ssador

Healer

the Awakenecl’s true nature and want
to helP him achieve his goa|5 out of
genuine interest. The rating of this
anhtg measures the comPanion’s

relative power.

QOO0 No companion

| Jolojolele] Amunclanc
000000 A mortal with some
training in the magical arts, a magical

animal

Hicrop]ﬂant Bislﬂop

000000 A sorcerer or a minor
facrie

000000 A minor spirit, a mgtlﬁical
beast

e00000O /A major faeric or magi-
cian

000000 ApowerFuHacric or sor-
cerer, a greater sPirit, a |cgenclar3

beast

Loyalty
Logaltg measures somcthing which

seems simPle butisin fact very comPli~
cated: the logaltg of an Awal(cncd to
the cause for which he was Ascended
centuries ago. A lot of time has
Passed since the ] ranscendence and
some chamPions have lost some of
their 103a1t3 to their original ideas, or

even all of it switching sides or going
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Generating Qualities
A bcginning character receives 6

points to spenc{ on anhties.
(/]nlike Socialitics, an Awakcncd
can start the game with the maxi-
mum rating (6) in a Qpalitg. [He

may also sPcncl universal Points to

gain Qpalftg pointson a I:1 basis.
Manipulating the Fawn Quality
can also gain a character more
Qpalitg points. | ook at that
Qpalitg’s description for more de-

tails.

“neutral’. T hose that have retained
their Iogaltg are aPP|aucled as [Taithful,
the others being branded as Heretics.

This Q;Jalitg is treated a little
different from the others. A Plagcr can
select his starting rating from O to »
without having to pay any anhtg
points. [ xtra loyalty however costs

anhtg points. Being a bastion of
faith demands sacrifices.

QOOO0O A Heretic
000000 (Ore step away from
heresy

000000 Doubt Plaguesgou
000000 Most of the dags you
believe you're right in your alle-
giances...

000000 [oubtislocked outside
9ourmind

000000 A vafng examPIe of faith
and devotion to the cause

000000 [[ there was a Prize for
Most Loga| Awakenecl of the Year,

you would earn it

Pawn
Most of the time characters will bcgin

the game Possessing their original
}Jodg, the one tl‘weg had when thcg ex~
Periencecl the Transcendence and

was conserved tl’lroughout their

Sleeping. This isnt a|wa95 the case,
however. Magbe the characters }Jodg
didn’t make it tl’urough the Sleepingz
the crypt might have co”apsccl or their
bod3 bumt. Or, the character mfght
have awakened with his original body,
but managec{ to get it killed before the
game starts, mal(ing him seek to pos-
sess another boclg.

An Awakened with Pawn 6 be-
gins the game with his original bocly.
An3 other rating in Pawn indicates
that the origina| bocl5 is now lost and
the Awakened inhabits a Possessed
boclg, Ieaving him open to the danger
of chcction and the taint of Reso-
nance. A rating of 5 indicates that the
Awakened has used his Fosscssion
abilitg only once, out of necessity.
Ang rating below 5 means that the
Awakened has expcn'ences a few s|iP~
ups and Rejection and magbe engaged
in a little Rejumping, and so starts

with a Positive Resonance rating,

This anlity is unique because
every starting character automaticaﬂg
gets 6 points in it. |n other words, eve-
ryone has the chance to begin the
game with his original body. A player
can take Points from Pawn to put in
other Q/uahtie& A|though this may
seem bencwciciarg, it leaves a greedy
Plager weak against Resonance.
QOOQOOQ Fathological re-
jumPer. [Five Resonance Points
[ JololoJele; Frequent rejumPer‘
You have four Resonance Points
000000 VYouve engaged in re-
Jumping sometimes. Bcgin with three
resonance points
0000000 chection is no stranger
to you. You begin with two Resonance
Points
000000 Youve suffered a Re-
jection and begin with one Resonance

Point
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000000 \our original bocig has
been ciestroged and you were forced
to possess a new one. You havent
been marked i)g Rcsonaricc 9ct

e00000 \ possess your origj-
ria”:odg

Rank

Althougi‘i useless to ]ndepcncicnt
Awal«ineci, this Qpaiit}j is very imPor~
tant for those beionging to a faction. Jt
describes their Placc and position in a
faction’s iwierarci’ig, at least for fac-
tions that have some kind of l'iierarcii&
Beginning characters haven’t had the
chance to prove themselves to their
faction, so ti'ieg arcjuciged 133 the time
theg’ve been active, with older Awak-
ened snatching the best positions.
Thus, a beginnir\g character can’t have

more Points in Rank than in the Agc
anlity.

Reputation

Evergbodg has a reputation among
his fellow Awakened, well except
magbe from those with zero ratings in
this Qpaiit& The Reputation Qpai«
ity measures a characters standing in
the world of the Awai(eneci. Tl’lﬁ
Playcr sclects his character's reputa-
tion: magbe he’s known for his sense of
justice, his ferocity or just his eccentric
Personaiitg. The rating of the Q}Jalitg
measures the extension of his reputa-
tion.

QOO00QO Whats
again?

| Jolojolele] Onb a few of the local
Awakened have heard of you
000000 VYou are well known in
your city

000000 All of the Awakened in
the same area know your name
000000 VYou
Awakened in a large region

gour name

are a iamous

000000 Vou are known nation-
wide amongthe Awakened
000000 [ .cry Awakened in
[u rope has heard O]CHOU

®ifts, dratwbacks and uniber -

gal pointg
The idea behind giicts and drawbacks

was Presented in detailin the Charac-
ter Options sourcebook for Nova.
Ti’ie rules Presenteci there remain un-
changeci, a|ong with the list of basic
Gifts and Drawbacks. T his section
contains new (Gifts and Drawbacks
Plagers can take for their Awakened
characters. Some aPProPriate Gifts
and Drawbacks can also be found in
the Magik sourcebook.

Gifts

Dae Ki'lan l(now|ccigc (2 Points);
Youve been taught the Fighting stgie
of Dae Khan. Youre allowed to de-

vc|oP a skill }Jg using your starting skill
generation dice or universal Points.

Faerie blood (4 Points): You carry
within you the blood of a facric ances-
tor. Other facries can sense this and
are Positive|9 Pre—cietermineci against
you. With some diicicicu|t5, you're able
to learn gla mours up to level two. UI’!—-
icortunatelg, cold iron has the same ad-
verse effects on you as on faeries.

Heroic (7 Points): I cicsperatc times
when i'iope is absent, you become a
figure who fights to the death against
all Possibilities. Your |nfluence rises bg
two dice (at +1 cumulative) as you be-
come a leader and inspire bravcrg to
your Peoplc Most young men and
peasants will follow you instead of
other authorities. |n battle, all of your
men Figi’it with a =1 bonus to any at-
tack roll. As for you, you fail to die
until three extra Stamina and (Consti-

tution Points have been lost; you just
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Gaining universal points
Furcl‘rase a drawback: variable
Sacrifice an attribute die: 6 points
Sacrifice a skill die: 2 points
Sacrifice a manifestation Point: 6
points
Sacriﬁcc a sociality Point: one
Pomt
Sacrifice a qua|it3 Point: one
Point

Spending universal points
Fu rchase a gi{:t: variable
Gain an attribute die: 6 points
Gain a skilldie: 2 Points
Gain a manifestation Point: 6

Points

(Gaina socia|it3 Point: one Point

ain a qua|it9 Point: one Point

keep Fighting despite your woun ds.
Kaido knowlcdgc (4 Points): This ghct

rcquires your character to have a rat-
ing of at least 2 in the Dae Khan
Fighting stgle. You have been taugl’rt
one of the first, simPlc kaidos (ang one
with a Competence of one), the mysti-
calteclwniqucs of Dae K]ﬁan‘

Raised by faeries (3 Points)z You were
abandoned bg your Parents but found
}39 faeries who took pity on you and
raised you. Your foster Parents have
taught you a lot, so you gain one Point
in [Faerie lore. You also understand
some basic Pﬂ'ncipk:s of faerie magjc
and have one Point in one glamour of
your choice. Since you’re hot a true
faerie, increasing this glamour is almost
imPossfHe‘

Kiastarhac (“WarP—Frcnzg”, 3 Points):
You are a berserker who induces fear
to his oPPoncnts. A}thr you shed
blood in combat and if you’re Pitted
against three or more oPPonents, you

can enter the Riastarhae. 59 makinga

successful Determination check, you
gain an additional Conc{itioningdie (at
+1 cumulative) and you ignore half of
any wound modifiers. Thcsc benefits
are followed bg the usual disadvan-
tages of bcrserking: can’t use missile
weapons, must ?ight till all of your ene-~
mies drop dead. LaPsing out of a ber-
scrking Frenzy before the battle is over
requires a successful Determination

check at +2.

Drawbacks

At swords with a faction (3 Points):
Your relationship with a faction is very
bad due to some incident. You can
exPec’c its members to harass and op-
pose you as often as Possiblc.

Bloocl feud (2 Points): Youve been
involved in a blood feud with another
{:ami|3 for some years now. You can
cxPec‘c surPrisc attacks bg your ene-

mies that will do angtl’wing to see you

dead.
Cripplccl imagination (5 Points): The
power of your imagination is severclg
limited. Your

stranded to one Point and can’t be

Fantasia rating is

increascd through ang means.

Faerie signs (2 Points); You have
faerie blood, al’c!’wough it’s too minor to
substantia”g affect you. |t has slightlg
altered your anatomy however, giving
you Pointec{ ears, cat eyes etc. Other
People can see this and usually con-
siclergou a freak or changeling.
Heretic (3 Points): Due to your ex-
Presscd beliefs, you are considered a
heretic bg the Church. |f the ]nquisi~
tion ever gets to you, you would be in
serious trouble.

Hunted by a faction (6 Points):
You’vc been targeted bg a whole fac-
tion for extermination. [Taction are pa-

tient opponents with great resources,
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50 you can bein dangcr atany time.
Hunted by Awakened (3 to 6 Points):
You've angered a group of Awakened
and now thcg seck to clcstrog you.
Their relative streng’ch is reflected in
the drawback points.

Revenge of the witch (1 to 7 Points):
You have Par’cicipate in a witch bum-
ing, but umcortunatclg this witch was a
real one and has managed to somehow
come back from the dead. Giifted with
new powers 133 her unlife, she seeks to
extract her revenge upon every partici-
pant — including you. The cost of the
drawback ciepenc{s on the power of
the witch.

Sight of a dark world (i Point): What
you see around you is on|3 a world of
evil. There is so little goocl. You have
little hoPe and you easi13 misunder-

stood other Pcople for evil persons.

Universal points

(niversal Points were Presented in the
Charactcr Options sourcebook for
Nova. Theg enable you to tweak your
character. A Plager gains universal
Points cither }39 Purchasing drawbacks
(uP to 10 Points) or }33 sacriﬁcfng
some of the benefits of character crea-
tion (sacriFicing means not using them),
be it attribute dice, skill dice, manifes-
tation Points etc. | hisis also limited to
io Points, eg 10 Points tl’xrouglﬁ sacri-
Ficing attribute dice, another 10 Points
tl’lrough skill dice ete.

(niversal Points may be spent
for ghcts (UP to 10 Points) or to gain
some other character creation bene-
fits. Thus itis Possiblc for a Plagcr to
trade attribute dice for skill dice or
manifestation Points) forexa mple‘

The

character creation also app|9 to the

maximum limitations in

benefits gaincd through universal

Points‘ Thus, a starting character
can’t have more than three dice in any
attribute or three Points in any mani-
festation. |t is Possif:>|c however for an
Awakened belongfng to a faction to
Purclﬂasc Points for manifestations
that don’t belong among their faction’s

PFCFCFFCCI ones.

Personality traits
Fcrsonality traits are selected bg the
P|ager as described in the Nova core

book.

Shills
The basic set of skills Prescntec{ in the

Nova core book needs a little refine-
ment before it can be used in | ran-
scendence. Some of the skills arent
aPProPriate for this game, esPccfa”g
tcchr\olog3~oricntcd ones, while new
skills must be Presentecl to invoke the

atmosplﬁcre OF a mcdicval world.

Newv skills

As alwags, !(nowledges are marked
witha “+ sign.

Agriculturc (INT)+: This is the skill
used b}j Farmers, Peasants and other
Pcoplc ha rvesting the gooc{s Provided
}33 mother earth. ]t gfves comP|ete
knowledg@ of the usual tools and meth-
ods a farmer uses, as well as enabling

the character to determine the {:ertflitg
of the land.

Alchcmy (IN5)+ Alchemg is the mys-~
tical science c{ealing with the interac-
tion between substances and materi-
als, espccia”g transmutations of one
material to another (this skill is not to
be confused with the sorcery rea Im of
the same name, although thcy deal with
the same thing). Mang Peop[e confuse
alchemg with magick and PCI‘]"IBPS al
clﬂemy has some kind of magick in it.
A]chcmical manuscﬁpts are a|wags

crgptic and can casily be mistaken for
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I nappropriate skills
T hese skills don’t exist in the
Transcenc‘ ence ga me:
Flging vehicles
Forensics

Giround vehicles
Gu nnery

Heavg wea POHS

Lon garms
Fsg cl—liatry
Servo motors

Sidearms
Sgstem oPcratfons

arcane texts. Also, alchcmg dcpcnds
not on|g on skill and knowleége, but
also on the alchemist’s Psgchc and in-
The
achieved by alchcmg are said to de-

ner wisdom. transmutations

Pencl on the Puritg of the alchemist’s
thougl’lt and mind. T o use the skill, a

character needs to have a Propcr[tj

equiPPed laboratorg with custom-
made instruments. [Je can easily per-
form simp|e chemical reactions, but can
also try to Proc{uce more difficult ef-
fects, like creating Pgrotecl'mics or
gunpowclcr‘

Angclic/imccrna| lore (INT)+ This
skill represents knowlcc{ge of bcings
b630ﬂd the mortal worlc{, ike demons
or ange|s. Tl’re character has studied
about such creatures from arcane
texts and knows details about their
strengths or weaknesses, their social
structures, the way thcg can be sum-
moned on earth etc.

Animal lore (INT)+: The character
knows a lot about animals, from their
habits and needs to the best ways of
trainingthem.

Arti"cry (FRE_)+ A character with
this knowlcdge is a skilled artillerist,
ProFicient in the use of siege engines

ike cataPuIts or ballistae. Arti”crists

are much soug}‘nt bg armies for their
services.

Astrologg (lN5)+ Astrologg is the
science that studies the objccts of
cosmic imPortance, ike the sun, the
moon and the stars. Knowlcdgc of as-
tro|ogg can be very useful in naviga-
tion. As is the case with alchcmg, as-
tro|ogy is also often connected with
the arcane arts due to the Iarge num-
ber of false astrologcrs claiming to be
able to divine the future with the l’lC!P
of the stars. | rue scientists of course
have nothing to with Predictions and
their orxlg interest lies in the stars and
their movements.

Cartographg (INT')+ This skill en-
ables the character to draw charts of
any territorg, Providec{ he has the
proper instruments and time to stuclg
the location.

Craft, sPcciFic (NT or LIT)+: This

group of skills rePresents the wide va-

riety of crafts known to man. Meta|s~
mithing, masonry, carpentry, leather-
wor!(ing, glassworking, gemworking,
goldsmithing are only cxamplcs of the
crafts many PeoP|e emP|og to earn
their living. T he governing attribute is
Intellect, if the craftis most15 based on
knowledgc and careful Planning, or
| itheness ifit depenc{s on manual dex-
terity.

Culturc lore (]NT)+ Frovidcs infor-
mation about a sPechCic culture. ]t cov-
ers any cultural aspect, includir\g relig~
ion, arts, customs, laws, Personality
traits etc.

Faerie lore (INT)+: A character with
this skill knows evergthing there is to
know about the different kinds of facr-

ies, their realms, society, the Seelie

and (nseclie Court etc.
Forgcry (INT)+: This skill is used to

{:orge official documents and papers.

The clilCFicu|t9 of the skill check, which
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usually is an extended one, is deter-
mined bg the quality of instruments
used by the character and the kind of
document he wishes to manufacture.
Gaiomantic lore NT)+: T his arcane
skill can be used to determine the posi-
tion and direction of a Iey ine. Such a
feat usua"ﬂ requires a couP|c of clags
worth of mathematical and geomctrical
calculations.

Hcrbahsm (INT)+ [Herbalism is the
!(nowlec}ge of herbs and theiruses. [tis
an essential skill for any doctor, whom
needs to l"CI\lj on the curative
Properties of herbs in absence of
synthctic drugs.

Historg (INS)+: Frovides lcnowledge
of important historical events, as well
as the abilitg to search deeper and un-
cover the causes for these events.
Hunt (FKD The character knows
how to hunt or fish. With the proper
equipment and Patience, he can gathcr

food with the use of this skill APart
from active Pursuit of the prey, the

character also knows how to set tra ps.
Mgtl-)ologg (IN_D+ Mythologg is the
knowledg@ of mgths and !egencls
across [_urope. [t is said that there is
truth hidden in mgths. [ this is so, the
character is able to discover that hid-
den truth.

Protocol (INT): [Every civilized do-
main has its own administrative system,
often very complicated. A character
with this skill knows his way through
the burcaucratical maze of Paperwork.
He can usua”g get ajo]:) done faster
and easier.

Research INT)+: T hefewlibrariesin
(Corahen are dustg Places containing
vast amounts of tomes and manu-
scripts without any kind of sorting,
This skill is useful to anyone inter-
ested in navigating this chaos of data

toreach spechcic information.

5ai|ing (INT)+ Knowlcc{gc of sl'xips,
esPecia”}j largc ones, and the way to
man them.

Thcologtj (INT)+ Knowlcclge of the
various re|fgions (even ancient, extinct
ones) and of the structure of rcligious
organizations.

Track (IN_D+ A\ character with this
skill can attempt not onlg to follow
someone’s tracks with reasonable suc-
cess, butalso to gathcr useful informa-
tion from them (number of creatures,

wcig}‘nt etc).
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agick is the essential
component of the en-
chanted  world Iging
behind the mundane
one. ]t’s the stuff of !egenc{s and lies
c[ecp in the folk lore and traditions of
all the human cultures of the world.
Fven if “modern” PeoPIe dismiss
magick as suPcrstition and the Church
condemns it as a tool of the Devil,
most Peopkﬁ who remember the old
ways aclmow|ec{ge it for what it tru13 is.
Magick is versatile and appears
in many forms, but there are three ma-
_jor types of it known to the creatures
of carth:
° Sorccry, the most PowerFul and
difficult to practice
L Glamours, the archaic magic
used }35 faeries and sPiﬁts
. Manifestations, the powers

ca”ing upon the dream world,

used by Awai«tnccl and other

spirits
There is also another tradition cre-
ated bg the monks of far Chfna, com-
bim’ng Physical exercise with mystica|
rites. Jt is the )Cighting stgle of Dae
K han.

Sorcery

Sorcerg, the ancient art (or science),
is the most Powerpul kind of magick
known on earth. |t deals with drawing
upon the essence of the world, the in-
herent magic that lies within every inch
of Creation. Sorccrg inaway reforms
the chaotic and amorPl'lous forces of
creation and gives them form according
to the magician’s wishes.

(nlike other forms of magic,
SOrccry is based on scl)c~disciplinc
and studging, as well as exPerience.
UHH«: the witchcraft met in legcnds,
sorcery has no strange rituals and

doesn’t need any ancient words of

wiltchcrafFco

power to be uttered or the names of
dark gods to be invoked. |t is mcrelg a
matter of will, althouglﬁ the level of will-
power and concentration needed for
the summoning of a sorcery sPe” may
be extremely difficult to attain. [ x-
perience and studging makes a magj-
cian caP,ch of l‘narncssing the ener-
gies around himand gorming them as he

wishes.

Sorcery in general
The rules of sorcery have been pre-
sented in the Magik sourcebook for
Nova. T his sourcebook contains a lot
of optional material, so this section is
Pﬂ'marf!g aimed towards c!ari]cging what
is actuaﬂy used in T ranscendence and
what isnt. OF course, the final deci-
sionis always up to the GM.
L Scoring a critical failure on a
casting roll: This unfortunate

event causes the loss of one

Magick Point (to a minimum of
zero) until the sorcerer casts a
spe” }’laving the maximum [~ ffort
he can handle with his realm rat-
ing. [ the sPe” was a Particular[g
Power‘Ful one (EFFOFt 4 or 5),
the magica| backlash forces the
sorcerer to make an immediate
roll for buming (see below).
Powerful magic hasits dangers‘
SuFFcring damagc during sPc”-
casting; The interruPtion rules
aren’tused in | ranscendence.

Regaining Magick: The normal
restoration rate for Magick is
one Point per six hours. | his
can droP to one Point per two
hours if the magjcian rests in a
Place with Powencul magical
aura, such as a druidic stone
circlc, afaerie ringora Icg ine.

Autonomous and Powered

magjc: Magic is, for most of its
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part, Autonomous. The gods
of earth certain]g dor’t dish out
spens to their followers. Tl‘ne
GM could use some of the
rules for Powered magic in the
case of Pacts with demons and
angels in return for magica[
knowledge‘

° 5P¢”5= A” of the sPe”s con-
tained in the Magik sourcebook
are used in | ranscendence.
After all, they were originaﬂ\rj
dcsigncd for ] ranscendence.

Sorcerers

As cxplainec{ in the Magﬁlc source~
book, People who can use sorcery are
the ones with the magica| knowlcdgc or
magical talent ghct, indicating magica!
training, A|though ﬂearlg any intelli-
gent creature on carth can learn how
to cast sorcery SPCIIS, most will find

such a task cxceedinglg difficult and

time consuming,

Most mortals have a Magick
rating of zero, a|t!’xougl1 tlﬁeg can
“awaken” it as a result of sPiritual
en!ightment. The onlg mortals who
possess their full Magick rating are
those with one of the two giFts men-~
tioned above.

Awakened are a slightlg differ-
ent case. Awakened possessing a
magical gift begin the game with their
full Magick rating active. Awakened
without such a giFt can’t be treated like
normal People however. Axcter a”, theg
have unc{ergone the T ranscendence,
which is a great sPiritua| revelation.
Thus, a starting Awakened character
without a magical gift may roll two
Awakening checks (as detailed in the
Magil( sourcebook): one for the J ran-
scendence and one for the moment of
his Awakening.

OF course, bcing able to use

sorcery is a whole lot different from
actua"g knowing how to use it. | he
magical l(nowlec]ge and magical talent
ghcts include some kind of magical train-
ing in the form of ratings in sorcery
realms. Oﬂ the other hand, an awak-
ened Magick doesn’t Provide any
Points for rca!ms, so a character cant
actua”g do angthing with it because he
doesn’t know any spe”s to cast.
Knowlcdge of realm magjc rcquires a
formal training in sorcery under a
skilled tutor. DcPending on the intelli-
gence, skill and will of the student, this
could take two to three years of rigor~
ous training for the student to attain a
rating of one in a single realm. After
this Point) when he has Figurcd out the
basics, he can advance his knowledge

using the standard experien ce rules.

T he Slumber
SPC”S with = ffort of one to three are

gairb simp|e, not }Dringing great
changes to the world, s0 theg can be
used bg someone regarc”ess of his un-
clcrstanc{ing about the inner nature of
sorcery without any danger.

Spells with higher [~ ffort (four
and five) are a different matter. | his is
Powerful magjc which requires taPPing
the mgstical energies ﬂowing around
and into the earth. T he alterations
broug]ﬁt Ey such sPc”s can reweave
the fabric of creation on an elementa ry
level.

Drawing upon such energjes
can be ﬁskg and cost|3 for the sor-
cerer. thn casting such spc”s, his
bodg and mind becomes weary, but not
in the mundane term. After the sPc”
exPires, he suc{c{enlg feels drained and
weak, alt)‘:ougl‘n this isn't a Phgsical ex~
haustion but one of the sorcerer’s psy-
che. T o counter this exhaustion, sor-

cerers rest in a magical kccp t}ﬁeg call
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the Slumber, where their powers are
regenerated and the weight of the
magical summoning ifted from their
minds.

The duration of the Slumber is
one month for sPe”s of [ ffort 4 if the
sorcerer has a realm rating of %, or one
week if his realm ratingis 4. SPells with
F ffort 5 alwags require three months
of Slumber.

A sorcerer doesn’t have to rest
in Slumber as soon as his sPe”’s dura-
tion exPires, but he can feel the weight
of magic over him and he Iongs for rest-
ing. The Slumber may, however, be
c{elaged for three days, if the sorcerer
has a rating of 3 in the realm, or one
week if his rating is 4. After this period
of grace elapses, the magician must
sleep orface the consequences.

The Slumber must be held at a
safe, secluded haven. This Place

needs to be far from civi|isation, where

the magjc of the land is greater, else
the resting Perioc{ is tripled in duration.
Tlﬁe whole duration of the 5|umber
must be slept in one part. [ his s|eeP is
disturbed, he needs to resume it as
quickly as possible after dealing with
the disturbance. During the Slumber,
the sorcerer rests in both sPirft and
}Jody. Entering the dream world is
thus imPossiHe, even for Awakened.

T he Burning

\/\/hat happens is a sorcerer doesn’t
rest after casting a PowerFul, tiring
spen’? This question can’t be an-
swered if one doesn’t realise that the
Fatigue caused 59 50 PowerFul ener-
gies is in no way Phgsical or even men-
tal. A magician’s bo&g functions as
well as it did before and his intellect
and wits show no signs of decrePitude.
Tl‘ne Fatigue reaches much deeper. ]t
affects the abilitg of the magician to

control the magica| energjes surround-
ing him from taking over his boclg, mind
and souL to Prevent them from con-
suming his entity. Us;ing energies
which de]cg nature’s laws, bendfng real
ity to your ends, has risks and costs.
I ven the mist PowerFul mage is noth-
ing before the vast amounts of magick
existing, Theg are but small trees in a
great storm. Theg need to be flexible
to sunvive; rest and give way to the
pressure growing inside them. |f tl’]e\lj
don’t, it might expanc{ and clestrog
them.

Sometimes daring, arrogant
magicians decide to test their limits and
ignore the Slumber. Such fools usu-
a”g have uglg ends, the taxing magical
energies Fina”g taking their toll on their
existence. | heir Psgche is ravagecl }39
the chaotic fire of wild, raw magick, but
isn’t destrogecl. Tl’leg suffer the
buming. And the amazing is that

some part of the magician survives.
Umcortunatel\zj.

The Buming is the rape of the
mind, the rending of the soul and the
infusion of the bodg with terrible, over-
whe|ming magical energjes. The sor-
cerers who undergo this Procedure

end up remnants of themselves and

Join the ranks of the Anathcma, the

Fredators of the Arcane‘ Anatlﬁema

are the bane of sorcerers everﬂwhere
and are further discussed in the
“Creatu res of mgth & lore” cha pter.
When a sorcerer decides to
test his luck and not enter the 5!um~
ber, a Buming check is made. T he
sorcerer makes a casting check as
usual. T he GM rolls a number of dice
equal to the sPe”’s | ffort, all with t#
3. ]F the sorcerer doesn’t score more

successes than the CJM, he suffers
the buming.
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Pew realms of sorcery

Faeromancy

Faeries were the first sentient crea-
tures to walk on earth. Tl’xeg pos-~
sessed archaic magjc from the mightg
sPirits which composed the very es-
sence of the land. T}’uis makes them
Iitcraﬂg swim in magical energjes and
thus interesting to all magicians. The
sPc”s of this realm have been devel
oPed c]uring all these years bg magj-
cians that came in contact, interacted

with and studied the faeries.

Visualise Portal (Fffort 1, Time 1)

The faeromancer is able to sense the
existence of any gate to a faerie realm
within 100 m. e understands not on|3
the nature of the Portal but also where
it leads and what he must do in gencral

in order to use it.

Ca" of the woods (E_lcmcort I,Timc 5)

Sends a telepat}wic message to a
faerie resic]ing no more than 5 km away
from the facromancer. Thc faeroman-
cer can targeta sPechCic facrie being, a
speciﬂc faerie race orjust the faerie
closest to him. T he message simplg
urges the facerie to find the facroman-
cer. | he success of the sPe” is based

onlg on the curiosit3 of the faerie.

Cou ntcrgla mour ([ ffort 1, T ime 2)

T}‘nc faeromancer rolls two extra dice
(at +1 cumulative) to determine if a
glamour works on him. Lasts for one

hour perca sting success.

SPrinHing of cold iron (I ffort 2,
Time 1)

A small cloud of cold iron dust is
thrown from the hands of the facro-
mancer. ]? the dust falls upon a nearby

faerie (no more than 5 m awag), it at-

taches to its skin and causes irrtation
and severe sickness (+1 to all rolls).
T!’;e faerie must sPencl at least four
actions unti] all the dust is cleared off.
Altematively, the dust can be used to
forma line » long and 4 cm thick. T he
magical iron loses its enchantment af-
ter a clag and reverts to normal iron

without any spccial Propertics.

Hastg summons ([ ffort 2, T ime 4)

As “Ca” of the woods”, but if the
faerie loses a [Determination contest,
it feels obliged to visit the sorcerer im-
me&iately. Ohnce there, it wi“gibe hima
chance to cxP|ain himself and the pur-
pose of the summons, but the SPe“
can’t force it to remain or obeg the

Fa cromancer.

Uncloak the clcsccncling stair (Egort

5, Time é)
The sPc” must be cast in a forest. A

stone stair is opcncd in the ground,
Ieading into darkness. The faeroman-
cer can’t descend the stairs, but if he
sPcaks the name of a faerie he knows,
the stair can reach to it, even if it'sin a
faerie realm. T he faerie can be obligcd
to visit the facromancer as in “hastg
summons”. | he stairs remain open for
up to an hour and then close, clragging
back the faerie regarc”ess of its cur-

rent location.

OPen faerie gate (F Hort », Time 10)
Opcns a Portal (which looks like a
metal gate) to any faerie realm the
faecromancer knows to exist. |f some-
one passes the gate, he finds himself in
the facrie realm in front of the same
metal gate. He can then steP back to
carth. T)‘we facromancer can lock the
metal gate so as to be used only bg
those with l<now|ec{ge of the kegword‘

FOWCFFUI Faeries hOWCVCF, can FOFCC
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the gate open }39 scoring more suc~
cesses than the facromancer ina De-
termination contest. | he gate remains

OPCI’\ ]COI‘ a WCCI(.

bladc of faerie slaging ([ ffort 4,
Time 10)

Enchants a blade sothatitbecomes a
weapon of great Potcncg when used
against faeries. | he potency of the
bladeis determined by the casting suc-
cesses. | he enchantment remains on
the weapon for a week. Duﬁng this
time, the weapon is treated like bcing
of cold iron. Moreover, when the blade
hits a faerie, the wielder can choose to
sacrifice some of its potency to wound
the faerie automatica”& I ach Point of
potency sacrficed inflicts one Consti-
tution Point of &amagc on the faerie,
without a damage roll bcing necessary.
T he users and creators of such blades

are hated bg all faeries and become

Potcntial targets of their wrath.

Saved by the summoning ([ fort 4,
Time2)

Summons a faerie that can be useful
to the facromancer in facing a present
situation (the (GM chooses the type
of the faerie to aPPcar). I:or example,
if the facromancer is in an under-
ground cave that has Par“tia“g col
lapsed, a Coblynau is called to dig him
out. A Cailleuch Bheur might be
called to stoP a ravaging storm. T!‘)e
faerie called will genera”g be help)cul
towards the facromancer but will re-
quirc a favor from him. Jt ccrtainly isn’t
obliged to helP the facromancer and
the spell provides it with the means to

vanish whenever it wishes to.

|]solation of the realm ([ ffort 5, T ime

45)
This icgcndarg sPc” isolates an entire

facrie realm bg causing all of its gates
to other worlds to cease Functioning
for its duration. | he onlg way a gate
can be used is if a faerie with knowl
e&ge of sorcery (especiaug Nether-
mancg) holds a specia| ritual (takes
about four hours) and beats the facro-
mancer in a | Jetermination contest. |f
the faerie is successful, the Particular
gate is freed from the effects of the
SPCH. To cast the sPc” and affect a
Particu|ar faerie realm, the sorcerer
must be in that realm or near a gate
Icading there. T he sPe” lasts for two

months per casting success.

Oneiromancy
T/)c realm of a’rcams, magic that af-

fects earth’s twin, the dream world.

Dreamintrusion (" ffort 1, T ime 1)
The oneiromancer enters and ob-

serves the dreams of the target (w}ﬁo

may be s]ccping up to ten kilometers
away and whom the oneiromancer must
Personally know). ] he onciromancer
may deliver a message to the dreamer
(which the dreamer thinks as part of
the dream). An oneiromancer can learn
information hidden in the dreamers
subconscious }33 observfng his dreams.
T o enter his dreams, the oneiromancer
needs to beat the dreamerin an ]nsigl’xt
contest. The sPc” lasts for a whole
m’ght, until the dreamer wakes up.

Cryptic dreams ([ ffort 1, Time 3)

When the onciromancer falls asleep,
he'll receive cryptic hints and clues
about a Problem he's current13 Facing

in the form of a dream.

Lu“al:)y (I fort i, ] ime 2)
Sends the ta rget into s]ecp, if he
loses in a [Determination contest. | he

victim will s|ecp for one hour per cast-
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ing success unless intcrruPtcc{.

Dream cl‘iimrgcry (Ffort2, Time4)

As “Dream ]ntrusion” but the oneiro-
mancer can i:ring alterations to the
dream, as if it was his and the dreamer
wasjust a visitor. | he oneiromancer
candirect the dream, but can’t create a
nightmare or induce negative emotions
to the cireamer, because his subcon-
scious reacts. A lot of Pcoplc believe
in dreams and this sPe" can be very

USC‘FUI Wi’lcﬂ PFOPCFIH USCd‘

Descent of the nigi'ltmarc (F ffort 2,
Time 6)

Sends a horrific nigntmare to Plague
the dreams of the target (who can be
up to ten kilometers away, as in
“Drream intrusion”). [f an ]nsigi’it con-
test is won bg the oneiromancer, the
nigiﬁtmare invades the target’s dreams.

In the next morning, the victim wakes up

very tired and distressed, i’iaving a +i
Penalty to Conditioning and Determi-
nation checks until he gets a gooci, un-

disturbed slccp.

Revigorating dream ([_ffort 3, Time
é)

Ti‘ie target (sa me range as for “Dream
intrusion”) has a dream in which he re-
tums wounded to a P|ace of rest,
where he is tended bg cxcePtionai
healers and his beloved ones. T he
next day, he wakes up with half of his

WOUﬂC{S heaieci.

Frophctic dream ([ ffort 3, Time 10)

As “CrgPtic dreams”, but shows signs
about events that will happen in the
future (if no action is taken to alter

them), rega rding apa rticular situation.

Coni:lict (Fffort3, Time 10)
Kcscmblcs “Diream c]"iirurgery”, but

the onciromancer enters the target’s
dream with the purpose of battiing him.
Botiw oPPonents can use Fantasia,
while the oneiromancer has no control
over the dream as in “Dream chirur-
gcrg”. Aiter suicicering a wounci, some-
one can back off and exit the dream 133
winning in a Determination contest.
Elsej if someone dies in the dream
battle, he also dies in the real world.
]tems can’t be transPorteci over to the

d ream.

Drcaming puppetry ([ ffort 4, Time
20)

[f the victim fails in a Determination
contest, he is afflicted i)y an insidious
form, of domination (use the same
range as for “Dream intrusion”). T he
victim 5|cepwa”<5 and ti’rrougi’r his
dreams cxpericnces a distorted version
of reaiity, suited to the needs of the

oneiromancer. | or cxample, he might

attack his closest friend because he’s
dreaming that he’s Fighting an evil de-
mon. | he victim will do angti'iing, even
JumP off a roof while he thinks he’s
walicing on stable ground. The oneiro-
mancer actua”g sces the world through
the senses of the victimand directs the
dream from a distance. | he delusion
lasts for one hour per casting success,
ciuring which the victim cant be

awal<cn.

Cu rse of insomnia (" ffort 4, T ime 4)

|nflicts total insomnia on a person. No
matter how tired he is, he won’t be able
to slccp. Evcry ciag that passes with-
out sieePing, his Conditioning and Vi-
ta|it3 dice are reduced by one {the
i‘iighest t#s ciisappear first). |f either
attribute drops to zero dice, the victim
enters a semi-comatose state. [Te is
aware of his surrounciings but hasn’t

got the strengtii to act. [1e dies after
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2-3 months when his neural system fi-
na"y breaks down. A Determination
contest needs to be won bg the onei-

romancer for the sPc” to act.

Hc”ish nightmare (F Hort4, Time 10)
Terrible nightmares torture the victim
every nigh’c if he loses in an Insigl’:t con-
test. IF the sPc” works, every night the
victim must succeed in an Insigl’lt con-
test with the oneiromancer or he loses
a Determination die (l’}iglﬁest t#s go
first). Furthermore, the oneiromancer
can appear in the victims dreams as
someone who he|Ps him avoid the
dream horrors. thn the Dctcrmina~
tion droPs to zero, the victim is con-
vinced that the oneiromancer genu-
inely wants to helP him and that he’s
his on13 Hopc of salvation. T he spen
lasts for ten c{ags per casting success.
| ost dice are restored after the nigl'lt~

mares Cﬂd .

Lorc] of dreams (E_Ffort 5, Timc 50)

The oneiromancer, along with his ma-
terial bocly and Posscssions, leaves
the Physical world and enters the
dreams of the victim (range as in
“Diream intrusion”). lecre, he creates
his own dreams in which he’s the abso-
lute master. W}'ICH the target awakes,
the oneiromancer retums to the Physx?
cal world. 59 the time the target
dreams again, the oneiromancer van-
ishes again to the dream world. Kf”fng
the dreamer (iFgou can find who he is)
is the only certain way to terminate the
spe” and expe| the onciromancer from
the dream world. Ki”ing the oneiro-
mancer in his dream realm will clestrog
him once and for all, but such a con-
frontation is foolish, since he is master
of his dreams and his [Fantasia is in-

creased }39 ten Points.

Selenomancy

7_/76 mysterious magic of the moon.

August moon ([ ffort 1, Time 1)

A Palc beam of silvcry moon|ight
shoots out from the hands of the se-
lenomancer and illuminates the sur-
rounc{ingarea <UP to 30 m diameter) as

ina twfligh’c.

Moon ccliPsc (EfHort1, Time2,)

Darlmcss fals into the surrounding
area (uP to 25 m diameter per casting
success) and extinguisl’xcs all |igi1ts.
Forthe duration of the sPc” (one hour
per casting success), no |1'ght pene-
trates the darkness (trcat as
“Comp!ete Darkness”) unless it is

magica I

Scconc] quarter (Fffort 1, Time2,)

If the victim loses in an ]nsight contest,

his Primitive instincts are great!3 en-

hanced. The Warlike/Peaceful trait
becomes 1, Calm/Angr3 6, \/enge—
)Cu|/I:orgiving i and LawFul/Cl’xaotic
6. T he traits return to their normal val-
ues at the rate of one Point per trait

PCF dag

bloocl Moon (F fort 2, Time 2)

Induces a victim with Riastarhae, the
WarP~[:ren13, if he loses an ]nsiglﬁt
check. Thc victim has then a chance to
go berserk every time he’s cha”enged
(even if it's onlﬂ a minor cause) and
must roll an lnsight check at +1 to
avoid that. ]F he goes berserk, he’s
treated as having the Riastarhae gi{:t,
but he doesn’t need 3 oPPonents. He
fights to kill, unless he’s immobilised
(he then cools off after 10-15 min-
utcs)‘ Thc spc” lasts for half a dag per

casting success.
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Thircl Qua rter ([ ffort 2, T ime 4)

(auses dramatic changes to the
Pl’lysical and mental essence of the
victim. [f he loses in an ]nsight contest,
some of his attributes swap ratings and
remain so for the duration of the spen
(half a dag per casting success). (_on-
ditioning swaps with | itheness, while
\/italit\g with Reaction. |ntellect swaps
with ]nsig!’xt, while Determination with

Presentiment.

Fu Il Moon (Cffort 2, Time4)

A spccial form of I\ljcanthropg that
immedfateb causes the victim to turn
into a man-beast hgbn’d, if he loses in
an ]nsight contest. T!’xe beast Part can
be any natural Prec{ator the seleno-
mancer wishes, but is normaﬂg cither a
wolf or a bear. T he victim gains two
extra Conditioning and \/italitg dice
(at +1 cumu|ative> and takes on|9

Stamina damage from norx~silver, non-

magical weapons. e acquircs Claw
and Pite attacks which he can use with
his Brawling skill. The werebeast is
norma"g under the control of the se-
[enomancer, but can try to break free.
E_vcrg order given bg the selenoman-
cer must be obeged unless the were-
beast wins in a Determination contest.
IIC that happens, he can break free and
attack the selenomancer. Tl‘le dura-
tion of the sPe” is half a clay per cast-

ing success.

New Moon (F ffort 3, Time 4)

Induces the victim with some kind of
severe madness <incluc{ing Paranoia,
scl’lizophrenia etc) if he fails in an |n-
sight contest. Lasts for one week per
casting success. The madness is cur-

able Oﬂly throug]‘r magical means.

Fourth Quarter (F fort 3, Time 6)

Tlﬂis sPe” must be cast near or in a

wood. Summons wild sPirits of the
trees that take the form of ethereal
satyrs. T!’reg try to grab the victim and
draw him in a wild dance. T o do that,
theg try to graPPIe the victim with their
| itheness of 456 and skill 2 . |f theg
succeed, the victim is draggecl and
forced to dance in such a wild rhgthm
that he loses one V|T die every round
G’n’ghest t#s go first), c{roPPing uncon-
scious when he droPs to zero dice.
During the dance, the victim can try to
break free every action }35 making a
contest again Conditioning 345 |f he
breaks Free, the satyrs trg to grab him
again.

These cthereal }Jeings can be
attacked norma”g and theg have 4
(Constitution and 8 Stamina Points.
Tl’rere are 4 sa’cgrs, but tl‘neﬂ can onlg
attack as one. The satyrs never remain

more than 10 rounds.

First Qua rter ([ ffort 3, Time 1 o)

Summons a sPirit of death resembling
an ethereal skeleton cloaked in robes,
holding a scythc ike Charon. This
spfrit takes an item belongfng to the
victim from the selenomancer and imme-
c]iate!g c{eparts to search for him. Jt
finds him within one hour no matter

where on earth he is and attempts to

slag him. The Charon has the follow-
ing statistics: CON 34, LIT 45¢,
VIT 456, REA 55, INT 4456, |n-
sight 4456, DET 33456, PR
4456 and takes on!y Stamina damage
from any normal weapon. ]t uses its
scgthc with a skill of 3. |f the combat
takes more than 10 rounds, the
Charon departs without Fumning his

mission.

Dark of the Moon (E_ﬂ:ort 4, Time 7)

A strange transformation happens on

the victim if he loses in an lnsight con-
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test, eni’uancing some of his character-
istics while Possibig ciecreasing others.
E_verg Pi‘ugsicai and mental attribute
rating ci‘langes to its mirror value as if 4
was an average. For example, a rating
of 2is 2 Poirits away from 4, so it be-
comes 6. 5 on the other hand, becomes
3. 4 is unaffected, since it’s the aver-
age. 50, an attribute rating of 24456
would become 64432, Ti‘ie alterations

last for half a ciag per Casting success.

Winter 5o|stice Moon (E ffort 4,
Time 5)

The selenomancer is tumed into a ra-
diant featureless human from, emitting
a siiverg mooniigi'it. In this form, he can
Fig as fast as an eagie, normal weapons
affect him as if he was a giwost
(eti‘iereab and he can shoot siiverg
rays from his hand (using a skill of 2
and his | jitheness attribute) that either
cause ciamage ("r‘iueriergg, ignoring

any armor) or act as a “Dismpt the
Magica| Fields” sPe” (Fortification
realm).

The selenomancer retains his
from for three hours per casting suc~

Ccess.

Midsummer Moon (E_FFort 5, Jime
20)

The sPirit of the Dragon is called and
appears ina hazg form in front of the
sclenomancer. T he selenomancer may
ask a favor from the Dragon‘ e will
not attack or kil anyone, but he can
raise an attribute bg one die, give a
skill at rating 2 or add one Point to a
current13 known si(i”, restore someone
to life if his i)ociy is intact and no more
than two weeks have Passed from his
death, raise a realm of magic bg one
Point, reveal a great secret or a loca-
tion etc. | he Dragon doesn’t like be-

ing summoned for Pettg reasons and

he'll be made angry if he’s summoned
i)g the selenomancer again and again.
This spe” must be cast ciuring a mid-
summer night in a druidic circle or en-

chanted grove.

Spinitualism

7—/7roug/7 the realm of Spin’tuaiism, the
sorcerer calls sPirits of dead heroes or
famous Personalities or even other oc-
cult forces to possess him. T he sPiri~
tualist is Possesseci for three hours
per casting success and ciuring this
Perioci he gains astonisi’wirig abilities.
[However, the Possessing sPirit has a
strong Personaiitg and it genera"g dic-
tates the sPiritualist’s actions accord-
ing to its motives. Faging on|3 little
heed at his wishes.

Arclﬂimedcs ([ ffort i, 1 ime 10)
A briliant scientist and inventor, Ar-

chimedes was an exPert n Plﬂgsics and

mechanics. | he sPiritualist gains three
extra dice (at +1 cumulative) on any roll
involvirig mathematics or Pi‘igsics. Ar-
chimedes will glac”y heip to solve any
kind of Proi3|em. His onlg motivation
lies in the cha”enge Presenteci bg each
problem

Baa| (Ef}%rt 2, Time 10)
The Prince of assassins, Paal has

never failed to take the life of his tar-
get. [He is a Proucessionai who doesn’t
care who the target is, onlg if the re-
ward is sufficient (although he does
have a terxciencg towards violent and
fanciful deaths). T he sPirituaiist gains
a Stalk and [ide skill of 4, the abi[itg
to use the c[agger, biowgun and cross-
bow at skill 4 and a deeP understand-
ing of Poisons‘ He also knows a lot
about human anatomy, enabling him to
achieve critical hits. \Whenever striicing

at surPriseci victims, he ignores one
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Point of their armor.

Fericles (FHort2, Time 10)

A great Political Figure of ancient
Athens, Pericles is well versed in the
fields of diplomacy and politics. [He is
ready to find a solution to a Politica[
Problem or offer advice on meortant
negotiations, although he still remains
a true suPPorter of democracg. Tl’}e
sPiritualist may re-roll any failed dice
of a roll that has to do with Politics,
negotiation, Public spcaking etcand all

such rolls are made with a —1 bonus.

Cacsar (Fffort2, Time 10)

Caesar was the greatest genera| the
Roman armies had ever known. [is
brliant mind invented many of the
strategies aPPIicc{ until toclag in war-
fare. The sPiritualist gains the Milita ry
tactics skill at rating 4. Caesarwilllead
any army to any battic, regarc”css of

the cause or purpose of the conflict.

Cassandra ([ ffort 3, T ime 10)
An andent Prophctcss of doom, (as-

sandra is able to divine the immediate
Fu’cure, up to the next c[ag. Howevcr,
she tends to focus on disasters or un-
fortunate events rather than good inci-

dents.

Cu Cl‘lu|ainn (F ffort®, Time 10)
The ancient Celt war hero, Cu Chu-
lairm, visits the boc{y of the sPirituahst
[He is cunning, wild and he seeks con-
flict, Possessing a great knowlec‘ge of
martial arts. | he spiritualist can wield
all weapons with skill 4. Cu Chulainnis
also famous for the extra ordinary feats
he can PerForm in battle (grab an arrow
fired at him, throw a sword at someone
etc) and his berserking charges (he
possesses the Riastarhae ghct).

Hermes Trismcgistus (F ffort4, Time
10)

Hermes was the founder of the her-
metic order and Perhaps the greatest
mortal sorcerer ever to walk on carth.
When the manifestation takes P|acc,
any realm of sorcery known bg the
sPiritualist increases to 3, if it’s lower.
[Hermes is aIwags interested in matters
of magic and arcane lore. [Jowever, he
follows the Path of neutrahtg and will
not lend his he!P easilg. An obvious
cxccption is in cases where the her-
metic order is concemed. As its foun-
der, [Hermes will and shall do whatever
he can do to defend it csPcciauy
against I cate or the heathen magj-

cians.

Lai te Kung ([ Hort4, Time 10)

| aite Kung is the inventor of the Dae
Khan Fighting stgle‘ The spirftuahst
gains the Dae Khar\ skill at 4 and

knowledg@ of all kaidos. e rolls four
extra dice (at +1 cumulative) for any
check to initiate a kaido. | ai te Kung
is a padifist, believing that combat
should be the last resort and onlg used

for one’s defense.

Asc|epius (F Hort4, Time 10)

Asc[cpius was a Iegendarg healer from
ancient (Greece, a demigoc{ and the
founder of the medical science. T he
stritualist has the power to restore
any being to full l‘xealth, but can’t res-
urrect a dead creature. Asc|cpius will
alwags l‘uelp all wounded individuals,
rcgarc”css of their attitude or person-
alitg, starting with the ones in immedi-

ate danger,

Tl‘lc Dragon (F ffort 5, Time o)

The bodg of the sPin'tualist becomes
a manifestation of | he Dragon him-
selft All of his skills and sorcery realms
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increase to 4, while his attributes gain
three extra dice (at +1 cumulative and
to a maximum of ten dice). | he sPiri’cu~
alist is surrounded bg a hazg aura of
power and secems detached from real
ity, above mere mortals and their petty
concerns. ] he manifested Dragon will
take no action, unless he deems the
situation imPortant. F ven then, hell
take all the necessary actions to en-
sure that the balance of powers is pre-
served and no major destruction is
caused. | he Dragon remains mani-
fested untilhe attends to the matter at
hand and then departs‘ The power of
the manifestation is too much for any
mortal being to take, so the spin'tuah'st
co”apses dead upon The Dragon’s
c{eParture.

Diabolic and angelic pacts

The Nethcrmancg realm offers many
spens to contact, summon and make
pacts with angels or demons, but neth-
ermancers aren’t the onlg People who
can strike agreements with such other-
wor|c”3 entities. Many sorcerers run
into these bcings in the course of their
studies or quest for arcane or mun-
dane power. Ange|s and demons also
find interest in mortals they believe
theg can helP in retum for some ser-
vices. Sometimes ot)‘werworlc”g entities
take the initiative of contacting trou-
bled mortals to offer their assistance.
Dcmons and angcls thus have
the power to make pacts with mortals if
tlwcy feel it suits their needs. Such a
pact is of course two-sided. | he en-
tity expects somcthing in retumn forits
services. The Paymcnt is seldom mate-
riak the c{emon/angel has little use for

land or money, although it may use

these tl‘xings to support its folowers.

]n game terms, the Pagment the
mortal agrees to will give him Points to
spcnd on senvices of the angel or de-

mon called Grants. Sample payments

include:

L Join the angel/demon’s cult
(one Point)

. Recruit another person to the

entity’s service (one Point)
. Form a cult with several follow-

ers {two Pofnts)

. Dona’ce great wealth or land to
acult (t}*xrce Points)

. Arrange for the entitg to enter
(Corahen for some time {(three
Points)

. Frovide the entity with excep-

tfonaug imPor’cant information
(three Points)

° Assist supporters of the entity
or attack its enemies (four

Points)

. Froviclc the entity with a power-
ful magical artifact (five Points)

. Found a maJor cult in honor of
the entity (six Points)

. Devote your ife to the service

of the entity (eight Points)
(after t}'n's, you can’t take other
Pacts unless to sel|5oursoul]

L Se” your soul to the angcl/
demon (i o Pofnts) [3ou can’t
take further Pacts]

Eacl’l demon or ange| can Provide 12
Points of Girants at most to one of his
servitors, although se”ing your soul
isn’t included in this limit (but you can
onlﬂ sell your soul once). Demons and
ange|s frown on mortals who also deal
with other entities and may feel be-
tragec’, revoicing their grants. Dealing
with an angel and a demon at the same
time is Perilous: if either finds out, it's
sure to strike at the mortal enraged.

Often, a netherworld entity will



67

give grants without rcquirfng payment
in advance. r—‘lowever, they do require
to be Paid in full in due time. A mortal
who dclays payment or backs down
from the agreement will encounter an
enragecl demon or his followers and
minions. | he same goes for ange|s
too.

Sc”ing one’s soulis a very spe-
cial type of payment. [t is the payment
most angels and demons ultimateb
strive for, gradua”y |uring the mortal
with small grants and Promiscs of
power and wealth. |t is very final be-
cause it means transf:ern'ng the domin-
jon o]cgour soul to the netherworld en-
tity. On!y the comPIete destruction of
the entity (something very-very diffi-
cult) will release a mortal from this pact
or some very PowerFul and difficult
speﬂs (that are certain to attract the
attention and fu ry of the entitg).

Bg se”ing his soul, a mortal de-

votes not onlg his life but the entire
eternity to his patron angel or demon.
When he dies, he becomes an cternal
slave to the entity. |nstead of his soul
migrating to whatever Place the dead
go to, the entity comes to take the soul
to the netherworld it inhabits for ever.
Tl‘ne Churcl’n Preacl‘ncs that evil men
are tortured for etemity in Hell for
their sins but this isn’t true, since not
all evil men go to Hen (onlg those that
have sold their souls to demons) and
no demon finds gain in torturing some-
one without a reason. The situation is
marginang better however. Souls
owned }33 demons become slaves in the
netherworlds, doing labor like erecting
fortifications, working in mines and
other hard work under fear of harsh
Punisl’nmcnt from their masters. E_vmy
cla}j isa hard and PainFul one.

5e”ing your soul to an angel

may seem a better a|ternativc, but ac-

’cually isn’t. Although angc|s have a
need for a Iarge work force (being
natura”g vain and arrogant t!’reg refuse
to demote themselves }33 doing lowlg
Jobs), tl’leg treat their servants better
than demons do. Thcg exPcct them
however to live under their rules and
ethics and be foremost concerned with
the tasks given to them. |n short, eter-
nal hard work and mfndmumbing bore-
dom await those who sell their souls to
angels.

But let’s look at the }Drigl‘nt side
of angelicism or infemalism. A nether-
world entity can grant many different
ghcts. This is a list of common grants.
Not all demons and angels are able to
give Power‘Ful grants. | esser entities
may give many but small grants. In game
terms, a demon or angel can’t give a
grant costing more than its Determina-
tion dice.

Grant of magickal ability (5 Points):

This grant is given to mortals who
can’t use magic. |t Provicles them with
the magica| kn owledge giFt.

Grant of mag'ckal might (3+ Points):
|ncreases the mortals Magick rating
}39 one for every 5 grant Points, to a
maximum of +% Magick

Grant of arcane ‘cnowleclgc (2 Points):
|ncreases the rating of a realm bg one
(to a maximum of 4).

Grant of suPcrior talent (1 Point): Jn-
creases a skill’s rating bg two Points
(to a maximum of 4).

Grant of prowess (2 Points): Adds
one die to an attribute (at +1 cumula-
tive).

Grant of fortitude (4 Points): Adds
one point to Stamina and Constitu-
tion.

Grant of Protection (1+ Points):
Everg Point increases the unarmored
rating of the mortal !33 one.

Grant of wealth (3 Points): Tﬂpicaﬂy
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consists of enougl’x go|d and silver to
five comlcortably for years. Demons
and angels of course depend on the
grccc{in ess of mortals to ask for more...
Grant of revenge (5—7 Points): The
entity or its minions will arrange for the
assassination of an enemy of the mor-
tal. Thc cost depcnc{s on the impor~
tance of the ta rget and the c]hcxcicult}j of
the task. It’s not a|wa35 certain tlﬁeg’”
succeed in their mission, cspecia”g if
the target is PowerFul or very well pro-
tected, in which case the pact is con-
sidered void. T his grant is commonlg
given in advance, with the payment fol-
lowing if the assassination is success-
ful.

Grant of revelation (1-7 Points): The
entity will reveal a secret to the mortal.
Tl’)e cost of this grant dcpends on the

imPor’cancc of the secret revealed.

BGlamours

Glamours are Perlﬁaps the most known
and potent abi[ity of the faeries, as
well as the one most dreaded bg mor-
tals. Glamours are magic without any
doubt, but theg’re very dissimilar to the
sorcery known bg humans. | his is not
to say that faeries can’t leam sorcery,
but glamours are common knowleége
among, them and every faerie knows at
least one kind of gla mour.

Glamours  are very different
from other kinds of magic. Theﬁ are
ancient, Pﬁmitive forms of magic, an
evolution of the magic spirits held in
the ancient years. Faeries evolved (or
some say devolvcd) from sPiﬁts into
beings of flesh, and their magic also
evolved to glamours‘ Glamours can be
described as a prototype of magic.
Their chaotic and wild nature limits
their Potenc9 when comParc& to sor-

cery for example, but theg suit the un-

c{isciphﬂed facries well and are casier
to be learnt l:)g them. Glamours aren’t
controlled }33 ay kind of law, as sorcery
is. Thcy are conjurcc{ because the
facries want them to. These acts of
will c{cpcnds on the c{rawing of raw
magica| power to be accomphshed,
that’s whg glamours appear more ge-
neric than the strict sPeHs of sorcery.

Glamours are based on the
strange pattems of thought followed
133 the faeries. | hat is wl’lg no human
can ever Eopc to learn any g|amour.
Their weird and chaotic structure
makes it imPossibIe for humans to
grasp the basic idea behind them.
]:aeries on the other hanc{, seem very
competent with them.

[ ach kind of glamour has six
speus and a rating of i-6. To be able
to cast a sPe”, a faerie needs to have
the aPProPriate rating. Because glam~

ours are much simPlcr than sorcery,

spens don’t have any E_gort rating‘
Faeries roll Oﬂl\lj their Magick dice (a”
with t# 5) and generate their casting
successes (at least one success is
needed).

| ike all magic, gla mours cleP|etc
that magical power of their wielder.
Treat glamours asif t!’xeg’re worth half
their Points in | fort (eg a glamour of
the 5th levelis worth » [~ ffort Points)‘

Afflict
AH Afflict sPc”s rcquirc a contest to

be won: the faerie’s Determination
against the victim’s \/itahtg.
000000 (ontaminates

victim with a common !ight disease, like

the

influenza. The disease troubles the
victim for 3-6 &ags if resting or 9-12
clags if active. | he disease commonlﬂ
inflicts a +1 penalty to all Condition-
ing and | itheness checks and reduces
productivity by 25%.
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000000 (Contaminates

victim with a mild disease that could

the

prove dangerous. The discase causes
high fever for 5-12 c{ags, inflicts a +1
Penaltg to all Phgsical actions and re-
duces Proc{uctivitg by 25%. |f he’s not
resting for most of the clags he’s ill,
complications may arise: at the end of
the Pcriod a failed \/itality check
means that an acute form of the dis-
ecase dcve|ops swhctlg and causes
death within a da\lj‘

000000 Afflicts a limb of the
victim with acute rheumatics. The vic-
timis troubled bg slﬁarp Pafns and diffi-
cultg of movement. All actions per-
formed with that limb suffer a +2 pen-~
alty. Tlﬁis affliction lasts for one week
per casting success.

000000 Afflicts a vital organ of
the victim, such as the heart, lungs or
iver. Causes a permanent disorder

which weakens the victim Phgsica"ﬂ (+1

Pena|t9 for straining actions, like run-
ning or lixcting weights) as well as re-
duces the effectiveness of his immune
system (+1 Pcna|t3 against discases).
000000 /s lcvel 3 but afflicts
the limb with a rotting disease that
leaves the limb comPIetelg useless in
two weeks. |f bg then the limb isn’t am-
Putatecl, the discase cxPands to the
rest of the boclg, ki!ling the victim in
less than a month.

000000 ( . ianminates the victim
with one of the clcac”g cpidcmic dis-
eases (cholera, bubonic Plague etc).
The disease is Hglﬂlg contagious and
can sPrcad casilﬂ to those near the

victim, as a usual Plague does.

Armor
000000 [ nablesthe faerieto

force an oPPonent to re-roll his dam-
age check, keeping the worst of the
two results. The glamour can affect 5

rolls per casting success in a Pcn'oc{ of

half a c{ag.

000000 A green aura covers
the entire faeries. Although immaterial,
this aura protects the faerie as armor
i/1/1 for one hour per casting suc-
cess.

000000 Conjurcs a small
shield made of wood and leaves which
straps itself around the faerie’s arm
ike a buckler. The shield may be made
133 Pecuhar materials, but it’s very ef-
fective, imqicting a +2 Pcna|t9 to any
melee or ranged attack against the
faerie. | he shield remains in existence
for half an hour per casting success,
then fades into notlﬂingness.
000000 [Raisesthefaerie’s suc-
cesses 139 one ina Determination con-
test to determine if a spc” affects it.
This glamour can affect two contests
per casting success in a Peﬁod of half

a day

000000 [oosts the faeries

reflexes and agilitg, giving it the chance
to clocige every blow headed its way
without having to cxPcncl an action.
| asts for two minutes per casting suc-
cess.

000000 | .. -:scs the armor of
the faerie (natural or otherwise) bg +3

for a short Pcriod of one minute per

casting success.

(haos
000000 Drastica”g alters the

Personalitg of the victim bg swaPPing
his Personalit3 traits. | he g|amour
lasts for a day and the victim must lose
a Determination contest for it to work.

000000 Sends
Phantasms to Plague the victim. On

visions of

every rounc{, he must make a Dctermi—
nation contest with the faerie. |f he
Ioses, he spends the entire round

gighting some fantastic foes. Tl"lé spe”
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lasts for three rounds per cas’cing suc~
cess.

0000000 ChaoticaH3 affects
the vision of the victim. T he Poir\t from
which the victim views tl’lings cl’langes
every round: one moment the victim
sees things behind him and on the
other he sees them as if his eyes were
on the side of his head. T his causes
disorientation and a +2 Pena|t3 to all
Physical actions. Tl"lC glamour works
only if the victim loses in a Determina-
tion contest and lasts for ) rounds per
casting success.

000000 This glamour is utilised
onlg ina combat, ]t confuses the victim,
making him believe that the closes
friend or a"g is actuallg his opponent
and vice versa. | he distortion of real
ity is so great that even if the enemy
hurts him, he believes his friend did
that. T his delusion works on!ﬂ if the

victim loses in a Dctermination contest

and even then lasts on|g for one minute
per casting success.

000000 ( .uscs extreme|3 vio-
lent tendencies in a small company (UP
to three persons per casting success)
that are somehow connected with each
other (eg friends, a company of guards
etc). | he victims turn upon each other,
Fighting ike mad berserkers. Each
person must lose in a Determination
contest with the faerie to enter the
{:renz\rj. The sPe” lasts for two minutes
per casting success.

000000 | i|c \ictim loses in a
Determination contest, he’s forced
into a random thought pattemn. This
causes him to act in an unPrec[ictable
way, unable to discern his true goal,
Before every action, the victim rolls a
D6 On a i-2 he PerForms his in-
tended action (eg if he chooses to at-
tack, he defends) orjust actsin a weird
way (eg attacks his comPaniost> and

on a 5-6 he doesn’t do aﬂything ex-
cept |ool<ing around with a Puzzlcd
look. The g|amour lasts for an hour,
butif the facrie scores more than three
casting successes, the duration is ex-

tended to a full clag.

Conceal
0000Q0O0Q The faerie’s shadow

envelops it, making hiding easier and
snuging any noise. Frovidcs a -2 bo-
nus to Stalk or [Hide checks for half
an hour per casting success.

000000 The
leave faint tracks behind, so that track-

facrie’s feet
ing becomes very difficult. [nflicts a +2
Penaltg on any tracking roll. Two suc~
cesses are needed for any tracking
attempt to succeed. Lasts an hour per
casting success.

000000 The faeriec becomes
invisible for half an hour per casting

success. |f it engages in violent activity,

the outline of its form becomes visible
to everyone. Observant People can
also see this outline with a successful
5ight check (+2 Pcnalty).

000000 As level 3, but the
Sight check suffers  +4 penalty and
if the faerie engages in violent activity
People need to roll the same check at
+2 tobe able to seeit.

000000 | hc faerie can conceal
an entire object up to the size of a
moclerate!g |arge tree. Onlookers get
a Sigl‘wt check at +3 to spot itbut onlg
if theg’re Iooking for it. T he duration
of the sPe” is one hour per casting
success.

000000 || {:cric cnchants a
clcaring in the forest, so that everyone
}Jeing present at the time of the cast-
ing tums invisible. Someone invisible
that leaves the clearing tums visible
again until he re~enters it. | he g|amour

lasts for one dag per casting success.
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Curse

A Curse is successful onlg it the
faerie wins an ]nsight contest. (_urses
can be very variable. Thosc that are
Presented here are onlg given as exam-
P|es of the variable levels of power. If
the curse is not thrown fora goocl rea-
son, the faerie hasa-2 Pcnalt&

00 00Q0O0Q The victim dcvclops a
fear for an object, person or situation
(an uncommon one) that resembles the
Pl’lobia drawback (2 Points worth).
000000 When ac{c{ressing im-
portant People, the victim stutters un-
control|ab|3, therebg l’lavfng a+2 pen-
alty to any ]nﬂucncc check.
000000 The sigl'}t of blood
causes severe nausea to the victim,
causinga -2 Pena!tg on all rolls.
00000 T he victim is unable to
come near sea or Iarge bodies of wa-

ter. ]F that l’laPPCHS, violent spasms

incaPacitatc him.

000000 [l .ictim is unable to
walk upon p|ain earth. ]F that l’xaPPens,
violent spasms incapacitatc him.
000000 | |- . timcannot benefit
from expericnce‘ Knowlec{gc and in-
formation seem to just pass through
his mind. |n effect, the victim is unable

to clcvclop his character.

Deceive
.OOOOO DCVCIOPS an aura

around the faerie, like the skin of a
chameleon, which can camouﬂagc it
pretty gooc{ (a Sight check at +1 is
requirec] to spot it) if the faere stays
still. | asts for an hour per casting suc-
cess.

000000 A simple illusion that
alters the characteristics of an object
for up to half a clag per casting suc~
cess. [lain rocks become gold nuggets,

a knife seems like a sword, dir’cﬂ clothes

become clean and expcnsive ete. Af-
ter hard examination, a [resentiment
check at +3 reveals the illusion.
000000 (Creates an illusion of
nature’s clements (Fire, carth etc) that
if believed (an ]nte”ect check with a +3
Penalty if the illusion secems proper or
+1 if it doesn’t), can be as damaging
as a real fire or a rock slide. Damagc
done can be as great as 3-5 clamage
dice but it never kills, onlg incaPaCi-
tates.

000000 Altcrs the facial charac-
teristics of the faerie, but can’t duP|i~
cate the face of another person with
nay detail. | asts for half a c{ay per
casting success..

000000 Complex illusions can be
woven. [llusions can be cast on an ob-
Ject or person to alter its Pcrceivcc{
form, or theg can create something
that doesn’t rea”g exist, even a person.

Note that tl'n'ngs that don’t rea"9 exist

can’t react with matter (cg objccts will
pass through them etc). T he illusions
norma”g last for half a ciag per casting
success.

000000 /\: 1 Lt also alters the
bod9 characteristics of the faerie,
makfng it look like any race with a +/-

50% difference in mass.

Divine

0000000 The faerie can view the
dream and ethereal Plane as if it pos-
sessed the Second sight manifesta-
tion with a rating equa! to the casting
successes of this glamour. The faerie
can look into these worlds for a minute
per casting success.

0000000 The faerie can sense
when someone lies to him, if he beats
that person inan ]nsigl’lt contest. | his
supematural sense ends aftera Pcriocl
equal to ten minutes per casting suc-

cess.
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0000000 The faerie is able to

sense the presence of Iiving beings,
even invisible ones, as well their type
(animals, humans, faeres etc) within
100 meters, Plus their genera| direc-
tion and distance. | his sense lasts for
a minute per casting success.

000000 T he faerie can

through illusions, as well as sense in-

see

visibilitg if he wins in a contest the
caster of the spe” (even if he’s not pre-
sent). | he facric uses his ]nsiglﬁt, while
the caster uses his Determination.
T his vision lasts for a quarter of an
hour per casting success.

000000 s g|amour is cast on a
person the facrie meets. | he facric is
then able to “track” the person every-
where he goes, no matter the distance.
To elude the Faerie, the person must
beat it in a [resentiment contest, but
the faerie can try again after a c{ag.
The spe” lasts for one month per

casting success.

000000 || (:cric can sense a
mortals doom in genera| details (ie
gou’” die bg the sword of a noble). Of
course this is not an imPenc{ing doom
and can clﬂangc if the mortal takes ap-
Propﬁate measures. [t's onlfj a Predic~

tion based on current circumstances.

Drain

|n case where attribute dice are lost,
the victim alwags loses the die with the
hfghest t# (eg if the attribute is 356,
he loses the 6). IF the attribute onlg
has one die, it isn’t lost but gets a +2
modifier to its t#.

00000 0O0O Drains one (onstitu-
tion Point from the victim. | he faerie
needs to touch the victim (it can be
combined with a Phgsfcal attack) and
the victim must lose a \/itah’tg check at
a +3 penalty. T he Constitution point
is lost, but it can be healed through

normal means. The faere is instantlg
healed of a Constitution Point.
0000000 Drains a dice from a
Physical attribute if a Determination
contest is lost bg the victim.

Lost dice are restored after a
dag.
0000000 Drains a number of
(onstitution Points cqual to the suc-
cesses in a | Determination contest, if
the faerie is the winner. Thc (onsti-
tution Points can be healed through
normal means.
000000 Drains three dice total
from the attributes of the victim, if he
loses in a Determination contest. No
more than one dice may be drained
from one attribute (so three attributes
are a)cxcectecD.

Lost dice are restored after a
day.
000000 | Hiains ten years of life

from the victimif he losesin a Determi-

nation contest. | he victim becomes
immediately ten years older. | ost
years are restored at a rate of one per
dag, but if the character dies from age
he remains dead.
000000 I:orces the character to
roll a check with a +1 Penalty for each
attribute. For every check he Ioses,
one dice of that attribute is drained.
This Procedure continues every round
the faerie concentrates upon retaining
the sPe” (itcamt PerForm other actions
while doing that).

The lost dice are restored at
the rate of one per attribute die per
day.

Heal
000000 Hcals the wounds of a

person. The faerie makes an ]nsiglﬁt
roll while toucl’n’ng the wounded per-
son and heals one (Constitution and

one Stamina Point per success. The
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sPc” can onlg be cast once per c{ag on
a given person.

0000000 [Heals a non~magica!
disease, if the faerie succeeds in an
]nsight check. The cli)cxcicultg of the
task is usually the |_ethality of the dis-
case.

0000 OO Mends broken bones,
makes scars disappcar and PerForms

similar tasks on the bones and the

flesh.

000000 As 1, but heals wounds
much more efficiently (two Constitu-
tion and Stamina Points per success).

000000 [cals disorders of the
mind, such as Paranoia, schizophrcnia,
insanity, Psgchological illness etc. T he
faere must succeed in an ]nsight
check, with the c!hcxcicu|t5 being deter-

mined }39 the GM.
000000 /s> | .tcancure Paralﬂ~

sis and magica| diseases or even

curses. [ or magical diseases, the

faere mustwinina D] contest with
the caster of the sPe” which caused

the disease {even if he’s not present).

Pervert
A” Ferver’c glamours need the faerie

to win in a  etermination contest with
the victim to function.

000000 Marl(s the face of
the victim with an ugly scar. |t does no
damage but  reduces the victim's
Come|incss 139 one die {or inflicts a +2
Peﬂalt\lj to Comeliness t#s if it on!g
has one die). T he scar can’t be healed
}33 normal means but can be treated by
a faerie with a [Jeal rating l’n’gher than
the Pervert rating or a magjcian with
Rejuvenation magic.

0000000 This glamours perverts
someone’s Persona!itg. ]t affects one
Personalit3 trait that can be consid-

ered “negative”, such as Prouc{, warlike,

selfish etc. This trait moves to its

negative side }39 a number of Points
equal to the casting successes (limits
are 1 or 6). | he clﬁange is applieci im-
mcdiatcly and lasts for ten daﬂs per
casting success.

000000 Makes someone ageres-
sive and intolerable of other PCOPIC‘
Whenever he’s denied of sometl’ring or
he’s confronted }33 a person with a
contrary oPinion, he needs to make an
]nsight check or he bursts in rage and
starts a Fight. | asts for half a da3 per
casting success.

000000 Bends and perverts a
imb so that it seems crooked and hor-
rible. The limb can still be used at +2
Penaltg. The overall appearance de-
creases Comeliness by one die (or
inflicts +2 to the t# of the last die).
The affliction lasts for one week per
casting success and can only be

healed !33 magica| means.

000000 f[crerts a character's

Personalit3 to the extreme. | he victim
becomes greedg, bathemPcrecl, rude
and genera"g shows his worst side to
other Pcoplc. lmqucncc t#s suffer a +3
Pena!tg. Lasts for one week per cast-
ing success.

000000 | s the victim into a
caricature of a human. His imbs get
crooked and bent, he acquires a
hunchback, his facial characteristics
become deformed and his sPine
curved. Comeliness becomes 8 and
Influence suffers a +2 Pena!’cg, as does
| itheness. T he affliction lasts for 15

clags Pﬁr casting sSuccess.

Resemble

These glamours allow a faeric to take
the semblance of another being‘ The
faerie must have seen the being at
least once and it’s better if thcg have
sPcnt some time around him (else it has

a+i Pena!tg to the castfng roH) Wl’len
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taking the form of another person, the
faerie takes his (Comeliness and the
facrie’s Phgsical attributes also
ci‘iangc. ]ic the resembled person has
l’iigl’ier Pi‘igsica| attributes than the
faerie, then the faerie gets to add a
number of extra dice (at +1 cumulative)
up to the casting successes until ti'icg
reach their target’s. For cxampie, a
faerie has two Conditioning dice and
wants to assume the form of a giant
with five dice. |t rolls two successes
and there fore adds two dice to Con~
c{itioning. |f it rolled three or more suc-
cesses, it could get a Con&itioning of
five dice. Note that the faerie can not
add more dice than the resembled per-
son a|reac19 has and that the casting
successes indicate the total number of
extra dice: the faerie needs to spiit
these up between its attributes.

Tiﬁere is a|wa35 the chance that

persons who know the resembled be-

ing will notice that somcthing is amiss in
its behavior. All Resemble glamours
last for one dag per casting success.
000000 Canresemble a human-
oid being with a +/- 25% difference in
mass.

000000 As level 1, but the dif-
ference is +/- 50%.

000000 As level I, but can re-
semble any being except immaterial

ones or with complcte|9 alien anatomy

(ke brochllans).

000000 As level 1, but there’s no
imit in the mass a faerie can resemble.
000000 /s lcwcl? butthe differ-
ence of mass increases to +/~ 100%.
000000 /\ |-/ >3 Lutwitha dif-
ference of mass up to +/~ 1000%.

Seduce
A” fjeciuce glamours (exccpt from the
second level) require a Determinartion

contest to be won.

000000 Forccs a mortal to
follow the faerie. The faerie need not
speak, just sign to the mortal. T he
mortal won’t follow the faerie over
crevices, rivers or other enclangering
obstacles but will gencra”y go where
the faerie goes for 5 minutes per cast-
ing success.

000000 Arms the faerie with
two extra (_omeliness dice (at +1 cu-
mulativc) and a Ci‘iarm skill rating of 4
for a duration of two hours per casting
success.

000000 The victim obeys one
immediate command of the faerie. T he
sPc” lasts for one hour per casting
success. |f bg then the victim hasn’t
succeeded in executing the command,
he’s free of the sPe”.

000000 The victim falls i’ioPe~
|c35519 in love with the faerie (nc of the
oPPosite sex). Jt will protect it (even if

it means his Iiice) and gencra”g follows

its commands, unless thcg oppose his
basic beliefs. | asts for one week per
casting success.

000000 |nbues the victim with
faeric madness. | he victim must have
spent at least one night near a faerie
residence or meeting Piace before this
gla mour can be used on him. |t cicPrivcs
him of the abilitg to act or think con-
structivelg. All he does is sit and
dream of strange worlds without inter-
acting with the environment. [TJe still
receives food and water, but onlg if
given to him. T he g|amour lasts for one
month per casting success.

000000 | ;s the victim into a
slave of the faerie. T he poor soul is
complctclg chriveci of his will and ini-
tiative. [Te will on|3 do what the faerie
orders him to and will attempt to carry
out its orders as best as he can. [is
Insigi’it and Determination both be-

come 6, but no other SPC” can take his
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control away from the Faeric, excePt
sPe”s that cancel magic or chuvena~
tion spe”s which heal the soul. The

gla mour is permanent.

Shapeshift

T he term “a nimal” includes fishes, rep-
tiles an birds, but not insects or any
sentient }Jeings‘ All c)’ranges broug)’rt
by these glamours are permanent
unless the faerie chooses to return to
its own form.

000000 (One or more limbs of
the faerie changc into that of an ani-
mal. Although the faerie cant get
wings, it can gain a die of Con&itioning
or | itheness (but not both) at +1 cu-
mulative dePending on the animal cho-
sen.

000000 The faeriec can make
some minor cl’uanges to its boclg, such
as sprout wings, gain gi"s etc.

000000

The faerie can trans-

form into a small animal, ke a dog or
cat. | he animal form alwags has some
faerie qualities, ike being slender, hav-
ing long Pointccl ears, eyes glcaming in
the dark etc.

000000 | ike level 2, but the
animal form is archetyPaL I’]aving an
extra die in all Phgsiczﬂ attributes (at
+1 cumulative) and two extra dice in
Reaction.

000000 Tl facric can trans-
forminto Iarge animals, though no more
than 4 min l‘ncig}‘nt or Icngt}‘n.
000000 | l-l-.cl4 Lutthe ani-
mal form is arc!’;etg‘;)al, Having an extra
dic in every physical attribute (at +1

cumulative).

Transform
00000O0Q Thefaerie can trans-

form into a statue rescmbling it. Onlg
damage severe cnough clestrog the

statue can killit. T he faerie retains its

senses in this form, but can’t move or
use any abilities. | asts for one hour
per casting success.

000000

forms into a P|ant of moderate size,

As level I, but trans-

suchasa bush, a smalltree etc.
000000 de-

creases the size of a faerie bg 50%.

]ncreases or

An increase givcs an extra Constitu~
tion and Stamina Point but decreases
Defense }39 one (to a minimum of one).
A decrease works in the oPPosite way,
increasing Defense }33 one Point, but
subtracting one from C onstitution and
Stamina (to a minimum of one). | _asts
for one hour per casting success.
000000 Transforms the facrie
into any wooden or stone o})jec’c with a
mass 50% more or Iess than its own.
Lasts for one hour per castfng suc~
cess.

000000 Transxcorms the bodg

of the faerie so that it fits its current

needs. Minor changcs occur that give
a-2bonustoa Passive check (such as
resisting a poison etc). | he changes
take effect immcc{iatcly and new altera-
tions take Place when the conditions
changc. I xa mPIcs are: rcPtiIiaﬂ scales
to defend against fire or heavg fur for
cold. [~ ach form functions against one
hazard at a time 01119. | asts for half a
clay per casting success.

000000 | .. s(oms the faeric
into pure elemental matter (air, earth,
fire or water). | his form cannot be
damagec{ }33 the same element and itis
coherent enough forthe facric to move
and act normallg. ]t has an armor rating
of 2 against all Phgsical weapons.
| asts for ten minutes per casting suc-

cess.

Travel
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0000000 The faerie can walk

or run at double the normal rate for
one hour per casting success.
000000 Summons an excep-
tional steed, Fittfng for the size of the
faerie, which is 50% faster than the av-
erage horse. T he magical horse can be
ridden for three hours per casting suc-
cess before cleparting to the faerie
world from which it came.

0000000 The faerie assumes
the abilft3 to ﬂg with the same move-
ment rate as wa”(ing for half an hour
per casting success.

000000 The facrie is trans-
formed into a leaf and falls into the wa-
ter of a nearby river. ] he river’s cur-
rent then transfers it to any destina-
tion along the shores of the river. T he
small leafisn’t troubled }39 fish or other
natural creatures, but if it's somehow
destroged the faerie dies. ] he Jour~
ney is fast (uP to 100 miles per c{ay on

a fast river) and the faere retains its
senses cluringit.

000000 |l facric can open a
magical gate that appears as a gaping
black hole in the ground and stays
open for a singlc round. | he gate
leads above the ground to another lo-
cation within 100 m per casting suc-
cess and can be Passec{ bg anyone
while open.

000000 || ficric summons a
sPirit with the form of a small violet
dragon, slender and very faerieike.
The spin’t can take the faerie and an-
other moderate-sized being to ajour~
ney through distant, strange worlds
that de% logfc. The triP througlﬂ these
Para"el worlds is a fast way tojourncg
across earth, moving at a sPeed equa!
to 500 miles per clag, unencumbered
}39 any obstacle or enemy in the Physt

cal worlc].

Manifestations

The Awakenecl are a strange form of
sPirits, sPending much time in the
Physical world using their bodics, but
at the same time clrawing upon the en-
ergies of the dream world to succeed in
their quest. As all forms of spirits, the
Awakened are imbued with the mysti-
cal powers derivingwcrom that Plane and
canuse themin various ways.

T]"IC incarmnation of these ener-
gies are called manifestations and can
be used by every Awakened, as wellas
other sPirits. Of course these powers
vary from Awakened to Awakened,
because no Awakcncd (at least not a
young one) can learn all the different
incamations of the dream energjes.
The dream powers vary in their use.
Some of them that are defensive in
nature are in use all the time. Man}j

others are not automatica!lg in use but

can be used when the Awakcnec{

wishes. A” powers that are not auto-
maticang in use require an action for

the character to use them.

Charisma

T his manifestation enhances the natu-
ral aura of the Awakened, making him
look imPosing and charismatic. AH mor-
tals c{istinguish him from the crowd.
The rating of Charisma is added as
extra dice to any [nfluence or Comeli-
ness check (at +1 cu mu|ative), but onlg
against mortals. Awakened and other
supematural beings are unaffected bﬂ

such Pcttg demonstrations of power.

Discipline

Dfscipline raises a mental shfelding for
the character, Protecting himfrom mind
magic or possession. Against such
magicks, the Awakeneci rolls one extra
die for each Point of Disciplinc (at +1

cumulative).
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Developing manifestations
As the Awakenecl clevelop and
become more PowerFu |, so do their
manifestations. At the end of
cach ac{venture, the GM should
give cach character the chance to
imProve his manifestations.

lmproving the rating of a
manifestation requires the P|aycr
to make a roll: he rolls dice equalto
the manifestation’s rating and
gains a new Point (to a maximum of
6) if all of the dice come up as % or
greater. [f he fails, the chance is

wasted. ]mProving a manifestation

S]"IOUId Oﬂl}j }DC a"owccl 'FOI‘ POWCI‘S

the character used clun'ng the ad-
venture.

Each Plager should get two
chances to increase his manifesta-

tions for a moderatelyﬂsizcc{ ad-

Enslave

This potent manifestation robs a vic-
tim of his will, trans{:orming him into a
pawn of the Awakened who exercises
it. This condition is short-termed at
best but still very useful.

T o enslave someone, an Awak-
ened must beat him in a contest. | he
Awakened rolls a number of dice cqual
to his [ nslave rating (starting at t# 4
and climbing up at +1 cumulativc), while
the victim rolls his Determination.

The number of successes re-
su|ting from the contest measure the
duration of the Power’s effects. Each
success enables the Awa kened to givc
one order to the victim. | his order
must be sometl’n’ng that can be accom-
Plishcd in a few minutes at most
(“attack the guard”, “fetch me the keg
to the gate”), 5uicida| orders cause
the victim to freeze. Orders must be

given in quick succession; the Awak-
ened can’t delay a day before giving
the second order.

A failed attempt to enslave
someone gives a +1i Penaltg to future

checks against him.

Fantastick

Whereas most manifestations affect
the Physical world, Fantastick aPPIics
to laws and Pﬁnciples of the dream
world. It is a power which boosts the
Awakened’s abilitg to affect the work-
ings of dreams and manipulate the
“realitg” of the dream world. ]n game

terms, [“antastick’s rating is added to
the fantasia of the Awakened.

Fortify
T his manifestation boosts the endur-

ance and tougl'mess of a character to
suPematuraI levels. T he Awakened is
able to shrug off injuﬁes which could

ca silﬂ kill mortals.

Forthfy increases Stamina bg
its rating. (onstitution is also in-
creased }33 half of the Forti{g rating.
Aﬂg endurance check gets a number
of extra dice equal to [Tortify (at +1

cumulative).

Fortune

T his mysterious manifestation manipu-
lates the very forces of Luck in the
wor|c!, makfng the character look im-
Possiblg luckg. The Awakened may
expend one Point of I:ortune to re-roll
any failed dice in a roll. [e kccps any
successes and re-rolls all other dice.
This may be done only once for a par-
ticular roll Expendcc{ Points retum
after the end of the adventure.

Kinesis
Kinesis imbues an Awakened with

telekinetic powers. [He is able to move
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enture. ] his can be modified fo

each P|ager. A Piager who did ex-
cePtion3113 good should get three
chances, while a P|ager who was
iousg should get on13 one.
Acquin’nga new manifesta-~
tion is more difficult. A Piaycr

needs to forfeit two chances to

imProvc one of his alrcad9 known

manifestations. [f this is done, he
automatica”g gains a new Poin’c in

new manifestation of his choice.

objccts he can see as if his Kinesis
rating was Conditioning dice (starting
at t# 4 and increasing at +1 cumula-
tive). Contro”ing an object is ciuite
difficult and Jcrkg, considered to be
made with | itheness 6.

Longevity
The dream energjes imbuing a charac-

ter with Longevitg prevent the deterio-

ration of the Pi‘igsica| bodg he’s inhab-
iting, Fach Point of Longevitg ne-
gates 10 years of old age. Tl’lus, a
person 60 years old with two points of
Longevitg would be in the Piﬁgsica!

condition of a 40-year old man.

Perceive

This manifestation enhances some-
one’s vision so that he is able to Piercc
tl’irough illusion and see invisible items
or beings. When faced with an ilusion
or invisibih’ty, the character must make
a roll using dice equa| to his Perceive
rating (t#4, additionaldice at + 1 cumu-
lative). T o see ti’irougl’i the illusion, he
needs to score more successes than
the casting successes of the sorcerer
who weaved the illusion.

Perceive also enables someone
to see an Awai(eneci concealed i:g the
Vci| manifestation. |n this case, both

Awakened roll their powers; Perceive

needs to score more successes than

Veil.

Physique

This manifestation empowers the
Awal(eneci with colossal strength. ]:or
purposes of lifting or carrying weights,
add its rating to the Conciitioning dice
of the character. Wi‘ien maicinga Con~
ciitioning check, the character gets a
number of extra dice (at +1 cumulative)
equai to half the rating of the manifes-
tation. ]niqicting ciamage with a hand
weapon is also made as if the character
had extra Conclitioning dice equai to
half the rating,

Revigorate

The Provincc of the \/igoris faction,
this manifestation channels dream en-
ergies with ncaling Propertics‘ The
character is able to heal bg touch a

number of Stamina or (Constitution

Points‘ FFach Stamina Point restored
costs one Point from Revigorate’s rat-
ing. I ach Constitution Point healed
costs two Points. E_xpencicd Points

return at the rate of one per six hours.

Satiate

An Awakened can use dream ener-
gies to sustain his Phgsica| i:ocig, free-
ing himself from mortal needs. He can
go arou nd without Fooci, water or even
oxygen for an amount of time dePenci—
ing on Satiate’s rating,

Without food: Rating x weeks
Witiﬁout water: Katingx ciags

Without air: rating x minutes

After this Penoci has elaPseci, he be-
gins to feel the usual effects resuiting

i:rom denia| Oi: sustenance.

Second sight
This manifestation enables a charac-

ter to look into the dream world and
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the ethereal Plane while awake. Tl’lc
sight of the dream world is revealed as
a translucent image Placec{ above the
real world. This can reveal sPirits, in-
visible items or beings, Possessed per-
sons or other Awa kened.

Because the image of the
dream world is blurrg and hazg, the
character needs to make a roll to dis-
cover angt!ﬁing interesting. This is a
Presentiment check with extra dice
equal to the Power’s rating (at +1 cu-~
mulative)‘ What he can reveal clcpcnds
on the successes he scores:

Ohne success—invisible items and per-
sons

T wo successes—Awakened and pos-
sessed Peop|e

Three su ccessesf«SPirits in the
dream world

Second sight requires absolute con-
centration while it lasts: the character

can’t take any action during that time.

Swiftness
Awakened with this manifestation ap-

pear to be unnatura”y quick, stn’king
with their blade in the blink of an eye
or dodging arrows and crossbow bolts.

Fach Point of Swiftness adds
one die to the initiative roll (at +1 cu-
mulative). Moreover, any Reaction
check (m«: dodging attempts) gains
extra dice (at +1 cumulative) equal to

half the Powcr’s rating.

Vil

Veil conceals the Awakened from the
eyes of others. |t differs from true in-
visibilitg in that the characterisn’t trulg
unseen. Someone will still see the
Awakened if he stands n'ght in front of
him. Veil works bg dfvertfng attention
away from the Awakened. |n some
way, the Awakenecl will always move in

the Peripl’rerg of others’ vision or when

’c}ﬂcg’vc turned their backs on him.

Seeing an Awakened hidden
bg Veil is difficult, if he takes care not
to Provol«i any situation. |t requircs
someone to beat the Awakened in a
contest: he makes a Siglwt check, while
the Awakened rolls dice equal to Veil
(first die at t# 4, others at +1 cumula-
tive).

Wrath

A character with this manifestation is
skilled in venting his anger into objc:cts
of the Pl’ugsica| world. Wrath is a Pure!ﬁ
offensive power, able to cause some-
one or something to burst in flames or
frecze }33 manipulating the four ele-
ments (air, earth, fire and water).

The aPPlicatfon of \Wrath
causes damagc with dice cqual to the
character's Determination dice. | he
first die has a t# of 8 minus the Wratlﬁ

rating, the rest ?o”owing at+1 cumula-

tive. Armor (using the energy rating)
aPPIies normaﬂg. Because Wrath de-
Pends on the maanuIatfon of the
Phgsica| elements, it's useless in the
dreamworld.

[ach application of Wrath is
exhausting for the character, causing
him to lose one Stamina Point‘ The
effective range of the power is onlﬂ
imited bg the characters range of
sight: if he can see something, he can

hurt it.

Beathen and hermetic magick
Two distinct aPProaches are followed

}33 Practitioners of magick: heathen
and hermetic magick.

Hca’chcn magick represents a
more archaic, wild and unclisciplincd
form of sorcery, based in the inherent
magjc which lies in nature and the ulti-
mate connection of man with it. Hea~

then magic was the first kind of sorcery
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to be usccl, a direct descendant of the
faeries’ gla mours. [ractitioners of hea-
then magick were feared and revered
by normal Pcoplc and many of them
served as Priests of the sPin'ts of na-
ture. With the advancement of civilisa-
tion and the 1Counc{ing of Iarge cities,
Pcoplc began to tum away from the
heathen priests and their power dwin-
dled. |t was during this time that magj-
cians gainccl the image that would
haunt them thereafter: m\tjsterious men
commaﬂding evil powers, who are both
feared and hated 133 most PeoPIe. Tl’\e
coming of Cl’xristianity marked the end
of heathen magjcians. Thc small num-
ber of them that remained was scat-
tered throug]ﬁout E_uroPc, being weak
andisolated.

Hermetic mages follow a differ-
ent aPProach to sorcery. Theg are
based on extensive stuclging, self-

c{isciplinc and knowlec[gc of the works

and mechanisms of greater magick‘
Their beliefs are based on the Phi—
losoPlﬂical works of [Hermes T ris-
megjstus, a lcgcnc{arg Figurc said to be
the founder of the first great coven of
magjcians. Naturally, their way of life
and beliefs brought them in conflict
with the heathen magicians. |n the be-
ginning, heathens were numerous and
PowerFul (a{:ter aH, the hermetics never
had the support of the Pcople). How~
ever, civilisation and Clﬁristianitﬂ
caused Pcoplc to turn away from hea-
then beliefs. The power of heathen
magic was great!g reduced and the
heretic order overran the magical 50~
cieties and achieved domination over
all matters magjical for the next centu-
ries.

Rcccntlg, Pcople have bcgan to
tum back to the old religion and the
heathen ways, tired of the tgrarmg of

the Church and the burdens of

“civilised” life. This has led indirectlg
to the rekindling of heathen magick.
Heatl’ren sorcerers once more begin to
rise and it may not be long before the
conflict between heathen and hermetic

magick is resumed.

T he Order of Hermes

The !argest magica| organisation in
medieval Europey the Order of [Her-
mes aPPcarecl 1ong before Jesus in
ancient Eggpt and Greece, two na-
tions renowned for their advanced civi-
isation. T he Order was a"ege&[rj
founded by [ermes T rismegistus, a
nearly mgthicawigure, with the purpose
of exPIoring sorcery to its imits. T he
beliefs of the Order were based on
the Classic (Greek ideals, mafn13 those
of reasoning and experimentation.
From these two ancient strongho[ds,
the Orc{cr flourished and expanded to
the rest of Europc, often at the ex-

pense of heathen magjcians.

The Orders relationships with
the heathen magicians were never
gooc{ and declined in clownright hostile
in many occasions. [ rom their first en-~
counters, each group recogniscd the
other as a threat, having contrary be-
iefs. Bot)‘: were stubbom and arro-
gant cnough to hold that their beliefs
were the onlg truth. Tl’le magicka! wars
goug]‘nt between them sPannccl many
centuries with great Periods of truces
and resting followed by intense Fig}‘wt-
ing. At first, the hermetics were at a
ciisac]vantage, since most of E_uroPe
was pagan. Thcg were however clever
enough to use the Roman E_mpire and
Christianitg afterwards to their advan-
tage, invacling the lands of the hea-
thens and spiriting away their follow-
ers. | he invasion of Britain and the

hunting of druids }39 Julius Caesar
and then other Koman E_mPerors is an



81

cxamplc of the hermetics; aggressive
tactics. Put now these years are Iong
behind and most hermetics are unsure
of the proper action thcg have to take
against the resurgence of the hea-
thens.

The concept of the cabalforms
the core of the Orcler of Hermcs‘ A
cabalis a group of sorcerers with com-
mon interests located in a certain geo-
graphical location. A cabals size may
range from three to over thfrtg mem-
bcrs, a|t}'|ougi1 most have five to ten
members. Many cabals have a base of
oPeration, angt!’;ing from a castle to an
undcrgrounc{ sgstcm of caves. Othcrs
PreFer to have their members Iiving in
their own Private residences, meeting
only to discuss matters of the cabal.
These cabals are more flexible and
don’t dcpend on mortal hol&ings, but
are also less resistant to external

threats.

[ ach cabal rccognised bg the
Order selects one of its members to
represent it in the annual meeting of
the Order. This is to kccP Iargc ca-
bals from dominatfng the voting, The
meetings take Placc once per yearin a
different established cabal and decide
on the matters and stratcgy of the Or~
der as a whole. Thcy also elect a
council of t!ﬁirtg Girand Magi to rule
over the Order until the next year.

The most Prominent power
groups in the [Hermetic Order are the
% elder cabals. Thcse are Iarge ca-
bals dating from the ancient times of
the Ordcr that have amassed much
influence and resources, both magfcl(al
and mundane. Most of the lesser ca-
bals are allied to one of the elder ca-
balsina rcla’cionship rescmbhng that of
licgc and vassal. T he elder cabals are:
. Alexandrians: Keepers of ar-

cane and mundane lorc, this ca-

bal was situated in the (Great
Librar}j of Alexandria, until its
destruction. Theg managec{ to
save many imPortant volumes
and now tl'leg can be found
scattered among the co”cgcs
and universities of [rance and
E_nglancl‘ Tl’xeg have the best
sources on any obscure knowh
eclge‘

Camclot: The sorcerers of
Camelot work towards the
creation of a magickal l(ingc{om
on eartl'w, a Place where mun-
danes, sorcerers and magickal
beasts can co-exist in harmong.
This often Pits them against
the T heocrsts. So far their
onlg success has been the
{:ounc{ing of Camc|ot in Wales,
Foras|ongasitlasted.

Dhiva: The Dhiva cabal are
cxplorers of other worlds. They

spcncl much of their time in the
dream world and also venture
into the netherworlds and otl’rer,
stranger dimensions. Due to
their deahngs with otherworlc”g
Beings, thcg have often been
accused for the crime of Neth-
ermancy, but have escapccl any
Punishment sofar.

Dracon: members of this cabal
take great interestin allkinds of
mythical creatures, from faeries
to the mighty dragons. T hey
seck to heIP them preserve their
havens against the expansion of
mankind and have befriended
many of them, drawing arcane
lmowlec[gc from their experi-
ence.

HiPPocratians: A small but an-
cient cabal dedicated to the
lﬁeah’ng arts and the stuclg of
diseases. Although thcg may
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seem bcncvolent, rumor has it
that the Hippocratians don’t
hesitate to use their great
knowlcclgc of Pathologg and
discases to harm their enemies.
Kavos: The Kavos seek mas-
tery of clemental sorcery, con-
sidering the four elemental
realms to be the most pure and
basic of all. Their attitude and
Pcrsonality is often slﬂaped }33
the element they favor: a Kavos
pyromancer tends to be hot-
temPcrecl and imPaticnt, while a
geomancer calmand en&urirxg‘
Krccan: Thisis a cabal of war-
rior mages, specia!ising in offen-
sive magjcs. Theg raise and
train Pn’vate armies under their
command, reac{g to face any
external threat to the Orc{er.
|_ectrus: Thel ectrus are magj-

cians sPccialiscd in the creation

of magickal artifacts. T)‘weg also
seck and locate ancient
magicka| treasures, especiang
Atlantian and Mu artifacts.
The more modern | ectrus are
bent on combining rela-world
sciences, like Physics or chemis-
try, with magick, creating ma-
gotechﬂologica| devices.
Mantis: Mantis is the cabal of
transformation and evolution.
Fracticing shaPechanging and
mind~a|tcring sorceries, mem-
bers of the Mantis never keep
the same form or persona for
long. Thcg’rc Probably the
most modern, oPen~mindec] and
eccentric of allcabals.
thhagorcans: Tl're Fythag&
reans believe that sorcery is an
exact science with spechcic laws
and devote their lives on discow

ering them. They have great

arcane power but are isolated
fromthe rest of the world.
Kegia: The cabal of Kegia al-
ways considered itself as king
makers. Theg deal l’leavfly with
mortal society and Politics) ma-
nipulating them to their own
ends. | heir l’ncadqucartcrs
have been in Rome, but thcg’vc
recentlg moved to Faris. Theﬁ
maintain contacts and allies in
every ma)’or European city.
Riendr: Riendr believe T he
Dragon is the source of all
magic‘( on earth. Although this
is higHg debatable, Riendr ma-
gicians have great faith in their
beliefs and alwags secarch for
manifestations and understand-
ing of Thc Dragon‘ T o some
of them, The Dragon is the
onlg true goc{. Because of their

declination from the standard

hermetic ideals, ma ny other her-
metics believe theg have sliPPecl
into [Heathenism and ouglﬁt to
be shown the right Path again.

i Thcocracy: T}we Theocrats
were the first to realise the im-
portance of Christianitg as a
tool against the heathens.
Since then, theg’vc been heaw
1'!5 involved with the (Church
from their headquartcrs inside
the Vatican. Kecentlg theg’ve
lost some of their credit, since
its the tyranny and corruption
of the Cl’lurclﬁ that has led to
the rise of a new breed of hea-

thens.

Dogmas and crimes

The Order is bound
togcther bg its common beliefs. T hese
beliefs can be divided in Dogmas and

Crimes. Dogmas form the core of
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hermetic ideals and are followed bg
hermetics  to prosper and advance
their magick. (Crimes are taboos; theg
are what the hermetics dcspisc. A
mage of the Order must avoid these at
all costs or face corruption of his
magick (end expulsion from the
Order). Dogmas and crimes are
c]osclg related. Often, the oPPositc of

a dogma consists a crime.

T he Druidic Order

Named after the Druic]s of pagan
Britain, the Druidic Order is a much
more ancient organization connecting
]:_urope’s pagan faiths together.
Members of the Order belong to
faiths that devclopcc{ largc|9
inc{ePendent from one another but
shared some common traits. One of
this was the belief in Animism, the faith
l’lolding that the natural world is

inhabited }39 numerous sPiﬁts gving it

Dogmas

Sorcery is one of the forces of the universe, like
gravity is. The hermetic’s task is to understand the
laws commanding it.

50rcer3 is not for everyone. Onlg an elite minority
has the giFt of commanding it. A sorcerer must not
reveal himself or his power to unbelievers lest thefj
rise against him and the rest of the Order.

Command of sorcery belongs to the magician. The
magician must be autonomous from other sources of
magick and his power must come only from his train-

inga nd achievements.

Crimes
Mystidsm: The crime of Mgsticism is another Point of]
friction with the heathens. T he heathens believe in the
divine origin of sorcery, that magick is a mysterious
force one should accePt and not tr3 to analgse or un-
derstand. T his is tota”g heretic to the hermetics,
whose main goa! is to discover all laws of sorcery.
Kevcaling: The crime of revealing one’s magicka
power in front of (nbelievers. (nbelievers aren’t
oPen~mindec{ or cnlightenec’ enough to understand o
accept a power fike sorcery. | eave them to their safe
ittle world.
thhcrmancg: Thc crime of gaining power from entid
ties summoned. [TJermetics frown on magickal power]
not gafnecl through one’s achievements.
Hcathcnism: The crime of bclieving in one source off
magick and not the universal aspect of it. This crime
refers to the heathen magjcians, who revere nature as
the source of all magfck, whereas the hermetics hold

that sorcery exists througl‘xout the universe and inside

ife, from trees to rivers to rocks. ] he

other was a common Fight against the  hermetic ideals, which didn’t agree with
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their views of the world.

The Druidic Orcler is made of
the magicians called heathens. T hese
sorcerers base their power on nature,
which t}weg revere as a deitg ora group
of deities. They Per‘Form their magick
bg drawing raw energy from nature
without caring for the details of their
magickal worl<ings. Jn fact, they hold
that sorcery is an irmatelg mysterious
power and someone tends to reduce
its wonder and power if he anal\tjses it
too much. | hese beliefs have }Droug!‘xt
them in direct conflict with the Order
of Hermes.

A|though the bcgirmings and
ancestors of the heathen magicians
are much older than those of the her-
metics, members of the Order were for
a long time ignorant of the other hea-
thens, locked in their faiths and re-
gions. |t was not until the threat of the

hermetics was realized to its full extent

that the Druidic Order was formed
with members from all Europc. The
catalgst for the Orcler’s Forming was
the Classical (Greek era. |n that time, a
lot of heathens fled Greece, as the
hermetics triumphed and transmitted
their ways of thinking to the vast
masses of the Ur\bc!ievcrs. With them,
they }Jrought a message of warning
about the threat of the hermetic magj.
Thc Druidic Ordcr was formed to
counter the sPreac{ of the hermetic
ideals and preserve the pagan ways.
Clﬂanging many names, it took the title
Druidic Order cluring the rise of
Christianity, when Britain became the
bastion of Paganfsm in Europe and
druids the leaders of the resistance
against the hermetics.

At first it seemed that the hea-
thens had the upper hand, being more
numerous and contro”ing more lands.

[However, the hermetics were Pcrsis~

tent and well organised. They in-
creased their influence in the Roman
E_ml:)ire, Pus!’;ing the People away from
the worship of the gods towards more
mortal interests. Some of them even
took advantage of the new Christian
religion to Figl’lt the heathens. Witl'\ the
invasion of England and the persecu-~
tion of the druids, the Druidic Order
felt that the end was nfgh, with its
strongholcl under siege. The real end
came later, with the Founc}ing of Came-
lot under the hermetic sorcerer Merlin
and the christianising of the Popu|a~
tion. ]n one last desperate attempt, the
heathens united under the banner of
their leader, Morgan le ]:ag, and suc-
ceeded in c{isbanding the kirwgdom of
Camelot. }ﬂowevcr, their victory came
at a devastating cost. Most of their
members were lost and Morgan was
slain }33 Merlin himself. From that time

on, the Order was too weak to resist

the hermetics’ takeover of E_u rope.

But the Druidic Order wasn’t
dead. The hermetics believed theg
had taken care of their Problcm for
eternfty, but the heathens were onlg
hicling, resting, healing their serious
wounds. Tl’]ey remained active in the
coun’crgsic{c, trging to keep the old
ways alive in the People’s memories,
mixing Christianitg with pagan beliefs
in the form of gairg tales and supersti-
tions. Tl’]e\lj bid for the time that would
enable them to rise once more.

The hermetics’ reliance on the
Church to l(eep the PeoP|e away from
practicing the pagan ways Proved to
be a grave mistake. | he Church’s op-
pression of the Pcoplc backfired on
them. Mang commoners turned to the
old ways, seeing the Churc)‘w and the
no})ility growing richer while t!’]c\lj be-
came poorer. This marked the resur-

gence of the heathens. Across the
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|anc{, Pcoplc that aspirccl to the old
ways were contacted ]39 the remaining
heathens and incorPorated into the
resurrected Druidic Order. The Or-
der of Hermes was able to detect this
uprising but was unable to figure out a
way to stop this Phenomenoxm

The Druidic Orderisnow alive
and active once more. Although lack-
ing the internal organization of the her-
metics, it has many rapidly growing
groups all over Europe. These small
groups are called covens and are the
cells Forming the Druidic Order. [ ach
coven contains witches, thatis heathen
magicians, who hold the Icadcrship Pmc
the coven, a!ong with mortal followers
who possess no knowlcclgc of magick
but are interested in Presewing the
pagan faith. ]n the old clags heathens
loathed to share their secrets with the
common folk, ru |fng them tl’xrouglﬁ their
ignorance. Times have changec{

t}‘noug!‘x and the heathens need not
onlg as many allies as theg can have

butalso the suPPort of the People‘

T he Seelie Court

The historg of the SCelic Court is
the history of Mu itself, the ancient
land of the faeries that is lost in the
mists of the past. Mu was the first
attemPt made }33 the faeries to form an
organisecl nation to Provide salcetg and
citizens. | his
requircd a great deal of effort, along

Prosperitg to its

with organization and laws. [t most!y
aPPcalcd to faeries with respcct to

and
undisciplined, faeries found the idea

ethics laws; other, more

too cumbersome and limited. Howcvcr,
as the fame of Mu and its wealth
reached every faerie in the world, even
the most chaotic ones would
sometimes force themselves to accept

set standards in order to be a part of

that pa radise on earth.

So, the great wave of immigra-
tion towards Mu created a substantial
minority of faeries who Prctcndcd to
go }33 the rules but in realfty cared
nothing about them. T hese Potential
troublemakers were identified by a few
of the !awkeepers of Mu, but the gen-
eral aura of Prosperitg inhibited them
from acting against them.

\/\/ith the rise of Kathadastro
and its Atlantian minions, the faeries
of Mu came face to face with a dan-
gerous enemy. The High Kings of
Mu orgarxised a boclg drawing mem-
bers from all levels of faerie society, to
unite the faeries against the common
threat and putupan effective defense.
Thats how the Seclie Court was
born.

In its beginning, the Seclie
Court was a very diverse group with a

noble goa|: the Protection of Mu from

outside threats like the Atlantians. [ts
leaders and agents even contained
many of the wild, unrulg faeries. After
the defeat of the Atlantians, the
Populaﬂ'ty of the Seclie Court rose
so much that it was decided to kcep it
Permanently to defend the land. With
increased power and imquencc, the
Court gained in imPortance and there
as a time that it had even Higl’l Kings
as its puppets.

Some time after the defeat of
the Atlantians, imPortant members of
the Court made contact with the
E_terna| Fowers of “good”‘ The Fow~
ers tumed their attention to one of
their old concerns, the wild trouble-
makers. Although theg had Fough’c
against the Atlantians, no one could
say for sure that tl’ncg didrnt represen’c
a threat that could tear Mu aPart from
the inside. T he Powers convinced the

faeries to use the (Court’s power and
P
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resources to vanish those “evil’ faeries.

Thus, the Seelie Court }Jegan
to take interest not onlg in the outside
threats, but also in inside ones. [t used
its considerable resources to perse-
cute facries it rega rded as troublemak-
ers and used heavy Propaganda to
Justi% its actions. Some of the unrulg
faeries were actuaﬂy members of the
Court, but were helpless while the
Court harassed their friends and kin.
They soon resigned from their Posi~
tions and formed the Unseclic Court
as a countermeasure. Evcntuaug, the
Figl’]t between the two Courts esca-
lated to the [Faerian Wars and de-
stroged Mu.

The Seelie Court survived the
destruction of Mu, as did the (n-
seelie. Jt followed the faeries in their
otherworlc”g realms. Todag, the
Seelie Courthas a strong presence in

many faerie realms. ne realm in par-
Y P

ticular is comp|ctclg dominated by it
serving as its headquartcrs. From their
base in the Castle of a Hundrecl
Spircs, the Seclie facries continue
their ancient n’valrg with the (nseclie
Court, trying to bring all of the faerie
realms under their rule.

The Seche Court is com-
Posccl of three independent bodies,
each with its own function: the Silver
Brigadcs, the Silcnt Cirde and the
[ merald Circle. The Silver }Jrigades
are the army of the Court‘ T!‘)cg ride
out of the Seelie realm in times of war
with the (nseclie, but also contain
many elite units trained in undcrtaking
covert missions in times of peace. The
Silcnt Circle is the Court's ambassa-
dors, agents and stes. These faeries
spcncl most of their time in other facric
realms or even on earth, gathen’ng any
useful information, strengt!ﬁening the

Court’s Position and un&ermining the

(/lnscche’s opcrations. Lastlg, the
F merald Cirdle is the smallest but not
less imPortant unit. | he [ merald fae
are knowlcdgcabki in sorcery and pro-
vide the Court with magickal backup.

[ ach of the three units is or-
ganisecl in the same hierarchical man-
ner. | here are three levels in each
body. The first and lowest contains
the bulk of the Court’s members.
T heir activities are coordinated }39 the
members of the second level, who are
of course less numerous (’c}‘werc are 20
first-level members for every second-
level one). Fina”g, the second-level
members are watched and directed }33
a single third-level faerie. |n the Silver
Bn’gacles, the three levels of hicrarchg
are the Silver Brigades, the Briga~
diers and the Knigl’ut of the | ance. In
the Silent Circle, there are the Silent
Circle, the Guildmasters and the
Oversccr. Thc three levels of the

[~ merald Circle are the [~ merald Cir-
cle, the Magisters and the | ord High
Magick.

Above all three bodies and
their levels stands the Hfgh Court, the
brain of the SCcIie Court. The High
Cour’c has absolute power over the
entire Seche Court and it's what
unites and kccps together its three
components. lt’s made of 12 members,
whose identities are a|wags kept se-~
cret. | he three faeries of the third
level report to the Hig!‘) Court and in
tumn receive their orders from it. T he
High Court also aPPoints members to
their positions and decides over pro-

motions and demotions.

T he Unseelie Court

The Unscclie Court is the Pﬁmary
organisation of evil faeries that in-
strcs fear in the hearts of both mor-

tals and faeries alike only bg the invo-
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cation of its name. |t was formed cluring
the Faerian Wars bg the genera!s and
Pﬂ'nces of the evil faeries. T hese
Powcnhungry individuals wouldn’t form
any kind of alliance, much less the
Court, but t]ﬁcg realised that theg
would have to be united in order to
stand a chance against the armies of
the enemy. After the disaster of the
Faerian Wars, their thirst for power
hadn’t been qucnchecl and their desire
to destrog their good cousins and ex-
tract their revenge grew onlg hotter.
T he

thougl’r its power was great13 reduced

(/lnseelie Court remained,

along with its influential members.

Todag, the Ur\see!ie Court

extends its sway over a great Part of
the evil faeries of the world. These
faeries compose the Host of the
Court, its army and senitors. | he
[Host is not very

effective as an army, as its members

are scattered around earth and the
faerie realms, but this means the arm of
the Court can extend even to the far-
thest Point of the world. The Courtis
still ruled in a clespotic way bg Pﬁnces
and gcnerals of the evil faeries, butits
sorcerers possess great power also.
Tl‘ueg are responsiHe for the foul
magicks and evil creations that have
given the Court its terrible fame and
have caused much harm to both faeries
and mortals.

The base of the Uﬂscchc
Court is said not to lie on this world,
but on a faerie realm of darkness and
misery. Thcrc, in its c{ark, haunted
woods lies the main body of the [Host.
]n the center of the rcalm, upon the
Screaming rl:”, rises a stone castle,
the fortress of the Court where its
lords Pla n their next movements.

The Unseelie Court is com-
Posec{ of two Parts: the army and

agents of the evil faeries, that is called
the Host of the Court or the Sluagh,
and the sorcerers of the Court that
form the Sidhe QabaL The Sidhe
Qabal may be much smaller than the
Host, but the magjcal powers it pos-
sesses command the respect of all the
Court.

I ach one of these parts is
|argelg inclependent and is ruled bg a
different coundl. T he Sluagh are
ruled b\rj a council of 30 Jarls that are
the Councibs finest strategjsts. The
Qabal is ruled bg a council of 10 Poi-
soners (FPoisoneris a term for sorcerer
used bg the Church of the Savior).
I ach coundil has no autl’lorfty over
the other, however both are under the
aut}'moritg of the high council of the
Unsec|fc Court, the Ri Damhna. T he
Ri Damhna is comPosed bg 5 Jarls
and 5 Foisoners, which are permanent

mcmbers ar\c[ are replaced Oﬂly in

cases of treason or death (og course
incomPetent members tend to vanish
ciufcl(lg). ]t must be noted that these
Jarls and Poisoners have double votes
on the lesser councils and it is theg
who choose the other members of the
lesser councils every now and then.
Thcg are the most Power‘Ful faeries in
the UHsceIie Court, electing one of
their own to be the Ard Ri, the High
King. The Ard Ri has double votes in
the Ri Damhna and can veto any deci-
sion made }33 it, except from decisions
about his rcp|acement. [He is tru[y the
l(ing of the (Jnseclie Court.

Thc structure of the Court
seems very organisecl and stable, but
in reality faeries of the (Court stand
reaclg to backstab, exploit or even as-
sassinate their supeﬂ'ors 50 tl’xeg can
assume their Position and status.
There are the common means for as-

cenc{ing the levels of authority and are
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si|ent]3 recognised }33 all the Court.
This Practice creates a constant
chaos and inner turmoil inside the
Court that has been described as an

unseen civilwar.

Dae Rhan

Dae khan is the name of a unique
Fighting stglc clcvc|opcc{ bg castern
monks as a means of deFenc{ing

themselves from bandits or other

threats. Since theg hate bloodshed,
the monks devised a Fighting stg|e
which clevelopcc{ into a form of art,
stan&ing above kung fu and other
martial arts. Dae khan combines the
quickness and grace of the cat with the
gerocitg of the tiger. Je requires quick
thinking and a sharP eye, for the
martial artist must never do angthinghe
has not Planncd ahead. E_vcrg

movement has its purpose and is

another steP towards the comcluding
act.

The basic Pl‘n’losophg of Dae
khan is simplc and is derived from the
realization that when someone attacks,
he also leaves himself open to attack. ]F
the martial artist is able to dodge the
incoming strike, he can then attack his
opponent when he’s at his most vulner-
able.

T he monks have taken this sim-
Ple idea and evolved it into a science.
A skilled martial artistis able to gatl'ler
energy from rePeating dodges, accu-
mulating it to unleash it in one devas-
tating strike when the time is riglﬁt.
Thus, Dae khan becomes a series of
intricate doc{ging maneuvers followed
133 a final strike of great power and
accuracy that cﬁpples the enemy. Tl’)c
martial artist resembles a dancer full of
grace; his dance is swift, yet harmoni-

ous. With every doc[ging maneuver, he

builds his power. Jndeed, the Fighter
may seem to grow red after one or two
do&ges, as the power inside him
screams for release. Hc must be pa-
tient thougl’x and concentrate it in one
strike at the right moment.

Dae khan still remains a c|oselg
guarc!cc{ secret of Chincse monks.
Only a handful of westerners have
managecl to learn this art, usua”3 bg a
travcling Pricst who came to know and

respect them.

Kaidos
To all artists of Dae khan, kaido is a

word for mastery. The term refers to
the tcchniques developecl bg masters
of Dae khan, which combine Phgsical
abi!itg with great mental concentration
to Procluce extraordinar9 feats. [For
exa mPIe, one kaido enables the martial
artist to block his mind against Pain
and comPIet619 ignore it. Another

Fighting with Dae Khan
To Fight with the Dae khan stgle,
someone needs to have a rating of
at least one in the iclcntica"g
named skill. T his skill is considered
a l<now|ec{gc and a subskill of the
Brawh’ng main skilll Jt is not
available to starting characters
unless thcg have the Dac khan
know]edge gi]ct.

Thc basic clamagc for a
Dae khan strike is 6 if the martial
artist has one or two ]nte”ect dice,
5 if he has three or four or 4 if he
has over five or more |ntellect dice.
]ntc”igencc is important because

the whole Philosoplﬁg is for the

martial artist to quicuy recognize

and strike the neura[gic, weak
sPots of the enemy. This clamage
is of the kinetic type and causes
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kaido, when exercised, renders the
artist unmovable bg force much greater
than his own strength. Some kaidos
have a mgstical side, bcing almost
suPernaturaI. Incleed, some argue that
kaidos must be rccognizcd as a new
type of magjc.

]t takes years of soli’cude} prac-
tice, sclﬁdisciplinc and meditation to
&evelop a kaido. E_ven the greatest
masters haven’t cicvelopcd more than
three of them cluring their lifetime.
Aside of time and expenmentation, it
also rcquires great wisdom and iron
will. Someonc must have more than
three dice in ]nsight as well as in De-
termination to deve|op a kaido on his
own.

Leaming a kaido from a tutor is
much easier. OFf course, icinc{ing a
teacher who knows a kaido and per-
suading him to teach you is another

matter. A character can leam as many

kaidos as his Insigl’it dice. [ ven excep-
tional martial artists however, don’t

learn more than 2-3 of them.

“T he rock standing against rain for
a thousand years”

Basic training; Orne year
Compctcncc: i

This is one of the simPlest kaidos, but
useful nevertheless. ]t makes the mar-
tial artist unmovable while concentrat-
ing. The i:igi'itcr adds his kaido suc-
cesses to his Conditioning dice (at +1
cumu|ative) for all contests made to
move him. [~ ven sweeps and graPPies
fail to bring him down or knock him
back. Wi’wen attemPting such a maneu-
ver, the opponent still needs to beat
the martial artist’s considerable
strcng’cn to succeed in moving him,
even if the maneuver is successful.

Whilc in this state, the Figntcr gets a

+1 bonus to any armor he wears or to

his base unarmored rating but can’t
take any other action, offensive or de-

fensive.

“The skin and bones resembling a
stone wall”

Basic training: 2 years

Compctcncc: i

This kaido makes the Figi—:ter’s skin
hard as rock. |t is a defensive tech-
nique, as well as an offensive one, hurt-
ingan unarmed opponent who smashes
his fist against the rock-hard skin. T he
technique requires the icigl*iter to make
himself vulnerable to attack 139 sacrific-
ing an action. When the attack takes
P|ace, his opponent gains a —| bonus
because the Fighter has left himself
vulnerable. |f the kaido has been per-
formed successFu”g, a +1 Pcnaltg is
inflicted to the éamage roll of the op-
Poncnt‘ Furthcrmorc] an opponcnt

striking with an unarmed attack takes

(onstitution loss, alti‘uougn the
martial artist can inflict only Stam-
ina damage if he chooses so. |t is
further increased 133 the Condi-
tioning dice of the martial artist
and his strike successes.

Dae khan relies on gathen
ing kinetic energy from dodges.

[For every action the martial artist

forfeits his attack against an op-~

ponent and instead doc{ges his
strike, he accumulates a —1 bonus
to his attack and an extra damagc
die for his next strike. | his strike
must come at the end of a series of
doclgcs and can have a maximum
bonus of =% and three additional
a|damagc dice.

These martial artists are
masters of dodging maneuvers.

While dodging their attacker gets
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damage cqual to the damage he origj-
na"y inflicted, but this clamage roll also
suffersa +1 Penaltg.

“T he three-headed dragon”
Basic training; 4 years
ComPctcncc: 2
This techniquc enables the martial
artist to combine three strikes in one.
The martial artist PerForms onlg one
attack, but he strikes three times in
quick sequence. [His attack is made at
a +1i Penaltﬂ. I]C successFuL he makes
three c{amager rolls instead of one, al-
tl‘woug}‘n all of them suffera +1 Penaltg.
This tecl'mique is a Iightning
attack that can't be used often or it
confuses the Fightcr and clisrupts his
sense of balance. [Half a minute must
pass before it can be used again, else
the ;ighter suffers a +1 Penalty due to

disorientation for 3 rounds.

“Strike of the three fingers that
pierce like steel”
Basic training: 12 years
ComPctcncc: 4+
This kaido is a we”~guarc{ec{ secret,
passing from a master to a student
onlg once in a lifetime. Feople that
have the Potcntia| to learn this excep-
tiona”g difficult tec}mique can be
counted in the Fingers of one hand.
The technique consists of a
Fairlg simP|c strike: the martial artist
strikes with his hand and the 3 middle
Fingers extended. T he kaido trans-
forms these 3 Fingcrs into a dcac”g in-
strument like a spear shalct, so the con-
centrated strike is one of the most
Powerpul attacks known. The damage
roll for the strike is made with a -2 bo-
nus. Jt is rumored that a khan master
once slew a small c]ragon using this

strike.

“The hawk whose speed defies
nature”

Basic training: 2 years

Compctcncc: 2

T his kaido enables the ma rtial artist to
move with supcmatural sPeecl. Every
kaido success gives him one automatic
success for the initiative check of the
Fo”owing round.

Tlﬁis surge of sPeed is costlg in
terms of Phgsfcal exhaustion. Ever9
time the kaidois used, the Fightcr must
succeed in an [ ndurance check or

lose a Stamina Point.

“The invisible plates of dragon
skin”

Basic training; One year
Compctcncc: i

This kaido makes the martial artist
able to absorb the impact of strikes
into his bodg, thus Iesscning the dam-
age he suffers. T he kaido successes

o bonus from the Ogensc rating
of his melee weapon, P]us theg
don’t suffer any Pcnalt3 when
dodging dose combat attacks.
[However, their maneuvers require

great ﬂexibility and grace of move-

ment. Theg can’t Perform them if

tl‘weg have more than one encum-

are added to his base unarmored rat-
ing (this isn’t cumulative with worn ar-
mor). Pecause the martial artist needs
to concentrate on dealing with the
strikes, he suffers a +1 Penaltg to his
attacks.

“Hug of the great bear”

Basic training: 2 years

Compctcncc: 2

This kaido allows the martial artist to
graPPlc his opponent in an unbreak-
able hug. When the martial artist grap-



91

P|<:s his opponent, his Conc{itioning
dice are increased bg the kaido suc-

cesses (at +1 cu mulative)‘

“T he realm of shadows, a mirror
of our own”

Basic training: 9 years

Compctcncc: 3

T he martial artist is able to blend with
shadows and use them to move. The
martial artist can step inside a shadow
and disaPPear, on|3 to appear
stcpping out of another shadow within
range of sight. |t is an evasion kaido,
first dcvelopcc[ bg a secret order of
assassins, Paic] bg castemn warlords to
take care of their enemies.

“Piercing the shadow is slaying the
body”

Basic training; 4 years

Compctence: 3

Another kaido first used 53 the
assassin branch of the Khan martial

artists. Bg concentrating for an
action, the martial artist is able to
focus his mental strength and on his
next action strike at the victim’s
shadow. | he shadow becomes a way
for the martial artist to harm the victim,
who takes the normal damage of the
strike without bcing able to parry or
cloclge (although the clamagc of the
strike is not increased bg the {:ighter’s
Conditioning}. Ang kind of Phgsica|
armor is uscless against the mﬂsticaL

insubstantial nature of this attack.

“T he dancing frog leaps”

Basic Training: 2 years

ComPctencc: i

This kaido consists of a great IcaP
and can be used bg the martial artist as
an attack form or asjust a way to_jump
longer and ther. The kaido is
executed when the martial artist faces

an oPPonent. ]F he successFu”g uses

the kaido, he is able tojump double the
distance and hcight of a normal human.
This enables him to |eap over his
enemy (if he’s not very Iargc) and land
behind him. During the same action, he
can strike his opponent with a tuming

kick using all the bonuses for striicing
from behind.

“T he adder fangs dripping the subtle
poison”

Basic training: 4 years

Compctcnce: 2

This kaido was deve|ope& }33 a Khan
master Fo”owing a dark Path: the way
of the assassin. When the martialartist
strikes he causes clamage with a +i
Penaltg to the clamage ro”, but the
kaido enables him to cause serious
internal damage to a an important
organ, like the liver or the sP|een. The
victimneeds to make a \/itah’tg check. If

he acquires atleast equal successes to

Kaidos

Basic training; Fach kaido re-
quires time to be learnt. During
the training Pcriocl, the character
must sPenc] at least 3 hours per
day training and practicing, When
the Period ends, the character
makes an ]nsigl‘nt check at +7%. ]F he
succeeds, he has learnt the kaido.
[ he fails, he needs to spend an-
other year training before he can
try again. [f the character tries to
dcvelop a kaido without having a
teacher, the basic training Period
is quadruplec{ and the Penaltg of
the ]nsight check increased bg +2.

ComPctcncc: K aidos are difficult
things to master and leamn. The

Competence factor judges how

hard it is for the martial artist to
Pemcorm the kaido. When he tries
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o use the kaido, the Fighter must
make a skill check for Dae khan,
using Determination as the gov-
erning attribute. Hc needs to ac-

cumulate a number of successes at

least cqua| to ComPctencc, or
else the kaido will fail. T hese suc-

cesses WIII also measure t}’IC C{“FCC—-

iveness of his Pchorma nce.

the clamagc caused, the strike has no
sPeciaI effects on him. Otherwise, one
of his organs is sen’ouslg hurt and will
develop malfunctions that will result in
death within half a year. Such serious
inJ'urics can onlg be healed through

magicalmeans.

“T he trap made of steel spikes”
Basic training: 7 years

ComPctcncc: 3

]F Pchormec! corrcct15 this dreadful

kaido can cause immediate death. |t

enables the martial artist to strike with
such force as to cause the rib cage to
co”aPsc and the ribs to Pierce the
heart of the haplcss victim (H«: steel
Pikes). The strike must be very
accurate (tlﬂus, is it has a +% Pcnaltg)
and the victim must succeed in a
Vitality roll with a +3 Penaltg or droP
dead. Fven if he survives, the strike

causes norma| da mage.

“The invisible owl striking from
afar”

Basic training: 6 years

ComPctcncc: )

The martial artist is able to harm from
a distance, strikir\g as if his target was
in front of him. T he strike causes nor-
mal damage (al’chough it can't be aug-
mented bg clodging) and cannot be
Parﬁecl or &odgec] bg the target. Thc

martial artist can not be further than
his Determination  dice x10 meters
from the target and needs a normal

attack rollto strike.
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he cosmos is divided in
three concentric rings:
the outer, the middle

and the inner one.

The inner ring

Thc inner ring lies at the center of the
cosmos, a!tl'lough it was the last to
have been created after the victory of
order over chaos. Within it lies the so-
called real or Phgsical or mortal world
but also many others, like the dream
wor[d, the ethereal and astral Plane
and the realms of the fae. Orderis at
its strongest here, so magicl( exists at

its weakest.

T he “real” world

The “real” world is called real because
its Primary inhabitants, the humans,
believe it to be the on13 world in the
whole cosmos. T he denizens of other

worlds know better, of course. A|so

called the P!’xﬂsical or mortal wor|d, the
real world lies at the every center o¥

the cosmos.

T he dream world

The dream world is the home of spin'ts
and many other mgthical and magickal
creatures. |t’s a world that lies c{irectlg
above the real wor|c|, as an extension
of the Pl’lgsical Plane, closer to the
other rings of the cosmos. Unlike the
Physical world, the dream world isn’t
“real” in the strict term: it’s as
immaterial as any dream or Hceting
wish.

(Chaos is stronger here than in
the real world and this makes the
dream world an enchanted Place‘
APart from sPirits, mortals can access
the dream world when clreaming, be-
cause dreams are a kind of magick

The dream world is more or less

a reflection of the Phgsical worlcl, re-

sembling the |andscape of earth. E_ven
buildings and structures correlate to
those of the real world. However, the
dream world is also shapec{ bg the
dreams and desires of the People. A
humble cottage may seem as a great
manor here or a small dirk as a great
steel sword. Ang feature in the dream
world is malleable; anyone with a little
imagination can transform it to some-
thing closer to his desires. OF course,
the dream world isn’t a chaotic Plane
constant13 sl—mcting to take other forms.
]t naturaﬂg Puts up some resistance
against any change, as it's still a Place
in a cosmos Primari[cj ruled bg order.
To bring about a change, someone
needs force of will and a Powcr‘Ful
imagination. The later is measured by

Fantasia.

Fantasia

Fantasia is the power of one’s imagi-

OQut ofF thirs worild

nation, the abilitg to believe to the un-
believable, to exceed any fimit imPosec{
bg a set reasoning and realitg‘ It is
somcthing that children and artists
tend to have in greater quantities than
“serious” grown-ups.

Mortals typica“g have fantasia
ratings cqual to half their ]nsfght dice
(round uP). Notable exccptions
include sorcerers that have traveled a
lot in the dream wor|d, espcciaug those
with imowle&ge of the Oneiromancg
realm.

Awakened, sPirits and faeries,
as well as any other creatures that call
the dream world their second home,
have fantasia eciua| to their full ]nsiglﬁt

dice.

Shaping the dreamworld
Any feature in the dream world is
open to alterations induced b3

someone’s imagination. A wooden



not be so in the dream

world; it may become a Fencing sword.
A small windmill may turn up to be a
great tower. Or, if a wallis too l’ligl’l to
climb, wl'lg not cut it down to size?
USU8”3, a dreamer can’t con-
J’ure something out of notl’ring. A fea-
ture must a|reac13 exist for him to alter
it. Flowever, small things, up to the size
of a small tree, may be dreamtinto exis-
tence 139 exPenclinga [Tantasia Point
To bring about any c!‘xange in
the dream worlcl, a dreamer rolls dice
equal to his [Tantasia rating. The first
die gets a t# shown in the sidebar, ac-

corcling to the size of the alteration.
Al others are ata +1 cumulative. Big
and l’iuge changes require the expenc{i~
ture of a fantasia Point (f the roll is
successful).

Sometimes, a dreamer is con-
nected to a feature of the dream world.
Somebocly’s home also remains his in
the dream world. Such dreamers gain
a -1 bonus on any roll to affect “their
objccts. ]n order for someone else to
alter them, he must first snatch control
from their “owners”. Whetl‘xer this is
successful or not, it isjudged by a fan-
tasia contest. | he t# of the first dieis
cqua| to 2 P|us the OPPor\cnt’s Dctcr—
mination dice. | he rest of the dice are
at +1 cumulative. The dreamer that is
connected to the object gains a —1

bonus to the roll.

Cha nging you rself

|n their dreams, PcoPlc don’t wish on|3
about theg things theg want to have or
the P|aces tlﬂeg want to wvisit. Mang
Picturc themselves strong, brave,
handsome or inte!ligent, things theg
believe they lack in real life. Jn the
dream world, these wishes can become
true, within certain imits of course.

used to

Fantasia can be

increase a dream-self’s attributes.
E_verg [Fantasia Point spent increases
an attribute }33 one die (at +1i
cumulative). This increase lasts
throughout the dream and can Push

attributes begonc’ human maximum.

Bringing luck

Murplﬁg’s lawis for the real world onlg!
]n out dreams, we usua"g never fail in
our tasks. I:antasia can he|P someone
at that, a”owing him to re-roll any
check 133 expending one | antasia

Point. Howcver, the character must

E_xPcncling Fantasia
USCS that cxpencl [Fantasia Points
reduce Fantasia for the purpose
of mal(ing checks or determining
damage, but lost Points return at
the next dream.

[f the last fantasia Point is

usec], the person is immediatelg

exPc”ecl from the dream world and

usuaHg wakes up in his bed,
drained and tired. [ e can’t dream
oain until the next clagA

kee the new rcsult and no more than
P

one fantasia Point can affect a given

check.

Dream battles
(Combat in the dream world is handled

just like in the real world: it’s a matter

of hit and be hit. [Fowever, letl'nality in
the dream world is much Iower, at least

for mortals.
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A true sPirit alwags uses its full
c{amage rating in the dreamworld.

On the other hanc{, creatures
that Primarilg live in other worlds, like
mortals, facries and even Awakened,
are less clangerous in dreams. Theg
can not inflict more c!amage dice than
their Fantasia Pofnts. For example} an
Awakened with fantasia 3 would roll 3
damage dice, even if his sword could
inflict 5 dice of damage. The dice used
are those with the lowest t#s. 5P6~
cia”y enchanted weapons may bgPass
this limitation.

Magick alwags inflicts full dam-
age, rega rdless of the casters ]’:anta~
sia rating.

Wounds inflicted in the dream
world may be healed t}ﬁrouglﬁ wishing
them away. [~ ach Fantasia Point ex-
Pendcd restores one Stamina and one
(Constitution Point‘

]njuries in the dreamworld aren’t

“real”. Mortals and faeries that “die” in
the dream world usua”}j wake up in the
real world as if theg saw a nightmare‘
APart from having some slccPing
Prob|ems for the next couP|e of dags,
tlwcy are not affected in any other way,
nor are the dream wounds transferred
to the real world. On their next dream,
theg appear healthg again.

The situation is more serious
for spin'ts and Awakenccl, bcing the
true denizens of the dream world.
Dream injuries can kil them, ending
their existence. | hisis whg Awakened
are extremely careful when oPerating in
the dream world. Spcchcicaﬂy for the
Awa!(ened, althougl’l dream wounds
aren’t carried over to their mortal
bodg, they aren’t restored upon their
next dream either. T}'ICH remain until
healed }35 Fantasia or the passage of

time.

l:_nten'ng the dream world

There are some gates in the Phgsical
world that lead direct!g to the dream
world. T hese magickal Pathwags may
be natural or artificial but rarelg ap-
pearas what tlﬁcy trulg are. Someone
might pass beneath an old archway
and suclclen15 find himself in the corre-
sPondent arca of the dream world.
Another person miglﬁt fall asleep inan
enchanted grove of a mystica| wood
and “wake up” in the dream world. On
those occasions, the person is Fu“g
transferred in sPirit and boc{g in the
dreamworld. [fhe dies there, he’s dead
Forgooc{.

[:inding a gate to the dream
world is the cxccption, not the rule.
Most of the times, someone will enter
the dream world because he falls
aslecp and dreams. ]n this case, the
individual enjogs a dual existence: his

bo&y ies slccping in the real world,

while his dream-self enters the dream
world. [For mortals, this is entirelg un-
wi”fng Theg don’t view their time in
the dream world as unnatural or as
anything more than a simple dream. |n
fact, because of their weak connection
to the dream world, most mortals can
not remember most of the time t}‘ncg
sPcncl in the dream wor|cl, except as
vague details of their dreams.
Awakened are a different case,
}Jeing Part!g creatures of the dream
world. A mortal has to fall asleeP and
dream to enter that Plane of existence.
An Awakened can do the very same
thing with his power of will alone. e

Just needs to concentrate and make a

complcx Determination C]ﬁcck, ro”ing
once per action. As soon as he
reaches three successes, his Pl’xﬂsfcal
bodg falls aslecp and his immortalspirit

enters the P|ace of dreams.

Awakened in the dream world



96

appear in the form t!‘xcg had before the
T ranscendence, regard|ess of the
Pl’lysical bodg theg possess. This is
called the Revea ling, because it shows
the Awakened as he truly is. As crea-
tures of clream, Awakcned are ?u”g
attuned to the dream world. Theg re-
alise it for what it trub is and are able
to PerFectI}j recollect every minute
theg sPend in it. [However, this rela-
tionship with the dream world also
makes them more vulnerable than mor-
tals: death in the dream world is final
for the Awakenec{.

Consciou513 exiting the dream
world is almost impossiblc for a mortal.
Jts like trying to exit a dream: it’s sim-
P|~9 not Possible‘ The mortal exits the
dream world onlg when he wakes up in
the real world. Occasiona”ﬂ however,
an ugly cxPcricnce in the dream world
(like befng hacked to Pieces) can send
a mortal Hecing back to the real world,

much like waking up in cold sweat after
a nightmare. But this is harc”g a con-
scious choice.

As is usual, Awakcncd are
much more in control of the time theg
speﬂcl in the dream world. Kcturning to
the real world requires on]g one round
of comPIete concentration. | his can
be cut down to one action in emergen-
cies, but the Awakenecl must succeed

in a Determination check in this case.

Scc|uclccl dreams
Mortals in the dream world usuang be-
have as in real life, but sense that this
is a dream. Since their knowlcclgc of
the true cosmo!ogg of the very uni-
verse is very limitec[, they presume that
theg’re the ones thatare clreaming and
evcrgtl’xing else is the Product of their
imagination.

Mortals also have dreams of a

very Pcrsonal nature. Bccausc of this

Pcrsonal nature, such dreams isolate
mortals from the rest of the dream
world. Secluded mortals aren’t com-
mon occurrences: a tgpical mortal
might have one or two such dreams per
month. Bccause Awakencd are true
creatures of the dream worlcl, theg
can’t isolate themselves from the dream
Plane; secluded dreams are the prov-
ince of mortals onlg‘

Seclu&ec[ dreams take Place
inside glo]}es made of velvet-blue
strands gorminga complcx web. Tl‘resc
sPheres are found scattered across
the dream Ianclscape and may seem to
have limited space, but in rcalitg hold
as much space as the dreamer needs
for his Pcrsonal dreams. |nside the
sphere, anything can haPPen. T hink of
secluded dreams as a mortal’s Pcrsonal
Plaggrounc{, where he can do whatever
he likes, in contrast to the dream world

as a who|e, which is common grounc{ to

all dreamers. In a way, a secded
dream is a dream world inside the
dreamworld.

SCcludcd dreams aren’t actu-
3”3 controlled }33 the dreamer himself
but bg his subconscious, his dccPest
desires and fears. T he dreamer can

horrible

nightmares and because subconscious

have beautiful dreams or
is gener3113 a very powerFuI force of
imagination, his Fantasiais doubled.
les Possible but not easy to in~
vade into someone’s Pcrsona| dream.
An intruder must succeed in a [ anta-
sia contest (remcmber that the
dreamer’s [Fantasia is doubled) in or-
der to pass through the g|obe’s web
and enter the dream. ]n the dream s he
can meet the dreamer and talk to him,
but the dreamer will think of the in-
truder as a manifestation of his dreams

and not as a real person. Also, it is

difficult to harm someone inside his
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own dream. Ang c{amagc to the
dreamer is decreased 1:73 one Point.
The dreamers subconscious will al-
ways seck to Protcct him from any
harm, using various means to accom-
P|ish that. Given that ncar19 angtlﬁing
can haPPen in a secluded dream, it's
not uncommon for the subconscious to
battle hostile intruders }39 altering the
|anc{scape or creating imagjnary adver-
saries to Fight them.

Faeries and other magickal be-
ings seem to be more in control of their
dreams than mortals. Due to their in-
herent connection to the dream world,
faeries remember their cxPcricnccs in
the dream Plane Prettg c|ear13‘ Once
in a while however, faeries will have a
secluded dream oFtheirown,Finc{ingan
outlet for their emotions through such
a Pcrsonal cxPerience. Secluded
dreams of faeries and other non-

human beings can bea very alien siglﬁt

to Awai(encd and mortal witnesses.

Theland of spin'ts

The dreamland is the home of sPirits,
the ancient beings watcl’ling over carth.
Spin'ts can also be found in the real
worH, but in the dream world theﬂ’re
evcrgwl’ncre: in the vanegs, in the rivers,
even in the trees and stones. The
dreamworld is tru!g their domain.

The sPirits of the dream world
vary in magnituc{e of power. Some of
them are so weak as to have little ef-
fect on the surrounding environment.
These spirits tend to come and £0,
1iving for a short time before thcg dissi-
pate into dream energjes. Others are
so ancient and PowerFu| that can make
mountains tremble. SPirits of that
power are egec’civelg immortal, seeing
seasons as seconds, lasting through

without any

centuries aPParent

Cha rxgc.

Spiﬁts are solitarﬂ entities for
the greater Part. Theg have no na-
tions, no social structures. Yet it would
be wrong to assume thcg’rc not com-
municating with one another, as theg
always seem to know what’s happening
at the other side of the dream world.
Agafnst tl’xrea’cs, ’c)‘weg helP each othcr,
organising in Packs to hunt down those
that harm their brethren. Regarc”ess
of Popu|ar mortal bclie]cs, there’s no
real enmity between oPPosite kinds of
sPiri’cs‘ [ire spirits don’t hate water
sPirits, nor do healing sPirits despise
disease ones. Tlﬂeg might not like each
other, but thcy realise thcg symbolisc
different but equa”g imPortant as-
Pccts of the world.

Among the world of spirits, the
great sPirits hold unique Positions.
These are evcrlasting entities that
have transcended begond the capabi|i~

ties of other spin'ts. lmmenselﬂ power-

ful, many of them have been wor-
shipped as gods bg mortals. (Great
strits have carved l(ingcioms in the
dream world and control Icgions of
other spin'ts or magicka| minions. Most
of them haver’t been influenced bg the
Eternal Fowers, but there are notable

excePtions‘

T he ethereal plane

The ethereal Plane is a Placc of mists
Iging somewhere between the Pl’lysfcal
and the dream world. Bcings in the
ethereal Plane are neither Fu”g in the
physical world nor in the dream one.
Theg appear in both worlds as hazg
and Their

immatcrialitg enables them to pass

translucent images.
through any matter in both worlds.
Fassing tlﬂrough objccts is Per‘Formccl
with a little cihclcfcultg and requires one
action per meter of thickness of the

obstacle. This also Provicles effective
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resistance against attacks coming from
both the Ph\ljsical and the dream world.
An cthereal creature uses a base
unarmored rating of 3 against such
attacks. I:urthermore, any armor theg
haPPcn to be wcaﬁnggets a+3 bonus
in  all ratings. On  the downside,
ethereal }Deings cannot interact with
the Phgsical or the dream world: theg
can’t move or maanuIate objects and
theg ccrtainlg can’t attack creatures
|1'vingthere.

This }'187_9, disoricnting dimen-
sion is the province of ghos’cs and
wraiths and few other People visit it.
SOmc mortals may find }35 accident a
gate in the dream world !eading to it
and never be seen again in their corpo-
real form. Some sorcerers and sPirits
have the abihtg to travel to the ethe-

real Plane and retumn saFeaﬂd sound.

T he astral plane

T}‘nc astral P|anc is an even stranger
Place than the ethereal Plane. Onlg
very specia! PcoPIe or sorcerers with
access to Potcnt spcns will ever
exPerience existence in this P|ane.

[ xistence in the astral Planc is
Purelg sPin'tual. Those that enter it
have left their bodies behind and can
move around unhindered bg any of the
flesh’s limitations. Theg are com-
Plcte|3 immaterial and no form of mat-
ter can inhibit or damage them. Tl’lefj
are able to move at normal spcccl to-
wards any direction, even against grav-
ity. Among a few sorcerers it has been
Proposcd thatif a way to increase the
sPeecl of movement and overcome
some other obstacles could be Found,
someone mfght be able to leave earth
behind and travel to other celestial

}Jodies, atleast sPirituaug.

The middle ring

Bcgond the dream world and the
astral Plane lies the gigantic middle ring
of the universe. Order is Powchul
here, but not more Powencul than in
any other Place of the cosmos. Sti”,
there are cnough remnants of chaos to
Provic’e the middle ring with a potent
magickal aura, giving birth to every kind
of enchanted creatures.

The middle ring is a spinning
wheel of interconnected worlds. (Chief
among those are the netlﬁerworlds,
home of the angeis and demons. The
middle ring contains some gates that
lead to the dream worlcl, since that's
the closest part of the inner ring, \/erg
few gates lead &irecﬂg to the Pl’igsica!
world.

The worlds of the middle ring
function under different laws than the
inner ring,. Fundamental Principles

don’t cl’lange; there is still gravitg, ac-

tion and reaction, |ig)1t and darkness.
These laws, however, may be bent a
ittle, due to the lﬁiglﬁ amounts of
magickal energy ﬂowing through the
middle ring. This magicl( also has a
Progound effect on Iiving beings, shap~
ing their evolution. A human that
would spcnd a lot of time in the worlds
of the middle ring would be mutated by
magfcl( towards something else, more

bizarre and enchanted.

The outer ring
The distance scParating the outer

ring from the middle ring is ten times
that between the middle and the inner
ring, The outer ring is the farthest
reach of creation, a mysterious Place
that is home to the great Etcmal
FPowers. No one has ever traveled
there and no gates are known to lead
there. |t is sPecu|atecl that the outer
ringis an endless void spannec{ on13 }35
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the FPowers or that it changes so
swhctlg and ranclomlg that evades any
attempt  to describe it. Order is
thought to be at its weakest there,
a|though still l’lolding tight reins over

the remnants of chaos.



00 Creatures of myth and lore

here are a variety of
creatures Iiving in the
lands of E_uropc. The
forests, mountains and
wilds are full of animals and insects,
while the |al<es, rivers and seas are in-
habited ]33 many different kinds of
fishes. Different cultures of humans
have lived in the land for many
centuries, marldng Europe with the
signs of civilisation.
r“lowever, these are not the
onlg creatures someone will encounter
in iurope. There are other entities
that lived and acted oPenlg durirxg the
old clags of the earth when men were
still young, From these clags, the !eg~
ends of dragons and faeres have
sPawned and reached our ecars as a
distortion of the truth. T hese super-
natural bcings still live on earth, hidden
from the siglﬁt of man in isolated, dark

regions. Few Peoplc ever meet them,

the great majority onlg hears of themin
tales of debatable accuracy. Humans
find themselves in a dilemma. Most of
them believe in the old tales and super-
stitions, however there is a part of their
subconscious that will rcjcct allthat as
nonsense (this part is known as the
source from which all the logic of man-
kind comes). When faced with the
trutlﬁ, most humans will {:orget all the
tales thcg have heard as children and
will try to reject the idea or find a logi~
calway toexp ain their]cindings‘

There is however a small num-
ber of humans that had deals with such
supcmatural bcings and the occult
world in genera!. Such men are more
oPen-minc[cd and eager to believe in
the suPematural and its denizens. [t is
tl‘ncg who have discovered and studied
most of the creatures of mgth pre-
sented here.

Creatures are Prescntccl here

ina spccial format sl’uowing their abili-
ties, strcngtl’ws and weaknesses. All of
their statistics are Presentecl in tables
in the next few dags. This was done
for the GM to have a quick reference
and is Particularly useful when the
GM has to Play more than one crea-

ture simultancouslg‘

Mystick
Mgthical creatures often have super-
natural, magfcal abilities. |t's what
makes them Iegendary after all The
use of such abilities often drains these
creatures of their magical power. M35~
tick is a measure of the power tl‘wcg
have to fuel their suPematuraI abilities.
E_vcry supcrnatural creature
has a number of Mgstic!( Points equa!
to its Magick rating muItiPliecl })3 3.
The use of some abilities requires the
cxPencliture of these Poin’cs‘ I x-
Penclecl Mystick Points retum at the

rate of one per l‘xour, if the creature

cloesn’t use any other power mean-

while.

Begtial abilities

Ang sPecfaI abilities mgt!’xical crea-
tures may possess are Prcsentcc{ here
in a comPilation. This was done be-
cause some creatures have common
abilities, but it can also help the GM
clesign his own creatures bg sc|ccting

the aPProPriatc abilities.

Animate shadow

Bg staring at someone’s shadow, the
creature can cause it to materialise and
attack him. T he shadow attacks 133
automaticaug graPPIing the victim and
causing normal grapp]ing damagc cach
round (its Conditioning is equal to the
victim’s), but if the graPPlc is broken
the shadow is rendered inanimate once

more and can’t be re-animated for a
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complctc dag. The shadow can also
be “kinecl”, taking normal c{amage from
weapons (again, (onstitution and
Stamina are cqual to the victim's).
Animatfng the shadow costs one M35~
tick Poiﬂt per round.

Chill touch

Some
abilitg to drain the life energy of their

mgthical creatures have the

victims. With Oﬂl\lj one touch, thcg sap
the strengt!ﬁ, causing the victim to lose

half of his remaining Stamina Points.

Cloak of flames

T he creature can doak itself in flames.
Angonc within 5 m can be attacked }39
the wild flames which hit with the crea-
ture’s Litheness for damage 4"—erxerg}j.
Thc Physical attacks of the creature
scorch their targets, causing an addi-
tional die of damage (at +1 cumulative).

Costs one Mgstick Point per rou nd.

Death glance
A creature with this abl’ht\lj possesses

a deadly glance which can kil every
bcing meeting its gaze unless it suc-
ceedsina \/itah’tg check witha +1 pen-
altg. I ach use of the gaze rcquircs a
Mgstick Point.

Disease

Tlﬁc creature is a disease-carrier that
can contaminate its victims with some
cleac”g infection. USua”g, this requires
the creature to draw blood with a

Phgsica| attack.

Domain

A creature with a domain depencls on
clrawing power from a Portion of the
land. When within its domain, the crea-
ture accluires a terrible strengt}*x (two
extra Con&itioning dice at +1 cumula-
tive) and it regenerates one (onstitu-

tion and Stamina Point per round

(stoPPing on|9 when it's dead).

Draconic breath

This terringng weapon is a famous
trait of every dragon. T}'xe breath of a
c{ragon can decimate an entire battal-
ion orbum a vi”age to the ground‘ PBut
fire isn’t the onlg weapon the great liz-
ards possess. Dragons of the far
North are said to breath a blizzard of
snow and ice that can freeze a man to
the sPot.

A dragon’s Fiery breath can
deal a number of damage dice equal to
the creature’s \/itality dice divided }39
half. Fach die costs one Mystick
Point. T#s start at 4 and extra dice
are at +1 cumulative. Angonc suffer-
ing éamage from the fire blast has a
chance to be set aflame. Make a [D6
roll. I]C the result is hfgher than the higl%
est rating of the armor worn bg the

character (not ncccssarily the energy

one) P|us % he catches fire and suffers
4 c{amage every round until the fire is
extinguislﬁed‘

Cold damage starts at t# 5, but
someone suchering damage acts at a
+1 penalty untilhe can warm himself by
a fire.

Both breath weapons sprcacl
Icormiﬂg a cone 10 m wide and with a
Iengtl’l equa| to the \/italitg dice of the
dragon mukiplied by 10. Dragons at-
tack !D\lj ro”ing their | itheness dice (roll
a separate attack roll for everyone in-
side the area of cFFect) but extra suc-
cesses dom’t increase the damage
done. Mature dragons are certain to
have developed a skill with their breath

wea POI’I S.

Elemental armoring (air, earth, fire
or water)
The creature is csPeciaHg resistant

towarcls one or more O]C thé ]COUY' Pure
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Basilisk
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Boobrie
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Whispering message (enchanting),
shadow form, transmit emotions, lesser
shapechange, stealth

Smell magick, size (3)

Death glance, venom (contact)

Underwater breathing, human form

Glamour affinity (curse), Size (1)

Morpheability

6 points to spend on any glamours
they want

Divine 4, Curse 3

Seduce 4, Transform 4, Shapeshift 4

Curse 4, Deceive 4

Brawling 1, armed combat 1

Brawling 2, armed combat 3

Bite with skill 2, spit poi-
son with 3

Brawling 1, armed combat 1

-2/-2/-2

Bite with skill 2

Cold touch with skill 2,
damage 3 (energy)

-2/-2/-2

o/o/-1

2/2/1

-2/-2/-2

o/o/o

Coblynau Smell treasure (veins of ore), size (-1) Travel 5, Conceal 2 Brawling o, armed combat
o
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elements. Damagc from such a pure
element affects it as if it had an armor

rating of 3.

Elemental immunity (air, earth, fire
or water)

The creatureis totaﬂg immune to dam-
age or harm coming from one or more

of the four pure elements.

Enlarge/Shrink

E_nlarge enables a creature to in-
crease its size and bodg mass, while
Shrink to decrease it. Poth abilities
may cause a modification of up to 3
Points in the Size ability. Thus, a
creature with Size 2 can enlarge itself
to Size 5 or decrease its Size to ~1.
I ach Sizc changc rcquires one Mgs—
tick point.

Ethereality (natural or attained)
I thereal beings ie outside the ph35i~

cal worlcl, in the ethereal Plane‘ Sucl‘x
creatures are mistg and trans|ucent,
unable to interact with the Phgsical
world, but this means thcy’rc difficult
to harm with Phgsical weapons and
tlﬁcy can pass througlﬂ matter with
some ease. Ethereality is Fu”y ex~

Plainecl in the Magil( sourcebook for

Nova. T osum up:

° E_tlﬁereal creatures can’t use
Phgsica| objects or attack
Physicalcreatures.

° Tl‘)eg have an unarmored rating
of 0 and get a +% armor bonus
against attacks from the Pl’ugsF
cal Planc.

° Another ethereal creature can
attack them norma”&

° Theg can pass through matter,
nccc{ing one round per meter of
thickness.

Attained ethereah’tg enables the crea-

ture to turn ethereal or material at will.

[t costs one Mgstick Point per round
of etherea 1it3.

Creatures naturaug ethereal
alwags reside in the ethereal P|anc and

can’t become material.

Evade (one to four)
E_Iusivc beasts have an almost super-
natural talent to escape caPture or
tailing‘ The [ vade abihtg allows the
creature to escape grapples, nets,
ropes, chains, l’iunting dogs, even the
most cxPerienccd trackers. The crea-
ture rolls dice equal to the Evade rat-
ing, all with t# 4. Ohne success allows
escape from ropes or simple traps,
l’lunting ciogs etc. With two successes,
the creature can evade any traP or
tracker, even slip fromhea vy chains.
Tl"lé [~ vade rating is also
added to the creature’s De)cense rat-

ing.

Fetching

The on|3 creatures that are known to
possess this power are the infamous
and fearsome r:etch. A fetch can du-
Plicate exactb the appearance of a
mortal, although it still remains ethe-
real, takfng his Pl’}gsical attributes and
Come|incss.

]F a mortal looks at a fetch that
has duplicated his appearance, he'll
have a +2 Penaltg on a roll that will
juclge his life within 5 minutes (ke a
check for the final outcome of a dis-
case). Or the GM might allow a -2
bonus on the roll of an oPPoncnt
against him (the roll needs to be a cru-
cial one, like the damag@ roll of a crip~

Pling blow).

Frenzy
A creature with }:renzg can go berserk

in }Dattlcj acquiring great strength and
| such a

purpose. creature is
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wounded, it needs to make a Determi-
nation check (with any wound modifiers
aPPbing)‘ Failingit, he enters a Frenzgj
inﬂicting two extra damagc dice (at +i
cumulative) with hand weapons or
P]ﬁysical attacks and ignoﬁngall wound
modifiers. This is more of a disadvan-
tage, because when in a Frenza, the
creature will Icight an opponent until
he’s dead or it’s killed and it will on!3
use close combat weapons, not sPc“s
or missile attacks. A frenzied creature
gets a Determination check at +2
every three rounds to IaPse out of the

]CFCHZH‘

Glamour affinity

This faerie favors a spcchcic glamour
and has become somewhat of a master
with it. [He always counts sPcHs of that
glamour as level one for the purpose of

decrea sing its Magick‘

Howls in the night
WolF~ or hound-like creatures often

have this abilitﬂ‘ T heir ’cem’]tging bark-
ing adds to their supematural aura,
causing dread to all those that can
hear it. Such Pcoplc have a +1 pen-
altg to their Determination t#s for as

long as the howls endure.

Human form
A creature with this abilitg can

shapcc!‘wangc into a human. A|though
it can assume a human-like 1Corm, itcan’t
duplicate sPeciFic facial or }Dodg char-
acteristics. ]ts Physical attributes re-
main the same, but its boc’g mass can
increase or decrease }33 50%. | he new
from needs one Mystick Point per

hour to be sustained.

Invisibility (natural or attained)
|nvisible creatures are ncar[tj impossi~

ble to spot if you’re not lool(fng for

them. SOmconc needs to roll a Fre—
sentiment check at +5 to see the out-
ine of their form. [Fowever, if the crea-
ture engages in violent or hasty activ-
ity, the Penaltg drops to +1.

Attained invisibilitg means that
the creature can tum invisible when-
ever it wishes. Bcing invisible costs
one Mgstick Point per5 minutes.

Natural invisibf!itg means that
the creature remains invisible at all
times. (/lsuauy, such creatures can be-
come visible when t)‘weg want to, bg ex-

Penclinga Mystick Point.

Lesser shapechange

The creature may assume the form of
a small animal (cat, clog ctc) bg cxpcncL
inga Mgstick Point.

Lightning bolt
Dragons have their fire but some

other creatures are notorious for their

command over another Frigl’utcning
force of nature, !ightning. They can
direct bolts of ]ightning to Frg or clec-
trocute their enemies.

A !ightning bolt can cause one
die of damagc up to a number of dice
equal to the creature’s Determination
dice. [ ach die costs one Mgstic‘(
Point. Damage t#s bcgin at 4 and
climb up at +1 cu mulative. Since metal
is a terrific conductor for electricitg,
the c]amage igﬂores any metal armor.

Damagc is of the energy tHPC‘

Life drain

This dreaded abilit\lj recluires the crea-
ture to touch the victim. [t sucks the life
and the soul of the target right out of
his bodg. This causes the loss of one
Determination die per round of com-
bat (l’\ighest t#s are the first to go).
When all Determination dice are gone,

the victim Arops unconscious and the
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Dwarf

Fachan

Fendoree

Fir bholg

Size (-1)

Size (-3)

Size (4)

Chaos 2, Armor 2

Deceive 4, conceal 5, Curse 4, Heal 4

Divine 5, Conceal 3, Chaos 4, Armor
4

Botanomancy s, Therio-
mancy 4

Brawling 2, armed combat 2

Brawling 3, armed combat 2

Brawling o, armed combat o

Brawling 3, armed combat 3

-2/-2/-2

-2/-2/-2
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Stealth (bogs and moors), size (1)

Drain 4, Curse 5, Pervert 2

Botanomancy, Therio-
mancy or geomancy at
rating 2

Brawling 3, armed combat 1
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creature }Jegins to drain \/itah’tg dice.
The victim dies if his \/italit}j is re~
duced to zero dice, but if he surives,
lost dice are restores at the rate of
one per dag.

Tlﬁc creature has to pay one
Mgstick Pointxcor each dieabsorbed.

Memory drain

Memorg drain enables a malevolent
creature to extract all the knowlcdgc
and information contained in the head
of another person. The creature can
on|3 do this on a deccased person,
someone who hadn’t been dead for
more than 5 minutes. As the creature
drains the contents of its victim’s brain,
itacquires all of his memories.

The creature doesn’t gain any
skills or special knowlcdge and abilities
like magic, althougl—l it might get a bo-
nus in academic or lore skills the victim

studied (at the (GM’s discretion).

Morpheability

A creature Possessfng this abilit!j is
one with an amorphous shapc. lt re~
sembles a mass o)cjeng which can form
Pseu&opods to move and manipulate
objccts, flow through cracks or small
holes or attain a more human-like, yet
still malleable and alien form.

The creature can ma niPu|ate its
Phgsica| attributes so that it may take
a form that is strong and within mo-
ments clﬁange to one emphasising on
spee&. Jn game terms, the total dice of
the creature’s thjsica! attributes form
a “Pool”‘ [ ach Pl’xysical attribute has
atleast one die with t# 4. [t can have as
many as the total Pool divided bg two
(extra dice are at +1 cumulative). ] he
creature may shift dice between its
Phgsica| attributes, but a chaﬂgc re-
quires one action.

A morphcaHe creature can

also harden its mass, creating a form of

armor. E_vcrg die it devotes on armor
instead of attributes, increases its ar-

mor rating }33 one Point (to a maximum

of 5).

Musical mesmerism

An artistica”gAnclfned creature may
bcguﬂe someone }39 Playing an instru-
ment or singing, A listener ay shrug off
the attempt }35 making a Determina-
tion check, but the roll suffers a +i
Penaltg for every success of the crea-
ture in the relevant skill check (sing or
P|33 instrument). A beguiled victim will
stand mesmerised for as Iong as the
Pencormance lasts and afterwards will

be Frienc”g towards the creature.

Mystick shield (one to six)

A creature with this abilitg has an ex-
traordina ry resistance against magic. I
rolls a number of extra dice (tgPicaHg

from one to six, at +1 cumulative) for

any Determination check made to re-

sist a spe" or magical effect.

Parasite
This abilitg is Possessec{ 53 immaterial

creatures. Thcg can enter the body of
a victim if he loses in a [Determination
contest. Wlﬁcn inside the host, the
creature begins to feed on the body,
causing an insatiable )‘wungcr‘ The vic-
tim slowlg wastes away, Iosing one
Stamina Pofnt every other clag. The
Points lost can’t be restored as Iong as
the creature remains inside the host.
Thc host gets a chance to cxPcl the
creature from his bo&y once per three
ciags. Another Determination contest
is thcjudge of that.

Realm affinity

The creature can use sorcery and is
cspeciany talented with one ParticuL’ar

realm. SPe”s belonging to that realm
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count as Egort i towards dccreasing

its Magick.

Semblance

A creature possessing Semblance
can shapcchange into the exact form
of another creature with a +/- 100%
deviation in bod9 mass. | he new form
is a PerFect match of the resembled
person’s characteristics. | he crea-
ture’s Phgsical attributes shift to those
of the resembled person, but the
shapcchanger needs to pay one M95~
tick Point for every extra die it gains.
The new form is sustained by the ex-
Pencliture of one Mgstick Point per

l’IOU r.

Shadow form

The creature can dissolve into its
shadow. A shadow can easi|3 hide (-1
bonus for stalk and ]'ﬁde) and gets a

+2 armor bonus. A shadow is 2-

dimcmsional, so that it can casi15 slide
through doors and holes large enough
for its two dimensions to fit through
them. T he creature is still able to Fight
in this form. Being a shadow requires
one Mgstick Point per 10 minutes.

Shadowy movement

The creature can teIePor’c between
shadows within a distance of 50 m per
Mgstick Point expended. [t simply
walks into a shadow and vanishes, onlg

to aPPearat the other shadow.

Size (-3to +10)

Some creatures arejust legendar3 for
their size. Ogres grow to 4 m tall
Dragons are huge bg the standards of
a human. On the other hand. Dwarves
and Icprccha uns are much smaller than
the average human.

The Size trait describes the

Proportions of a creature. A Positive

rating indicates a creature largcr than
a man. A negative rating describes a
smaller creature. As a general rule, a
creature with Size 3 is 300% |argcr
and heavier than the average human.
A creature with Size -2 is 200%
smaller and Ifghter than a man.

Positive ratings are added to a
creature’s Stamina and half the rating
is added to (Constitution Points‘
Howcver, half of the rating is also
used as a bonus for ranged attacks
against the creature (big creatures
make better ta rgets). So, Hize 8 pro-
vides a ~4 bonus for any ranged attack
made against the creature.

On the other hand, negative
ratings are subtracted from a crea-
ture’s Stamina and half of them from
(onstitution Points (to a minimum of
onc). Such creatures are weak and
frail, easy to criPPIe withjust one blow.
What is rea"9 difficult is to hit them.

T heir small size inflicts a Pcnaltg to
attack rolls for both rangcd and close

combat attacks.

Smell magick

Some creatures have the abilitg to
detect magical power, often with great
accuracy. Thcg can detect magical
items and sPe”s within hundreds of me-
ters cqual to their Fresentiment dice
and bcings with a Magick rating within

tens of meters.

Smell treasure

Tlﬂis abilitg enables a creature to lo-
cate a treasure of some Form, which lies
within 200 meters, with a successful
Presentiment check. USuaug, a crea-
ture is attuned to a spechcic kind of
“treasure”. Somc creatures may sense
rich veins of ore or goH for example.
Howevcr, treasures can take a lot of

?orms, often unexpec’ced. ]n the c{eeP



Grimen

Gwragedd

annwnmn

Kalikanjaros

Leprechaun

Manticorae

Musical mesmerism

Realm affinity (hydromancy)

Superb reflexes, size (-2)

Realm affinity (obedience), size (2)

Disease, size (1)

Conceal 5, Curse 4

Conceal 6, Deceive 6, transform 4,
Seduce 5, Divine 4

Deceive 2, Conceal 2

Deceive 5, Conceal 6, Curse 6

Hydromancy 1

Hydromancy 3, Opthal-
momancy 3, Alchemy 2,
Ambience 3

Obedience 2

Brawling o, armed combat o

Brawling 1, armed combat 1

Brawling 1, armed combat 1,
sidearms or longarms 3

Brawling o, armed combat o

Claw/bite with skill 2

-2/-2/-2

-2/-2/-2

-2/-2/-2

-2/-2/-2

o/o/-1

Afflict 3, Armor 4 | Biewihsil:




12

c{cser’c, an unclergrounc{ water reserve
might be considered the greatest

treasure of all.

Stealth
The creature moves with stealth and

grace. Someone must make a success-
ful Siglﬂt check with a +1 Pcnaltg to
sPot it. T“Iowever, it can be easi|3 seen
when direct|9 confronted.

this talent may be limited in
where it can be used. Some creatures
are only gooc{ at Passing unnoticed in

sPechfc environments (like forests).

Super metabolism

A creature can increase its metabolism
rates to possess incredible reflexes
and quickness. This tums initiative
dice into automatic successes and en-
ables the creature to clodge or parry
one attack per initiative success with-

out having to exPenc] an action. | his

costs one Mgstick Point per round
and the creature loses one Stamina
Point as )Catigue kicks in for each round

of increased metabolism.

Superb reflexes

Superb reflexes enable a creature to
dodge every attack directed at it with-
out having to expencl an action. (Jsu-
allg, such reflexes are Posscsscc{ onlg

}39 very small and agilc creatures.

T ransmit emotions

T he creature can transmit its emotions
to a person it stares at. ]1C the person
loses in a Determination contest, he’s
overwhelmed with the creature’s emo-
tions for half a dag per Mystick Point
expendeci‘ 50, if the creature hates
humans, the target feels like a misan-

thrope. If it’sjust PIagFuI, he too feels
happy.

Venom (contact, inhaled or injected)

A creature with venom is a Poisonous
one. Jts Poison tgpicanﬂ has a Fotcncg
equal to its \/ita]itg dice and causes
one (Constitution Point of damage per
Toxicitg Point (c{calt at the rate of one
Point per minute).

An in_jec’ccd venom means the
creature t\szicauy has a stinger or hol-
low teeth.

]nhalccl Poisons rcquire a Poi~
sonous breath. T}’I@ creature can
breathits Poison on someone stanc{ing
no more than 3m away.

Contact Poison means the
creature excretes the venom, coating
its skin with it or it is able to sPit it at

someone.

Wall of wind
This is a barrer made of strong wind
that can be erected angwherc within

10 m of the creature. The barrier has

a surface of one square meter per
Mystick Point expendcc{ and Prohibits
movement through itif the person can’t
beat the creature’s Determination with
his Condftfoning Kangec{ attacks
Passing through the barrier suffer a
Penal’qj equal to the creature’s Deter~
mination dice. (osts one Mgstic‘(

Point per round to be maintained.

Whisk away
This abihtg enables the creature to

send a victim to a world begond (ora-
hen (a faerie realm, a netherworld etc).
This requires the creature to touch
the victim and beat it in a Determina-
tion contest. |t also requires one M35~
tick Point per Determination die of the

victim.

WWhispering message (plain or en-
chanting)

The creature can send a wl’lisPer via
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Phoenix 46 66 456 6 5 4 23445 2344 445 | 3445 5 0 i 2

|

Flantannwn 44 2345 | 45 66 3456 66 2345 456 556 45 3 7 2 4

Stoorworm 46 45 66 + 6 5 46 + 7 4 3 5 i 3

Trow 3445 4 456 6 5 5 44 6 8 56 6 9 i 2

(ath 6 456 | 46 345 5 5 66 6 — 4 3 5 2 2

White hart %54 56 | 3445 46 3456 | 4566 4566 4566 3445 | 2345 6 o i 5

Fae abilities

[ Theg can Free|3 communicate with any animal thcy encounter. | he animal can give them useful information, a]though it understands on|3 basic concepts, like
“hu nger”, “danger” ete.

o Theg can sense enchanted Pla ces, like druidic stone circles or lcy ines.

U [Faeries are very gooc{ atnot being scen in theirnatural environment. |~ ach possesses at least two Points in Stalk and [ide.
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the wind to be heard }33 a person up to
one hundred meters per Mystick Point
expendec{ away.

The cnchanting oPtion allows
the message to contain a magica| com~
mand that the person must follow
(unless it puts him in grave danger} if
he loses in a [Determination contest.
Tnc command must be a simPIc one
not requin’ng more than an hour to
carry out. ]t costs two additional M95~
tick Points.

Wind blast

A suclclcnj Powchu| gust of wind that
mauls targets up to 50 m away. Tl’\e
wind attacks as a ramming attack as if
the creature had Conditioning dice
eciual to its Determination dice. [t
costs one Mystick Point.

Underwater breath (mandatory or
voluntary)

The creature is Pemcectly able to
breath underwater. Mandatory means
that the creature can’t breath air, much
ike a fish. \/o|untar3 enables the crea-

ture to survive in both environments.
The creatures degcribed

Aenko (sotiko, fey)

Acrika are the sad remnants of the
faeries’ Periocl of domination on carth.
Wl"léﬂ the time came for humans to
dominate earth and the facries to
move on, some of them couldn’t aban-
don their homeland and stagec{ behind,
living among the men hidden bg their
glamours.

But a life among mortals isn’t
natural for any faerie, so with time
these facries begun to become de-

tached from the worlcl, in the same way

that the facric realms became de-
tached and Fina"}j separatecl from
earth. Now tl‘ueg arejust shadows of
their former selves, living hidden in the
cities and vi”ages of humans.

Aerika have widelg different
forms and abilities, butall of them when
Pcrccivccl appear Partia”g insubstan-
tial and removed from the mortal world.
A careful watcher may observe that
the acrika somehow secem connected
with the buildfngs and the city environ-
ment, as if thcg have become parts of
thcg city. Their behavior varies as
much as theirform. Some of the aerika
hate humans, considcn’ng them respon-
sible for the downfall of the facries.
Tneg seek to cause trouble and harm
humans in any way tney can. On the
other hand, aerika can be quite
Fricnc”g Plagmcul, Plaﬁi”g Pranks and
Practicankes on humans. ])Cgou hear

the distant sound of lutes and bells

cluring a bon’ng, c{cPrcssing c{ay, itJust
mig}wt be that an aeriko is somewhere

ClOSS‘

Alp-luactra
A]P—|uac}'1ra are dreadful spints of

hunger and famine that feed on the
Iiving, causing them irresistible nunger
that can’t be satiated with any amount
of food. Theg come from another di-
mension which is said to be a world in
which food hasn’t grown for centuries.
A]P~|uac}'1ras are the spirits of the
cursed citizens of that world, who now
roam other worlds in secarch of food
and satisfaction of their hunger. Thc
onlfj way to satfsﬂj their ravening hun-
ger is to enter the bodies of mortals
and coil around their stomachs, steal-
ingany nourshment theg get and even-
tua”g lcading to their death from star-
vation. Tneg care for nothfng more

than new victims but nasty sorcerers



Phoenix Cloak of flames, size (1) Pyromancy 4 Bite with skill 1

Plant annwn They can learn any glamour Some know sorcery Brawling I, armed cornbat 2

Stoorworm Enlarge/shrink, venom (injected) Conceal 4, Transform 3 Bite with skill 1

Trow Disease (leprosy), size (3) Armor 3 Brawling 3, armed combat 2

Uath Ethereality (natural), shadowy move- Grapple (life drain) with

ment, animate shadow, life drain skill 2

Evade (4), size (1) Divine 6, Conceal 6 _ Ramming with skill 1 -

FFae weaknesses

(Cold iron has adverse effects on faeries. |t is said that there isn’t a better wea pon to protect oneself from faeries. Cold iron wea pons inflict one extra clamage die (at

+1 cumulative) on faeries. |f the weapon draws blood, the facric feels nausea and has a +1 Penal’cg to all actions for one hour (this Pena|t9 ism’t cumulative over mu ltiPle
hits).
Cold iron can also be used in another way. Asa Powder, it can be used to form a line on the grouncl. Afaerie can’t pass this line easilg; it forms something like a

solid wall againstit. [f it wants to pass it rcang bac{, it must make a [Determination check. T!‘!e roll suffers a +1 Pcnaltg for every centimeter of tl‘nickncss, up to +5.
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have been known to bind them and use
them as assassins that can emcucectivelg
slag their targets without any susPi~

cions of murder or Poisoning.

Bachlach

Bachlachs are faeries that resemble
black-skinned ogres. Theg are not so
tall, as thcy reach only 25 m hcight,
but theg’rc very wide and Habbg with a
muscular bodg‘ Tusks emerge from the
lower part of their mouth, which bend
and reach towards their nose.

These Phgsicany intimidating
facries are used bg the (Jnsecelie
Court to guarc] enchanted Placcs ike
faerie groves, gates and other Places
of interest. T}‘ncy’rc not very quick or
inte”igent but possess the strength
requirec{ to deal with intruders. Theg
are savage and sinister bcings, alwags
striking to killand are said to consume

the bodies of their oPPoncnts in

bursts of uncontrollable hu nger.

Barquest
Massive black-red hounds that seem

to come from the Pits of hell. These
infernal creatures have an aura of
flames, bright red eyes and a glowing
mouth that is said to contain buming
quicklimc. Thcy are not creatures of
this world, but are summoned bg de-
mons or evil magicians to serve as famil-

jlars or protectors.

Basilisk

[tis said that these accursed serpents
are bom by the flames of hell. Clcarlg,
theg are not of this world. T heir devil-
ish powers have slain ma ny brave warri-
ors. Scholars presume that these lcg~
endarg beasts come from some infernal
world, servants of a dark power. The
truth of the matter is that basilisks

come from a distant world that fits

them, bcing dead and barren.

These serpents that look like
man-sized black lizards with a reddish
crown on their head (bcing called
“l(ings of serPents” for that), hate all
life they encounter on such a hcalthg
world as earth is. Theg seck to s|a3
every living creature that happen upon
and can led waste to great areas of the
land. I:ortunately, the ecologg and
season c3c|es of carth are very differ-
ent from those of their worlc], 50 tlﬁeg
sPcnd most of their time hibernating in

dark, lifeless p laces.

Beithir

T his monstrous faerie takes the form
of a long and terrible schcnt and fre-
quent c{eeP lochs and rivers across
E_urope. FouLtemPcrec{ and ma|fg~
nant, the Peithiris feared for its con-
trol over Iightnfng‘ [t can sPit !ightning
bolts to Frg his enemies and he usuaﬂy

regards as an enemy any creature un-
fortunate enough to haPPen }35 it.
Beithirs don’t meddle with faerie Poli~
tics; thcy’rc usua”g too stupid to

choose sides in the conflict between

Seelie and Unseclie.

Ben Varrey

BenVa reys are a race of mermen and
mermaids éwe”ing in the waters near
the coasts of Europe, Theg are ca-
Pricious creatures that consider all
land creatures and csPeciaHg mortals
tobe insignhcicantucorms of life, existing
onlg to amuse them. Theg enjog using
their scc[ucing g|amours to lure mortal
men and women to a watery death.
Thcg also make Frcquent but short
Jou rneys to land to wreak their mischief
and havoc. Ben \/arregs are support-
ers of the Unscclic Court, but not
fierce ones. Tl’leg aid the Court’s
Plans when theg feel like it and espe-
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556

34566

5445566

334445566

456

54556

3344566

234445566

456 445

34456 23456

2344566 23344564

233445566

22%344556

545 254

25455 25445
2234456

225344

223354455 221335445

This chart presents randomised at-
tribute ratings. ]t’s common15 used to
create variations for the creatures and

NFCS the GM uses. Not all dragons

or | uatha will have the same capabili~

ties. While the attribute dice may re-
main the same, the ratings can differ.
Simplg decide on the attribute dice of
the creature or NFC and make a D6

roll to determine its exact attribute rat-

ing. lts also a gooc] idea to “tweak”
some creatures even further. Dcter-
mine what's their strongest Points and
add a die to those attributes. | hen

subtract a die from any weaknesses

you want them to have.
Additiona”g, the chart can be used to
determine the exact ratings for any

new creature created bg the GM
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ciang when tl‘xeg have a chance to Put
their sPecial skills in use without leav-
ing water.

Roanes are their sworn enemies
in the scas. Ben \/arrey clans often
clash with the 56“«'6 tribes. Ben Var-
reys think of Roanes as abominations
that are an obstacle to their domi-
nance and need to be Purgcc{. Inc{cccl,
|egends describe the common ancestry
of the Ben \/arr69 and the Se”dcs
and how the Ben \/arrefjs broke many
of the laws of their PCOPIC and turned
into something else: not comP!etely

human but neither sea life.

Black Annis

These Unseclie facries are said to
once have been a Part of the Tuatha
De Dannan tribes. Beautiﬁﬂ begonc{
any dcscription, thcy were arrogant
and Pric{excul, often using their charms
to seduce others and get what thcg

wanted. After a failed attempt to seize
power, theg were forced into exile bg
the other Tuatl’ra and cursed to as-
sume rcpulsivc visages of Icgcnclary
ugliness. Theg now roam the world
without any purpose, enwying every-
tl’ling that is beautiful. They onlg de-
rive Plcasurc from dcstroging }Jeautg,
cither with their glamours or black-

steel talons.

Boobrie
PBoobries are l‘nuge black water birds

that stand over 2 m in hcight. Thcg
have faerie origins of course and are
much feared because of their abilitg to
curse those that stand between them
and what t}‘ncy want. Tl‘nough not cvil,
they have a nasty disposition and are
ex’cremeb ba&~tempered‘ Tl’leg feed
upon the cows and shccp of Farmcrs,
who better not oppose them.

Bcing arrogant and rude, thcg

domt like other facries much and
they’re not especia"g happg about
humans stro"ing around in their terri-
torg. Thcg are excellent trackers and
can Provide a lot of information about
woodlands if t]‘ncg can be Pcrsuadcd to
help.

Brag

Brags are masters of imitation. Theg
appear as bald human-sized humanoids
with gray skin. T his gray skin is unlike
anﬂthing else for it can turn to fluid
and be manipulated, thus changing the
appearance of the brag. The brag can
imitate the appearance of a person it
has touched with terrble accuracy.
T]‘weg Prcmccr to violcnt|9 murder the
persons theg want to imitate however,
for ’Cl’ICH can sense the strong emotions
the victim emanates c{uring his strugglc
and imProve the imitation. After all,

brags are above any moral objcctions

rcgarc!ing the lives of their victims.
They are also careful observers of
human behavior so that tl’xeg can imi-
tate their victims cxact[zj. Brags have
been known to take the Position of
men with authoritg or wcaltlﬂ, working
cither for themselves or for some other
emploger‘ T heir uses and Potcntial
are unlimited and }Jrags are only happy
to test the limits of their power and
acting skill.

Brochllan
The brochllan is one of the most

strange creatures that walk the earth.
|ts origins are uncertain. Folk lore con-
siders it as one of the evil faeries, but
facries swear that this creature has
nothing to do with their kind. Some of
those who know better whisper se~
cret19 about cruel cxpcricncc of the
(nseelie Court to isolate the essence

of evil Prcsent in the faeries in one be-
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ing.

Brochllans are certainlg the
essence of evil. Tl’xeg appearas amor-
Phous masses that resemble Iiving
darkness. Red eyes appear in the
formless blackness and the brochllan
forms “feet” to move. [t is a stuPic{ be-
ing, caPablc of reProc{ucing sounds
and some words but incapablc of any
communication. When the brochllan
attacks, it does so }:79 cnve]oping its
victimand constricting it.Adead|3 chill
coming from its blackness freezes the
victim to the bone before death Finaﬂy
claims it. Prochllans are very evil but
idiotic, so thcg JLJst seek to kill and

consume whatever theg encounter.

Caillech Bheur
The caillech bheur are among the most

ancient and Powcmcul of the faerie folk.
A race of gigantic hags, t}weu appear

as enormous crones that easily reach 3

meters in l‘lcigl‘nt‘ T!’xeg live in the l‘)igl‘%
est mountains of Europe but some-
times tl’ueg come down from their ref-
uges for their own purposes. These
Joumeus are almost alwags associated
with changcs in the weather, for these
hags are the masters of it. [t is said that
when the world was young, the caillech
bheur were spiﬁts of the weather.
These lﬁags are a reclusive race
that do not usua”9 interfere with the
business of mortals. Some of them are
}Jcnign, some malicious and some nei-
ther, but all have the same ancient wis-
dom and age that inspires mortals with

awe anc] Fcar.

Cait Sith

(Cait sith are enchanted, inteﬂigent
cats that accompany many faeries and
are rar613 seen }39 mortal eyes. Thcu
have an extraordinaru blue fur

(sometimes with black stripcs) and

Picrcing red eyes with gc”ow slits. Jtis
said that theg can communicate with
their facric masters and sometimes talk
to mortals thcg encounter. Much ike
normal cats, a cait sith is wild and un-
Prcdictable and caution must be shown
upon meeting one. They ike to P|a3
with their pray before devou ringit.

Centaur

Ccntaurs are faeres of the woods
that resemble PowerFuI horses from the
waist and below and men from above.
Most centaurs are kind andjust and
are ranked among the most active sup-~
porters of the SCCliC Court, but there
are rumors of evil tribes living c{eeP in-
side dark forests.

They have a tribal society
which is ruled bg the oldest and most
wise centaur, who is bcing advised bg
those centaurs that have leamnt the

way of the druids. T hese druids are an

important part of the centaur society
for the}j are religious persons similar to
the Priests of human society. Tl’leu
invoke the power of the nature spirits
and take care of their Peop!e’s sPiﬁ~
tual and Phgsical needs.

Coblynau

Coblﬂnaus are faerie miners that dig
Iong tunnels surpassing even the
dwarves in their art. Tlﬂeg are about
half a meter tall and grotesqueb uglg.
Thcg are interested onlg in their mines
and underground cities, which are
some of the best fortresses in Cora~
hen. Thcg dislike other faeries and
mortal races excePt from the c]wan/es,
who thcg consider to be somewhat like
kindred to them. Theg are very pro-
tective of their unclerground realms
and alwaﬂs seek to cxpand their hold-
ings. Theu can turn to violence in the

rare instances that their tunnels con-
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nect with human ones.

Coblynaus haver’t alwags ived
under the earth. B@Core the faerian
wars thcg ived in secluded va”cgs.
When the war ana”g reached them,
theg retreated in the dcep caverns to
avoid exterminatfon,just as other faer-
ies retreated in faere realms begonc{
Corahcn. Thcrc, thcy discovered a
world that they consider equal in
bcautg to the surface world. Tlﬂey no
|onger desire to live on the surface,

bcing happy in the unc{crground‘

Coraniaid
thn the faeries retreated from the

lands of the mortal world, the Unseelie
Court left behind some faerie agents
to cause trouble and mayhem to the
hateful human societg‘ These power-
ful servants are called the Coraniaids
and it is said that there are onlg 25 of
’chem, sprca& across the world. E_aclﬂ

one of them works indcpcndentlg from
the others and is in control of an ex-
tensive spy network which allows it to
gathcr most of the information avail-
able on its targets.

Theg use this information,
along with their minions and formidable
powers of illusion and sorcery, to infil-
trate human society and organisations
and then destrog them from the inside.
Tlﬂey are master maniPu|ators and of-
ten use the weaknesses and Passions
of humans against them, causing dis-
trust and grecc{ to consume and de-
stroy their enemies without reveahrxg
their presence.

(oraniaids are natura”g invisi-
}316, unless theg want to be seen by
someone. [ their form is Perceivec{,
tl‘ncg appear as horrible caricatures of
humans and gaen’csj combining dis-
torted, Perverted features of both

races. ]n rcalitg, (Coraniaids are a dis-

gusting l‘lybric{ of human and faerie
created by the greatest sorcerers of
the UHseehe Court, |n this way, theg
would have the natural cunning and
subt!etg, as well as the enchanted na-
ture of faeries, combined with the mind
of a human that could understand the
human Psychobgg and socictg struc-
ture, using this knowlcc{ge to its advan-
tage. The Coraniaiads were very suc~
ccss]cul, Probablg being rcsPonsiblc
for many destructions that Plaguec{
human rcalms, such aswa rs, revolts etc.
What the (/lnseelie Court hasn’t real-
ised yet is that (Coraniaids hate it as
much as they hate humans. After all, it
was the Unseelie Court that con-
demned them in such a warPed exis-
tence, neither a human nor a faerie
comPlctelg‘ T}'IUS} the Coraniac{s have
begun to work against their masters,
using their subtlet9 and power to bring
the destruction of those who cquiPPed

them with those very powers.

Cu Sith

Cu siths are faerie hounds the size of
a small bull with a briliant green colour
and  white eyes l‘laving no Pupils‘
These clogs dor’t bark oxcten, but
when tlﬁeg do, tlﬂeg can be heard miles
away. Thcg possess a near man-like
intellect but are quite aggressive
against morta|s, while being very 10931
towards their facrie masters. [t is said
that these magica| creatures can speak
the la nguage of mortals if they want to,

but usua"g tl'ley remain silent.

Cwn Annwin
Cwn Armwn are c{reac{cc{ monsters OF

mgths. Jn Iegcncls thcg are described
as Huge savage hounds. T his descrip~
tion comes close to the truth. Thcg
appear as wolf-hounds with two slith-
ery black tentacles emerging from their
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backs. T!‘wese tentacles are the most
Frightening part of the Cwn Annwn’s
anatomg because tl‘uey use them to sap
the life force and consume the souls of
theirvictims.

These monster hounds come
from a nether realm of death to feed
upon the souls of mortals. T!’xeg’re not
exactly evil, but are tota”g alien to this
world, including mortal life and ways.
Theg have the mind of Prcdators and
view mortals as their pray, being there
onlg to sating their needs. Thcg are
sometimes used as magical guardians
bg nethermancers, but are difficult to
control and require mortal souls as
payment for their services (else theg
do evergthing in their power to break
free of their summoners control and
claim him as their reward). Theg are
also used by the great sPirit Ccrnun~

nos (also known as Hemes the

Hunter) in his WIH Hunts. e views

their stunt determination to prey on
mortals as something that benefits the
destructive purposes of his Hunts.

Cwn Annwn can be ap-
Proached and reasoned with, espe-
cia"y when not hungry. They show a
remarkable inte”igence and are certain
to know a lot of things about other
Planes of existence, if only one can
find the way to protect himself from
them.

Cyhyareth (Banshee)
Cghgraeth or banshecs, as thcg are

also called, are spiﬁts of the dead that
are grcat|9 feared bﬂ mortal men. This
sPirits resemble beautiful but ghost!g
women with characteristics similar to
those of the area inhabitants. Theg
do not speak or communicate with any-
one, onlﬂ emit a Pithcul, terrible wail.
This wail is a waming that someone is

about to die. | his deathis notinevita-

b|c; it seems that bans)‘weesjust warm
about the coming of death. Some-
times, banshees “adopt” and stay
dose to families and divine the doom
of their members.

Banshees are said to be a
cursed race of faerie Prophetesses
that iked to made Prophcsics of death
and gloom. The other faeries cursed
them for this and thus t}'}eg became
undead creatures filled with loneliness
and sorrow. Tl’]e\lj still continue to do
what thcg knew best c{uring their lives,
that is to divine the death of other
People. This on13 gives them Joy in
their Ionclg world. thn the moment
of death divined comes, they are over-
whelmed }33 contrary Feeh’ngs: they cer-
tainlg geta Feeling of success for their
successful divination, but also feelthat
this ends their Prophcsy and theg must
move to another person. Thus, theg

never gain any satisfaction from their

Propl‘ncsics and Pcrhaps that's their
curse. Nevertheless, theg take all
measures that their Predictions will
succcccl, not wanting someone or

something ruining their divination.

Dragon

Dragons are a |egerxciar3 race of om-
niPotent 5chcntinc bcings, possess-
ing wings to Hﬁ and a breath of fire or
frost (in the case of northern clragons)
Theg can reach 30 m in |engtl'1 and
their scales are harder than steel. Tl’xe
Phgsica| might of a clragon is unParaL
leled.

An aura of mystery surrounds
the draconic race. Theg scem to have
been Iiving on earth for ever if wcjuc{gc
from some tru13 ancient faerie writings
and tales that comment on the clrag—
ons. Thc faeries swear that thcy were
the first sentient beings to be born on
carth, but the truth may never be
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known. Magbc the faeries are ﬁght.

Magbe dragons were not born
on earth but rather came here from
somewhere else. Thc dragons them-
sclves seem reluctant to shed any ad-
ditional lig]ﬁt on the su bject.

Whatever the truth is, c{ragons
seem to be a static race, somehow fiv-
ing outside the cgcles of carth’s his-
tory. Tlﬁeg are in the same condition
as thcg were described centuries ago.
Theg rarelg reProduce and don’t seem
to die of old age, so their number re-
mains the same.

]n Fact, a clragon seems to be-
come more Powcncul with age instead
of clechm’ng as most other befngs do.
Theg sPcnd their long ives in their
mountain lairs or searching for |ost,
hidden knowledgc‘ Because of the
years a dragon has 1ivec1, he is essen-
tia"y a Iiving !ibrarg of mundane and

arcane 1<now|cc{ge. f'ic has witnessed

dircct15 and inclircctly most of the ma-

Jor historical events and the memories

of lost civilisations are still fresh in his
mind, more va luable than the details of
any historical book.

Mortal lcgends Picturc c{ragons
as monsters that revel in evil and de-
struction. | his is cntirelg wrong,
Dragons are mostly indifferent to-
wards mortals and most mundane
tlﬂings on earth. But thcg are also
{:righteningb old. TI’ICH are so old, wise
and Powchul that all tl'lings seem so
small in compaﬁson to them. ] he life
of a mortal or even a vi“age of mor-
tals —~ these are petty things for a
dragon‘ Tl'leg are accustomed to view
tlﬁings and other beiﬂgs froma Position
which is very high above. T his mental
ity may seem selfish or evil but in reali’c5
it isjust... draconic, that of a very an-

cient and Power{:u! being.
The same mgstery that sur-

rounds draconic }'ﬁstorg also covers
their aims and motives. Dragons are
known to have a great interest for all
kinds of l<now|ec{gc, csPcciany arcane
lore, but it is unknown exact!3 what
’cheg Plan to do with the lore tlﬁeg accu-
mulate. Surelg tl’leg must have some
aims, but magbe our attempt to under-
stand the thoughts that motivate
sometlﬁing so old and wise arejust fu-
tile. Maybc mortals and even faeries
can not catch even a g!imPse from the
mind of a creature that owns eternity.
Jt may be something 50 complicatcc{
and huge as to drive insane anyone
trying to c{cciphcr it. Or it may be
somethingas simple as “all eternity is
our Plaggrou nd”.

There have been a few inci-
dents of draconic hostih’tg against mor-
tals and faeries. All of the attacks had
a devastating elcmcect; after alla dragon

can level an entire city in his Fury. Jn

some cases the reason behind the at-
tack was c|ear, butin others no reason
was aPParent Ferhaps theg were Part
of whatever grand Plan the c{ragons

have.

Dwarf

Dwarves are a race of slﬁort, stocky
humanoids that has been living isolated
from humans for the Iargest Part of
their l‘xistorg. Living in undcrgrourxcl
fortresses in far mountains or c{eeP
vancgs, dwarves have very few connec-
tions with humans and thcg’rc not in-
terested in acquiring more. ] hat is
how they have become a mgth for most
of mankind, something ike faeries.
Thcg are genera|15 interested onlg in
their mining and crathing abilities, but
theg can be deac”g warrors when nec-

€ssa rg‘
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Echidna
Coming straight from andent (Greek

|egends, the echidnas are said to be
the Progcr\itors of many of the mon-
strosities that Plague the world. The
origins of these horrific entities are as
obscure as these of the dragons.
Theg have no aPParent connection
with the faeries. Some of the most an-
cient written faerie records sPeal( of
these ravaging terrors along with re-
Ports of dragons, so we must assume
that echidnas are tru15 ancient }Deings‘
[ chidnas must be the spawn of
helbs Pits, for duﬁng their lives on earth
theg have sPawncd many mytlﬂica| mon-
sters, such as basilisks or manticores.
T]‘weg rcprcscnt the true essence of
evil, for theg hate and seck to des’crog
all Iiving creatures but their own prog-
eny. Their creations have }Jrought
much harm and misery to carth and its

People. I:ortunatcly, there are very

few echidnas and tl‘xeg most of them
sleep for |ong hibernation Peﬁods.

The power of echidnas is
feared even }33 dragons. Thcy have a
flat torso, suPPortecI 133 four short,
Habbg Iegs that ends in a long tail.
Seven worm-like tubular parts starts
from the torso and end to largc open-
ings full of thin and sharp cutting in-
struments that resemble needles rather
than teeth. No sensory organs are
visible. When awake, echidnas have a
voracious appetite that rcquircs a
1arge amount of meat to be satisfied.

]n the Past, the UHseehe Court
tried to contact these Powcmcu! entities
and make them its allies. None of the
agents sent has returmned and tlﬂey are
considered dead, caten orworse. Ang
further attcmpt to secure the suPPor’c

of echidnas has ceased.

Fachans
The fachan is one of the strangest

faeries. Most of its characteristics are
singular. ]t has one eye that lies in the
middle of its head, one arm emerging
fromthe center of its chest and one |eg
grown from its hoP. ]n contrast to
these obvious disa&vantages, a fachan
is very strong and cquanﬂ quick but its
movements are somewhatjerky.

Tlﬁis

ives in mountains and higHancls, form-

unmistakable creature
ing warlike clans that revel in their bar-
baritg. Fachans are bound bg a
strange code of honor that urges them
to die in combat for the gooc{ of their
dan. These attitude had led them to
numerous conflicts not onlg with other
bcings, which theg consider as pray,
but also with other fachans. War be-
tween fachan clans is grcqucnt, violent
and usua”g end with the total destruc-

tion of the oPPonent, no matter how

Iong such a task takes. Somctimcs the
fachans aﬂy themselves with emissaries
of the Urxseelie Court. Such alli-
ances are very short-lived and made in
order to overcome a more PowerFul

foe.

Fear gorta
Fear Gorta are the heralds of famine.

Theg resemble humanoid faeries, such
as the Plant Annwn or the T uatha,
with their bodies weak and shriveled,
their skin Pressec’ tightb on their
bones, their facial characteristics dis-
torted from hu nger.

Duﬁng the Faerian Wars, some
vi”ages were }Jesieged or cut off for a
Iong time with limited resources. | heir
faerie inhabitants didn’t die, but suf-
fered greatb from hunger, s0 greatlg
that thcg haven’t ever recovered from
it. They became skeletal Figu res, shad-

ows of their former selves that are
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thirsty for revenge upon those who
they deem responsible for their suffer-
ing. Fear Gorta consider all humans or
facries that were enemies of their old
tribes as gui!’cg who must suffer in the
same way. That is why tlﬁcg work to
bn’ng hunger and famine to a commu-
nitg, vi”age or citg‘ T heir P|an5 involve
sabotage of trade and food transpor~
tation, sabotage or Fouling of the
crops cte. | hey do not want to kill
anyone, but theg want to see them suf-
Fering from l’lungcr as tl‘xeg did. Thisis
their only purpose and the only thing
that gives them P!easure. T owards this
aim, thcg ike to use minions and ma-
niPuIate other Figures of imPortance,

crus]ﬁiﬂg any obstacle in their way.

Fendoree Brownie)
Fendorees look like tiny humanoids;

theg aren’t over one quarter of the me-

ter tall These faeries Frcqucnt old

trees in the woods and some of them
live in farmhouses near wooc”an&s, se~
cret13 from its owners of course.
Though thcy seem small and wcak,
tl’leg can cast PowerFul magic and usu-
allg mortals don’t see them if thcg don’t
want to be seen. Theg are good~
natured but can’t understand the emo-
tions and objectivcs of mortals. Theg
are ciuick to curse or otherwise harm a
mortal who insults or crosses them. On
the other hanc], tl’ley are one of the
best sources of information cause tl’ncy
secem to know evergthing happening

arounci‘

Fetch

Fetches are Powchul sPiﬁts that ap-
pear when a mortal is near death, re-
garc”ess of the final outcome of the
situation. Thcir appearance matches
that of the dging mortal. [f at that time

the mortal looks at his c{ouble, he’s cer-

tainly doomed. |t seems that [Tetches
needs to feed from the frustration and
negative emotions of the dging victim.
Fetch }Jclongcc{ to an ancient
and Power?ul order of angels with the
duty to guide the souls after death to
their resting P|ace. Some of these an-
gcls enjogec{ their dut3 and became
fascinated with death. With time, their
addiction became so great that theg
found they couldn’t live without the
strong emotions generated at the mo-
ment of death. Thcsc fallen ange|s
became the [Fetch, destined to feed
from the dging moments of mortals. A
mortal can meet a Fctch when scverclg
wounded, very sick etc, but such oc-

currences are very rare.

Fir Bholg

A race of faerie giants }Jcing the an-

cient rulers of Ireland before the

Tuatlwa overthrew them. The [ir

Bho[g, as the Icgend says, were the
first sentient beings to inhabit |reland,
which theg claimed as their own. T heir
unrulg kingdom did not last for long.
The numerous | uatha De Dannan
were Prcssing the [Fir B]ﬁolg for more
and more space. Eventua“g, tlﬂe}j took
control of Ireland, while the [Fir
Bholg ~hclp|ess to act against the
migh’c of the T uatha civilisation- found
themselves contro”ing a small portion
of the land. Theg still hold great en-
mity against the Tuatha for this rea-
son and seek to harm them in any way
they can.

This gigantic facries reach 3 m
in height and possess massive bodies
with great strength Theg are some-
what uglg when comPared to humans.
Fir Bl’lolg are an unrulg and in a way
Primitive Pcoplc. Theg don’t express
any interest in arts or culture and have

onlﬂ advanced in blacksmitlﬂing, making
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steel weapons and armors for the clag
they’” march against their swormn ene-
mies. Theg can be described as bar-
baric, but thcg know the value of
Friendsl’lip and loga!tg. |ndeed, itis said
that you can be the friend of a Fir
Bholgjust as easilg as its enemy and
tl’reg remain true to both.

Fir Cleas
[ir Cleas are faeries that belongec{ to

a warlike tribe. Theg always tried to
Pchcct their combat skills and excel at
battle. Thcir tribe was divided cluring
the Faerian Wars, when theg battled
for both sides. From that time, [ir
(leas ceased to exist as a tribe and
sought a mercenary liFe, scning their
considerable combat skills to everyone
interested in them. As mercenaries,
thcg kccP a distinct ncutralitg and wel-
come all Potential emplogers Theg

alwags sell their skills to faeries and

other suPematuraI creatures. No I:ir
Cleas has ever aPProaclﬂed a mortal.
Due to their battle skill and their !05~
altg as Iong as there is crxough money
tl’leg are Frequentlg employec{ bg the
Seclic and the Urxseeh'c Court to
Fight their battles or lead their facries.
Somc say that Fir Cleas are not ac-
tua”g interested in wealth but in the
battle ftsehc, so that theg can prove
themselves and dcvelop their skills.

Fir Cleas resemble tall (theg
canreach 2.5 m) and thin, slender faer-
ies, bald and with Pointg cars. When
marcl’xing to battle, tl’reg Preger liglﬁt
armors that allow them some chibility
and the use of martial arts. They also
ike to decorate themselves with tro-
Phies, even with the skulls of dead op-~

Ponen’cs‘

Fir Damg Redcap)

chcaps are evil faeries that inhabit

deserted castles and ruins. T}’ucg re-
semble stunted, twisted Paroclies of
men dressed in brown and grays. Their
twisted ribs Protrudc outwards, form-
ing bony spfl(es theg use as lethal
weapons when tlﬂey grapplc their ene-
mies. They get their names from the
capes tl‘weg wear, which are coloured
bg the blood of their enemies. | hese
vicious faeries are a Product of dark
magjc Practiced }:79 the sorcerers of
the (Unseelie Court on imPﬂ'soned
facries. The terrible spells twisted the
goocl faeries into caricatures of them-
sclves, exceptiona”3 strong but brutal
and stupid. The Rcc{caps are used as
soldiers and guarclians bg the (n-
seelie Court.

When [Fir Damg battle, the}j
first use their clubs and then graPP|c
their opponents on their spikes to
quenc}ﬁ their thirst for blood.

Fomhoire
A demonic titan that lives with its kind

in huge unc!ergrouncl comP|exes, wor-
shiPPing evil powers. A Fomorian
stands 5 m tall with his Poweﬂcul boc’g
encased in darkness, so that his char-
acteristics are difficult to discern.
Onlg his )qamfrxg red eyes Pierce this
darkness, but a Pair of hugc horns on
his head, that are bent like these of a
ram, can also be seen at the cdge of
the shadows.

These “Unc’erc{cmons” have an
unknown origin. Theg seem to have
been living underground since the faer-
ies ruled the world. Theg sometimes
dimb to the upper world to sPreac}
their evil and disaster for their own

da r§< PU rPOSCS.

Fuath
I:uaths are faerie hags, Iegen&ary for

their uglincss, that dwell in bogs and
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moors. Thcy are |arge and strong,
easily reac}wing 2 min height, having
missl’lapen imbs and a horrible face
with horns and bent tusks. Thcg dwell
in )Cilthg caves where theg PerForm their
foul magjc, but can be found lurking
below the mud of a bog, waiting to am-
bush a Passerbg, 50 thcg can drag him
below the surface and drown him.
These vicious faeries live soli-
tary fives. Thcy sometimes form cov-
ens of 3 or 4 hags that work togetheh
These hags search for rare herbs and
Iiving victims to use in the creation of
their elixirs. They use these elixirs to
Poison mortals or the land, to create
delusions, even to dominate the mind
of their victims. Organs from living be-
ings are a vital part of the elixir crea-
tion and itis said that the organs must
still be Iiving when thcy’rc used (e thcy
must be used immec{iateb after their

remova D

T)‘we UHscclic Court has taken

an interest in the [Tuaths and seeks to
convert them to its purpose. Some
Fuaths alrcady enforce the Cour’c’s
will in their bogs and moors. | he con-
version is still slow thouglﬂ, c{csPitc all
eucxcorts, because Fuatl’ls are so|itar9
and selfish. As long as thcg manage to
caPture mortals and use them to make
their elixirs, itll be hard to convince a
Y:uatlﬂ that it needs an alliance or has
somethir\g to gain from it. |t is wiclelg
believed that the existence of the
Fuaths is closclg inked to their elixirs,
which must be consumed in order bg
them to prevent their passage from this

WOI"Id .

Ganconer
The Ganconeris the spiﬁt of a faerie

(male or female) that lived a life of se-
duction while it was Iiving. This pas-

sion for the seduction of mortals and

the P|easure of toying with them was
s0 strong that was Preservecl even af-
ter their death, |eac{ing to a strange
unlife.

These evil gl’lostlg facries be-
|ong to any faerie race that resembles
humans (suc}w as the Tuatha). They
appear as cxccp’ciona”3 beautiful
sPccimens which are norma119 cthereal
but can assume a material form for up
to six hours per &ay in order to make
contact with the living. (Ganconer en-
Jog notl’ling more than seducing a mor-
tal and maniPulating him, imbuing him
with strong emotions of love and pas-
sion. | his “game” continues until the
mortal expresses his under devotion to
the Ganconer (somct]ﬁiﬂg that takes
from a week to a month norma”y).
Wl’)en this l’xaPPens, the Ganconer
abandons the mortal by tuming ethe-

real and imbuing him with faerie mad-

ness (Scclucc 5). This faerie madness

has an extra characteristic: the victim is
so broken that he will try to kill himself
shortlg after the end of the SPC”‘ ]{: he
is inhibited from doing s0, he will Fu”ﬂ
recover within a year and will continue
his lhce, althoug]ﬁ some weak-willed indi-
viduals may wait for the return of their

beloved until their deaths.

Gaoth Sidhe
Thc Gaot]ﬁ Sidhc are incorporcal

faeries Iiving in the winds and cdlouds of
the world. Thcg sometimes can be
seen as PurPIc and violet mists that
travel with the wind. |n other cases,
tlncy take the form of a miniature cy-
clone,)’oumegfng througlﬁ the land in a
chaotic pattem.

These mischievous faeries are
masters of the winds, which they use to
interact with the Phgsical world. Thcy
are magical creatures in a constant

journeg, traveling where the wind takes
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them. Tl‘lcy are chaotic and like to
cause trouble. But theg’re also a po-

and
imowlcdgc, as thcg have visited a lot of

tential source of information
P|aces and seen things unknown to

most humans.

Gnffin
These half-lion, hal\c~eag|c Prouc{

beasts are fnte”igent enougl’l to com-
municate with men, but usua”ﬂ dor’t
care about humans except if theg in-
terfere with their hunting. Thcg are
ferocious Predators that make their
lairs onlﬂ on the thest mountains, so
they’re rarcly seen }39 men and have
become creatures of |egen&. Theg
usually do not hunt sentient creatures
but theg won’t hesitate to slag them if
theg regarc] them as obstacles. On!g

faeries havc any chancc at cn|isting

their aid.

Gnimen

(irimen are enigmatic faeries living in
sccret lairs near waterfalls and small
Pools. Tl"ICSC mysterious bcings are
onlg devoted to music and are consid-
ered masters of the violin. The music
theg Producc is capable of moving to
tears even the most indifferent person.

Thcg are so|itar9 bcings, shun-
ning even the company of other facr-
ies. They can be sometimes found
near the edge of a waterfall or the
shore of a Pool, Plaging some haunt-
ing15 beautiful mcloclg on their violin,
but a mortal can on!ﬁ catch glimpses of
the (Grimen before it senses his ap-
Proach and disappears. In a rare oc-
currence a (Grimen will befriend a mor-
tal of great artistic Potential and teach
himhow to use his talent in music. With
such a tcachcr, the mortal can be ex-
Pected to become one of the best vio-

fin Plagers or composer of his age. Ciri-

men are also renowned for the violins
thcy construct. Tl’weir violins surpass in
quality any similar musical instrument
made bg mortal or faerie and the sound
theg Procluce is sfmpb exquisite‘
Need less to say, such instruments are
sougl’]t out bg all musicians and ap-
Preciators of art. Grimen are very tall
and human-like, with sharp facial char-
acteristics that never seem to calm
c{own, not even when thcg Plag music.
They are certaimly not beautiful, but
thcg have an imposing appearance

that commands respect.

Gruagach (Troll)
A Gruagach (also called Tro” }33 the

5candinavians> is a disﬁgurcc{, meat-
eating humanoid that can reach 3 m in
l’lﬁigl’lt Theg are hicleouslg strong and
have tough skin that protects them like

|eatlwer armor. Theg are aggressive

and stupid. | ike Ores, theg dor’t de-

serve all of their nasty rcPutation as
human~eating monstrosities, but theg
are vicious and tend to abuse weaker
creatures. Thcg gancy themselves
lords of all things, with which theg can
do as thcg Plcase‘ Thcg have no fear
attacking groups of humans - and ecat-
ing them. But tl‘ncg can be reasoned
with if one knows what to say and of-
fer. Trolls usua”g ive near mountains
and moors or sometimes in dense for-

ests.

Gwragedd Annwn
Gwragedd Annwn are noble |a!<e

maidens that belong among the most
PowerFul of the faerie folk. Theg are
faeries of the rivers, lakes and islands.
Theg have some connection with the
Seehe Court and some of them are
active supporters of it. Most of them
though, Preger to live in theirisland ha-

ven Peaccguny] interacting with the rest
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of the world only when necessary.
They sometimes helP mortals indi-
rectlg, if the suits their ends too.

When rising from the waters, a
Gwragedd Annwn can be seen as an
cxceptiona"g beautiful maiden, with
Howing green hair and Piercing red
eyes, having noble features that com-

mand resp ect.

Gwyllion

The ng”ions are evil and horrible
}'lags &wc”ing in the higl’ncst mountains.
T!’wcy descend form evil Gwragedd
Annwn that spied on their kind for the
Urxsceh'c Court and caused a lot of
harm to them. Tl’lefj were cursed and
cxPe”cc{ from the lakes thcy dwelt in
and now make their residence in higlﬂ
mountains. T!’reg still have close ties
with the (Jnseelie Court and are con-
sidered among its most high~ranl<ing

members. Gw lions are responsible
Y P

for many of the sorcerous experiments
of the Court. They like to snare un-
susPecting travelers (often using their
Deceive glamours) and use them in
experiments to Procluce weird hybn’ds
of men, animals and faeries. Mang of
the abominations that walk on earth

are their creations.

Kalikanjaros

Kalikanjari are facries living in under-
ground caverns or abandoned mines.
Tl‘neg look like wretched little crea-
tures with c{ir’tg cdothes and hideouslg
deformed bodies theg try to hide un-
dertheirrags. [tis said that Kalikanjar
consider themselves freaks of faerie
society and that is the reason they live
in the darkness of the c{eepest cav-
erns.

Cut off from the rest of the
world, l<a|il<anjari brood in their caves,

inventing their strange and terrible ma-

chines. Clca rlg th eyare the most tech-
nologica”g advanced of all races on
earth. Tl’leg have discovered the
power of steam, whichis used to power
most of their machines. Gunpowcler is
also one of theirgreatest inventions.
These faeries live in under-
grounc{ settlements, isolated from the
surface. Thcg are very sensitive about
their territory and dislike strangers.
Theg can be described as hostile and
umcriemﬂg, but not evil with the true
meaning of the word. T}’ICH offer their
services to the one that pays the most.
Theg are most commorxlg emp|ogecl bg
the Ur\scclic rather bg the Seelie
Court, but that doesn’t mean theg
trust any of them. Kalikanjari are dis-
trustful to the Point of pa ranoia. Tl’]eg
take great Pains to ensure that their

achievements will remain theirs..

Leanan Sidhe

| eanan Siéhe are malevolent faerie
mistresses that feed upon the souls of
mortal men. Theg are nicknamed
“facrie vamPires” and resemble ex-
trcmelg beautiful women with some
faerie cha racteristics, fike Pointed ears
or Petite noses. Theg seduce mortal
men by using their bcauty and magic
and slowb drain away their life. The
Unscclie (Court sometimes use them
as seductresses to take control of an
important mortal. | eanan Sidhe are
believed to have descended bg a tribe
of Tuatha that P|aged with mortals as
though thcg were their toys. These

sinister beings became the torturers of

men known as the Leanan Sic”'nc.

Leprechauns
| eprechauns are ting faeres that
p Y

don’t reach over 30 cmin height Jn Ieg~
ends thcg’re described as kind, gener-
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ous faeries but in reality theyre
grecclg, ruthless merchants. Theg love
golc{ like not!’]ing else and seek to ob-
tain as much as thcg can to satismcy
thefrgreeéiness. LePrecha uns will deal
in evcrgthing (esPccia”g objects of
small size) and can Provide someone
with almost evcrgtl’ring - for the right
Price. Thcg’re not above tal<ing ad-
vantage of the weaknesses or needs of
any person they’rc c{ealing with in or-
der to increase their ProFit‘ Magic is
the favorite merchandise of the ICPFC—
chauns in any form: books of lore,
magica| items etc. | he house of a leP~
rechaun is said to be full of magic and
treasures, but one should be careful
not to steal any lcPrechaun, for theg
are dangerous enemies with the ability

to call lethal curses on someone.

Llamhigyn Y Dwr (Water Leaper)
Water Lcapers are hugc river Pikcs

enchanted bﬂ their stays near faerie
residences or in enchanted rivers or
lakes. The Pikcs have developecl small
“wings” that Protrudc from their backs
and a !arge aPPetite. T}weg use their
wings to jump cfficiently out of the wa-
ter, hence their name “Water LeaP~
ers”. Tl‘weg have also dcveloped some
intc”igence that makes them efficient
hunters, thougl’x tlﬁeg’” never attack a
faere. They will however attack any-
tl’ling else, as tl’lefj are fearless Prec{a~
tors that have been known to attack
even men. Notl'\ing is safe from their

hunger‘

Manticorae
The manticorae is a mgthical beast

that loves to maniPu[ate and enslave
human beings with its magjic, )Corcing
them to complctc its works. |t is a largc
creature with the PowerFul torso of a

mountain lion. Jts torso clcar[g resem-

bles that of a Iiorx, but it is covered bg
serpentine scales like those of a poi-
sonous snake. | wo great wings fold
on its back when thcy’rc not needed.
The head is that of a lion (without any
scalcs) but with distinctive human facial
characteristics.

Manticori ike to dominate
other creatures and the area thcy five
in, eating any opponents that don’t
succumb to their P|ans. Manticori have
often taken over entire vi”ages and
turmned their inhabitants into obedient
puppets. Theg like to work alone how-
ever and shun other members of their
spccics, so that diminishes the threat
theg rePresent.

Nuckalevee

These evil faeries inhabit seas and
oceans and can be considered water
cousins of the centaurs. Tl’}eg are

fierce supporters of the UHSCCIiC

Court and its Pﬁme allies in the under-
water world (along with Ben \/arrcgs
that care to follow its orders). ( |nlike
Ben \/arrcgs, Nuckalevee can exit
water and do so in order to spread
havoc and disasterin the land.

The appearance of the Nuck-
alevee is cxtrcmelg }'lorrhcying. |t resem-
bles a centaur with 1ong arms that
reach the grounc] and a horse boclg
that appears as if it has its skin flayed
off and the flesh under left to decom-
pose. The horse boc{g therefore is
covered bg clisgusting hues of black
and 3e”ow dead tissue and Produces a
horrible stench. Due to its dccompos~
ing tissues, the Nuckalevee are
thought to carry infectious diseases

which tl'\eg seek to sPreacl when
thcg’re on land.

Oakman

T he oakman is an ancient guarclian of
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the wild that watches over the animals
of the forest and field. e is a sma”,
wild-haired man, with glowing red eyes,
dressed in barks and leaves, that
dwells in the center of the wood in a
cottage near some ancient oak that is
the source of his power. Qakmen are
solitarg and hostile towards mortals,
csPeciaﬂy those that seek to harm the
animals of the forest. O)C’cen the oak-
man vents his anger on some haplcss
hunter or woodcutter. They hate mor-
tals for their blind cxpansion that has
harmed nature and express their hostil-
itg with various ways. While they are
kind towards animal life, thcg can be
very cruel towards humans. ]F theg
meet someone that harms anima|s, they
use glamours to extract their revenge.
Tl‘weg are esPcciang fond of deceiving
their victim, making him loose the abilit}j
to focus on reality until tlﬁeg are driven

insane.

Orc
A twisted humanoid, thought to de-

scend from degenerate humans or
some tribe cursed by the go&s. Okres
are vicious, sadistic and warlike and
their society is based on these ideals.
They tend to live in mountain caves or
dark woods, or gather in large tribes
hungrg for raic]ing and conqucr‘ing.
Their presence is a continuous threat
for human settlements in border lands
and in the wilderness, as Orcs are ex-
tremelg rare inside civilised nations, so
rareas to become a Iegend.

Actua"g, Orcs aren’t as evil as
they say. [t's true that theg have raided
many vf”ages and s|aug}1terec] children
and women, but the humans have
raided their homes too, to purge the
“evil tl’ueg represent. Orcs may be
Primitivc, brutal and violent but thcg
can be reasoned with and don’t alwags

PFCFCF ViOlCﬂCC over PCBCC‘ Thé Prob~

lem with Orres is that tl’ucg’rc compet-
ing with humans for the same land and
resources. | his untold war has been
going on for centuries and has alien-
ated the two races that think cach

other as evil.

Peist

The Feist is a Iargc serpent that in-
habits lakes of moderate or Iarge size.
|t is sometimes referred to as a “och
c{ragon”, althoug}ﬁ it has no connection
whatsoever with dragons. Peists have
some faerie origins and appear to com-
municate with facries of the lakes and
rivers thcy inhabit. Thcg are extremelg
territorial and aggressive, but they
won’t harm any faerie }Jcing‘ Ohn the
other hand, mortals are often de-
voured bg such beasts. | he on13 way
one can be saved is or\ly if he tosses
food to the Fefst and then makes a

hasty escape. Fishermen have realised

this and )Cishing vi”agcs Proviclc a Fcist
with regu lar “oFxCerings” in order to calm
it down and !(CCP itaway from the fish-
ermen.

Feists resemble great serPents
with green and gray sca|es, a long neck
that ends to an enlargec{ head housing
a mouth full of sharp teeth. ]ts flat
bodg is equippecl with PowerFuI xqu~
pers that allow it to move with sPee& in

the water.

Phoenix
A Personhcication of the cycles of life

and the regenera’cion of nature, the
Phocnix is a fabulous creature able to
reborn from its ashes. T he origins of
this mgtl’n’cal creature are a mystery,
though it is said to come from some
world where fire is the Prevaihng ele-
ment. Thcg resemble great birds of
prey, often with a wingspan over 8 m,

covered bg lush, bcautiFu||3 colored
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feathers. Tl’lc color of the feathers is
very much like that of a Hame, so that
when the pl’loenix spreads its wings it
resembles a raging fire. Phoenix dwell
on|3 on the top of the l’ligl’lest moun-~
tains. [ rom there, theg roam the skies,
viewing the land from high above.
T!‘weg feed on the animals of the open
grass Plains, ike rabbits, shcep and
the occasional cattle. Theg never
secem to hunt any sentient bcing.
Strange it may be seen, but the cold
of the mountains doesn’t seem to
bother them, even tl—mough theg’re
clea r]g creatures of fire.

Their behavior is as mysterious
and elusive as theg are. Phoenix are
reborn from their ashes as new bcings.
Their beliefs and behavior follow
these strange reproduction habits.
Phoenix believe in rebirth and Purhcica~
tion, but througlﬁ the c!eansing of fire
and destruction. Thcg are noble and

intcnigcnt birds, able to communicate
through many languages. They pos-
sess a rigic] code of honor, which tl’leg
follow to the death.

If a Phoenix is ever slain, the
spirits of fire will be cxtreme|9 angercd
because of the disrespect to such
beautg‘ Within moments, a rank 6 sPirit
of fire will brieﬂg manifest to clestrog

the murderers.

Phouka

FPhoukas are mischievous faeries that
are rarclg seen in their natural forms.
The resemble slender humanoids with
bald skin the colour of a tree trunk and
a heigl’lt of half to one meter. T heir
heads are hairless with Picrcing brown
eyes that never seem to blink. Fl’woukas
are usua"g seen in some other form,
using their shapcshhcting skills. Thcg
are reclusive and stay away from mor-

tals and other faeries. Theg usua”g

don’t mean any harm, but their chaotic
behavior can make them clangerous
when confronted.

Fhoukas five c{ccP in woods or
marshes. Theg are excellent spies and
observe and collect much information
about other faeries. Theg are said to
have extensive information on both the
Seclie and the Unseclic Court. [t
seems that Fhouka have been be-
trayed by both Courts and Plan their
revenge 133 nging and Provfding infor-
mation collected to anyone who can

use it to harm these organisations.

Plant Annwin
The Ha nt An nwn are human-like faer-

ies, very similar to the Tuatl’la De
Dannan. In {:ac’c, the two races have a
common origin, which is now lost in
time. |n times so old that even the gods
Forget of them, the two races belongec{

to the same tribe of faeres thatjour—

neyed across the world and finally ar-
rived at |reland. T here, they encoun-
tered the demonic [Tomhoires and the
umcricnc”y [ir Bholg, rulers of the
land. T!’)e faeries that became the
Tuat]ﬁa acceptcd the leadership and
aid of the gociciess Danu and man-
agcc{ to dfsplace the Prcvfous rulers of
Avainne. | he Plant instead, rcjcctccl
Danu’s omclcer, not wanting to be led [33
anyone but to be free and on their
own. Most of them left ]relanc{ and
sprcacl to Coral‘ncn. T}‘ncy can be en-
countered virtua”g everywhere.

The Plant are much more vari-
able than the Tuatha, asarace,and in
that way theg resemble humans. Theg
don’t have one and onlﬂ realm or in-
habftancg‘: there are several areas and
realms ruled 55 the Han’c Annwn and
theg can be found at most faerie

realms and inhabitancies on earth.

Also, thcg don’t exhibit the
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“ncutralitg” shown their cousins, the
Tuatha. Inc{eecl, theg once more re-
semble humans in that there are good
and evil Flant and there are also those
that care about their welfare without
bcing active|3 goocl nor evil. Flant
Annwn don’t have nay kind of stable
values to be followed bg all members of
their race. Instcac{, every Fla nt has its
own values that may differ astonish-
ing[tj from those of another. Flant
Annwn are widel\rj sPread facries that
can be found in nearlg every Place in-
habited by faeries. Some of them be-
|ong to faerie organisations such as
the SCcliC and the Ur\sc”ic Court.
They have goocl relationships with the
Tuatlﬁa, althouglﬁ theg envy them a
ittle because theg haven’t ever

achieved the level of civilisation built

bg the T uatha (nor their wisdom).

Roane
The Roane are faeries of the sea that

can take the form of a human (wlﬂen
tlﬁey come forth to the lancl) or that of
a scal. Theg live in underwater caves
and dities located clecp in the oceans,
but can be found near the sl—woresj for
theg like to travel and sPend much time
away from their homes. Roanes are
gentle and Peacelcul beings, sometimes
even to the seal-hunters that can in_ju re
or kill their kind. [However, some of the
Sc”des have s’coPPecl to tolerate the
mortal fishers and seal-hunters and
have made some attacks against them
as an act of vengeance. Until now, this
“movement” was not organisec], but it
}chins to gain more followers, espe-
ciaﬂg among the younger Selkies.
Roaneslivein a dangerous envi-
ronment. This doesn’t mean that theg
are threatened bg sharks or other

natural dangcrs or creatures of the

c{ccp; far from this. Roanes are in con-
stant aggression with evil sea faeries,
such as Nuckalevee and Ben \/arreg.
This old war is one of the reasons of
whg the Roanes have Joined the
Scelie Court. Dcspite their goocl
nature, the Se”des were too Peacemcul
tojoin such an organisation with the
purpose of battling evil faeries, but
theg were forced to do that to Protect

themselves from their natural enemies.

Stoonwvorm

The stoorworm is an evil, enchanted
serpent bred }33 malicious forces to
Poisor\ the water sources of their ene-
mies. These serPeﬂts can locate water
c{cposits, such as undcrground lakes
that feed wells, with unerring accuracy.
Wl’ren theg locate an important we”,
thcg dig through the earth until thcg
reach it and then reside at its bottom.

T here, thcy secrete their venom in the

water. | he Poison is diluted so that it
doesn’t cause any damage, but it still
causes Paranoia and violent hallucina-
tions. Whole communities have been
wiPed out from the violence caused 133
the subtle action of the Poison.

The stoorworm appears as a
red snake with a head made of solid
red bone. |t reaches 3 m in length but
can enlarge itself to reach 6 m. Its
tongue sPlits in three ends instead at

the normaltwo seen in other snakes.

Swanmay

The Swanma ys
sha Pcchangcrs‘ Their true form is said

are faecric
to be that of a magni]cicer\t snow-white
swan, one of the most beautiful sights
any mortal can witness. A swanmay
canalso appear in the formof a comelg
young woman. Her snow-white hair is
the most extraordfnary feature of her

in that form and is certain to attract
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the attention o?ang mortal male. Their
hair is only one swan attribute thcg
maintain in human form. Among others
are the excellent swimming abilitg and
the grace of their movements.

The dualform of the swanmays
has been their greatest ghct, but also
the greatest curse. Swanmags were
some of the very few faeries that be-
came enamored with the human race.
Theg loved their appearance, their
mind, their Potential, their clynamic ap-~
Proacl‘l to matters, their determination.
T heir shapechanging abilitg was a way
theg could spencl time with their be-
loved ones. |t had but one, critical flaw:
theg could onlg work magicin their true
form. T heir whole life became a di-
lemma: should theg become isolated
from their beloved humans and be able
to live like faeries with access to the
ghct of magic, or should theg live in the
world of mortals and c{eny their faerie

origin and magical hcritagc?

The answer to such a dilemma
is not simP|e and most swanmays try to
live both lives. |t is a c{angcrous Path
tl’leg tread for they must look after
their loved ones and in the meantime
avoid being discovered }33 them. A
swanmay can be encountered in any
human  settlement, Iiving along with
their mortal mate. A child can be bom
from that union, but it will alwags be a
female one. As it grows older, the child
will feel it is different in a way than
other children. At her 16 th birthdags,
her full swanmay powers shall be re-
vealed and become accessible to her.
rﬂer mother usua”y informs her of the
specia| heritage she carres and se-
cretlg instructs her to the life of a
swanmay, so that their facade will re-

main intact.

Trow

Trows are giant faeries that reach 3 m
in heig!’xt. T!’xeg carry the worst traits
of a”lcacries, making them tru |9 horrible
in appearance. T heir skin suffers from
a discase similar to leprosy. Crooked
horns and deformed IumPs of flesh
Protruc]e from various parts of their
bodies. T heir Pcrsonalitg is similar to
their appearance: ma!ign, sadistic, dev-
ilish are on19 few of the characteristics
attributed to them. T rows could only
fit in the kind of social structure the
Urxscelic Court Provicles. There,
theg are used as lieutenants that lead
the Sluagh troops to battle. T heir
exceptional Physica| prowess suits
such a task well and also serves to in-
timidate and put in order the unruly
troops. Not being terrib!g inte”igent,
thcg are casilg maniPulatcc{ and con-
trolled bg their supeﬁors. Trows are
also used as boclgguarcls by imPortant

Cou rt members.

Tuatha De Dannan

Thc Tuatha De Dannan (“Tribe of
the godc]ess Danu”) are a noble race
of faeries that once ruled ]rclancl‘
Theg are among the most andient of
the folk. Wl’len their race was young
thcy Participatcd in the establishment
of fable Mu and there met a great
sPirit, Danu. The sPirit took an inter-
est in them and helped them in many
occasions, ogzcn'ng her wisdom and
advice.

The Tuatha were wise enough
to sense the uPcoming Faerian Wars
and the onslaught they would bﬁng.
T:o”owing Danu, their godc{css, tl'lcy
chose not to be a part of these wars
and abandoned Mu,joumeged across
the world and settled ]rcland. Thcre
theg encountered the warlke [Fir

Blﬂo[g, the rulers of ]re|anc{ and the
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demonic [Fomhoires. With the l‘erP of
Danu they managed to defeat both
and claim Jreland as their own. T here
thcg created a lasting kingdom of
peace and knowledge. [However, when
’cheg sensed that it was the human’s
tum to rule eart}w, theg abandoned
their domain and retreated in hidden
Places. With time, theg found that their
retreating caused them to wane from
the face of the earth, now living in an
otherworldlg Place. T hus, they were
the first to inhabit a faerie rea|m, which
the}j named | ir Nan Og, “| and of
the Young”, a name that fits its immor-
talinhabitants.

The Tuatha still inhabit their
distant realm. Thcg are a Proucl and
beautiful People, said to be the facries
most close to man, tl’roug}‘n their slender
characteristics and andent wisdom
P|ace them far from mortals. Tl‘ley love

arts, Poctrg and songs and sometimes

befriend mortals with the same inter-
ests.

Theg leave their immortal realm
Frequcntly to travel to carth, but thcg
don’t meddle with the affairs of mor-
ta|5, or even faeries. T}"IC Tuatlﬁa are
not members of the Seelie Court, nor
do theg Plan to become in the future.
They hold a neutral Position towards
both evil and gooé facries and have no
desire to Participate in their disastrous
conflicts. On13 if theg feel that the
balance and future of earth is threat-

ened willth ey act.

Uath

(Jaths are amorPhous masses of dark-
ness that come from a warPed dimen-
sion of etemal shadows to feed upon
the Iiving. When tlﬁeg arrive on this
world via gates thcy an take a form
closer to human-like in order to infil-

trate societ5 and stalk their prey effi-

cicntlg. These alien bcings need at
least 3 dice of Determination and Vi-
talitg per week to survive. Theg care
little about power or gold, since their
on!3 motivation appears to be the
draining of life to satisgy their hunger.
[t seems that in their world such things
are of no value or at least food is not
abundant.

This Pecu!iar trait of the (Jath
is cxploitcd by such organisations as
the Unseelie Court and the Shadoris
faction that use the ( Jath as assassins
in exchange for a number of victims
readg for draining. (Jath make excel
lent assassins when using their
shadow~manipu|ating powers. Theg
are cold and efficient, thinking onlg
how to comP|ete their Part of the bar-

gain.

Unicom

(nicorns are faeries of darkness with

chaotic tendendies. Theg are sadistic
and violent and are known to feast
upon humans, but sometimes theg as-
sist those who dare to confront them.
(nicorns are a wild race that doesn’t
owe anyone angt]ﬁiﬂg. Long ago, the
unicorns were a benevolent, happg
race that lived Peacefu”ﬁ. T he unicorn
elders were convinced }33 the (/lnseelie
Court to marsh agains’c the humans.
After their fall from grace has been
completeé, the Uﬂseelie Court be-
lieved it has added the unicoms in their
ranks of servants, but it hadrn’t taken in
concern the chaotic tendencies of the
unicorns. Thc race acknowlcclgec{ no
master and has }Jetragec{ the Ur\see!ie
Court quite a lot of times.

White Hart
The White [Hart is a magniﬁccnt, no-
ble animalthat has become a sgmbol of

gOOdI’ICSS anc{ hOPC‘ lt aPPC&FS as a
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deer, a fine, pure white spccimcn.
F ven its horns are white, a testimony
to its Pun’tg‘ No one can determine
when or where such a creature will ap-
pear. No sing|e hunter, trapper or
trackerin human historg, no matter how
determined or experienced he was, has
managed to catch a white hart dead of
alive, or so the 1egend claims. |t's cer-
tain that the creatures are very eva-
sive, for even the faeries can notlocate
them. ]t scems that tl’ley on|3 appear
when theg want to.

A White [Hart has no known
means of communication. |t never talks
or tries to interact. | heir motives or
aims are a we”-kept secret. | heir abil-
ity to evade and outsmart their hunters
sure|3 shows a we”—developed sen~
tience and natural cunning, The in-
stances of a white hart’s appearance
are very rare. ]t seems that tl’ueg ap-

Pcar Wl"lCl’\ someone cmbarkecj on a

noble qucst clcspcratc|9 secks for
some guic{ance. The appearance of
this magniﬁcent animalis often enough
to boost the courage and morale or
disPerse any doubts and uncertainties,
but sometimes the hart actua”g leads
the seeker towards his aim. Whg theg
dothatisa mgsterg }choncl anyone.

Will o wisp

WI” ‘o wisPs are strange creatures with
the form of a glowing light. Theg ap-
pear on13 dun'ng the m’ght, spcnding
the Aaﬂ in whatever lair the}j have.
When seen form afar, tlﬁeg appear as
lantern lights and use that delusion to
lure travelers away from their Path and
into their doom, usuallg in a bog or
moor. thn their victims are ensnared
]:)3 the traps of the wilderness and
helplcss, thcy descend upon their bod-
ies to bum their flesh and consume

their essence. W[” ‘o wisps Frequently

use their glamours to deceive their vic-
tims or conceal the clangers theg’rc
about to encounter.

[tis not known if will ‘o wisPs are
trulg facries. Some say that theg’re
_just moving lights created }33 an invisi-
ble faerie. Others say that theg’re ma-
licious nature sPin'ts coming from the
ancient ages of earth to wreak havoc
and mischief on those encountering

them.

Spiritg

SPirits are insubstantial entities living
in the dream world that were a!ways an
imPortant pa rt of earth. Wl’ICFC mortals
and other creatures are compose& of
soul and f)odg, sPiﬁts have no ultimate
connection with matter in the Physica[
world, using instead matter when it
suits them. [T ach spin't is associated
with a characteristic of ecarth or of its

creatures. | here are sPirits associ-

ated with the four elements of nature,
with P|ants, animals or even such com-
Plicatecl terms like death, life, disease,
hcaling, light, darkncss, famine, Fcrtility
etc. A spfrft’s Personalit3 and even its
form depcnds on its exact association.
The Personalitg of spiﬁts is
somewhat difficult to describe. Spiﬁts
are ccrtainlg not mortals and can’t un-
clerstand, much less be affected bg,
the Passions Icading mortals to their
fall Theg can surely be described as
“gooc{”, “evil” or “neutral’, but again
this terms differ from those used }33
men. Pecause spirits do not tire them-
selves with the affairs of cvcrgday life,
like men do, the “cvil’ or “gooéness” of
sPirits (or even their ncutrality for that
Purpose) is of a more grand scale.
A sPirit will never possess the petty
evil of a mortal; it would have a cosmic
evil. The immortahtg and timelessness

of sPiﬁts also makes them very Patient.
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Dcath A A

E_a rth F M

Healing W A

Watcr A F

T}‘!eg tend to Forget the limited life
and

understand why theg live such l’lastg

span of mortals Jus’c can’t

lives. When a spin't Plans 5omctiﬁing, its

Plans might take tens or hundreds of
years until th69 come to fruition. T his
suits themjust fine. Also, some of the

rewards a human might achieve are of

no use to spirits. Moncg makes no
sense to thcm, nor }Jcing a lord in a
mortal realm since theg norma”g outlive

ma 1’\9 rcalms OF men.

Common abilities

. Spin'ts can onlg be Permanent13
dcstrogecl if slain in the dream
world. ]F their form is destrogecl in
any other wor|cl, their essence re-
tuns at the dream world and
spencls D¢ x20 years re]corming‘
Duﬁng this time, theg’re confined
to the dreamworld.

° Theg can travel to any world within
the inner ring of the cosmos without
the need of gates. This ’che of
movement requircs one round and
three Mystick Points to be per-
formed.

L4 When on other worlc]s, theg take an
ethereal form that vaguelg resem-
bles their true form in the dream
world. Tl’leg can assume a material
form onlg near a Powchu| manifes-
tation of their nature. [For exa mP|e,
a fire sPirit can materalise when

near a conﬂagration, or a disease
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spirit at the outbreak of a terrible
Plaguc.

Ranks

The power of a sPiri’c is measure in
ranks, ranging from i to 6. Ranks af-
fect most of the sPirit’s abilities and

characteristics.

Attributes

A sPiﬁt’s attributes are Pn’man’!g de-
termined by its rank. [Cach attrbute
has a base number of dice equal to the
rank of the sPirit‘ (Jse the Random-
ised Attribute Ratings chart to calcu-
late the exact ratings.

Mang spin'ts are better at some
things than in others. SPirits have
each attribute classified as \Weak,
Mediocre, Ad equate or FPowerful.
Weak attributes are reduced bg two
dice (to a minimum of one die).

Mccliocrc attributes are decreased 139

one die {to a minimum of one).
Adcquatc attributes aren’t modified
(tl’weg have dice equal to the sPirit’s
rank).

Fowchul attributes are increased bg

one die.

Amor
Rank One sPirits have a base unar-

mored rating of ~Z,just like humans.
More PowerFul sPirits however can
fend off strikes more easilg, s0 extra
ranks increase their unarmored rating,
reachfng an amazing 3 for rank 6 sPir~

its.

Attacks

When spiﬁts are forced into combat,
t}‘neg main13 use their magick and PhgsF
cal attacks. [f Fu”g metrialised, a sPirit
can attack with whatever natural at-
tacks it possesses. Most of the time,

these attacks are Kamming ones, al-

tl‘wough there are some excePtions
(animal spirits have claws and teeth to
utilise). |n all cases, the damage dealt
by sPin'ts is lethal, causing (onstitu-
tion loss. [Fire and [ arth sPiﬁts cause
an additional die of damagc (at +1 cu-
mulative) because theg scorch the en-
emy or Pummc! him with a rock-hard
surface.

Spiﬂ'ts that haven’t material-
ised and remain ethereal can still at-
tacl(, but tl’leﬂ focus on the target’s
mind rather than the bocly. This type
of attack stil requires a successful at-
tack ro”, but orx|g causes Stamina loss
with the rcsulting confusion and disori-
entation. | his attack has the distinct
aclvantage of ignoring any Phgsical

armor worn bg the ta rget.

Spint magick
SPirits are magickal entities }39 their

very nature. Their home is the dream

onventional magickal knowledge
Air: Aeroman cy
Animal: Tlﬂeriomancg
Dea th: Necro mancy
Disease: Afflict (gla mour)

Ea rth: Gcoma ncy
Fire: F{j romancy

[Hea lingz chu venation

Flantz Botan omancy
ater: Hyd romancy

world, where every dream or wild imagj-
nation can come true—what magick can
be greater than that? Every sPirit
commands some magick, which is often
}chonc{ the power of most mortal sor-
cerers. Spirits tend to concentrate on
their e|ement, being natura“g more tal
ented and ghcted in that area of
magfckal knowlcclge‘ This allows them
to delve clccp into the secrets of their
Particular field and become masters of

it, but inhibits them from attaining more
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varied knowledg@, as mortals often do.
Spin’ts most often dabble in sorcery,
Possessing a rating in some realm (see
the sidebar) cqual to half their rank. A
few sPirits specialfse in gla mours rather
than sorcery. Thesc have a rating
equal to their rank in the Particular
glamour‘

|In addition to such
“conventional’ magickal knowle&ge,
sPirits also possess a much more an-
cient form of magick, coming straight
from the time where the magickal en-
ergy of carth was still wild and un-
tamed. | he sPints were the first to
harvest that energy with their sPiritual
witchcraft. T hese Practices are the
base from which the glamours of the
facries evolved and are still used ]33
spiri’cs} as noonecan dcn5 their combi-
nation of simplicity and effectiveness.
Fach sPint has its own kind of spin't
magick, which functions much like glam~

ours do and has a rating cqual to its
rank in it.

Lastlgj all sPints, being inhabi-
tants of the dream world, possess most
of the Awakened’s manifestations.
[ ach sPint tgPicaHg; gets a number of
Points equa| to double its rank to di-
vide among manifestations, but no
manifestation, but no manifestation
may have a ra’cing greater than the

spirit’s rank.

Ar

000000 Sendsa message via
a |ight breeze. T he breeze can travel
up to one hundred kilometers per cast-
ing success to deliver the message.
Once it reaches the target (who must
be someone the spin"c knows), it whis-
pers the message to him and ox119 to
him. T he target must be in an open
space or a room with open windows,

else the breeze can’t reach him, and

the message can’t be longcr than 20
words.

0000000 Robs the air out of a
victim’s lungs. Evcry round the victim
must make a \/ita!ity check with a +1
Penaltg‘ If he fai|s, he doesn’t breath
any air for that round (applg asphgxia~
tion m|cs>‘ T}'IC spc” lasts for three
rounds per casting success.
0000000 Bfﬂ casting this sPe”,
the spintis able to break the bonds of
its material form and dfsperse, as well
as re-assemble. [Tach of these re-
quires an action and while the sPint is
dispersecl in the winds, it's immune to
Physical attacks (but can not take
Pl’lgsfcal actions as well). | asts for 5
minutes per casting success.
000000 (rcates a small whirk
wind which carres off a human-sized
target to a location within 25 kilome-
ters per casting success. The whir-

wind flies about 30 m over the grounc{

and can carry up to 100 kg of wcigl'l’c
per casting success. I]C the ta rget does-
n’t want to be carred oF}C, he can try to
match his Conditioning with the whirl-
wind’s (4"5).
000000 ]F the target of the spc”
fails in a Determination contest with
the spirit, he'll soon discover that he
has become pretty much like a fish: air
can no Ionger sustain him and he can
onlﬂ deliver oxygen from water. | his
condition lasts for one hour per cast-
ing success.

e00000 |- spirit is able to
control the wind currents in the local
area. | he casting of this sPcH affects
an area of one square kilometer per
casting success. Within this area, the
spirit can increase or decrease the
streng’cn and sPced of the wind. Con—
sult the Ico”owing table; the sPirit can
increase or decrease current wind con-

ditions by one level per casting suc-
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cess.
No wind

Light breeze

Moderate wind

Strongwind

Storm

(aale

Hurricane

Thc wind endures for one hour per

casting success.

Animal

000000 The sPin't can alter
the color of its material form to match
that of the backgrouncl, Proviciing ef-
fective concealment. lt gains one extra
die (at +1 cumulative) per casting suc-
cess for hide checks, for one hour per
casting success.

0000000

sPirit has a more or less set form. [For

USua”g, cach animal

examPIe, there are wolf sPirfts, eagle

sPirits and snake sPin'ts. Bg using this

spen however, the sPirit can c}‘nangc its
form to that of another animal of the
same broad group. A wolf spirit may
transform into a }Jcar, but not into an
eagle. Thenewform lasts for one hour
per casting success; afterwards the
spirit reverts to its original form.
0000000 The SPiﬁ’C can grow
Frightcningb sharp and long claws and
teeth, inFlictfng an additional die of
damage (at +1 cumulative) with any
bite or claw attack. The sPe” lasts for
one hour per casting success.
000000 As level 2, but the
spirit can transform into any type of
animal.

000000 A this level the spirit
can share its essence with an animal.
The sPirit’s form dissolves and enters
the boclg of the animal, which serves as
a vessel housing it. T he animal chosen
for this purpose is commonb of the
same type as the sPirit’s form (eg a

wolf for a wolf sPirit)} a|though there is
no real restriction on the animal cho-
sen. While in the animabs bodg, the
sPirit can not control its actions, but
can utilize its senses. | he sPiﬁt can
leave the animal and re-create its form
at any time, but if the animal is killed
while it carries the sPiri’c, the sPin't dies
too. Thc sPc” has a maximum duration
of six hours per casting success.

000000 [l ultimate sPc” of
this group works much like the 5tl-' level,
but the spin't takes comp|etc control of
the animal, Possessing its body. The
possession has a Promcouncl effect on
the animal, strengthening its bodg while
the sPin't inhabits it. |ts Phgsical attrib-
utes are increased bg one die per two
ranks of the sPin't (at +1 cumulative),
a|though no attribute can have more
dice than the spirit’s rank. ]ntc”igent or
magickal animals may be entitled to a

determination contest to avoid being

Posscsscc{ by the spiﬁt‘ Most other
animals usua“g don’t have enough will

to esca pe the spirit’s magfcl(‘

Death

000000 The sPirit can Judge
with just one look the overall health
condition of a mortal and how close he
is to death.

0000000 Thc victimolcthcspc”
suddenb feels some of his life force
abandoniﬂg his boclg and loses a
(Constitution Point.

000000 The SPiﬁt can force
someone unconscious to “Pass to the
other sic{e”, over to the realm of the
dead. Tl"lé victim, a!though uncon-
scious, has a chance to resist the sPe”
with a Determination contest. [f the
sPirit wins the contest however, it
claims the victins life.

000000 Thc essence of the

dging in the nearbg area revigorates
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the sPirit. E_vcrgonc who dies within
100 m per casting success restores
two (Constitution and Stamina Points
to the spirit. The sPc” lasts for 15
minutes per casting success.
000000 Kcsembles level 2, but
is consic{erablg more Powerpul, with the
victim Iosing one (Constitution Point
per casting success.

000000 T}'xe SPC” turns  the
death sPin't into the Girim Reaper. ]ts
touch means death to most living crea-
tures, wl‘n’sking their lives away. Ang
Phgsical contact with the spint means
that the victim must roll a \/italitg check
with a +1 Penaltg. If he fails it, he in-
stant13 dies. Tl’le sPe” lasts for one

minute per casting success.

Disease
000000 Weakens a Person’s

immune system, thus increasing the

chance of him catcl’ling some conta-
gious disease. T o avoid this PossibiL
it3 the character needs to sPenc{ a
week resting in rather isolated Placcs
and l’laving good food. |f he neg!ects
this, he has a +i Pcnaltg on any con-
tamination roll for the duration of this
week and a 40% chance of catc!’xing
the flu if there’s no other Aangerous
discase broocling in the area.
0000000 SPeeds up the course
of a disecase present ina person. [f the
effects haven't aPPearccl yet, they
show up almost immecliatclg after the
casting of the sPe”. The time needed
for the discase to run its full course is
cut to half, though this ra Pid progress
does not actually affect the final result
of the discase.

0000000 Makes a person in-
fected with a contagjous discase a
menace for anyone aPProaclﬁing him.

A contamination rollneeds to be made

for everyone Passing within 5m from
him. | _asts for three c{ays per casting
success.

000000 Transfers a disease
from one person to another, both of
which must be within sight of the sPirit.
[ the target fails a Vitalitg roll at +2
Pcnaltg, he “gains” the disease of the
clonor, with the same sgmptoms and
effects. T he donoris freed of the dis-
case.

000000 Makes a certain dis-
case present in a person contagjous,
even if the disease doesn’t norma”g
Present such Properties‘ Tl‘ne sPeH
can, for cxamplc, make someone
sPread cancer, arthritis etc. | he dis-
case is considered to have a contami-
nation score of 2 and the sPeH lasts for
a week perca sting success.
000000 CriPPIes a person’s im-
mune system so as to renderitineffec-

tive. llc the victim fails a \/italit9 check

at +3, he's little better than dcac{, as
his bodg can not defend against the
multfPlging bacteria. [dis life expec~
tancy is below three weeks with good
medical care. On!g l’lealing magjc can
save him (Hcal 6 or chuvenation %.4).

Earth
 10]10]0]0]0)

ground, the sPirit can sense an area

53 toucl’ring the

(using its full array of sense like vision,
hearing etc) up to 100m away as if it
was there.

000000 The spiﬁt’s form dis-
solves and melds with the earth at that
Point‘ The spin't’s bodg can be found
Iying 5 to 20 m below the ground. ]t
can lie there indelcfnitelg but it cant
move nor use anyabilities until it exits.
000000 Reduces any eartHg
material, be it mud, rock, granite etc to
Plain dust. T he volume affected is one

cubic meter per casting success.
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000000 The sPiri’c can draw

regenerative power from the earth. As
|ong as it’s toucl‘ning Plain grounci (hot
any constructed Hoor), it can regener-
ate one (Constitution and Stamina
Point per round, unless its form is de-
stroge& | asts for 5 minutes per cast-
ing success.

000000 As level 2, but the
spirit’s form can move through the
earth at normal sPeed‘ ]t also has a lim-
ited duration: onl\rj three hours per
casting success.

000000 the

Resembles
sPirit’s earth melc{ing power, but the
sPiritcan use it on another being.

A Determination contest is
made. [Tor every success the spirit
scores above those of the victim, one
meter of the victim’s heiglﬁt melds into
the earth. IF the victim is comPIetely

forced below the grouncl, extra suc-~

cesses indicate the depth he reaches.

T he victim can’t move or use any abili-
ties if he’s traPPecl unc{erground but
the sPe” sustains him. |t lasts for a clag

per casting success.

Fre
000000
object within the sight of the sPirit.
T reat the fire as “Smalb.
0000000 A small tendril of

flame emerges from the spirit’s bodfj

]gni’ces a flammable

and reaches a Iengtlw up to 10 m away.
Unlike the sPin't’s bodg, the tendril
can graPP|e an opponent (normal at-
tack rolD. The oPPonent then suffers
fire clamage every round (the tendrl
can’t cause any constriction damage).
The tendril remains for half a minute
per casting success. Damage caused
is as fora “Smallfire”.

0000000 The flames compos-
ing the spirit’s boc]y erupt and extend
to 5 m for a very short time, buming

everyone for 45-en ergy clamage‘

000000 The sPirit sends out a
hand comPosed of flames that flies to
its target and tries to grasp him (a nor-
mal graPP|e ro”). I]C it doesn’t succeec{s,
it vanishes. |f it succeeds however, it
grasps the victim and does >4-energy
damage‘ On the next round it dissi-
pates, but the victim catches fire auto-
matica”g (treat as a “Small fire”).

000000 Transforms one of the
sPirit’s imbs into a flame thrower ca pa-
ble of senc{ing flames up toi5m away
in a cone 5 m wide at its end. The
spirit must make an attack roll (using its
throwing skill) for everyone within the
area of the flamer. Dodge attemPts
suffer a +i Penalty due to the area
affected 139 the attack. Those af-
fected suffer 45 damage and roll to
catch fire with +2 (as a “Small fire?).
The abihtg to throw flames remains for

half a minute per casting success.

000000 Sencls erupting ﬂames

straight forward in a Patlﬁ 5 mwide and
up to 50 m long‘ Tl’;e flames travel with
astonishing force and sPeed. The
SPirit doesn’t make an attack roll, but
everyone in the Path of the flames can
dodge them ]33 scoring 2 or more suc-
cesses.

The flames cause +5~energy
clamage and everyone hit must make a
Litheness check with a +3 Penaltg.
Those Failing it are Pushe& bfj the
flames along their Path, sugering one
extra attack for every IOm (eg some-~
one thatis hit }33 the flames at the first
20 m of the Path will be Pushed till the
50 m end of the Path, sugeﬂ'ng % extra
attacks of 45 damage each).

Healing
000000 The sPirit can heal

someone it touches, restoring one

Constitution and one Stamina Point
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per casting success.

000000 The sPirit can heal
someone it touches from any non-
magickal disecase if the casting suc-
cesses equal or exceed the Iethalftg
rating of the discase.

000000 55 sacrhcicing some of
its potent fife force, the sPiﬂ't can con-
duct a mass healiﬂg of everyone close
toit. Evergone within 10 m per casting
success is healed of one (onstitution
and one Stamina Point per casting
success, but the SPiﬁ’C itself loses a
Constitution Point.

000000 [ nmits waves of seren-
ity, calming down all Pcoplc in the
nearbg area. Evergone within 20m per
casting success needs to make a Dc-
termination check with a Penaltg equal
to the casting successes. Someonc
who fails this check becomes tota”y
indifferent to his surrounc{ings, aban-

c{onir\g anytlﬂing he does, only reacting

against attacks. T his condition lasts
for 5 minutes per casting success.
000000 At this level of abilitg,
the sPirit can turn Phgsical violence
into a force of healfng and vice versa.
Tlﬁis sPeH may be cast on the sPirit
itself or any other being within siglﬁt.
For its duration (one minute per cast-
ing success), every damage Point dealt
on the sPe!l’s recipient doesn’t do any
damage but actuaﬂy heals him of one
Stamina and Constitution Point. On
the other hanc{, angthing that would
heal him instead causes an equal
amountofclamage‘

000000 Having achieved mas-
tery over the healing arts, the sPirit can
now attempt to dcﬂd death itself bg
bringing back to life someone who has
sustained mortal in_juries‘ The spc”
may be cast on someone who hasn’t
been dead for more than five minutes.

E_vcrg casting success increases his

Constitution by one point. [f this
brings him back to zero Points, hell five
again after a shortjoumeg to the land
of the dead. [ ven if he’s brought back
to —1 (Constitution, he may be helpecl
with healing spe”s or more mundane
means. Mu|tip|e castings of the spe”
may be attemptccl.

This sPc” can’t helP anyone
who's been dead for more than five
minutes or who died as a result of

ﬂatural causes or c]isease.

Plant
000000

non~magici<al Plant up to the size of a

]nsta ntlg causes a

|arge tree to grow and bloom as if a
3carhas Passed.

000000 The spiri’c is able to
tumn any kind of plant life into hard
wood without l’}arming any of its vital-
ity. A flower turned into wood would

lose much of its color and appear

tougl‘x and inflexible but would con-
tinue to bloom. The sPirit can also
cast this spe” on it. Wood offers
toug}mcss. Ang P|ant (or the spin't)
that has the sPe” cast on it (and is not
composecl of wood alreadg) gains one
Constitution and Stamina Point per
casting success {even bcgonc’ its maxi-
mum (Constitution and Stamina).
Tl’ICSC benefits last for half a day per
casting success. Multiple castings of
the sPe” aren’t cumu|ative, of course
(but may be used to affect a Iargcr tar-
get}

000000

sPirit is able to restore the ir\tcgritg of

In desperate times, the

its material form }33 draining life force
from surrounding Plants‘ [ ach casting
success restores one (_onstitution
and one Stamina Point but ages the
drained Plant bfj ten years. Flant sPir-
its rarelg use this spe”, as theg’re

greatlﬂ gricvec[ }39 the loss oicany P|ant
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fife.
000000 This subtle but unusu-
a”g PowerFuI sPe” enables the spirit to

gain the knowlcclgc of centuries. |n es-
sence, the sPirit contacts a Plant’s
mind and learns all that it has exPcri—
enced in its life. The l<now|ec{ge of an
ancient oak may prove extensive, al-
t!’wough limited in the local area, for
even P|ants can sense their surround-
ings and expcﬁence the world, albeit in
a different sense than men.

000000 | ccs stand still but
can endure the harshest conditions.
This sPe" enables the SPiﬁt to mimic
that abilitg. For the duration of the
sPe” (one minute per casting success),
the sPirit can’t move or attack Phgsi—
ca”y and can’t cloclge, parry or use its
Defense rating against attacks. [Jow-
ever, its gains ) extra (onstitution
and Stamina Points against attacks

and all of its armor ratings rise to 3. J

canalso use any magick it has Frccly.

e00000 || sPe” turns  the
Plant strit into a battle machine that
can decimate entire armed comPanics.
The spe” causes massive thorns to
grow on the spin't’s material bodg‘
Eac}w casting success causes 5 thorns
to appear. Tl’xe thorns can be used }35
the spirit for various purposes. Theg
can be fired to an enemy up to 50 me-
ters away (rangc 10/3%0/+2, c{amage
45-kinetic) with a throwing skill check.
T}‘ncy are connected to intemal tenta-
cles, enabling them to lash out to 3 m
away, stﬁking opponents for &amage
456-kinetic  (this damagc isn’t in-
creased 233 the sPiﬁt’s Conditioning}.
Tlﬁc sPirit can Pchorm two of these
1as}’1ing attacks each round without
having to waste an action. Lastb, the
thorns can be used for brawling at-
tacks, clofng c{amage as if tlﬁeg were
claws with an additional c{amagc die (at

+1 cumulativc)‘ E_acl’l of these three
aPPIications uses up one thorn. T he
sPe” lasts until all thorns have been
used. Multiplc castings aren’t cumula-~
tive; new castings aren’t Possible until

the last thorn is used.

Water
000000 (an cause any liquic{

the spin't comes in contact with to
merge with its bodg. The maximum
mass of |iquicl absorbed is one l(g per
casting success. This absorbed liquic{
can actua”g heal damage done to the
sPirit. The sPirit rcplcnishes one
(Constitution and Stamina Point per
kg of |iquicl absorbed.

000000 Forms tentacles of
|iquic1 with ends composed of hard ice.
The tentacles can be used to strike
someone up to 5 m away, causing

CON+Z clamagc. Tl’leg remain for 3

minutes per casting success.

000000 The spiﬁt can travel

through quuids using a very fast and
efficient way. Jts bodg dissolves into
the liquid and its essence travels at a
fantastic speec{ (at least 100 miles/
minute). When it reaches its destina-
tion the bociy reforms from the quuic]
Prcscnt at the area. The onlg disad-
vantage is that the starting point and
the destination must be connected !33
some sort of liquid (cg shores of the
same sca). | he essence of the sPirit
can’t travel over solid material.

000000 Some of the spirit’s
quuid is fired at a target no more than
50 m away. If the sPirit succeeds in an
attack roll, the |ic1uié enters the victim’s
mouth and nostrils and secks his Iungs‘
The liquid chokes the victim, who suf-
fersa +1 Pcnalt3 to allactions and has
to roll one \/italitg check at +2 Penalty
every round. |f he fails, he suffers a

(onstitution level of damage and gets
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no air {(consider asphgxiation rules). |f
he succceds, he ma nages to cough out
some water and after 3 successful rolls
he isn't affected any more bg it.
000000 Transforms some of
the spirit’s water into a potent acid
that corrodes angthing contacting it (it
can be combined with a Phgsica] at-
tack). T he acid is enough for five ap-
P|ications andis of strong potency.
000000 . of the liquid of
the sPirit’s bo&g evaporates and sec-
onds later falls as rain droplets. In cf-
fect, the sPin't can use a 4th or 5th
level sPe” of this list on all targets

within 10m c]uringthc same action.

Baobbhan Sith (\Vampires)

These undead bloodsuckers have
been Feecling on humanit}j for centu-
ries. [irst created bg the Order of the
Red Fang, a dreaded coven of necro-

mancers, as a suPerminion, theg soon

broke free and became independent,
spreading across carth to feed on the
living,

The Sith may be secen as a
better breed of man. Theg stand at
the top of the food chain, Preging on
humans. Theg’re not limited bﬂ
Phgsica| weaknesses and possess
great strength of bocly and a broad
range of suPematural powers, Placing
them above mortal capabiliﬁes. Thcir
ilusion of power is, however, flawed bﬂ
their many weaknesses. They need
human blood to survive, theg
reproduce with great dff:f:icultg,
somcthing which greatlg imits their
numbers, and the sun, the source of all
lti, is their bane. Theg are
condemned to walk on Corahen onlg
under the Iig}‘nt of the moon.

\/ampirc rcProduction is a
Popular folk lore subject. The most

PoPular lcgenc{s claim that when a mor-

talis drained completc[g }33 a Sith, he
too rises as a vampire after three
nights‘ As most superstitions, this isn’t
correct but nevertheless manages to
hint at the truth. |n rea!ity, the draining
of the victim's blood is only the first
step in a difficult and Iong Procedure.
The Sith is rcquirecl to engage in
dark rituals which include the Finc{ing of
a suitable P|ace where the power of
death is strong Gike a necropohs or a
b|ood3 battlefield) and the choice of
the rig)‘wt time (when the sPirits of the
dead are closer to the world of the liv-
ing) T he victim must be drained of the
blood, but the Sith needs to offer
some of its undead power back to the
victim. T his leaves the Sith grcatlg
weakened. |n fact, a Sith loses all of
its abilities and Patl’xs after the ritual.
The lost Points in common vampiric
abilities like Prowess or Metamorpho~

sis retum at the rate of one per monthj

but Patl‘ws are restored at a much
slower rate: one Point peryear.

Weakness is sometl’;ing the
Sith hate, so the rituals of rcProduc~
tion are onlg attempted rare|g. Newlg
created vamPires are in no way slaves
to their makers. Theg are free crea-
tures with their own will. Most Sithare
careful to give their “ghct” of undeath
onlg to Iogal]crfends‘

Sith understand that their exis-
tence is a menace to mankind, which
would surelﬂ climinate them if it was
aware of their existence. Although
Sitl‘n are Powchul creatures, theg
wouldn’t stand a chance against sucha
vastlg suPerior in numbers opponent
ike humanity. Tlﬁcy try to pass for hu-
mans and operate in the slﬁadows, al
thoug)‘w this is difficult for creatures
that can’t walk in claglight. Almost all
Sith converge in major urban centers,

where it’s easier to hide and there’s
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P|en’c3 of food. Tl—xcre, t}‘ncy prey on
drunks, bcggars, whores and other un-
fortunates that won’t speak or be
missed.

being Proud creatures, Sith
aren’t content in |iving hidden. Theg
believe themselves to be suPerior to
humans and most of them seek to
dominate human society, under the
guise of wealthg merchants or noble
landowners. Thcg deal heavilg with
mortal societg and because theg’re
c]CFcctivcb immortal t}‘ncy have all the
time it takes to succeed in their aims.

Tlﬁis quest for power rxaturally
P|a ces them against other powers, mor-
tals or otherwise, and against other
Sith This, as well as the need for
comPanions}ﬁiP, has forced Sith to
work togcther in groups. |t is said that

there are twelve great Houscs of

Sith, founded bg the first twelve Sith
created by the Orc{cr of the Rec{ Farxg.

Most Sit}’u are members of one of

these Houscs, although some Premcer
to live Freelﬂ and independcnﬂg or
have formed their own smaller groups.
Sith rﬂouses are a force to be reck-
oned with, Posscssing a great deal of
influence over the mortal and the ar-

cance worlc{ .

Sith retain the attributes tlﬁeg had in
fife. Being undead, Sith don’t need
air, food or water and are immune to
Poison and disease. Tl‘xeg do need
blood however. Blood is what sustains
them and it needs to come from a living
sentient creature. | he Sith draws
blood bg graPPIfng the victim and
picrcing one of his major arterics with
its Iong, Pointec{ Fangs. The Sith can
drain one Stamina Point worth of
blood per round in this way. During
the c{raining, the victimis at +2 Penaltg

to act because of the weakness

caused }39 the sudden loss of blood.
A Sith needs two Stamina
Points of blood each nig!’rt to survive,
although many Sith go further than
satisxcging their basic needs, often in-
capacitating or killing their prey. For
every night that the vampire doesn’t
feed a&cquatcly, it loses one Condi-
tioning and one \/itality dice (highcst
t#s are lost first). |f either drops to
zero dice, the Sith bursts in flames
andis reduced to ashes, dead forever.
Sith ignore unconsciousness.
Dropping to zero Stamina or (Consti-
tution Points doesr’t affect them in the
way humans are affected. Thcg dont
feel any Pain, ha|ving Penalties result-
ing When
“killed” (reduced to negative (onstitu-

from wounds.
tion), tl’xeg are incaPacitated but con-
tinue to heal norma”g. Thc only way to

kill a Sith is drive a stake through his
hcart, dccapitatc its head or have its

whole bod3 consumed }39 fire oracid.
The real weakness of Sith is
the sun, which is the bane of these
creatures of night. A sunray hit’cing
them causes the automatic loss of one
Constitution point. [ ventually, the
sun can reduce a Sith to cinders. Ac-
tive througl’nout the nigl’nt, Sith sleeP
cluring the dag. For each die of Vital
ity, a Sith can éelag 5|eeping bg one
hour after sunrise, but it will eventuang

Ia}j down and sleeP till next sunset.

Sith powers
E_vcrg vampirc possesses abilities that
seem to some extent supematural.
Theg are l’lideouslg strong, difficult to
kill and exccptiona"g quick. Thcg also
are 1egenc{ar3 shapechangers.

[Cach Sith has a rating of 1-6
to the abilities of Frowess, Qpickness,
Boc{g, chenerate and Metamorpho—

sis. New|3 created vampires have a
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rating of one in each of these abilities.
Older vamPires may have increased
ratings, ma king themformidable foes.
Frowcss adds one die per Poirit to the
Sith's Conditioning (at +1cumulative).
Body adds its rating to Stamina and
half of it to C onstitution.

Quicl(ness adds its rating as extra
dice for initiative checks (at +1 cumula-
tive)

chcncratc enables the vamPirc to
heal extremeig quici(, recovering from
mortal wounds in no time. The Sith
rolls a number of dice equal to the rat-
ing each round. l:_verg die coming up
as 6 heals one (Constitution and one

Stamina Point.

Mctamorphosis

0000000 T he Sithcan trans-
form into a bat, along with its posses-
0000000 The Sitiican trans-

form into a wolf, aiong with its posses-
sions.

000000 T he Sithtumnsintoa
red mist (aiong with its Posscssions)
which can move 20 meters per round
and pass through any hole. The mist
form suffers little ciamage from Ph35i~
cal attacks (armor rating 4). Wi‘niie
misty, the Sith can’t use any other
ai)iii’cg or power, but retains its senses.
000000 Thcéitiibccomesa
statue of solid rock. Tiwe statue offers
considerable Protcction (armor rating
4), but in this state all the Sith can do
is sit and watch (and listen for that
mattcr).

e00000 While in any formof
level 1-4, the Sith can use any
magickai abilities or powers.
000000 The Sithbreaksinto
snow cirops which sPrcaci over a iarge

area. |t can’t be harmed in this form.

E_aci'i ciroP travels towards the Sith’s

resting Piacc ciuring the course of the
next few hours. T here, the Sitl"l is
comPoseci from the ting ciroPs and
must immcciiatcig rest for two whole

cia35 before it can be active again.

Faths

Some Sith are notorious mages,
esPecia”y necromancers. [ Jowever,
being the Prociuc’cs of dark magici(,
Sith naturailg possess suPcrnaturai
powers of their own. Old and PowerFui
Sith have discovered certain “Pa’ci‘is”.
Fati’is represent a way of life for the
vamPire, notjust groupings of powers.
A\ secretive vamPirc striking from the
dark will be advanced in the Fath of
Uriprescnce, while a cunning and
manipu|ating Sith will follow the Fath
of ManiPuiation‘

Fati‘l of Fitness

Allows  the vamPire to Pemcorm
suPeriﬁuman feats of Piﬁgsicai abili’cg
000000 T he Sithcan daubk
his running rate for anyamount of time.
000000 The Sitl'icanjump
double the normal distance, both in
Icng‘ci—i and l'icigi‘ut.

000000 The Sith can lift
weigi’xts as if it had two extra (Condi-
tioning dice.
000000 The Sithcan PerForm
extrcmclg difficult acrobatic maneu-
vers, gaining a —2 bonus to any such
roll (inciudingciocige rolls).

000000 The vampire ignores
any wound modifiers.

000000 T he Sith's naturalun-

armored ratingrises to 1.

Path of ManiPulation
This pati’i allows the vampire to

maniPuIate and enslave other bcings.
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A failed attempt to maniPuIatc
someone can be rePeated, but each
Previous failed attempt inflicts a +1
penalty to the roll of the Sith.

000000

erasc From thé memorg Og someone

The va mPire can

one event that haPPenec{ cluring the
last 5 minutes. Tl‘nis rcquires a Deter-

mination contest to be won.

0000000 Forcesa person to
be Pcacmcui towards the Sith it he

loses in a [Determination contest. [Je
won’t attack the vampirc exccpt to de-
fend himself. T his effect lasts for up
to half an hour.

000000 Makes the Sith look
like someone rea”g caring towards the
victim, if he loses in a Determination
contest.
000000 Forcesa person (ifhe
loses in a [Determination contest) to
Per‘Form an action suggested bg the
Sith (except from obvious suicide)

taking no more than 5-10 minutes.

000000
of domination, the Sith corrupts the

A more insidious form

victim, making him like itself. That's
how the Sith bﬁngs evil into Peop!e
and creates allies. |t rcquires several
sessions of long discussions. During
each session, a Determination contest
is made. Thc va mPire succeeds when it
accumulates 5 successes, although
every time the victim wins, he decreases
the va mPire’s successes.

000000 Thcvampiresccrctcsa
specia! saliva into the blood of his bit-
ten victims. |t is a mind drug that stays
in the bodg for a lifetime (unless
magfcl(aug countered). | his makes
domination easier, enabling the Sith
to use any manipulation power witha -

i bonus to allrolls.

Fath of the Sta“«:r
Allows the Sith to stalk mortals with

ease and become a feared Prcdator‘
0000000
almost Perf:ectlg at nigl’rt and its hear-

Theva mPire sees

ingis increased by 300%.
000000
running rate of the Sithis doubled.

0000000 The Sithcan scarea
victim }39 snarling at him with its Fangs
bared. A failed Determination contest

Tl’le movementand

means that the victimflees in terror and
is unable to confront the Sith for the
rest of the m’ght.

000000 T he Sithadheres to

walls and ceilings like a sPic{er.

000000 The Sith can cause
someone to fall aslccp }33 staring at
him and winning in a Determination

contest.

000000 T he Sithcan become
immaterial for a very short time, enougl‘n
to pass through a door, wall or other

obstacle no more than half a meter

thick.

Fatl‘l of Unprcscncc

Allows the Sith to remain hidden and
unseen.

000000 T he Sithhasa—1
bonus to any stalk or hide skill checks.
0000000 The Sitlﬁisableto
hide egectively in a crowd, gettinga -2
bonus to any disappear skill check.
000000 T he Sithcan remain
unnoticed unless someone beats its
Determination with his Presentiment.
Remaining unnoticed means that the
Sith can’t engage in violent or hasty
activity.

000000 A cloak of shadows
covers the Sith. T his Provic{cs a num-
ber of automatic successes equal to its
Fresentimcnt dice for any stalk or hide
skill check (in addition to normal suc-

cesses).

000000 As level 3, butthe Sith

remains unnoticed even when in trou-

blesome activities.
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000000 The Sith becomes

tru|3 invisible, being extreme|3 hard to
notice. (nder normal circumstances,
someone needs to beat the vamPirc in
a contest, using his  Presentiment
against the va mPirc’s Determination, in
orderto notice its form’s outline. How-
ever, each success the vampire scores
in its Determination check counts as
two. |f the vamPire engages in violent
or hasty activity, the contest is made

on even terms.

Demons and Angels

Demons and angels are suPematural,
almost divine }Deings living in worlds far
from carth, deep into the middle ring of
the COosmos, co”cctively known as the
Netherworlds. [t is hypothcsiscd that
in the dawn of time, these beings were
kin, desccnding from the same race,
but theg were seParated soon alcter,

when Angc|s chose to follow the

ideals of “goocl” and Demons those of
“evil”. From that moment, the two
races have been dragged into a |asting
war, turning the netherworlds into a
huge battlefield. The war has been
carried to other worlds as wc”,
inclucling carth, but on a much smaller
scale.

Oxtten, demons and angc|s, can
be found as servants of strange and
divine powers. Their duties require
them to travel a Iot, leaving the nether-
worlds for other realms of existence.
[~ arth has its share of these mysteri-
ous beings, summoned here bg spe”s
and rituals to serve their summoner or
offer him power and immortahtg. This
is the way ange|s and demons can
Freelﬂ walk and act in the lands of
earth. ])C theg travel through their own
power or magickal gates, theg face a
strange environment with alien laws.

This leaves them weak: they can re-

Angels
Angeling
Servant
Mediocre
Major
Avrchangel

5uPreme

main on ecarth for onlg one hour per
Determination die (retuming after-
wards to their native Plane) and they
suffer a +2 Penaltg to the t#s of all
their attributes. When summoned by
magicians, their sPens give them the
abilitg to sustain their forms and the
sorcerers offer them a part of their life
force that renders them Partlg human-
ike and therefore able to endure the
laws of the Phgsical world that seem so
strange to them.

Demons and ange|s aren’t a

race like humans, for every one is dif-

ferent from the rest in some way. Ohne
Angel could be a brilliant sphere of
Iigl’rt, while another a magniﬁcent hu-
man-like bcing. A Demon could re-

semble a great human warrior
cquiPPcd with Hood-c{ﬁpping horns
and a Pair of bat-like wings or he could
be a disgusting insectoid or |ump of
Hcsh, or even a beautiful temPtress.
Tl’xe onlg way for a scholar to catego-
rise demons and angels is according to

their relative power.

Attributes
Demons and angels rarely have
average attributes like most mortals.
E_acl’: of them usuaﬂg has some strong
and some weak Points. OF course,
PowerFul individuals may not have
aPParcnt weakncsscs] but thcg do
tend to emphasise on some attributes.
T o determine the attributes of

a demon, see the sidebar for their at-
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Asttribute generation

]mPs/angelings: i7 dice, max 3

Sla ves,/servants: 22 &ice, max 4
Inferior/Mediocre: 25 dice, max 5
Supcrior/major: 28 dice, max 6
Lorcl/Archangcﬂs: 35 dice, max 7
rinces/SuPremes: 40 dice, max 8

mPs/a ngclings: 4 Points. Max rating |
laves/servants: 6 points, max rating 2
nferior/mediocre: 8 Points, max rating 2

uPcrior/major: 12 Points, max rating %

ords/archangels: i5 Pofnts. Max rating 4

inces/suPrcmc: 20 Points, max rating 4

tribute dice and the max dice theg’re
allowed to have in any attribute, then
distribute the dice among the attrib-
utes and use the Randomised Attrib-
ute Ratings chart to generate the ex-

actrating.

Skills
being immortal, a demon or angel has
all the time in the world to learn a great

variety of skills. He may have any skills
juclgcc! aPProPriate 139 the GM.

Sorcery
Magick flows in the veins of demons
and angels. Most of them know
realms of sorcery that suit their
Pcrsonality or needs.

| esser demons and angels
have a cei|ing in the level of sor-
cery theﬂ can wield. GGreater de-
mons on the other l’lanc], may per-
form Powcncu| magick with an ease
that scems astonishing to most
mortal magjcians.

Demons and angels, being an
inl‘xerentlg magickal race, get one extra

point of Magick.

Manifestations

Although demons and angcls are
not creatures of the dream world
tl’zcg possess some supernatur
powers that resemble the mani
festations of the Awa!(ened and
sPirits‘ A demon or angcl ca
have any manifestation excep
from Longevitg, Satiate and
Fantastick.

Their bodies are easy to rePair
and heal. Thcg have a sPccia| power
named chcncratc. Ever}j minute that
passes allows them to roll dice equal to
their Regencrate rating, Fach die
coming up as 5+ restores one lost
Stamina and (Constitution Point. This
regeneration stops when their bodies

are dcstrogec[,

Dread and Awe
The suPcmatural presence of these

beings insPires dread an awe in the

Manifestations

lmps/angelings: 3 Pofnts, max rating 2
Slaves/servants: 5 points, max rating 3
|nferior/mediocre: 7 Points, max rating 4
Supcrior/major: io Points, max rating 5
Lords/archange]s: i5 Points, max rating 6

hearts of mortals. A mortal encounter-

ing the demon or angel has to make a
Determination check with a Pcna|t3
aPProPriate to the demon’s or angel’s
category (]mPs and angelings inflict a
+1 Penalty, Princes and supremes a +6
Penaltg)‘ A mortal that has faced such
bcings before rolls with a =2 bonus.

Demons insPire dread, causing
a+2 Pcnaltg to all Determination t#s.

Angels insPire awe. Awed mor-
tals regarc! the angc] as a PowchuI be-
ing to be obeged.

Note that the Determination
check need not be made if the demon
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or angci chooses not to reveal himself

in his ful migi'it.

Minions and creations of
sorcery

This sPecial category includes all
bcings that have been created or used
bg practitioners of sorcery as their
minions and servants. Tiﬁeg are the

Prociucts of Powcmcul magick woven

inside their lifeless, rigici bodies. T he
Church holds that only (God can
create true life and evergthing else is a
moci(crg of life created }39 the
Aclversary. The sorcerers know
better however. Ti’ieg don’t know
about true liicc, but cvergtiiing else is
their creation.

Sorcerers use a variety of min-
ions to further their ends and seck to
i(eep the details of their creations hid-
den fromrivals at any cost, so someone

can expect a great variet3 of strange,

magici(ai beasts to be under the com-
mand of magjicians. All however have
common traits, the most common being

their utter ioyaitg to their creator.

Automaton

Automatons are Perhaps the most
horrible creation of sorcery. Thcg
resemble humanoid constructions
made from Parts of humans ti‘iat} while
1iving, were under the magickai control
of the sorcerer (througi’x the use of
Oi)eciiencc magick). The dominating
magicl( remains even after death and
the sorcerer can build a boclg made of
enchanted dead parts under his
complete control.

T]"IC enchantment process
requires the sorcerer to possess
certain ratings in various realms of
sorcery: Aichemy 2, Necromancg 2
and Obeciicnce 3 at least. A i'iead,

four limbs and a torso are recwircci,

cach from a different corpse of a
person dominated bg the sorcerer.
T he construction of the bocig requires
at least one week of work from
someone skilled in surgery. The i)ocig
is afterwards immersed in enchanted
fluids used to re-animate it and remains
there for at least three months untilit’s
riPc. The final sPe”s are then cast on
it.

An automaton’s attributes de-
Penci on the bo&g Parts chosen isg the
sorcerer. Tl‘ius, the sorcerer can craft
a servant who combines the best fea-
tures from a va rietg of other bodies. |t
retains some intc”igencc, because it
uses brain tissues.
Condiﬁoning: E_qua| to the Condi-
tioning of the person from whom the
arms come.
Lithcncss: Equal to the | itheness of
the person from whom the arms come.

Vita|it3: E_quai to the \/itaiitg of the

torso’s Previous owner.

Reaction: Equal to the Reaction of
the leg’s Previous owner.

lntc“cct: E_quai to that of the i’icaci,
minus one die (to a minimum of one).
lnsight: ]nsigl'it is aiwags 6.
Determination: Alwags 6, aithougi'i no
magick can take the control of the
automaton away from the sorcerer.
Presentiment: | he head’s Presenti-
ment minus one die (to a minimum of
one).

Cornclincss: The automaton’s horri-
ble form decreases its Conditioning to
8.

lnﬂucncc: Automatons aren’t very so-
cial creatures,; so tl'ieg have an ]ni:|u~
ence of 6.

Ti’ie automaton retains some of the
talents and i(nowlecige of its head’s
Previous owner. Al of its skil ratings
are decreased i)y one. ]F that reduces

a rating to zero, that skill is lost to the
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automaton. No magickal abilitg can be
used bg automatons.

Automatons dontfeel any Pain
and have no need for good, water or
air, being dead. They halve any wound
modifiers and their Stamina is in-

creased bg two Points.

Golem
Golcms

animated bg spe"s woven cluring their

are clemental creatures
construction. Tlﬁeg aren’t terrib|9
intc”igcnt, but can be Phgsicaﬂg
Powencu| servants with doggisl’l logalt\g
to their creator.

Agolem is comPoscd 133 Phgsﬁ
cal matter and magicka! energy. I:our
types of golcms exist, ike nature’s ele-
ments: carth, fire, air and water. | he
P]ﬁgsical form of the golem needs to be
made before the enchantment process
can bcgin. [~ ach golcm is shapec{ in the

form of a statue that rcquires different

materials, according to its type. The
size of the golem (its Iargest dimension)
can’t exceed 1.5 meters per Point n
the rating of the appropriate clemental
realm (aeromancg, geomancy, hgc]ro~
mancy or Pgromancg). A fire golcm is
made from sulfur, while an carth one
from granite. Water and air go|cm5 re-
quire molds for their creation, into
which quicksﬂver (for water) or steam
(for air) is Pourec{‘ When the enchant-
ment finishes, the mold is openecl and
the non-solid materials miraculou513
hold togcther like rock.

Thc enchantment of the golem
can be Pcmcormec{ }33 a sorcerer having
arating of 3in Alchemﬂ and of 2 in the
aPProPriate elemental realm. T]wc en-
chantment and animation Proced ure
require sometl’:ing between a few
months and a year. A’c the end of the
process, a sPiﬁt of the aPProPriate
elementis called (of a rank up to 2 Plus

the sorcerer's rating in the ecle-
mental realm) and if it fails a De
termination contest with the sor-
cerer, is bound to the creation. [f
it succeeds in resisting the bind
ing however, the whole Projcct i
ruined and the sorcerer must
start anew with creating a new
body.

The spiﬁt inhabfting the golem
doesn’t Providc its animation; this is
done exclusivelfj b}j the sPe”s that en-
chanted it. Rather, the sPirit powers its
inte”igence. When the golem is given a
command, it uses some of the SPirit’s
essence and intellect to understand
and execute the order. Tl’lis slowb
dcprives the spirit of its power. After
ten commands, the spirit’s rank goes
down bg one. When it reaches one, it
is expcned from the golcm. Such an
empty go[em can be inhabited again bg
a sPirit, }33 using thhcrma ncy magicks

Base Attributes
CON LT VvIT

o 2 I

REA

o

like “Contract of enforcement”. (om-

mands can be given to the go|em onlg
bg its creator and the golcm immedi-
atelg Procee&s in carrying them out
untilgiven a new order.

Because the golem isn’t con-
trolled bg a mind, it can’t be dominated
through magick or be Posscssccl. De-
stroying the sPirit inside causes the
golcm to halt. ]ntc”ect or ]nsight is ir-
relevant to the golem. Whenever it
needs to make a [Determination check,
it uses that of the sorcerer. ]ts Fresem
timentis alwags 3.

The Plﬁysical attributes of the
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golcm dcpcnc{ on the power of the sor-
cerer in the aPProPﬁate clemental
realm and the tgpe of the go|em‘ I:_acl‘n
tﬂpc of golcm has a base number of
dice, usu3113 in the range of 0-2, for
each attribute. The sorcerer’s realm
rating is added to these dice. The first
dic of all Phgsical attributes has a t# of
3. All others are at +1 cumulative.

(olems have a brawhng skill
cqual to the sorcerers realm rating,
Theg’re not smart enough to dodge
any b|ow, nor do tl‘xeg know any other
skills. Al golems ignore Stamina dam-
age, onlg (Constitution loss affects
them.

Fire go|ems are made of sulfur
that Proviclcs a base unarmored rating
of o. Theg burn with everlasting fire.
E_vcrgone toucl’ring the golem suffers
damage 45-cnergy. The golem can
extend its flames to the Point of inflict-
ing damage “4-energy to anyone within

% meters. \Whenever a weapon hits it,
roll a Dé. On aroll of 5-6, the weapon
has been ruined by the intense heat.
Their fire enables them to inflict an
additional clamage die of damage (at
+1 Cumulativc) with any P]ﬁysical at-
tack.

I arth golcms are made of gran-
ite that increases their base unarmored
ratingto > and gives two extra Consti-
tution Points. Theg’re the Phgsicang
most PowerFul golems, although tl’xefj
are slow and awkward.

Air golems are comPosecl of
steam held togetl’rer onb b}j magicl@
thsica| weapons are Iargclg ineffec-
tive against them, aF]Cecting them as if
tlwcy were ethereal. The scalding stem
inflicts damage F-energy (not modified
}35 the golem’s Conditioning). Fur-
thermore, they can manipulate their
bodies so as to pass t}'}rough any tiny
hole or crack. Onlﬂ airtight obstacles

stop them.

Water go|cms are made from
|iquid quicksilver held together bg the
magick contained in the golcm. thsﬁ
cal attacks do only half clamage to
them because of their liquid bodies.
Theg attack bg surrounding their vie-
tim and entering his mouth or nostrils
with a successful attack roll T his
causes the victim to suffocate. | ike air
golcms, water golems can also ma niPu-
late their boc’g to pass tl’lrough cracks

and sma" spaccs.

Homonculous

There are some spiﬁts different from
the traditional ones that became in-
volved with the magickal energies flow-
ing around and throughout carth.
These magick sPin'ts are of special
interest to sorcerers, who envy their
control over magick [However, be-

cause of their association with such an

immaterial substance, thcg’rc unable to
assume a P}wgsical form on earth. To
overcome this c]iﬂzicupcy, magicians have
learnt to craft spccial Phgsica| bodies
for these sPirits to inhabit.

A sorcerer doesn’t actua”g cre~
ate a bodg for the sPirit to inhabit, but
rather uses the boclg of a living mortal
and shapcs it to a vessel capable of
housing the essence of the stri’c‘ To
complcte the process, a sorcerer
needsa ratfng of 3 at Nethermancg.

Having acquircd a 1iving }Joclg,
the sorcerer must expose it to magickal
power. Thisis most common13 done ]:)3
Placing the bodﬂ in an area crossed by
a !ey ine. Next, a special mixture of
substances must be used on the bodg‘
This mixture can be Proclucec{ 139
someone with Pota nomancy I. During
the course of a few months, the mixture
bﬂ'ngs about terrible changes to the
bodg‘ Je shrinks to almost a third of its
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initial size and its appearance is dra-
matica Hg altered. T he final transforma-
tion takes Place when the strit enters
the bodﬂ and takes control of it, caus-
ing the death of the mortal. T he sPirit
must be under a Fact of blood (a
Nethermancg sPeID to enter the bocly.
The final form chcnds on the realms
of sorcery commanded }33 the spirit.
[or exa mPIe, the boclg of a strit com-
mancling Aeromancg might sprout
wings. Jn almost every case, the final
formis somctl’ling tota”y weird.

This vessel of the sPirit is
known as a homonculous. [ts Phgsical
attributes are those of the mortal, al
thougl’l Conditioning suffers a +2
penalty to its ti#ts because of the
shrinking. A [Homonculous’ mental
attributes and ]mqucnce are those of
the spirit’s. As with all sPirits, thcg de-
Pencl on the entitg’s rank. Magicl( spir~

its have all mental attributes and |nflu-

ence at a Powerful rank. Comeliness,
because of their strange Forms, is al
ways 8.

[Homonculi command sorcery of
various power. Tl’leg get a number of
Points cqual to double their rank to
spend on realms. [Towever, no realm
can have a rating greater than their
rank minus two (with a minimum of 2 of
course). Since t}’xeg are so ac{ept at
casting magick, their Magjck rating is
two Points higher than usual.

| ike other sPiﬁts, homonculi
have their own sPirit magick, which re-
sembles glamours in the way it func-
tions. Sorcerers call this magick -
hancement, because it can actu3113 en-
hance their own powers. F ach homon-
culous has a rating in [ nhancement

equaltoits rank.

E_n hancement

0000000 AlCFCCtS a sPcnthat

has Just been cast by the sorcerer.
The sPe”’s Egort is decreased by
the homonculous’ casting successes
(to a minimum of zero) for the purpose
of decreasing the sorcerer’s Magick
due to exhaustion.

000000

to the casting roll of one spen the sor-

Provides a —1 borus

cereris about to cast.

0000000 Doubles the duration
of a sPe” with [~ ffort 1-3 cast by the
sorcerer.

000000 If the castingoftl’ue

sPe” is succcssmcu!, the sorcerer can
add the casting successes of the
homonculous to his. Howcvcr, the
sPe” must come from a realm the
homonculous knows.

000000 T he homonculousis
able to take on the burden of a sor-
cerer casting a sPc” of I ffort 4 or 5.
This means that the Homonculous
falls in Slumbcr instead of the sor-

cerer. During the fjlu mber, its services
are unavailable to the sorcerer.

000000 As level‘h butthe sPe”
can come from any realm, even if the

homonculous doesn’t know it.

Gargoyle
Gargoglcs aren’t true creatures.
Theg can be described as animated
creations controlled bg a sorcerer’s
Projccted thought. Theg’rc used as
guardians, spies, watchers or even
assassins bﬂ the Practitioncrs of
magfcl( able to construct them.
Gargogks first aPPearccl when
the construction of such statues on
builc{ings became common to “ward off
evil sPiﬁts”. [t was 01113 natural for a
cunning sorcerer to sclect this Particu~
lar shaPe so that his enchanted ser-
vants would go unnoticed under an

excellent cover.

Agargogle is Pn’marilg a stone
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Mastcring the servant of stone
(Obedience, [ ffort 1, Time 1)
This sPe” enables a sorcerer to assume
control of a gargoykz of his creation.
The sorcerer’s Psgche travels to the
gargogle (which can be very far awag)
and melds with it animating it. The

sorcerer can then use the gargogle’s f

body as if it was his own, using its
Physical attributes. [Jis senses
function norma"g, bcing able to see and
hear though the gargogle’s eyes and
ears. During the time he sPcnds
contro”ing the gargog|c, his body

remains motionless in a trance. [f the

gargogle is c{estroycd, the sorcerer’s |

essence flees back to his boclg, but he
loses one Stamina Point from the
shock. The sPc” ends when the
sorcerer wishes to return to his boclg or
when one hour per casting success

assces.

construction. Thc statue needs to be
awless and made of high qualitg
anite or the enchantment will fail
he heart of an animal or a human
st be Placec{ inside the statue, to
ovide the life power that will animate
The actualenchantment of the gar~
‘ 3!6 is done bg a sorcerer with
owleclgc of Alchemg 2, GcomanC9
and Obedience 3. T he sign of suc-
.ss is when the sorcerer Places his
hnds on the statue’s chest and feels
e heartinside vibrating‘

A gargogle’s attributes are
&-termined c]uﬁng the process of its
Srstruction. Since it's 01119 a mind-
s servitor of the sorcerer, a gar-
: 9!6 has on19 Plﬂgsical attributes of
5 own. At the time of its creation, a
breerer should make a casting rol as
he was casting a geomancy sPc”
th E_]Cgort I. Eacl’l castfng success
ives him 4 attribute dice to distribute

among the gargogk:’s Pl‘lgsical attrib-
utes. Determine the attributes’ ratings
as per the rules for character genera-
tion. No attribute can have more than
5 dice.

A gargogle sits motionless for
most of its “life”, waiting for its creator
to assume control of it. Taking control
of the gargoykﬁ requires the sorcerer
to cast a sPecial Obedience sPe” (see
the sideba r).

A gargogle possesses an array
of sPeciaI abilities. T he most obvious
one is the power of Hight. The wings
of a gargogk aren’t able to sustain the
heavy wcight of the stone statue, so
the gargogle’s Hight has a magicka| ba-
sis. | he maximum sPccd a gargogki
can attain in air is ten times its Keac-
tion dice in meters per round.

The Primarg weapons of a gar-
goyle are its stone claws (attacking

with the sorcerer’s Brawiing skill. If it

dives from the skg to attack, it gets an
additional c{amage die (at +1 cumula-
tive).

Made of granite, the }Dodfj of a
gargogle is very resistant against natu-
ral attacks. ]t has a base unarmored
rating equalto 3.

Fcrhaps the most astonishing
power of a gargoy|c, is the abilitg of
the sorcerer to cast sPens through it
as if he was in the location of the gar-
gogle. On13 spe”s of the geomancy or
Obedience realms may be cast in this
way however, and theg can’t have an

E_]CFort greater than 3.

Anathema
The Anathema are the accursed, Piti~

ful creatures rcsulting from the Bum-
ing. T[ﬁeg are sorcerers with warped,
broken minds and souls. Tlﬂcir trans-
formation left them Paranoid Psgcho~
Pat}‘ns with an intense hatred for living
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creatures and cspccia"ﬂ other sorcer-
ers. Theﬁ are semi-mad, semi—logical
beings that should be dead, yet their
bodies are sustained }39 the magic thcg
defied and destrogecl them.

The Burning has “blessed”
the Anathema with many strange pow-
ers and abilities that surpass even
these of faerie creatures. [Jowever, in
the same time it has taken from them
most of their magica[ l<now|ec{ge, their
l’lumanity and their life. |t has con-
demned them in an cverlas’cing semi-
existence where they’re bodies that
can’t feel anymore, but can still move
and act, often transformed and disxcig;

ured in various ways.

Common abilities
o Anat]ﬁcmas can onlg use one
realm O]C SOI"CCI’B, tl’le one re~

sponsfblc for their Buming.
The Burning has banished

any knowledge or ability to
PerForm other magick. [ow-
ever, the energies that have
imbued their bodies serve to
streng’chen their sPe”casting
ability. T hey gain one pointin
that realm’s rating (to a maxi-
mum of ‘I-)‘

Since theg’vc alrcady suf-
fered the Buming, it doesn’t
affect them as severc]g as
other sorcerers. Theg on!y
have to go in slumber for half
the usual Period after casting
Power?ul spens‘ [However, if
they ever suffer a second
bumfng, tl’leg’re tota”y anni-
hilated.

Their bodies have lost any
sense of pain or touch. Theg
onlg suffer half wound modifi-
ers. Since tl’ley’re not vafng

creatures, thcg’re not af-

fected bg poison, lack of oxy-
gen and the other phgsiologi~

cal neecls OF mortal beings‘

Special abilities

Anathemas may present a variety of
sPecfaI abilities, befng the remnants of
magickal ability not destroyed by the
Buming. [Fach abilitg &epends on the
rating the sorcerer had in the relevant
realm before he became an Anathema.
The Anathema retains the rating,
although he can’t cast any spells, to
use the sPecial ability.

banishing (thhcrmancg): (Can ban-
ish a being of the dream world or an-
other Plane from the face of the eart}'x,
scnding it back from where it came.
The Anatl’lema must face the entity
and win in a Determination contest.
r*!owever, the Anathema rolls extra

dice (at +1 cumulative) equal to the

Banishing rating,

Combusﬁon (Fgromancg): Mag cause

someone’s body to bum from the in-
side out. | his attack usuaﬂg burns
someone to cinders without harming
his clothes or surrounding objects.
E_vcrg aPPIication of this power
causes energy clamage with dice equal
to the (Combustion rating to a target
within 10 meters. All dice have t# 4 but
no armor worn protects, as the victim
bums from the inside out.

Conccaling (Optl']almomancy): Con-
ceals the Anathcma from normal vi-
sion, divination and detection magick.
[f the Anathema wishes to remain un-
seen, someone must make a successful
Presentiment check with a Pena!tg
cqual to the Conccaling rating to see
it (the onlooker has a =2 bonus if the
Anathema engages in violent activitg)‘
[For divination and detection magick to
wor!(, the caster of the spe” must at

least equa| the Conccaling rating with
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his realm rating,

DisPc"ing (Alchcmy): Cancels a
magickal effect within 10 m of the
Anathcma. Thc Anathcma needs to
beat the sPe”’s caster (even if he’s not
Prcsent) in a Determination contest,
ro”ing a number of extra dice (at +1
cumulative) cqual to the DisPe”ing rat-
ing.

Drcaming (Onciromancg): Anathema
usually can’t dream, so their only
chance to enter the dream world is
tl‘wroug}ﬂ magickalgatcs‘ The ones with
this power are an exception, having
retained a Portiorx of their clreaming
abilitg. T o enter the dream world, the
Anatl’lema needs to score ) successes
on a Determination C]’1€Cl<, using the
Dreaming rating as extra dice at +i

cumulative (one roll per hour is al-

lowed).
[ xorcise (SPin'tualism): The Anath-

ema can banish a Posscssing spiﬁt

from a mortal }Jeing or even an inani-
mate object. ]t needs to succeed in a
Determination contest with the strit,
ro”ing extra dice (at +1 cumulative)
equal to the | xorcise rating. If suc-
cess)cuL the sPiﬁt is exorcised and can-
not attempt to re-possess the mortal
or object for at least a clag‘ Notc that

this power is also effective against

Awakened.

Flow (Hydromancg): Allows the
Anathema to dissolve, along with its
Posscssions, to a gel-likc liquic{‘ The
1iquid form suffers onlg half c{amage
from all Phgsica| attacks (except fire
attacks) and may pass through cracks
and holes. Conditioning has only one
die (the one with the lowest t#). Move-
mentis» m per rating Point per round.

Hatred (Ambience): Anows the
Anathema to transmit its hatred for
sorcerers to a mortal. Naturaﬂg, the

mortal can’t be a sorcerer himself and

must lose in a [Determination contest.
The Anathema rolls a number of extra
dice (at +1 cumulative) equal to the
[Hatred rating. If successful, the mortal
contracts a cleeP, buming hatred for
sorcerers and all things magickal for
one week persuccess of the contest.
Healing (Rejuvenation): The Anath-
ema is able to quickly repair its undead
bodfj. On every round, it rolls a num-
ber of dice equal to the hea ling rating.
An3 die coming up as 5 or 6 restores
one Stamina and one (Constitution
Point. This regeneration ceases when
the Anathema dies.

|evitate (Acromancg): enables the
Anatl’lema to ée% gravitg. lt may move
through the air at a rate of 10 m per
Point of rating every round.

Madness (Selcnomancy): The
Anathema can reduce a victim to a
babbling, raving lunatic, if it beats him

in a Determination contest. Anﬂone

rendered mad by this power has an
effective |ntellect of 8 (in other words
his inte”igence is that of a c!’rimpanzee)
and can’t use any skills or other abili-
ties. ] he madness lasts for one day
per Madness rating.

Magcslagcr (Magcry): An effective
weapon against sorcerers, this power
disrupts a mage’s connection with the
magickal energy ﬂowing throughout
carth. Thc Anathema needs to beat
the sorcerer in a Determination con-
test, ro”ing extra dice (at +1 cumula-
tive) cqual to the Mageslayer rating,
I:or every success of the contest, the
mage receives a +1 Pcna|t9 to all of his
casting rolls. T his lasts for one hour
per Magcslager Point.

Fassagc (Druidism): The Anathema
is able to pass tl‘nrougl‘n Iiving matter
<|i1<c a tree) or matter that was once
Iiving (a wooden door) as if it wasn’t

there. Jtis able to walk through matter
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with thickness up to the Fassagc rat-
ingin meters, but no further.

Fortal (Facromancg): Opens a
magicka[ gate to any faerie realm. Thc
Anatl’lema needs to score at least
three successes on a [Determination
check to open the Porta!, but rolls a
number of extra dice (at +1 cumulative)
equal to the Portal rating. The Portal
remains open for one round onlg‘
Re-animate (Nccromancg): The
Anathema is able to re-animate its
bociy even after it has suffered clcac”g
injuries. [t can onlg be killed if its Con-
stitution droPs to negative Pofnts be-
low its \/italitg dice Plus its Re-animate
rating. A|though an Anathema with
zero or less (onstitution is still ren-
dered unconscious, it will regenerate
one (onstitution Point per clag until it
reaches Positive numbers.

Scnsing (Prescience): The Anath-

ema can sense sources of magick in the

vicinity, with a Frescntimcnt check us-
ing extra dice (at +1 cumulative) equal
to the Sensing rating. Jt is of interest
to note that Anathema can only sense
workings of sorcery. Glamours and
manifestations are bcyonc{ this power.
Shiclcling (Fortification): Protects the
Anathema from direct magickal ef-
fects. [f the Anathema is clirectlg af-
fected }33 a spe”, it may rollone die per
Shielding point (all dice with t# 5). [ it
scores equal or more successes than
the casting successes, the sPcH is ne-
gatecl.

Sl‘mapcshift (MorPl'\ing): The Anath-
ema is able to change its form and ap-
pearance to that of another creature.
Although its P]ﬁgsical attributes re-
main the same, it can alter its size and
body mass by +/- 50% per point of
rating, The new form may duplicate
that of another creature. ]’c takes close

insPection and a Frescntiment check

with a Pcna|t9 cqual to the Shapcshhct
rating to notice the small flaws that
may betrag the Anatl’;ema‘

Sight (F_tl-wcrmancg): The Anathema
can see cthereal and invisible objects
and creatures, as well as reveal illu-
sions. | o successxcuug use this power,
it must score more successes than the
caster of the invisi}aility sPe” or the illu-
sion on a Determination check. T he
Anathcma rolls a number of extra dice
(at +1 cumulative) equa| to the nght
rating.

Slay (_rhcriomancg): The Anathema
can instant|3 il any mundane animal
with cqual or less \/italitg dice than the
Slag rating, Magfckal animals can also
be 5|ain, but theg must first be beaten
in a Determination contest.

Spc" slave (Obcdiencc): This
strange power compcls a sorcerer
within sfght of the Anathema to cast
one of his SPC”S‘ Thc Anathcma must

beat the sorcerer in a [Determination
contest and if successful, it selects one
of his known sPe”s to be cast }33 him,
as well as its target. [However, the se-
lected sPe” can’t have an E)C]Cort
greater than the SPC” Sla ve rating,
Strcngth (Gcomancg): The ,A\natlﬁ~
ema draws power from the earth to en-
hance its Phgsical strength Condi-
tioning is increased [33 a number of
dice equa[ to the Streng’th rating (at
+1 cumulative). T his increase is valid
onlﬂ if the Anathema comes in Pl’nysical
contact with the grounc{.

T oxic (Hacmomancy): The blood of
the Anathema is a potent corrosive
acid. 53 s|as}1ing open a vein (costs a
Stamiﬂa Poin’c), the Anathema can
hurl some of its blood to a ta rget up to
5 meters away with a successful
Throwing roll. The blood does dam-
age as a weak acid at | oxic rating 1,
finally becoming a very strong acid at
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T oxic4.

Witl—rcr (Botanomancg): The Anath-
ema is able to cause Plant life around it
to wither and die. T his power affects
all Plants within a range eciual to the
Wither rating multiplied by 5 in meters.
Magfckal Plants aren’t affected ]33 the

POWCF‘
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f one thinks goc{ as the

force or entity that created

earth and the universe, then

no one has the s|ightcst
idea who he may be. That’s the prov-
ince of religions. There are however
“gods” on carth. Try to imagine them
as bcings s0 PowerFuI as to scem di-
vine, in the way humans seem like gods
to ants.

Chiemc among these entities are
the great sPiﬁts, the old gods of carth.
Tl‘weg are the most ancient and power-
ful of sPirits, Posscssing kingc{oms of
their own in the dream world. Whereas
a fire sPin't may symbolisc a comqagra~
tion or even a volcano, a great SPfrit of
fire is lord over the Primeval flames of
carth’s c{eep bellows.

The great spirits are the old
gocls of earth, at times worshipped bg
mortals under many different names.

Otlﬁer beings may also quaiiicy for the

Gods and powers

amount of power needed to be re-
gardecl as gods. Supreme angels and
Pﬁnces of demons certain|3 belong to

this category.

Araton (Charon)

Attacl(s: SCHtlﬂe (a rmed combat 4-)
Slci"s: Etiquette 3, Philosophg 4 his-
torg 3, mgt!’xologg 3, cu lture lore 3
Glamours: Afflict 4, Curse 5, Divine
6, Drain 3

Manifestations: [~ nslave 6, Forti@ é,
Swiftness 4

SOFCCFH: Necromancg 4, th)‘zen
mancy 4, 56|6ﬂomanc9 4, Prescience
4, Ethermancy 3, geomancy 2,
Hacmomancg 2

Mythical abilities: Realm aﬂ:initﬁ
(Necromanc3 and Frescience)

Goc”g powers: He can cause the
death of any animal or P|ant within
sight, except from magickal ones.

He can summon servants of

him bg sPenc{ing one Mgstick Poin’c.
One servant can be summoned per
action. Arawn’s servants resemble the
sPirits of death conjurccl }39 the “[First
qua rter” 5elenomanc3 sPe”.

Arawn can give fife to mortaﬂy
wounded persons or take their life. I]C a
person is at ~1 or -2 (onstitution,
Arawn can }:m'ng him to zero (C onstitu-
tion with but a thouglﬁt. [However, he
can also end the life of the wounded
just as CaSI’I\lj.

Arawn is an exccp’cional
Prophc’c, thoug}w he seems to Predict
on!g harmful events. \When he emplogs
divination magick, his Prcc{itctions are
very accurate, especiallg when theg

concern someone’s dca tl’]

Scythe of deathcoming

This potent weapon resembles a Plain
scgthe with a wooden handle and a
great metal shaft. The sig}‘ut of the

shaft is very disturbing and causes
anyone |ool<ing atit not to seck to ac-
tive|3 harm the wielder. |n the hands of
Arawn, the scythc reveals its terrible
abf!ity to harvest lives. Angone hit
must make a [Determination check. Jf
he doesr’t score at least as many suc-
cesses as the damagc successes of the

scgthe, he’s instantlg slain.

Arawn, also called (Charon bg ancient
Greek, is a great sPirit that deals with
death and the passage of mortal souls
from earth. e is the lord of the do-
main in the dream world called the
Othcrworld, where the souls of the
dead concentrate shortlg after their
death. ]F anyone knows where theg go
afterwards, it's got to be Arawn.
Arawn is connected with death, yet
he’s not considered an evil clcitg and
certainlg isn’t so. Arawn is connected

with death as a natural function. [ ve-
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rgthing dies with time and Arawn
watches over this fact of nature. As

one mig]ﬁt expect, he has a very strict,

sc|1c—disciplinec{ and cold Pcrsonalitg,
never exPressing emotions. [Tis objec~

tivity and reason is 1cgcndar9. He

does exhibit a “dark” Pcrsonalitg. He
has seen much death and suFFeﬁng as

to become indifferent towards them.

Balor
Attac‘cs: Ram (brawhng 4), war maul

(a rmed combat 4)

5‘(1“5 Doc’ge 3, Awareness 2, faerie
lore 4, infermallore 4

Sorccrg: Necromancg 4, (Geoma ncy
4, Obedience 3, Fgromancg 3 Portifi-

cation 2

Mgthical abilities: Size (8)

Kravun, Maul of the deep

A massive war maul made from a
strange black meteoric ore that seems
to absorb and relish the Pain of its vic-
tims. | his bloothhirstg weapon has
no decorations but is welkremembered
by its victims for the terrible magick it
holds. Whenever it hits and after dam-

age has been calculated, the victim

must roll a Dé. ]1C the result is lower
than the damage suffered, most of his
bones have been shattered 135 the
force of the imPact. The victim is criP~
Plec’ and in great Pain. If he survives
the battlc, he can heal to the Point of
Eeing a Paraplegic. He can’t walk
again without the aid of hcaling magick‘

Balor is a great demonic power from
the netherworlds. [He was first con-
tacted by the fomhoires, the semi-
demonic race that inhabited the Brit-
ish |sles and other Placcs before hu-
mans became the dominant race. ]n
those ancient times, the fomorians
reignecl supreme from their under-
ground cities, co”ccting tribute from
faerie like the [Fir Bl’\o[g Iiving on the
surface. Tl‘xings changcd when the
Tuatha came to the islands, ﬂecing
Mu. Forcing the [Fir Bho[g to retreat
to a small Por’cion of the lslcs, theg re-
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fused to rccognise any of the fom-
hoires’ rights over the land and its in-
habitants. Balor was summoned from
the netherworlds by the fomorian
Pﬁests to lead their armies and crush
the newcomers. |t is said that his only
eye, when oPenec{, could kil all he
gazed upon.

This gocl of darkness was bat-
tled }33 Lugh, the great sPirit of Iiglﬁt.
Causing hcavg losses to the Tuatha
because of his deadlg gaze, Balor was
faced }33 Lug!‘x alone, who ma nagec{ to
Pluck his eye out with his spear. On
the verge of the delceat, Balor re~
treated with his life but the fomhoires
were defeated once and forall. Today
Balor still remains blind in the nether-
worlcls, ruling over the remnants of the
fomhoires and brooc{ing over his Plans

FOI" rcvenge.

Cernunnog
Attacl(s: Hom (brawh’ng 4), spear
(armec{ combat ‘P)
SkiHS: Dodgc 4, stalk 4, hide », am-
bush 3, awareness 4, sight % animal
lore 4, faceric lore 4
Glamours: Deceive 6, Divine 6,
Sha Peshth 6, T ransform+
Manifestations: f:orthcg 6, thsiquc 6,
[ nslave 6
SOrccryz Theriomancg 4, Morphing
4, Botanomancy 4, Facromancg 4,
Geomancg 3, Necromancg 3, Fortifi-
cation 2, [Jaemomancy 2
Mytl’rical abilites: Stealth (forests),
nigl‘wt vision
Goc"y powers: [Hernes can summon all
animals within 5 miles and tl’leg o]:)eg his
orders, even Fighting to the death.

[He can converse with all animals
and control any animaL even one
magicka”g controlled.

He can summon a strange mist

bg expenc{ing a Mﬂstick Poirxt, which
can transfer himto any forest on earth.

[He is able to see tlﬁrouglﬁ the
eyes of any animal in a forest and hear

what the animalhears.

Aegelos
This magnilcicent spear ignores any

armor, physical or magickal.
Py g

(Cernunnosis a sPirit that protects the
forests and animals of earth. [He is
revered as the goc[ of hunting, for
(Cernunnos likes nothfng more than to
huntin the great forests of earth. Hc
is also named [TJernes the [Junter,

of the Wild [Hunt that

sometimes runs across the countrg

|eac{er

seel(ing to eradicate those that would
harm the forests and animals. | his is
the onlfj concern of Hernes: the
Preservation of the virginity of carth’s

nature. [Je seeks to achieve that

through his servants on earth that
include many druidic circles, especiany
those fond of direct and violent action.
Other things and esPcciaug the affairs
of mortals are outside the sphere of

-
Cern unnos’ interests.

Crom Cruarch
Attaclcs: Claw or bite (brawling 6),

gra PPIC 2

Skills: facrie lore 3, infernal lore 3,
druidiclore 3, hunting 2, dodgc 2
Glamours: Afflict 3, Armor 6, Chaos
5, Drain 5, Pervert »

Manifestations: f:orti% 6, thsiquc 6
Sorccryz Fortification 2, [aemo-
mancy 4, Necromancg 4

Mythical abilities: Size (5)

Goc”g powers: Crom may absorb a
grapplcd victim in his mass. | o be ab-
sorbed, the victim must lose both a
Conditioning and a Vitality check
(with a +3 Penaltﬂ cach). |F he’s ab-
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sorbed, the victim dies horriblﬁ as he’s
added to Crom’s mass. Absorbing a
victim takes one action per \/italitg die
of the victim and once it’s over, (_rom
is healed of one (Constitution and
Stamina Point per \/italitg die of the

victim.

Crom is a great sPin't of death and
Pestilence‘ [His natural Place of power
are gravcgarcls and necroPolis, where
the dead rot, and that’s wlﬁy he’s
called lord of the mound. Hc takes the
form of an incredible and horribly
bloated monster, with Iong Fangs and
arms that end in slithcring tentacles.
He uses these tentacles to grab the
decomPosed flesh he feeds on or
terrified victims that will serve to
An

clegencratc entity, Crom is onlg

increase his mass. ancient,

interested in the ritual sacrifices

PerFormcc] bg his followers. He has

managcc{ to attract the attention of
some mortals that have formed cults
wors}’n'PPing him in secret. [de is
shunned }33 the other “gocls”, but
none can den3 his power or the asPect
of nature he reprcsents‘ Hc even has
twisted, misled druids serving him.
Crom is cxtremclg jea lous of Arawn,
as he would like to take Arawn’s Place
as l(eeper of the Ot!’lerworld. Wl’lile he
believes this position is rightfully his, it
that his of the
Otherworld is that of a rotting Place,

is certain vision

full of dirt, Pestilence and disease.

Banu

Attacl(s: Spcar (a rmed combat 5)
Ski"s: doc{ge 4, historg 4 faerie lore 4,
occult lore % animal lore 3, herbalism 3,

awareness 3, ctiquet’ce 4
Glamours: Divine 6, T ravel 6, Armor
é, Conceal 5, Heal 4, SC&UCC 3, De~

ceive 3

Manifestations: [“ortune 6, DisciPlinc
6, Charisma 6

Sorccryz Geomancg 4, Fortification
4, Sclcnomancy 4, Ambience 3, Bo-
tanomanc3 3

Godly powers: 5]’16 can increase the
Fertih’tg of the land as she chooses,
a|tl‘xough she rarelﬂ does so, afraid of
exhausting the land’s resources.

Danu is able to control the
weatherj tcmPeraturc and other as-
Pects of the four seasons to a great
extent. Again, she ra re|9 exercises this
abilitg in fear of c{isruPting the nature’s
balance.

She can rcPair damage to na-
ture done bg fire, Po”ution etc, but this
is a slow and tiresome process.

When Danu is under attack (in
the dreamworld or on ea rth), she mfg)‘wt
oPt to channel some or all of the dam-
age she suffers to nearbg Pla nts. Sl’le

does this on|3 in times of great need,

as plants are seriously hurt or de-
stroged in this way.

Danu is able to heal herself for
one Stamina and (Constitution point
}33 exPendfng one Mgstfcl( Point and
touching any kind of animal or plant
fife.

Danu's armor

Danu wears a magickal armor, which
canappearasany kind oFga rment with
Protective qualities, form a shfning
Plate mail to a beautiful white gown
adorned with small metal P|ates. [t al
ways absorbs one damage point from
any strike and adds two dice (at +1
cumulative) to any Determination

check made toresista spc”.

Danu's spear
This c’eadlg weapon strikes as a spear

that can harm ethereal }Deings and

other sPirits. Furthermore, if it causes
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more than one clamage Poin’c, it sends
wooden sPIinters into the wound, which
travel up the bloodstream and reach
the heart in one minute. | he victim is
incaPacitated clun'ng this minute }33 the
Paiﬂ and needs to succeed in a \/itahtg

check at +3 to survive.

Danu is a sPin't of earth and forests
watcl’xing over the lands of the Pritish
]s|cs before men aPPcarcd. Danu lived
in the land before the [Fir Bho!g in-

habited it. T hese first inhabitants of
Jreland displeascc{ her with their arro-

gance and careless ways towards na-
ture, but she brought herself to toler-
ate them. When a tribe of kind and no-
ble faeries moved to the lslcs however,
she tl'\ough this was a first class oppor-
tunftg to limit and isolate the [Tir
Bholg. She activclg suPPorted the
newcomers and with her aid, t!’xeg man-

aged to take most of the land from the

Bl‘lolg‘ These elves were afterwards
named the Tuatha De Dannann,
“Tribe of the (Goddess [Danu” in her
honor. The [Fir Bho]g still hate her
and the Tuatha for theirgra nd defeat.
Danu continued to support and lead
the T uatha, eventua”g helping them to
create the first [Taerie Realm to es-
cape the horrors of the [Faerian Wars.
T hereafter, |reland became a scarcelg
inhabited land until the rise of men.

With the coming of men, Danu saw
]rcland’s forests and va”cgs Po”uted
and sgstematicaﬂg clestroyccl in the
name of civilisation. |n this worst nighb
mare of hcr, she chose not to take any
direct action but to support humans
that seek to protect nature, ike druids,
and the return of PeoP!e to heathen
ways and old traditions. |n this strug-
glc, the T uatha are her Primc allies.
Danu  materialised appears as a

woman with slender but harsh features

and a height of » m. 5}16 usua”ﬂ car-
ries with her a wooden spear and is

dressedin pure white robes.

Dian Cecht

Attacks: Brawling % armed combat 3
5‘(1"5 [Herbalism 4, Fathologg 4,
Surgery 4, Tirst aid 4, Historg 2,
Academics 2

Glamours: [eal 6, Travel 6, T rans-
form ¢

Manifestations: Kcvigoratc 6, Fortiﬂj
6, T ortune 5, Discipline 4, Ferceive 4
Sorccrgz chuvenation 4, Potano-
mancy <, Ambience 4, Morphing 3,
Portification »

Mythical abilities: Realm aﬁcinity
(Rejuvenatfon), Glamour a)cxcinitg
(Heal)

Goc”y powers: Jn his presence, all dis-
ease ceases to progress. SPreacl of

disease is imPossiblc within one mile of

him.

Dian (Cecht is also a great
healer of the soul. He can cast out any
strit, demon or other entity possess-
ing a person. All he must do is touch
the boclg of the person and succeed in
a Determination contest (l"lé rolls with
a -1 bonus). [f he fails, he can try again
after a dag passes. E_xorcism costs a

Mystick Point.

Dian Cecht is a legendary spirit
worshiPPe& as a goc{ of heahng b}j the
facries that first learnt from him hcaling
magic and the science of medicine. [ e
was the one that taugl‘nt tl’lcm, along
with his felow sPirits, cvcrgthing thcg
know about herbs and medicine. [He
was always a kind sPiﬁt, rcadg to helP
everyone he asked him to, regardless
of his beliefs. Dian (Cecht saw his
work clestrogecl clun'ng the Faerian

Wars. T!ﬁe unbelievable onslauglﬁt
was against cverﬂthing he has taught
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to the faeries. Dian (Cecht became
c{isaPPointed, bclieving that no words
or advice could help the faeries after
that war. [ e retreated from his hcaling
arts and the world of mortals. T"le still
remains in the [Dream \/Vorlcl, bitter
and depressed. [e doesn’t lend his
}'IC!P anymore and trging to Persuac!e
him to do otherwise would be a sure
way to invite his wrath, except in the
most exccptiona| of cases. |t is said
that he has begun to go insane from all
these years of solitude and isolation.
r—ie now conducts strange expcriments

and
unParchlcd fascination. Thc

studies discases with an
mechanisms and the simPIicit3 of the
discases that Plague the mortal world
thrill him and he studies them more from
fascination than to find a way to cure
them. His fall from grace has only

begun‘ [f it continues, he could turn

from the most gimctcd healer to a lover

of disease and miscry.

Ccate
Attacl(s: Usua”g with her wand when

she feels like it (armed combat 2)
Ski"s: Oceult lore 4, angelic/imcemal
lore 4, faerie lore 4, l'n'storg 4, per-
suade 3
Glamours: Seduce 6, Divine 6, Con-
ceal 6, Afflict 5, Deceive 5, Armor 4,
Heal 5
Manifestations: Perceive 6, Veil 6.
Discipline 6, Kinesis 4
Sorccryz Fgromancg 4, Aeromancg 4,
Ambience 4, Onciromancg 4 Se-
[enomanc3 4, Obedience 3, Ethen
mancy 3, all other realms at 2
Mgthical abilities: Realm aF{:initg (all
realms)
Goc”g powers: She has no need to
rest after castfnga PowerFuIspe”‘

[ cate warps and twists magjck

cast on her to suit her purposes.

When someone casts a sorcery spe”
on her (glamours and manifestations
aren’t a{:{:ectecl), he must beat her on
an lnsiglﬁt contest or else his sPc” is
transformed into another spe” with the
same | ffort of a realm chosen }33
I cate, though the new sPe” must still
affect her. T his costs a Mgstick Point‘

T he wand of Ecate

Made bg black wood, its tiP is deco-
rated with a gem that burns with a red
|ight. [f the wand touches someone,
[ cate can cause death or insanity
(reducing the victim to a babbling id-
iot). All she has to do is win a Deter-
mination contest. She can also Point
at someone and cause a sinister form
of amnesia to overwhelm him, perma-
nently wiping out all skills and sorcery
known 133 the victim (he can still use
glamours or manifestations), if she of

course wins a | Jetermination contest.

[ cate is a sPirit of moon and magic
described in (Greek legenc{s. The
Picture derived from these 1cgcnc|s is
harélg that of a benevolent deity‘
Thatis eﬂﬁrelg true: while [ cateisn’t
evil she is selfish and tends to think of
mortals as her togs and pawns. 5}‘)6
alwags takes actions that will benefit
her the most, no matter the harm she
causes. |__cate was one of the sPin'ts
that found great interest in more
disciplinec{ forms of magjc, fike sorcery.
Axcter sO0 many years, she has
mastered this art and her skill at it is
considered unParchlcc{. [T ven
Manannan considers her supeﬁor in
sorcery. 5]’16 is believed to have
taug}wt [Hermes Trismegistus and led
him to the formation of the first trulg
great magical societies. | his was done
in order to take control of ecarth’s

sorcerers ancl secure her iI'HqUCI’XCC on
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the P!’xﬂsical world. Umcortunatclg for
her, [ermes did not follow her orders
exact|3 and c]cve!opecl his
Philosophical beliefs about magic and
the world that are recorded in the
books the “[Jermetic
Manuscripts”. As [ cate’s Plan

co”apsccl, the tcachings of Hermes

i(ﬂ own  as

sPawned an entire genre of magicians
that followed the so-called “[Hermetic
Magic” that was meant to dominate
the matters of sorcery for many

E_ca te

xcorgave Hermes for his treacherg and

centuries to come. never
her minions on carth are still bent on
his death, as well as the destruction of
his creation, the [ermetic Order of
magjcians. A” sorcerers casting
hermetic magic fear and hate [ cate,
except from these grccclg individuals
that don’t mind makixwg a pact with her
in order to gain more power. Heathen

magicians on the other hand are still

cautious against [~ cate but sometimes
ally themselves with her and her
minions to strike against their common

enemies, the [ermetic mages.

Kathadastro

Attacl(s: Bitc (Brawling 2)

Slci"s: Atlantian lore 4, history 4, vari-
ous tecl’mological and sdientific skills
Glamours: (Chaos 4, Divine 5, Se-
duce 6

Sorccry: Aeromancg 4, Hydromancg
4, Obedience 4

Mgthical abilities: Size(i0)

Goc”y powers: K athadastro is huge,
with a diameter over 10 meters. [Je
can Fu”ﬂ open his maw and swallow any

creature or vessel smaller than that.

K athadastro, the worm of the c{eeP, is
one of the most ancients entities of
carth. Originaﬂy the inhabitant of
another world, his subjects, the

dreadful echidnas, clraggcd him
through the black void of space and
dePosited him in the Atlantic ocean
for purposes unknown. Hc still drags
his hundred-meter |ong tubular bodg in
the abgssal c[epths of the ocean,
surFacing from time to time to clrag
some unfortunate vessel with its Iong
tentacles back to the c{epths. These
tentacles Protruc!e from certain Points,
Forming dreadful slithcring crown-like
sha pes a!ong the bodg and are as thick
as a mast. | his goc{ of old is the
unquestionable lord of the enigmatic
creatures known as echidnas. [1e was
also intimatclg linked to the Iegcndarg
People of Atlantis. A[tl'}ougl’l their
origin remains a the
Atlantians had
K athadastro with cruely }Jloodg rituals

mgstcrg,
worshiPPec{
since their appearance, erecting

magnhcicent temples on the shores of

the ocean for his glorg‘

Duﬁng this era Katl’uac{astro
was in the Peak of his power, using the
expansionistfc Atlantians to gain more
power on earth. ]t was then that he
first ran into | heratoss, for the
creature succeeded in Forming its own
cult, stealing some of Kathadastro’s
followers. The two “gocls” became
mortal enemies for the rest of eternity.
K athadastro’s downfall came with his
greecl for power. Fuslﬁing his followers
to expand even more, theg utilised the
island’s resources to their limit, thus
disturbing the delicate balance that
was keeping it intact and marched
against the facriesin a disastrous war.

When Atlantis was lost in the
ocean’s waves, so were the dreams of
Katl’]ac{astro. With his followers gone,
the tools to comPIcte his Plans could
not be found. Since then, he remains
in the ocean, brooc{ing and dreaming of

his glorious old claﬂs. He has
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numerous small cults sPrcac{ along the
shores of the ocean, some of them
quitc old G’raving been created bg
sunvivors from Atlantis) and in some
isolated )Cishing vi”ages one can still
hear tales and prayers to the worm-
gocl of the seca. These are however

on!g remnants of his other-time power.

L ebviathan

Attacks: Ramor bite (Brawling %)
5‘(1"5 Awarcncss 3, atlantian lore 3
Sorccry: Hgd romancy 4

Mgtl‘\ica| abilities: Size (10)

Godlg powers: chiathan can casilg
create huge whirlpoo|s or raise great

waves.

This terrible sea monster was named
Thcratoss }33 the mysterious culture
of the Atlantians who first came in
contact with it. lts current name was

given to it }33 the Jewish PeoPIe in

some crgptic passages contained in
the Pible. These texts mention that
| eviathan is a monster of destruction,
sgmboh’sing the evil of the world.
Whatever the truth, this entity seems
to have been roaming the oceans of
carth since its creation. \/erg few have
actuaug met | _eviathan and survived to
tell the tale or sightcd it near a coast,
but whenever there is a great sea
disaster in abnormal conditions (cg
shiPs sinking in calm seas), the great
monster comes into the thoug}‘n of all. ]t
is believed that there is onlg one
chiathan, but no one can be sure.
There might be a whole race of these
creatures sta”dng the be the
incamation of the Devi| on earth, a
monster that will destrog all in the end
of time or Just a remnant from the
world’s ancient eras. | eviathan takes
the form of an enormous turtle, with

four PowerFul FliPPers Propclling it in

the water. ]t has an evi|, savage look
and a beak that can easilg crusha ship.
The overall !engtlﬂ of the creature
reaches 100 m. |t is trulg a monster
coming from the deepest nigl’xtma res of

|a n d~dWCHCF5‘

Lugh
A’ctac‘(s: Armecl combat 3, but he

rarelg uses any weapons

Skills: Art 4, Crafts 4, Persuade 4,
Oratc 4, (}1.al”m4~

Glamours: Deceive 6, Conceal 6,
Sec]uce 5

Manifestations: (Charisma 6, [ nslave
6, Forthcg 6

Sorccrgz Alchemy 4, Ambiencc 4,
Opt}ﬁalmomancg 4, Aeromancg 4,
ch‘romancg 2

Goc”y powers: The works of art cre-
ated bg Lugh are unsurPassed bg any
mortal artist. Thcg can be considered

classical and astonish even those not

interested in art. Often, People be-
come so obsessed with these objects
as to go to great lengths to obtain
them.

Lugh can easily command the
various manifestations of light. [e can
coak an area in complete darkness
(cxtinguishing all Iiglﬂt sources) or illu-
minate it with the briliance of the sun-
niest clag. [He is able to emit a ray with
the briliance of the sun, which can hita
target up to 100 m away and causes
terrible burns (damage 3445-energy,
decreases 133 one die per 30 m of dis-
tance). [TJe can also cloak himself in
Iight; this briliant |ight requires all
onlookers to roll a Fresentfment check
at +2 or be blinded for a day by its in-
tensity. Moreover, the |igl’1t super-
heats any material coming in contact
with it (ike weapons stﬁking Lugh).
Materials super}ﬁeate& rolla Dé (t# 6

for flammable materials, 5 for metals, 4
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for stone, » for magickal metals or
stone) to avoid destruction. Angonc
attacl(ing unarmed suffers +5~energg
da mage it he strikes succcssmcung.

Lug]ﬁ is a sPiﬁt of Iigl’ﬂt and every ray
of the sun that reaches the surface of
carth carries some part of his essence.
Asa sPirit, Lugh learnt to listen to the
sounds of the birds and waterFaHs,
observe the colours of the Flowcrs, the
shape of the clouds and he came to
love these works of art found in nature.
e begun to create his own works of
art: songs, Paintings, sculPtures.
Indeed, he is considered to be the
inventor of arts and he is said to
Patron great mortal artists sccretlg.
Lugl’l is a kind, benevolent cleitg and
the mortal enemy of the Fomhofre and
their leader, Balor. Lugh aided Danu
and the Tuatl’la to defeat the
Fomhoire menace. ]n that batt|e, he

used his powers of lig}’ut to banish the
darkness of the Fomhoire and insPired
fear in their hearts, wiclc{ing
Manannan’s enchanted sword. [Je
even wounded balor close to cleath,
but he was able to escape alive. This
has ecamed him the Fomhoire’s enmity
forever but also their fear of his ]igl’rt.
Fomorians often Plot against him and
his followers and faithful, but he’s
always wiling to protect them in

anyway }TC can.

Manannan Mac Lir

Attacl(s: Sword (a rmed combat 5),
brawhng i

Ski"s: Oeccult lore 4, faerie lore 4, sea
lore 4

Glamours: Divine 6, Deceive 5, Ar-
mor 6

Manifestations: Perceive 6, Veil 6

Sorccryz AH realms at 2, except H5~
clromancg 4, Opthalmomancg 4,

Magerg 4 and no rating at Fﬂromancg

Mythical abilities: Realm alcxcinitg
(Hgdromancg)

Godlg powers: Manarman has great
control over any sea on earth. T‘le can
cause sea storms of Frig]ﬁtening power
or calmthe mist unmlg and treacherous
waters as he wishes.

Manannan is a great sPirit of sea and
magick. Althouglﬁ he commonlg ap-
pears as a |ong~}:>eardcd, white-haired
old man, he favours 1'”usor3 magick, 50
that he can appear in a multitude of
forms. Manannan is a mysterious, re-
clusive Figure‘ | ittle is known of him
but one thing that’s certain is that he
changes as fast as the seca. One mo-
ment he might be calm and benign,
while on the next harsh and umcorgiv-
ing. This Pcculiar trait has cstrangcc{
him from most other spirits but seems
to have gain him sgmpathg among many
Urxseehc faeries, a!thouglﬂ Manannan

has no connection (at least an official
one) to the (Jnseelie Court.

As a gocl of the sea, Manannan
may know many secrets lging c{ccP be-
low the waves. Nearb half of the
world’s historg is submcrgec{ beneath
the surface of earth’s oceans, like the
{:orgotten lands of Mu and Atlantis‘
Manannan may or may not know a
great deal of secret lore; he hasn’t re-
vealed any such information to anyone,

regarc”ess of how close theg are to

him.

Oghma

Attacl(s: Sword (armccl combat 4)
Slci"s: Music 4, poetry 4, historg 4,
warcraft 4, doc{ge 4+

Glamours: (Chaos 6, Seduce 6,
Travel 6

Manifestations: ("harisma 6, Perceive
6, Tortune 4, Disciphne 5, Forthcg 5
Sorcery: Aeromancg 4, Fortification
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4, Ambicnce 4, Facromar\cg 4, Hﬂ—
dromancy 4, Theriomancg 3, Morph~
ing§

Mgtl'lica| abilities: Musical mesmerism
Goc”y powers: Oghma is extreme|3
skilled in the art of warfare, bcing able
to PerForm attacks very difficult to
counter. ]F his oPPoncnt’s doc{gc or
parry skill is less than 4, his strikes
can’tbe &oclged or Parﬁed.

\/\/hen the war hgmns of Oghma
(usua"3 Plaﬂed on bagpipes) are heard
at a batt|c¥ic|c{, those suPPortccl }39
him gain great morale and newfound
strengtl'l. Tl’;eg ignore one Point of
any wound modifier due to Stamina or

(Constitution loss.

Oghma'’s sword

A bastard sword with a go|cleﬂ hilt re-
sembling an eaglc [t inflicts two addi-
tional damagc dice (at +1 cumulative)

and has a strange sPc” on it that

causes doubt, uncertainty and disap-
Pointmcnt. After each strike that
draws blooc], the oPPonent’s weapon
skills are lowered }35 one (to a minimum

of zero) forthe rest of the battle.

Oghma is an ancient and Powerpul
sPirit that lived in the water and air
1ong before the faeries aPPeared.
Listening to the sounds of the wind
and the ﬂowing of the water, he
deve|o[:>ed a great love for music. e
was the one that taug}‘nt the art of the
l’warP and the flute to the faeries. |n
retum, the faeries taught him poetry
and singing. Oghma was fascinated }39
poetry, because he could give his
music meaning, [He Per‘Fectcd the cPic
poems of war first written by the
faeries. [ 1e also became skilled in “the
fine art of war” as he named it. [Je
believed that war was a time for heroic

deeds that could be

immortalised

tl‘wroug)‘w his music. Although he didn’t

mean any harm, he couldn’t see the evil
and disaster resulting from wars and
alwags advised towards action. e
was one of the strongest suPPorters

of the Wars,
believing that the evil faeries should be

disastrous [aerian
eradicated. [T ven now, after so many
years, he remains shortsighted and
suggests that war is the onlg way for
good to triumph over evil. Oghma

old bearded man
holc{ing a harp or ﬂutc, dressed in

aPPCaFS as an

white robes like those worn cluring the
time of the Roman E_mpfre‘ lt is
believed that he was the tutor of some

of the best ePic Poets of that time.

Sheela-na-gig

Attacks: Grapplc 3. ]1C he succcssFu”g
grapples someone, he finds out that
her strength has suddcnlﬂ increased

(two extra dice at +1 cumulative).

Ski“s: Occult lore %, faerie lore 2,
herbalism 4

Glamours: Afflict 6, Divine 4, Drain 6
Manifestations:
Shapesh#t 6,Veil 6
Sorcery: Botanomancg 4. Druidism
4, Geomancg 4, Morpl—ling 3 Necro-
mancy 4, Optlﬂahnoancg 4, 56|eno—

Fcrccivc 4,

mancy 4

Godlg powers: She can cause any
Plant to wither or any animal (cxcept
magfckal ones) to get sick and die
merely by pointing at them.

A terrible sPirit of death and

starvation, Shccla~na~gig is named the
Devouring Mother, rePresenting a
different aspect of mother nature.
Bleak and evil, she anclsjog on|3 in the
demonstration of her power and the
worship of her }35 mortals. Fcople used
tofearher anger and revered her to be

Protcctecl bg the terrible events she
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represented. After the coming of the
Jesus and the fall of the pagan
religion, Shee|a—na~gig was Forgotten
along with the other old gods of carth.
She became  bitter and venge]cul,
working so that the Pcoplc would
Forgot her name but not the barbaric

asPect of nature she reprcsents‘

The Bragon

Attacks: (law or bite or tail (brawling
)

Skills: All skills at rating 4

Glamours: Allg]amours atrating 4
Manifestations: Al manifestations at
rating 4

Sorccrg: AH realms at rating‘%
Mgthica| abilites: Size (from -3 to
+10), draconic breath

Goc”y powers: The Dragon pos-
sesses great resistance against all
forms of magick. For a spc” or other

magickal effect to affect him, the

caster must first beat himin a Determi-
nation contest.

Would-be 5|agers of The
Dragon would find his destruction an
almost imPossfHe task. [His bocl3 re-
generates all damage made to it bg the
beginning of the next round. So, T he
Dragon can onlg be killed if all of his
(Constitution Points are lostin a sing]c
round.

But even in the cxtremelg
unlikelg event of having his Phﬂsica!
form dcstroyedj The Dragon can as-
sume another one injust one clag. The
on13 way to destrog him once and for
all is to infiltrate his castle, which lies
somewhere between the real and the
dream world, and battle him in spirit
form. Such a thing is suicidal, even for
great sPirfts or demon Princcs and an-

gel lords.

Tl"lé Dragon is the Personhcication of

the magica”orccs earthis imbued with.
]t sgmbolises the pagan and wild
side

creatures. This mﬂstcrious creature

heathen of ecarth and its
can appear with any Form, but usuaﬂg
assumes the form of the creatures he’s
named after. So long, his  most
imPrcssfve appearance has been 40 m
Iong, but that happcned only once. No
one knows his origins, butitis said that
he’s connected in some way to the
Creator of carth and that he acts as a
Protcctor of the world that will
interfere when earth is in grave c{anger
or on the eclge of an aPocalgpse. If
such is the case, then it is almost
certain that the Dragon will Plag an
imPortant role in the years to come,

where the true meaning of the Parrier

of Foresigh’c will at last be revealed.

The Enlightener
Attacks: }“le never attacks througlﬁ

Phgsiczﬂ means, Prcltcrring to talk his
way out of trouble or use his magick to

incapacitate his oPPonents‘

Ski“s: Persuade 4, Orate 4, [hiloso-
Phy 4+

Glamours: Armor 6, Divine 6, | Heal 6
Sorccty: Ambience 4, Fortification 4,
Prescience 4, Rejuvenation 4

Goc”g powers: Those who seek to
harm him must first succeed in a Deter-
mination check with a +6 Pena[tg,
unless he chooses to let them harm him.
[He can also calm down any hostile
creature mcrelg by ta“«'ng to it. ]]C he
wins a Determination check, the crea-
ture becomes serene and calm, aban-

donfng hostilfty.

This mysterious “gocl” is considered
rcsPonsibIc for one of the greatest
events in the historg of carth: the
coming of Jesus. ]t was he who took

the form of Christ, uniting the Pcoplc
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against oPPrcssion and social dedline.
His |egac3, Christianitg, continues to
our c]ags as one of carth’s major
rcligions. [His success was
unPara”e|ecl, surPrising even the
E_ternal Fowers with its c{egrce‘ No
one knows much about this mysterious
cntitg‘ [t is as if he sudclcnlg came to
earth, brought about a cataclgsmic
event, and then droppec{ out of sight
again. f'iis current whereabouts are

u ﬂi(ﬂ own.
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uPPortiﬂg characters
should be fully fleshed

out bg the GM, with a
dctai”cvelcqualto that

of a Plager character. However, there
miglﬂt be a need for quick characters to
fill the space between the major sup-~
Porting characters of your storg. T}'IC
Fo”owing tcmPIates cover this need.
You can also use them as a guic{e to
create your own detailed supporting

cha racters.

Awakened

Young Awakened

No more than ten years active, this
Awakened is filled with enthusiasm
and cagemess. These are his greatest
aclvantagcs butalso his disadvantagcs,
for he isn’t known for his Patience and
he often gets himself in trouble.

Attributes: 17 dice, no more than 3

Supporting cast

dicein any attribute

Slci"s: 20dice

Manifestations: 6 points, no more than
3 Points inany of them

Socialities: 6 points, no more than 4
Points inany Socialit9

Qualities: 6 points

Seasoned Awakened
Tl‘nis Awakcnccl has been around for

a while and he knows the tricks of the
job. Patience is among his virtues and
he’s the next step in the evolution of a
young Awakenecl, a|thougl'1 not every
Awakened survives long cnough to
become a seasoned one.

Attributes: 25 dice, a couple of them
may have 4 dice

Ski"s: 30 dice

Manifestations: 10 Points, with ratings
of 4 or 5 in few of them

50cia|itic5: K¢} Points

Qua|itics: 10 points

Veteran Awakened

Being in the front line for more than
50 years, most of the veterans have
been tired enough to retreat behind
the scenes. A veteran usua”ﬂ figl’xts
the [Final Battle through his servants
and allies, a|tl'loug}1 he can be a Frigh’&
ening force if he decides to get P]’]gsi-
cal.

A’ctributes: 30 clicc, some of them with
5 or even 6 dice

Skills: 40 dice, the most important
ones atrating 4

Manifestations: 15 Points, with ratings
of 6in one or two of them

Socialities: 12 points

Qualities: 10 points

Sorcerers
Mortals with command of magick often

encounter the Awaken ed among other
mgstical beings. AIH’IOU%"! few of them

are aware of the true nature and pur-

pose of the Awakcncc!} their power
should be rcsPectec{ by all chamPions.

Hermetic apprentice
A young man with a Potcntfaﬂg }Jrigl‘nt

future, this mage is for now onlg an ap-
Prentfce to a sorcerer of the Order of
Hermcs but may tomorrow be the best
thing that has ever haPPened to the
Order... or so he ikes to think during
his daﬂd reaming sessions.

Agttributes: 15 dice, no more than 3
dicein any attribute

Ski"s: 15 dice, {:ocusing on occult and
scientific skills

Sorccryz 3 Points, althougl—l theg don’t
have more than one Pointin any realm
Socialities: 6 points, no more than 4
Poin’cs inany of them

Hermetic wizard

A seasoned sorcerer, member of the

famous Order of Hermes, this mage
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sPcnds his time trying to increase his
powers or delve deePer in the arcane
arts and occasiona”g clashes with the
heathen magicians.

Attributes: 17 dice, no more than 3-4
dicein any attribute

Skills: 20 dice, with occult lore 3 at
least

Sorccrg: 8-10 Points, theg haven’t
any realm at more than 3 Points

Socialities: 8 points

Grand magus of the Hermetic Order

This sorcerer may have lived for cen-
turies and is among the elite of the
[Hermetics. Arroga ntand eccentric, he
intends to live for twice that Iong and
unveil the finalarcane mysteries.
Attributes: 22-25 dice, |ntellect and
Determination are usua”ﬂ at 5 dice
cach

5‘0"5 30 clicc, with occult and other

suPematuraI lore at 4

SOrceryz At least 15 Points, magbc
with one or more realms at 4

Socialities: 12 Poin ts

Neo-druid

A descendant of the original druids,
this heathen magician is bent on reviv-
ing the druidic order and kccping the
old ways alive in the memory and heart
of the Pcople‘ T o succeed in this, he
seeks others of his kind to build witch
covens.

Asttributes: 17 dice, no more than %
dicein any of them

Ski"s: i5-20 clicc, Focusing on nature
skills ke survival
SOrccryz 8 Points, usuall}j with no
realm greater than 2

50cia|itics: 5 Points

Grand witche
The granc{ witche

from the world, his mind traveling to

seems detached

other Planes‘ Sti", he has an imprcs—
sive command over the natural world
and orders other heathens with ease.
Attributes: 22-25 dice, with 5 dicein a
cou Ple of attributes

Skills: 35 dice

Sorccry: 14 points, Perhaps with a
rating of 4 in one realm

Socialities: 6 points

Sith

The undead bloodsuckers are always
a force to be reckoned with. A!thouglﬁ
active onlg through the night, thcy
secem to have infiltrated all lafjers of
mortal society and have minions that

can reach their enemies during the c{ay.

Chitd
The child is a new vamPire, alwags

found near its mentor, from whom he

learns the secrets of Sith life. [He is

eager to make a name ‘FOI‘ l"limSCHj anc{

begin a life (or unlti) of his own.
Asttributes: 17 dice, no more than 3
dicein any attribute

Ski“s: 20dice

Sith powers: Prowess 1,Qpickness i,
Bodg i, Regencratc i, Metamorpho~
sis |

Socialitics: 5 Points

Elder

Having lived for more than a century,
the elder vamPire has learnt to effec-
tive|3 hide himself from the prying eyes
of mortals and still be able to maniPu~
late social life.

Asttributes: 22 dice, some of them at 4
or 5 dice

Slci"s: %5 dice

Sith powers: prowess 4, Qyickness 2,
BOdﬂ 3, Regencratc 4, Metamorpho~
sis 5,one [athat 3

Socialitic& X} Points
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Ancient
The ancient dates back to the time of

the first vampires. [He is a Powcr‘Ful
being who has given birth to many
younger Sith now serving his wishes.
Attributes: 30 dice, a few reaching
even 6 dice

5‘(1"5 50 dice

Sith powers: prowess 6, Quickness 5,
Bodg 4, cheneratc 6, Mctamorp!‘xo-
sis 6, one [ath at 6

Socialitics: P4 Points
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t last, Transcendence is
completecl. A]Cter four
years of dcve|opment, the
is finished.

Mang tlﬁings have changecl duﬁng

main  game

these years. From the first edition with
the D12 system and the imaginary
world of Corahen, we have Passed to
the second edition with the Nova game
sgstem and the E_uropean Dark Ages.

[However, this is not the end of
the Awakened. | will continue to de-
choP and expancl the game world, hav-
ing Plannecl for several sourcebooks
that will aPPcarin the Net. T here is no
sense of closure while writing these last
ines; there is on!g a Feeling that further
fuels my creativity and eagemess to
write more. See you on the next
sourcebook then!

|f you sinccre|3 ike this game
and have even tried to P|89 it, | would

love to hear your comments and cxperi~

ences. ]? you also have any ideas about
how to further develop the game,
P|ease contact me at neon@earthdome.

com.

Ta ke ca re,
Gcorgc Chatzi petros, dark dreams

Famous ITast words

Many thanks to
Spiros SOtirakos, for always criticising my work
P Y &MYy

Andreas Maleas, for his b]oodg \/amPire sessions

Jo}*m Kgriazis, for his a]wags insPircd lines

[~ ric Huckabag, for his advice and support

Havc l mentioned anyone that has taken a look at the

game?
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Manifestations Sorcery Gifts Dratwbacks Personality traits

Charisma Q00000 [ JO]0]®) Calm/Angry

Discipline 0]0]0]0]0]0) [ JO]10]0) Cautious/Reckless

Enslave 0]0]0]0]0]0)  J0]10]0) Curious/Stagnant

Fantastick QOO0 | JOIO]O) Deceitful/Honorable

Fortify 0]0]0]0]10]0)  ]6]O)O) Energetic/Passive

Fortune 0]0]0]0]0]0) [ JO]10]0) Lawful/Chaotic

Kinesis 0]0]0]0]0]0)  J0]10]0) Modest/Proud

Longevity QOO0 | JOIO]O) Pragmatic/Stubborn

Perceive Q00000  ]6]O)O) Selfish/Altruistic

Physique 0]0]0]0]0]0) [ JO]10]0) Saocial/Private

Revigorate_ OO OOOQO  J0]10]0) Suspicious/ T rusting

Satiate QOO0 | JOIO]O) Vengeful/Forgiving

Swiftness_ OOO0O0OO [ ]0]O)O) Warlike/Peaceful

Secondsight. QO OOOOO  JO]10]0)

Wrath elololele]e) 6000

Veil Q00000

Socialities Qualities BWeapons

Acqguaintances Q00000 Age Q00000 Damage Offense/Defense Range Type Skill
Authority ©0]0]0]0]10]0) Alliances 0]0]0]0]0]0)

Estates Q00000 Loyalty ololololo)e)

Haven Q00000 Pawn Q00000

Influence QOO0 Rank QOO0

K nowledge ©0]0]0]0]10]0) Reputation 0]0]0]0]0]0)

Militia 000000 Armor

Nohility 0]0]0]010]0) Kinetic Ballistic Energy Encumbrance
Wealth Q00000

Rejection OOO+10Q0+2000+30OExpelled Shield Against close combat attacks Against ranged attacks____

Regonance OO0
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