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i are dhecke i,

Yoo ave the broim sean,

Croryg awdthin feorlewdy

Their hearis beneth woner fand,
Theiv songacs bencath v Fooe,
i et wall they stey

T donsoie il
— Caitlin Matthews, cempiler,

"Blessng on o Young Person’s Leavang Home™

“Bley, whunt you o inche sack ™ The '|'|'.L:h-|,'lill.'||.1:|.| VIMED
pierced the sound of waftic, sasthng the slender vourg man
whechurehsd the “sack™ —actally o long, ehin pareel woapped
te protect it from the min,

Seitmomentazly slanced across tve street ag o thinowomas
actang as leskaonat for the énxk dealers who freqeenioed the fire-
muntedd aorscture. 3ke seartered ashes from her cipareste and
paced wp and down. keepivg vigil under an ol tom awning
thuas detlecied the worstof the downpous, Faded letteni spelling
ot "Emipes ™ coubd fust be disceried an e g of the awning
itil] remaiming, Tohnsan's Empariem, | remember when | sode @
carnds b favrm the snore once aeed aze dton she way kaome. Dad s
sor Tk wthen he fosrnd oam . | mess e polished cors ond sovidided
steumaiks S fwo weeis fo s old mes fohason beck fonihar, Now
i s st anothey prock howe, Somehone, 1've got socontance Dad oo
fatka Mo s of iR acighbavhand e fore a's to B,
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Faewicrale: The Tellers Tale 3 _g}:)'

Seitfelva owinge somewhere inade bis head sod glaneed
down ar the bundle thar was covered wich a garbage can
birier = cradled i his wrms like a baby, T dear xour cadl,
Becoise of you, [ have lefemy job and friends. Mow [ must lease
ey kémne and pavenrs, ioo. Don's worry, | won't fad vey, no
mareer wwhat ke post.

Seif drew himself away from the theughes thae threat-
eaed to overwhelm him, Figally, he noticed the gaggle of
neighborhecd kids heddled in the doarway of one of the
ahandonad baildings on the screer. e coumed six of then,
not one over 12, most of them In paeudo-gang artire: baggy
pants, T-shiets, cheap smitarions of the lares foorgear and a
smattering of hats, bandannas and ranoos. Seif frowned at
the children puthered belliperenty around him o iF they
awaited @ toll for his passage.




The largest boy, obviously the leader from the respect
given to him by the others, seepped forward. "Hey, man. You
deaf? I'm talking to you,” Seif looked over the leader's head
and jaw & face he recognized from his aparcmens building.

#Tam! Thomas Lincoln, [ know you. Your pacents Hve
downstairs from us,” Seif sald, *Why aren't you in school I

The boy flinched, black face almost glowlng with em:
harrassment at being recognized. Tom's clothes, loose like
those of the others in the group, hung on his thin frame as
though on & coat hanger. Tight, dask cuels, half-hidden
beneath the bandanna he wore, jutted cut over his promi-
pene ears. His brown eves begped Seif not ro make any morne
of it than he already had

“We don't go to school anymore. We're a gang,” the
leader Informed Seif. He was the oldest, Seif decided, and
rock pains o make himself appear older — and rougher
than his vears. "That looks like & gun you're carrying in char
sack.” the leader stated, flicking an unlit cigarewe from one
aide of his mouth to che other. *We could use a gun.”

“\Well, my young friends, sirs and madams, Ill tell you
what | have in the sack, but we must find somewhere out of
the rain,™ Seif said and smiled as the children turmed to encer
what was undoubtedly their gang “headquarcens™ — once a
store apecialiring inrental furniture. Seif's paremts had once
pattonized the acore, mi had moast of the nelghborhood,
because the weekly payments were affordahble.

Tam Lineoln led che way back ineo che dusky interior of
the building. At lecst they've not right in fromtof the crack house
ansmone, Seif choughe,

When they were sereled on 2 mishmash of old crates and
pieces of carpet and ready to see what the man had to thow
Seif placed the parcel on a three-legged table behind him
and urned to face theo. ! wonder. . do [ el them this siory in
hopes of changing their lives or to puatify so myself what | must do?
Adlah will zhow me the ey

*The sky weeps roday for the loss of a king,” he began
"I is his story | eaust tell, Mooy of the beststorles — che ones
few people believe are oue — begin with the words "‘Unce
upon a time,” 30 [ shall do that eo begin this abe.

T o o EITE, AN @ el I'.'II.'I.'J lenown, as Ameerica,
there lived a king. He was not the king of America, He
wain't even an adviter o the President, but be ruled over
some very special people who lived im that land — Jet"s call
them “the Dreamkin." Some of the Dreamkin were poor,
like a Lot of our neighbors here. Cthers were rich, but most
were just getting by. Still, they all had one thing in common
Each one of these special people was really a story that
someone had once told or chat someone dieamed, Perhaps
one of them was even A dream you dreamed,

"Wow, che Dreambin didn't alwave get along togethes
wvery well, They had Jdifferences of opinion; some of them
Jidirce like others becauie of the color of their skin or mayhe
because the other always got the beteer house or job. The
richer ones lorded it over the poonét Otes, boo The under-
dogs just wanted equality, but the ones on top thoughe they
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kind che tight oo rule. The two sides went bo war
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died terribly. Their stories died with them

“Hur then hope came. A king mrose who was very
different, even choueh he was one of the wealthier Dvenmbin.

>
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W hibe srill Jusy a voung boy, he puc a stop w the flghnng
between e different sices and roled a5 a king for all tha
peapke, not just the Fleh anes. To help him s aling, he had
1 msgkenl dwead 1 Blaste of light that was boch a srmbol

ind & puarantee of freedom and peace
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it maroe, David. o sure vou'ee heard the story of Davad
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and Craliath. David became L:|.|.' whes he wad fuil o ung
by, Ea probably not much older than any of wou,
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peopbe and 1uled as best he could.”
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annoved chat che storyreller had so apthe pegped bis age. He
hod hoped 1o be thought dightly older. The others st in
various seages of artendon, wondering when the drugs, gurn
and st cars that marked most of che acories they heasd
would show up in dhe namative. The voungest, a girl of
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souneds of the rain and Sells velvery tones, Tom, hovweyer, ’
ol with has elbows on kil knecg, bost 1 ehe eule -
=a, David became maler at 8 time when Dreamkin
foghe Dveamkin He sropped the war and bullt 3 grand
casthe, where all Dreamkin could come to tell him dheir
roables of petiten him for favord. He watd happy in his

castde, bt Tonele. Whar he needed was

"I kevow,” one of the smaller ks jumped up, "he neaded

o I"lh.' ;| v .'.l' OINET | _-:-||-|r-_-;*- |.|I|I.:i.- | ot "_"'-\.'il .5-.. -_1|' :l.|:-: .IJI

Fam, distarbed by the inteorupclon, frowned st the boy who
had spoken

St conrinued as ':.'I.-".I::'.l chere biad beem mo biealk im hes
nartmeive "l was godng to soy "o gueen.” He needed awike 1o
hl.':|' 1T T T 5-.-'.'-\.':.'- T CO DAL Y. And he found ane, a
beautitul young woman with long black hair and siv-bBlue
LTES [ll::- el i love and 0T MEFTIE .
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meer Bdg eavrilul wibe, chey deckded o travel all over and
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hai jourmey bere in Atlanta. Last aight. che local muler of
'||-\.' Dhepmilcln hasged o grar i 1] .-'..|-_|-:'I.._||_' |l.|:.|_ |-'||'\-_| af ';:l_-;,'
ostudte parcy, and the Direambkin came to dance and engoy
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Bk & -.':':".|'|-m: terrikle :-..||-.|.|;:-.-xl during the badl. Dariel
.|:'--lrg enred. His mew wite was irantw, hls knlghes nudheed
ar ol sear '.'u:n_,,- ot him, but oo one could find the k ing. He
had vanished withour a trace. Only one dhbng was lefi behind:
his wonrd blade the king's reod Backer 1l i
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with David, it appeared in the hands of a local storyeeller jas %
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B i~ Self said a1 he resiized why he had éele compelled 1o

i E

he did not know it until just 2 few momenes

tell the children his story, “the storyreller now thinks he

known why he wis chosen for this seacch, He will cravel
throughout the kingdom and tell chis rale 1o any who will
Tisten. He will sk them o vell thelr friends the svory so that
it can be passed on to as many people as possible. And when
the story i3 on everyone's lips, someone who hear It may
know where the king can be found, or che king may hear of
it and tind his way home.”

Seif stood, stretched his muscles and tried o fudige the
gffect his 1ale had on the “gang.” He glanced at his watch
and saw thae he had only an hour or so befiore his parents left
for the day. He'd have to hurry, Luckily, chey lived just two
blocks away.

"] aee the radn s betelog up o Heele, Wow i3 the eloe 1o
run berween the rmindrops if any of vou want o go to schoal
nnd learn of the adventures walting for you there. | muit be
ofymy way. There is much for me to do and | must see my
parents before they leave for work.”

“You still didn't tell us what's in the sack!" The leader
stood and booked ar Self threateningly.

*Didn’t 17 Then § must beg your pardon for not being
the storyteller | thought myself to be. Whan is in the sack?
Just & award, my young friends, only a blade in search of a
lost companicn.”

Some of the kide liughed. A few muteered “Wacko™ or
*Loon™ under their breaths. The leader looked for support
bt found most of the others deifting away, "Stil] looks Tike
# gurn o me,” he finally scaned and swaggered from che coom,

Self loaked after him and said sadly, “And so tt shall
probubly always be a gun 1o vou | am sorry [ could not
chonge chat for you.”

*[ belbeve you.” The voice thar said chat was so quiet
chat Seif wasn't cectain he had heard it ac fies, Tuming, he
saw Thomas Lincoln huddled on the crate he'd occupied
throughout che story. “Could | see it™ Tom smiled.

Seif walked to the able and unweapped the blade.
Lifting it from che concealing folds of the garbage bag, he
held it cut for Tom's inspection. The boy extended o hond
toward the sword and saw a rusty, picted thing hardly worch
keeping. “l believe,” Tom mumbled to himself and closed
his eyes, letting his hand feel che silky mecal of che blade,
Startled by irs smoothness, he opened his epes —

— pnd fell into a dream. Clashing images crawled across

—
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his vision; shours and screams echoed rogether with poerry
and the sounds of birdsong and harps. He saw himself
clothed im #ilks and velvers, standing tall and handsome
amid a roomful of beaveiful men and women. Bowing to him,
they called him “chronicler™ and *noble one.” Ocher mages
raged through his mind, too — things he would work out
later. For now, he knew his true name was Ogomorana,
which means Truth, He was one of the Dreamkin known as
eahiu, just & the storyteller. The voung boy opened hiz eyes

5
s e 5

"Yas, even the unhappy ports,” Seif exvended o hand coche F}
newborn childling. He won'tbe o childling bong, though, from e
deak e him. *You've just gone through vour Chrpaalis, courtesy
of Caliburn. [ would nommally be glad eobe vour mentor in pous
new life, but [ ook leave before the day s out. | would be glad
to introduce you to Myrle, who helped me when [ first became
awire of my erue self,” How did he kave nueh on sazy Chrysolis?
Was & becowse of the sunrd?

Inside his head, Seif felt Caliburn respond. He i the one
who will toke your place as a seller of tales for the dreamers hee,
Oipomotena will remember the story you've told ke and he'l el i
ta whomener udll Sisen,

Wi shie reach me what [ need o know™ Ogomotans
seemed very small oo the older eshw 24 the boy shifved from one
foat to the other.

“Of course she will, and you will become the greatest
sroryieller of us all." Seif clapped a hond on the boys shoalder,
“Just don's forger. Remember T won's be here after todoy, 1 wish
I could scay and guide you, but my quest comes: firsr. | always
thought ['d be o tellerof cales, [ newer thoughe I'd Be the stomy."”
But | am. the stors new, and if's dme o pass on the manie of e
eelley s someorie efse. My job i3 1o find D, o wha better 1o
focate the king chan an e’ Whatever road the quesn rabkes e on,
if I foioaw wmoy heavr, 11! find fim,

The childling's eyes gleamed with sudden self-knowl=dge.
Dagnibey surtouinded him lke acloak as he gaeed ar Self and drew
hismself up to his fall beight. Seif admired che dark miment of
the childling's vedle, his chimeszical elothing, voth it incrcace
folds and spatkling decotations looking like the night sky. The
elder eshu aceorded the childling » bow, as berween equals.

“Iwon'tforget, Seif,” Dgomotana assured him *Youcangocn
yourgueest without worrles, [ hesrd every word of your storg and 1L
remember it all.” Though his words were seriows, the childling's
eves hineed at mischief, “In fact, [ may even make it better!™

Facmierale: The Telleas Tale
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The viver i wwizhen us, the see & all bow wa;
The sea iz the land's edge ales, the Frenae

e which iz reaches, e braches where & mosse
[es Rirees :lfldnrrl'i'rremd crher crcanos

— T.5, Eliot, “The Dry Sakeages”
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Srories, myths, legends, . .these are the things that Change-
limg is ol aboet. Changeling offes us an opportunity to step
outside our lives and experience something fantastic — to live
L it i fur dlresims.

Unlike cther types of games, roleplaving games don't
necessarily have winmers or losers. Yes, a chamcrer can die
(which some might consider losing), or be granted o high-
ranking titke and retire foom che scdve life dhat mese player
charsceers enjoy (ochers might think this to be winndng). Yet
i thee end, it s ll & part of dhe srory, and telling sconies is whart
Chenpeling s made for.

Bt all games need rules, whick is sdat books like this are
fom to help with chese rules and 1o hopefislly make things a bit
cnsber. Mew pulesare mot rampant wichan the pages of this guide
— yather, hins, SUFREMinn and elarif carbons aee predented for
wabng rhe existing rules.

How o Use This Book

The following are cutlines of whar one can expect oo find
In each of the chapters.

* Chapter One: Once upon a Time goes ineo grear
detail concerning many aspeces of telling o succesdul story
and chronicle.

12 Changeling Sroryrellcrs Guide

¥ ] 4
i el da il
[ i L]
Iy gL L] |I||| H |
s '|!l:.;.|I|'

B S T e T S N e Y B T S T B | e | S s e
R A S S S N S N SIS SIS N5

Ty .|-|"

-:I-Il:l;llil.:;'.::. ,III

* Chapter Two: The Storveeller’s Comer offers imsighte,
supgearionsand answersdirecthy from the developer of Change-
Fingg. { weat boes ramgeg from rulles to ietting are answered here.

* Chapter Three: Playing the Rules books an methods of
eliminatioy dice from roleplaving whenever possible — a muse
ior Seoryrellers whao prefer story over die-rolling,

® Chapter Four: Supporting Cast details how to bring lie
vo mortals, chimers and ocher World of Darkness aspeces m
yaur Changeling chrondcle. This chapeer i invahiable o ang
Storyteller who feels thar his chronicle cks ourside influ-
eI

* Chapter Fivet Other Places, Other Direams explores
sirange new wodlds and alrernare Hme p-,'ri.u:'-d.s for WM B0 ST
yout Changeling sory. Also, it suggests a variery of hackdrops
wnd wpstem guidelines for alremane sectings.

* Chapter Six: Observations feom the Fleld offersadvice
derecily from the Storyoeliers in the field. A flury of subjects
are covered heve, all from the perspecrive of individual Store
tellers whes have been there themselves,

# Appendixs Indeses provides reference indeses for all of
the Changeling beoks in prine dheoogh e 1997, A Jur of

suggested books, fikns and musie is abio given,




A Reminder of the Golden Rule
The Clolders Rule of storpelling 8 the one moer oteen
teferred to in the Storreller system, and yet, we are forced 1o
being it op time and time again. It ks anewered in bocks, at
conventions, via e-mail, phone calls and lecters. This “all
lenparent rule® (s the Golden Rule; the rule thar scaces that i
you don's understand a rule, you don't like it or you just want
oo vy something ebe instend, chen by all means, make ic up
When you play Changeling, it becomes your garme...your
yery, We are here to prowide you with o dch environment in
which vou can set your stoties — not to be rules-police, who
dictare exactly how much dumage a changeling mkes from
falling cut of an airplane at 30,000 feet while being shot by a
kigh-caliber mssaulr rifle. Jusr a8 you should not expect us to
detuil every variation of what happens if a vampire Embraces
a changeling. These are kdeas and desrinies for yvou 1o detes-
mene. You should rast pour judgment snd proceed with what
! makes the best story. If ir works for dhe story chet s changeling
Embiraced by a vampire reming all of her memmories, then go

/
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with iz nothing is stopping vou ﬁ-"
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The Gallain (}Jl
Here isaliscof many of che Gallain and other fae that have rﬁ

sppeired in Changeling books throughout the years. A belef
descripeion of the kith {or group) b provided, as well ai a
reference as 10 whar book they can be found in. None of the
Thallain is described here, though Storveellers who are inpee-
raoed in these ulrimare bad-guyscan find them in The Shadow
Court.

v Selkies (Immortal Eyes: The Toybox} — Beauriful
anidl peclusive Fae who live much of their time in the sea, Like
the pooka, they are shapeshifters, though selkies can change
only into the form of a seal. Selkies are unkgue ameng the e
because they are not reincarnated (n the typleal fashion; near
the time of his deach, each selkie pagses on hibs “skin® to &
mortal. This skin relinquishes the faerie essence to 2 new
mortal.

» Menehuni (Immoetal Eves: Shadows on the Hill) —
These fae can be found almost exclusively In the Hawalisn
Islands. Like the Nunnehi of Morth Amedica, they have cloge
1225 wich the native peoples of the lande

* Clurichaun {Immortal Eyes: Court of All Kings} —
Found mostly in che Bricish [sles, the_cherichaun delight in
worvtelling, music and good drink. They are delightful and
mecstly avedd poliies.

* Nunnsehi (The Changeling Players Guide) — Fae
nacive to Morth Americ There are many diffevent varieties of
them. Munnchi are closely tied oo the land and cut offfrom the
Creaming, and in many ways, they share more kinship wich
nacure spirits than they do with che Kithain,

» Ghille dbu (Isle of the Mighty) — Rechulve fae who
dwiell for the mowe part in the British Liles. They are linked
intimarely oo nacae and 1o the seasons.

# House Seathach (MNobles: The Shinkng Host) — A nckle
house of wamiar: whio ityed behind during dhe Shatrering,

InemodicTion 13
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A long dime ago w6 gelexy, for, far auay..

— Saar Wars: A& Mew Hope

Every great story has o beginning, a middle and an end,
The amazing thing abour stonies in moleplaving games is, while
evervone knows the beginning, ni one, not even the Story-
teller, knows exaccly what the eandidle of the end will be. The
Storvteller has o general idea where the srory msght go, bur
mirhacy can say for sure. The story i created and told as the
eroupe plays the game, and it vin't complete until the last wene
unfolds. Mot enly de plavers have the fun of seeing where the
story poes like when reading a book or seeing a play, but they
alzo have a chance o dacide where it goes — eoinfluence it, The
Storyreller may plat out the story like a weirer, but the fun of
uriexpected twists and tume is brought 10 the story by players.
H|.:;-u|':-i'u|:|_l,-I when the gane 6 all aver, the whale e TH hzis
created a great story and hid fun doing ic

This claprer talks about Chungeling staries and che gam-
ing proupe who make them — how to get o gronp together, how
to deal with the dynamics of proup storyrelling and how oo keep
thing: going a5 Storyreller sestorier can become novels af even
Sl

While chis chaprer’s wdvice n helpful for creating and
running a Changeling chronicle, there's really na substitute for
dodig, You can’t learn to ride a bike from just reading o book,
vou need todo it. Understand tha practice is the best reacher,

ard we all make mstakes now end wemin. Bven che greatear
Sroryrellers and players are going to blow i from time to time,
The trick is fe learns from scraped knees, ger back on the ke
and keep peddling. [e°1l take you 1o some inceresting places

Geceing Them Togecher

Thee finst svory |z imporcant oo a chronicle becase it gees
characters sopethee and weis the scene (or che stosies 1o come,
It is like the opening chaprer of a book, inroducing the main
characeers and the senng in which chey live, The fiest sory
should provide plavers with basic information ther need o
know about eheir world, shee characies, and dhe challenges
they are podng to face. You don't have o put all of vour cands
at the table inghe Firss game; vou juse have o give playemadeel
far thewr characters and their sicuation so they can dive sighe
ko the aptkon,

Additicnzlly, che prelude i3 an excclbent ol for helpine
imenmhice plavens o the game. Bach charaeter goes throngh o
mini-story that takes plice even betore che first story begins
Tie orelude mighe sake place vears bebore, or only & few
minuses, depending on what you think bese swits the story. It s
o bit Dike i dress seheansal, where a plaver has o chance 1 "y
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3 eharacter has g dead on 2 lependary treasure be sought once in
B youth, while Sean’s sacyr characeer i now questing for the
* same treasure and needs the nocker's help. Andy's ooll charse-

ter b o interest in the creasure of the quest, but he discovers
his odd enery s seeking iv alss, and i involves a debr of honor
that meust be repadd, Down’s Unseelie sidhe crres nothing for
the msotives of thie orhers buc thinks their guesc could be a useful
power-play agalnat an enemy of hers, che Unseelie oo of the
mall, whi i seeking the weasre, and so forch.

As the threads of che story wenve in and our, chameters are
deawn topether by circomstance to cooperate toward s mutual
goal, while they might find themselves in apposition on acher
mprots, Tension abwav: crearesdramacic roleplaving maments
Burween plaver charmcren.

Open-Gacherings

A during way to start a chronicle (s 1o let plavers decide
bow their characiers get opether. As Storveeller, provide o
situstion where characters can meet, chen sic back and lec
players take chings from there.

Of comrse, it's not as simple as it sounds — to run an
open-gatheting even with a very good group of roleplayers
requines o bot of improvisation from the Storgteller to keep
gveccihing running smoothly, You mase aptly keow the
gitustion that you are putting chamcters inwo. Also, have
plenty of phot threads already ar work behind the scenes 1o
jemp-szart the story of chings start to bog down,

For instance, arrange for all che characters to meet for
the furst time ar o birthday bash for o childling noble. Some
of the characters might already have reasons 1o talk to che
others, while some muse take the injtiative and seek our
other plaver characters, coming up with reasons to interact
with them. Some chamerers could even crash the party so
chey can join in on che fun! This example cam result in some
very intereiting snd fue chamcter Interactions, but ir i
challenging and requires capahle plavers and a Storvteller
who knows how te handle chem,

A problem with this method i having plavers who are
ot a5 creative or forceful o others — those wha find
chemselves pushed into the background by mere dynamic
roleplovers, That's when the Seoryieller must cake a hand 1o
gulde events 5o all plavers have a chance 1o interace and get
invalved. Maybe the Storvieller characier noble decides 1o
setrle an argument beoween a couple of plaver characters by
calling on the common-iense judgment of o thind player
character who has been quictly watching. Perhape a player
charpcier’s paramour decides 1o make him jealous ke Birting
with the wallflower who's sitting on the sidelines.

Anocher problem with open-gatherings is these who
refuee 1o take inftiarive or “play aleng”™ and ger involved.
This sivuation reguires direct acrion from the Storyeeller or
& polite reminder for the plaver o ger involved. Other
plavers are helpful, tes, and vou can enlist then in draving
the reluctant player o, I all elee Fails and che growp §s just
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not coming together as i should, o dramaric event quickly
clectrifies things. Mavbe enemics amack out of nowhere, o
munder ooours, ora dramatic cmen shows the player charmcrers
connected by Diin in some wiy, Thoie methods are spmewhat
heavy-handed, but they work.

Closed Chronicles

A Sroryteller may have a chronicle in mind with more
detined limirs than chose desceibed above. For inuance, a
chronicle invvolves a group of commaner fae who discover a
losc freehodd, and then they muse defend it agmmst the
nokility who wish to reclaim i In this oype of semup, the
Storveeller has already defined chings abour che wvpes of
characters in the chronicle; it is highly unlikely, for ex-
ample, for someone to play a neble characrer unles chey are
an outcst, exile, or other tvpe likely vo ally wich a group of
commeoners. Thus characoers need motivacions for why they
would defend their freeheld in defiance of the nobiliiy.

A closed chronicle provides some additional focos;
players know what co expect and whar the story b about
before they create their characters. However, it does limit
the opeions char plavers have for making charactens snd
dhirecting the story, ar beast at fine. Once che chronicle is
underway, the Storyrelber can narurally allow che decliions
and actions of plavers to play a bigget part in deciding where
the story poes, Maybe the commoners whio 1ake conerol of
the frechold decide to cuen iv into a sheleer for commoners
whao dislike the nobilioy and want 1o change things in the
kingdem; or they like o sy out of politics alvogether; or
they want to turm the frechold inte a haven for hemans in
need of facre ald.

In sening up and menning a closed chronicle, you must
be very clear in describing che game’s ground rules. If you
don't warn plagers to turn their new freehold inco a shelrer
for batcered mortal women, then make it cleas wheee you
think the chronucle should go. If there’s a definite goal,
clariiy it before and during the game, Some players have no
problems with closed chronicles, as they like the sense of
sructure, but others find restnictive sworylines annoying.
Find ot in advance if the chronicle sounds like something
players will enjoy before plaving a chronicle chey're not
interzared in. Whar if someone in the group really wanis o
noble character? Do you want o aleer che plot o sccomme-
date chem? If not, take che player aside and explain to her
how her chamcter idea doesn't suit che story vou want o
min. Reach some kind of compronise.

A cloged chronicle needs mare prioe planning on vour
part, since the Sworyteller provides much of the story's
delving force. It i somewhar easier co mn if vou plan out
much of the plot in advance, and some of the players'
cholees are already made for chem. Esentlally, you have wo
know vour material before bringing players inte the story,
and using some exiscing source marerial (see Using Source
Marerial] makes the job easier.
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Liscening co Players

A Broryreller needs to Eseen. Players like o speculae on
the nature of the stary, which is wseful information for vou. If
a player says, “I ber this is orue,” it wiually means she wanes it o
be true inone way or another. A Storvteller who pays attention
to what they say can make modifications to che story o suit
their idens. A player might suggest a much better iden for n
scene, characrer, or motivation than you originally choughtup,
in which case, why notuse a plaver's idea and show her she was
“right all along™! It is good for the story and makes the player
feel a sense of accomplishment for guessing your cleverly labd
plans!

This seory adjustment bets plavers intfluence how che story
urifolds and develops by more than jus cheir characters’ ac-
elons. Encourage players to speculate and throw our ideas
during the game {don't allow them to cheat and’centrol ie);
adding rheir creative ingut gives you and players more 1o deaw
from. A player who offers good ideas makes the game maore
entertaining for evervons.

T use chis factor to the greatest advantage, be willing 1o
change the story oo flt che things plavers suggest, If you get too
enught up in & particular scene or section of dislogue, players
will charge things so v won'c happen. I you force the evenis of
the game “hack on track” to wheere you want cheo, players will
feel cheated and robbed of their ability ro make decigions
affecting the game. A skilled Seoryteller can sometimes “mas-
sage” @ story 1o bring plavers vo the scene through ancther
route, bt vou must seknowledge the aoony fan't going o go the
wary vou originally thoughe and ler go of the scenes and ideas
vou can'edo cight then. Your e con go inton aeer adventure
ar mavhe they just don'e work at all, but in theirstead is o whaole
new ranpe of possibilities coeated by players.

Players rend ro voice what they wane for their characress.
Take heed if o player says, “Wouldn't it be great to visit u fte
at the Shadow Court™ The player is expressing a desire for a
parcicular stary, which you, the Storveeller, can provide, Take
note of things said and vou will have no back of ideas of where
b ke playerd in che nexe story,

An excellent way 1o use players a: a creative resource for
the chronlcle is to introduce a mndom new plor element,
something vou have no particular plans for, and to ler players
speculate and ik amongse themaelves abour what they chink
it it It might be a opsrerious stranger, a vague omen, o a
ereasure with unknown powers, Listen tothe ideas plavers come
up with; you might hear an excellent one. Then work the idea
into the overall story. You obran che benefie of a new plot
thread and players get something that interests chem, plus the
bonus of being night and guessing one of your clever plos!

If players spend the majority of cheir cime talking during
the game, trying 1o stay one soep shead of you, making lots of
guesses about what waits around the next corner and which
dastardly villam s behind their lacest oubles, congrstula-
tions! That indicates vou're doing a great job of engaging their
imterest and thus brnging plavers inte the game, B yvou pay
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artention o what they sy, vou can nm things right back around
and malke some of the speculation come true, whichbringyustonhe
next resporaibility of the Storyteller: preparacion.

Preparacion

“The figwre steps from che shocdmes and says, "So, we meat at
fass," Hit poills back his hood fo veveal. . um, st asecond, 1t's, s,
Fang on, e gor the neone night here somashers, ..

— o certain Seoryteller (who shall remain nameless, o o
speak )

Storyselling, like sther things, b nine parts peepasation snd
one part perspiration. huet as actors reheane and rehearse, and
artdste make iketches and models before tackling the finished
work, & Sroryteller needs preparacion o ren a game. Preparation
is dodng the mughest work of the game beforehand, so you can
conpentrate on relling the story duting game-play without worry-
irg whout all the little details — because you've already gotten
them out of the way.

The amount and type of prepiration depends on the Stoey-
tellerSorme funcon best with notes, whileothers preferextensive
maps, dindogue and nocebooks Rl of game materials, Whateves
your siyle b, these are certain things to keep in mind when
prepasing to nun s Changeling game.

The finz is be frepoved. Few Stonptel lers are capable of nanning
a pood garne votally off che cuff, but they &re an incredibly rare
breed Think of how much better sch an amasng Swocyteller
wonndd be with just o fiade prepasation! Lack of preparation shows,
Waothing spoils & pame fairer than a Storymeller who dosm’t have
afiren graspon what 4 polng on. A story cancome toa grinding hale
if the Stonyeeller forpets the name of a major villain and is foreed
o spend time digging through his notes for ic After dhar, the
climax of the advensuse has become anti-<climacoe. Don's bt i
brappes te you.

The secorsd elernent of peeparation isovganizaiom. You don'
have o have neatky labeled and tabbed fokders for every scrp of
parper waed i your chrenicle, but yeu should be able oo kay your
handson whateverchamscter sheet, reference bookor handowt vou
pieed with o mlndmen of fuss and fumbling, B you need o referso
garne books during a game, they bockmark or tab the important
pae aned haghlighe coscial possages o you can fird chem ensily,
Make up “chear dheets™ of important Tubes and satistics and chp
them o the Storyellers screen or keep them in front of you,

Thie thard elemens & krow your characiers, Take the cme to
tevicw plavers’ charmcrer shects belome each pame and note any
changes they have made thar might affece your story. Thene is
nothing wore than havieg o finely crafoed plot ooy dersled by
a Bkl or Ability vou didn’t know a chamacter bad, The sme
applies o your Stoevieler chamcters; know thein ablicies, ibeir
meiwations and chedr mannerisms, Players tend tohave an eyefor
e el and mre always on dhe Lookout For moonsistencies that mght
be clises o some fendishplot (even ifyou don't have one in mind].
If ore of vour Seorytellerchuracoems alwivs wal ks with a lirap and
chen he suddenky doesn't, ic sticks our,
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Scripc vs, Notes

When setcing up  acory, decide if vou are going to use a
seript style or o notes style for writing down your materdal,
Beripas are far more detmled but tend 1o lack flexibilie. Moges
are juit che opposicet flexible but ofven lacking in decadl, As
Sroryreller, vou must fnd a happy medium chist works for vou
and the players.

Acscript for che Stengreller is musch like one for a movieor
astage play: Ie coneaing detailed deseripiions of everything in
the stony, @ set soene-list with samples of dialogue, descriptions
of bacabies, maps and other minutine that charscien encounter,
While seripts are wsetul for miving depch and derall oo 2 swony,
gou dode n lof of che effoet chat goes into @ dcrepr when players
ghoss wwer, change or sgnoTe sections of it

Few Storyeellers want to put the encegy into a stoey that
goes into crearing a published game sourcebonk. Ac 3 Story-
selier, vour only sudience is vour plovers, whio are also ke che
scroed in a play. However, unlike those aceors, players want to
make up their own dislogue and decide their own actlons —

st lskoe some acroes, actally. So, ascripr can quickly become
o straitjackel for the swory, [f vou refuse wo deviate trom che
script, regardbess of what plavers do, vou become inflexible and
the players end up feelmg frasrated.

Rather than provide a set scene.list in a specific order,
mores have a general senes of events with enough information
on how thie events might change bated on characters’ ac-
thond. Good notes describe who che man nonpliver characters
ate, their motivations, and what i happening in the story,
Plavers can then eneer the story and influence how i Aows,
changing some wenes and encountering others.

How defined the notes are depends on how comfortable
ol are with coming up with decails oo the fly, Many Storveell-
g5 Jike 0o have cheat sheers of names of people and places 1o
theow out at g mement’s notice if o phayer really wano o know
the i of that cashierar che Kwik-E-Mart. Random wables of
personality traics, or even o deck of carot or plaving cards,
provide a way o mpidly come up wich pessonalicy oraits and
motivaticns for random charsciers who crop up.

Improvisacion

Mo marter how detailed a Seorgrellers noves o seript 1,
plavers alwiys find something vou haven's ehoughe of in sd-
vance, throwing your planned seory off-halance and requiring
wou b improwvise, The abiliey te do this quicklv and smoochly
b & skill thar comes with time and practice. Really knowing
wour charnciors and vour story helps o grean deal. 1f vou have s
good feel for a certain character's persenalitg, you will kiow
whit bie woabd do ina siveation. When something unespecred
happens, quickly decide bhow the Storvreller charaeter reacre. [k
helps f you get into the heads of vour Srorveeller charcten,
fusc ax vou would for o charnomer vou would sun as o plever, and
mk: What motivates them? How do they handle dhe unex-
pected? What would she do if chis happened?

To ger a Feel for iprovisanion, vou must just da e And
sorytelling presents plenty of oppottunities. Have chamcten:

interace with the plaver characters oneon-one in a social
wetting to get the hang of improvising dislogue and reactions.
Leam your marerial and use it w a springboard for your
imagimeion.

The baic keys te improving a game are:

# Don's pandc. [t isn't life or deadh, (08 just & game, Act
if you planned ic thae way all along and amaze players wich yoor
abiliry 1o aneicipate them.

* Trust vous inatinces; go with your gt feeling, If a scene
seams o be going the wrong way, then it probakly is, Tt
yoursedf,

* Ler players help. Players have o improvize all che rime
because they usually have no idea whae's golng 10 happen nexe.
Reinga player can help develop your improv skills, and listen-
ing o plavers can give you wdeas for how o improvise whag
happens nexe.

Using Source (Material

Being a Seorytellercun be a Loz of work. Dolag che derail
work beforchand can save you a bor of headaches, but ic
doean’t always scem chat way when you jest don't have time
rowork out & detailed description of every element you wanc
i your story. Storytellers have to balance exacring detail
with the amount of cime they have ro invest

This pednt iswhere the published source material commes
in handy. Ochers have already done much of the work for
you by writing game books with fully developed characrers,
plots, places and events you can use in your own chronlcle.
How you use che macerial is seill wp eo you, however. Some
problems with using source materials are becoming toe
atenched to exlstng material, ovenuing it, and depending
of L.

The first problem comes from the fact that gme
sourcebooks and published stories are like novelr or plays
with one difference: They have sercing, plor, supporting
characters, even dinlogue but, unlike novels or plays, they
hawe no main characters in them. Players creace the man
characters and the author and developer of the guime book
have no way of knowing characters or requirements of your
chronicle, Only vou know that, Very few game books work
without any modification or *fine uming™ wharsaever. Same
requtre i litele while cthers need a lor — wometimes s much
that you can't even use the book withour complerely rewrin-
ing it. In thae case, creace something of your own, that's
meayhe inspared by the existing material, bur berter sulved 1o
yout chronicle and its playens. Being 100 eled to what the
“official” books sxy can be just as limiting, if nor more so,
than having a set seript from which vou refuse 1o deviare,

Anocher temptation when using published pame mate-
rinl I8 te pack as much of it s you can it your chronicle o
inea asingle session or story. Sourcebooks contain a flurry of
matenal, enough for an entire chronicle. Take Isle of the
Mighty o: an example; it covers the endire sle of Grea
Bricain and many of the changeling: and [mportant mages
whi live chere, oswell as legends, history, locales. and more.
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M A Storveller could try 1o do 2 single story involving a
whirlwind tour of all the places in the ook — meeting all the
major Storyeeller characters along the way — bar susch a story
would certndnly Feel nohed and leave plaveri griping for baeath,
without ghving them time to appreciate any of the details from
the book. Huving too muech msterial in 8 iso0y can be wore
than having too lictle becavse it distraces from the plavers and
provices oyore waye in which ehe seery can go avwry.

A relaced problem i making the Storyreller characrers
fzom the published material more imporant than the player
chamcters. Keep in mind that the plever characters are che sain
characters of sour seors, Thestory sabout them No mateer how
interesting or well-developed the Storyreller characters might
e, they are still just supporting. The player charscters arc the
superstars of the show. Don't let che Storytellers characrers
show them up unless doing so provides additional drama
focused on the players.

The last difficulty Srorveellers encounter in wilng pub-
lithed material is becoming too dependent on it or being
slavishly devoted to ie. They don't create anyehing of their
awn, they just wait for the next supplement to come out,
Some Storyrellers refuse 1o deal with any part of chelr serting
unbess ic’s from an “official” published produce. They worry
what will happen if they describe an unknown area of the
World of Darkness and a new book from Whire Wolf contra
dices them. The answer is simple: nothing. Mo Game Police
comes to your door and beats you senseless. No bolts from
above smite you for devianng from the Holy Weir. In fact,
vou might like your version better than what gets published.
It you don't, vou can take pares of the published marerial you
like and mix it 10 with your existing gome in any propottion
vou want. Once vou buy any game product (including chis
ened, its yours to do with as you with. Some Storytellers
limit cheir imaginavions by what exisns in prine, which limes
the scaries chey rell,

The prime benesfic of game books i the inspimtion they
glve. Even the most creative Seorveellers need cime to develap
thedr idess and grist for the creative mill, and game books can
help. Published macerial {6 o uachl ipringboand far coming up
with new ideas 1o include. It is also & time-saver, as pre-created
muterial can be dropped in wich litdle or no sleeration, If you
need a noble character for an upcoming story and don't have
time to develop one, an exlicing book gives the perfece chare:
rer, orar least one poucan use withanew paint jok, a new name,
and the serial mumbers filed off so players don'e know chat you
copped the new baron they just met from another boak.

Further, there's no nule limiting the we of only Chanpeling
muterinlas insparation for pour game. The othersourcebooksindhe
Weeld of Darkness line provide o preat number of idess for stories
thint may or may not inchide the other sypernatarals. You mighe
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Posc-Game (Urap-Up

S, you've un & successiul game, chings went well and
your players are itting around the table talking about haw
they're going o spend chelr Experience Point and whar
they're going 1o do next. Take a few moments pow to it
dowwn some of the details of the game while they've seill fresh
i your mind. Jot down notes abour things chast bappened
during the svory, eapecially boose ends thar might cropup later.

Then talk co players. Ask them if chey enjoyed them-
sefves. Find out what they didn'texpect, what interested them
wnd what annoved chem, Were there any chamcten from the
story they would definicely like to see again’ Are there things
they would not like to have happen again? The responses may
sutprise you. Lisven carefully and ake noves for future refer-
ence; they will help o great deal in planning ocher storied in
your chonicle, and going back over your notes of the last few
pcdventunes could suggest a sxory walting ro be wold.

The wrap-up is also a good time to plan for the next game
wnd whether you will be playing snother story in che same
chronicle, or a different storv or chronicle altogether. It's
Beneficial eo find cut then if plavers aren't poing o be able e
make it in sdvance so vou can plan accordingly,

The Troupe

Building & grear story depends as much on players as it
does on the Sroryteller and on how well they all work together,
A gaming group is similar 1o & trowpe of actors who create a
performance. The Storpteller s like che director ar conductor,
while plavers are actors or musicians, The primary difference
is that che troupe s not following n set scripe or score but
improvising modse of the story s it happens. This method
creates some undque challenges.

Player Types

Theee are many different cypes of plavers, as each player
has her own unique personalicy and reasons for playing.
Hopetully, everyone is plaving for fun, but pliyers have differ-
enf idens of what *fun® is. It's irportant to recognize players’
meistals and 00 tallor the game bo see cheom s thae evervone bas
fur. Youcan think of these profiles as types of player Legacies,
if vou will — general categoebes into which many pliyers fall.
Most have good and bad sspects to them, while a few are
problems che Storveeller has o watch out for and Jdeal with
[see Problem Players, page 24). See if vou can recognize any of
vour playerd in the categories,

¢ Architect: He wants to build dhings, mot necessarily
physical chings, but to have some kind of lasting impect o the
cheonicle, oo leave a mark behind — an achievemencor a legacy.
If the chsonicle s one in which characters do not have the power
o change things or o influence che course of events, the

even find that vasious game productsfrom (gep! borher game lines
T fusl e 4 bty s — th books, elevision,
N e toris o e e oo boroud sl g vy
@ characters and usually [kes o get vrolved inthe chronicle.
)
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¢ Combat Monsters: They vant o kick as: and rake
mames. Unlike Fighters, Combag Monsters don’t care much
shout the pacticulars of dhe story o1 developing dheir characrers
bevond the nexs fighe, Many sav things like, "1 put up with
erough crap in o read life, when [ game, 1 kick bute. Period.”™
Thev'se often fond of charerers ke Undeelie redeaps and
molls wich massive combar skills, They regularly call uporn dhe
Wierdor invoke the Dragon's Ine, anpehing thae lets them fight
ketter.

Combnt Monsters can be erouble, especially if chey nenr
feghes an the drop ol a die. which disrugrs the Aow of the stone
aad 4"1:li|:. the fun. The Stm‘!,'tc".r:l mialy ke able eo pean-in o
Combar Monater by showing a plaver the consequences of a
characeer's nctions, Perhaps a character has gone on a2 mueder-
ous spree and been placed under a geas vo refradn from violence

the Fighaer cannot pump into, the player is not happy, Unlike
the Combar Monsers, Righeees choose cheir fighn carefully
and aren’t mecessarily Bloodthirsty, they just enjoy the chal-
lemge of combat, 1t is possible voreform o Combar Menser o
a Fighoer with some thme and parience,

# Heros The Hero wanits 1o do cool things, bots of them,
aned 2o oo coold places, meer cool people, ger cool s, and
generally bave bunches of fun, Gaming ls anescapise thing for
thee Heno snd it doew't ger much more commplicared thar that.
Heroes bke plenty of sction, along with many cool thing oo do
pred see. Ther are mather impulave and leap before chey Look,
But they are wually wise encuagh o procesd wich caation, jus
w0 long & they get 1o proceed. Akour the worst thing vou can
do to Heroes o o keep cond changs from happening o them, or
have cool things happening to everyone b them.

and help people in need. [deally, the player should change his
Iehavior of his own free will after seeing the damage he has
done, bur Combat Monsters are unwilling to change thekr
sripes, in which cee they become problem players.

* Fighverr The Fighree's greavest jov i the theill of batle.
For beer, the best pare of the game is 8 good fight. Her characeer
nends i excel n combar and oo be faledy maclal innanee, The
Srorpteller should provide some fights in the story 1© keep
Fighress bappy. [Nibire ase nocombars oo, worse yer, Tghes thae

* Munchkin: The Munchkin sren't ligele fae feors Oz It ol
is @ (somewhar derogatoey ) reem for plavers who like o have ﬁ{::’
the most powerful, capable, mrelligent, beaugiful ., well, the .'.)
meost exeryvthing charscrer in the game They wsoally koow how ﬁy
b g the rules oo theie advantage to make [ happen. Munchiing {_:,

spend hours lovingly desigring their chameters; chey dom'i )
ipervd any of it on the details of a chamceer’s background ansd
personalicy, however. Munchkins pat thedr effert ingo the math
b flgure how o per the absolue maximom efficency cut of {
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their chamcters” various Trads, Munchkins wanr to play char-
acters who are quasi-legal in the game system or who combine
the “best of all passible worlds" ingo one character.

There's nothing necessarily wrong with a player who
wanis her characrer to be the best at something. [tenhances a
chronicle, and the Stormeller can work with and play to a
player's desire for excellence. [t's when players desive ro be the
best it eveviehing, especinlly at the expense of other characters,
is when it becomes a problem.

¢ Roleplayer: He likes the acting mspects of the game,
Roleplavers create complex, detailed characrers and like o
play them in differens situations to vest 8 churecrer’s responses
and to give them dramaric range. Some Roleplayers like oag-
edy, ochers ke comedy, but all of chem desive an oppormnity
to have their character emote and express; Roleplavers like
socksd servings moee than combat and sction-enes, but some
Roleplayers will urn any scene mito a roleplaging opportunicy,
Those who do not get enough opportundeles o foleplay their
characters, wually in social settings, become bored and frss-
trated and come up with some surprising {or inoving) wavi ©o
express thelr characrer,

* Rules Lawyenis These playess have read every Change-
ling book from cover to cover and know exactly which page the
rules far the Diolorous Blow are on, along wich every other rale,
['s not necessary to look them up since Rubes Lawyers have
alrendy commieed che rules to memory. They also know all che
complex histories of the noble howies and the secrets of che
various kich, and they seem to believe chat cheir characoers
should, too, Rules Lawyers feel compelled to peint out when
the rulesare not belng followed {especially when other chame-
ters are concermed ).

Rules Lawyers are not necessarily bad: their knowledge
can be quite helpful, but the most impartane thing Rules
Lawyers need to learn is restraint. If chey can keep them-
selvea from contradiceing or anguing with the Seorveeller
and learn to separate their extensive knowledge of the game
from what ehelr characters should know, Rules Lawyers can
be excellent plavers.

8 Sipnificant Others Roleploying b o welal activiey, w0 it
i e surprise when members of che @mme troupes end up
romantically invalved. A Significant Ocher {5.00) 14 ususlly
another oype of plaver as well, often o Tag-slong (see listing),
if their significant other broughe them into cthe game. The
addirional concern created by an 5.0 is the issue of fvoritism,
especially of the 5.0 romantic interest happens ta be the
Svoryteller. So long a5 everyone involved con keep the rela-
tionahips between these chasacters in the game sepasace from
thesr relstionships in che real world, there's no problem.

# Tag-along: The Tag-along b playing beciuss iomeone
else asked them to. It mighe be a significant other, famaly
member, or frlend, The Tag-alongs aren't gaoters, they've jusc
trying things out to see whar they're like, or playing because
that's what everyone else they know s doing. Inside most Tag-
alongs it another type of plaper looking to ger out, The
Erorveeller should encourage the Tagalong 1o partieipate in
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the game, giving them the opporcunioy toenjoy thermselves and .

fird theeie own interest. BMany Tag-alongs are also Wallflowes
{see liscing] whio need encoumgement 1o get them involved.

® Thinker: Thinkers view the game as an invellectual
challenge. They like pusles, riddles and bartles of wits. They
enjoy erying o stay one step ahead of the Storpteller wnd
ourwitting their cpponents with some clever planor maneuver,
Thinkers can be great becase they're alwaye planning and
comiing up with interesring idess for their characters and for the
chronicle; however, but they can alio be a chnllenge foe
Storpeellers, who bave tokeep track of the ocher charscrers, 3l
the Storvteller chamerers, sustain the plotend keep up with the
Thinker's menral sceobatics, Thinkers get bored quickly when
ehete bs nothing to sdmulate dheir intellece, Good Storyellen
who want oo keep them happy give them plenty of mental
exercises.

* Wallflower: Wallflowers don't desire to get involved
i game activity and prefer 1o s on the sidelines. A Wall-
flower is shy, indecisive, or is bored with the game. Many are
also Tag-alongs or Significant Ochers and not really en-
thused about playing in the game. The Storyteller should ury
to draw our Wallilowers. i all else fails, 1ake the player aside
and find out why the game isn't holding the Wallflower's
InTerest of artention.

New Players

Every troupe eventually steracn new plavers. Members do
leave for various reasons snd new players come along oo join in.
"Mew blood”™ keeps a troupe engajging for everybody, But cheme
aresome things mokeepin mind when bringing new plaver: into
an exiaTing troupe, especiably one that has been topether for s
lomg time.

Consider if you even wantany new players inyour chranicle.
“Fresh blond™ 18 good, bue a Stoevreller hus o cenmin number in
muind chat 1 comfortable. Though same chrondcles are fine
with the number of plavers the moupe curencly has, As
flartering as it moy be to have plavens knocking down your door
to play it vour game, there 15 a lHmir o how many a chronicle
can include. Mot Seorvtellers find skx plavers o be n comfore
able lemir, any moee tends to become unruly, and it's difficult
to give esch player Individus! srenton. Some Storveellen
prefer even fewer plavers, and solo- and pair-pames sre always
i apelen.

Assuming there is an opening and if you want toadd a new
plaves, then how do you get them into the game! H the existing
members have gamed with the new player before, there’s less
likely eo be a problem; chey know the player's style and
personality, and the Storyteller probably has an idea of how
well the newbie will fit in, If not, dhen the troupe may wane o
have some kind of “testing of the waters™ with the new: player
£ see if the moupe and chroniele suit her. This ory-out gives the
new plaver a chance o check evervonie ebie oul, ton.

For the fist game or two, mk the newbie 10 un an
eatablithed Storyteller characrer. This chance provides the
plaver an immediate “in" onche story o gee rlghe inro playing,
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and it gives you some conteol over whae be doos in vour
chronbcle, You can always offer sugpestiona like, *1'm sorry, but
| don't chank Sir Remiltard would de that, how about some-
thing ebie ™ Plaverschen get soquninted wich enchothen' stvles
and the new player gers o think about a character who can fic
bnto the erovpe, I things don’t wock out, the chronlele contine
wes unineerrupeed and both pasties can separace, I it's copaseric,
the new player stams working on & new charncrer,

Give the newbic some excra freebie points o build a
character, especinlly if the other chamcren are experienced.
How many poine depends on how experlenced ihe other
characters are and how much you want oo balance things our.
Den’t give & new plaver more points than any of the exising
chansciers, or the current troupe plavers will feel cheated,
having biad to work to carn dhelr experience,

Cince the new plager has worked our a charascter, the
Storveeller can run n prebide, which s an excellent chance o
involve the new characrer and to provide connections with the
oeher charcters. IF so desived, you con min moee than one
prelude with che new plaver w belp him "carch up”™ with the
others. You can aleo bring in experienced playens and involve
them in the new charsceer's peelude oo create connections
between chem, Perhapeacurment characrer wos a mentor to the
new characoer acone point, o & friend, lover, or enemy. When
s new charscrer who has some hiitory with one of the other
characters appears, it is somewhat like a movie Mlahback scene.

D
IR

The Dancer From the Dance

Roleplaving engagesthe imagination, and many roleplayers
get viery involved sach the stosies and chameters chey creare. Ie
i3 important, however, to be able tooake a sep back and not per
s cnughe up in the story that vou confuse whar happens in the
garme with teality. Do not confusé the game relanonshaps with
yourt real ones. Emotlond can nun bigh in some games, and Ie's
important not oo forget this is 3 geme that i meant e be fun and
enberialning.

Adversarial Scoryrelling

Ome way many Storvtellers get too caught up in dhe story
is whon they trent the relationship between them and players
a8 2 soot of competition; the Storyteller refuses oo ber the player
characters “win®™ over the Swonyreller characters, no matter
what they do. Such Scorytellens prove cheir own cleverness by
“dafeating” players with micks, traps and powesful adversaries
They alo quickly find themsebves without any players.

The Steryreller s not che plavers" advemsary. You may ke
on the 7ole of an adversary of the chavacters in the connexe of the
s1oey, but In the troupe you are all workeng cogether to creare
an interesting and fun story, Challenge plavers just as chey
challenge vour imagination with their actions, bur throwang
overwhelming opposition a players isn't clever — it boring,
And it will ulelmacely be the death of your chronicle. As

Chapres Omne: Once upon a Time i3
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Storyveller, you control charscters and forces far more powerful
ehan chose at plavess disposal. This ability gives vou the
responsibilicy to wisely use the resources at your command ta
fursher the story in envercaining ways, Wich all the charscrers
and forces of the World of Darkness and the Deeaming at your
fingertips, whet's the challenge in slaughtering a group of
charscrerst It i far more clever tocome up with antagonistsand
events that entertain. Anyone can be o good adversarial
Staryvelles, but it takes skill to be a really entertaining Story-
reller,

Plager Conflice

Conflice can be a good thing; it is the dramatic force that
drives all szerles. However, conflict berween player characters
causes problems in any troupe,

If players are mature and able to separate their chamc.
ters from their real-world selves and personalities, there
shoubdn't ke a problem. Yet, some roleplavers ger very
attached to their characters and may even interprec attacks
an their charsceers a8 ateacks on chemaelves. Roleplayers
aleo tend to be competitive, and a conflict between two
players can escalate as each side rries todo her best 1o "win,”

The simplest solution, if you feel playerscan't handle it,
b 1o minimize the amount of player-character conflict.
Dlon't let players create charscters who ate likely 1o conflict
with each other, and unite characrers against common
enemies who far outweigh their petty personal conflices.
When contlices among players acbses, remnd them again
that it's all just o game and they shouldn'e hold each other
responaible for their characters® acrlons — provided chose
sctions were In-charscter,

Conversely, if you think playvers can handle conflice
between their characeers, go for it] Conflice is the most
dramatic and powerful force in a story and makes for some
fun roleplaying. If players involved are mature encugh, they
can glare daggers ar each other, make temible chreats, or
engage in a duel at cthe gaming wable but sill walk sway
smiling and friendly. Such rivalries are where great storbes
spring From.

Probiern Players

Problems, and problem players, do occur during
eoleplaying and the Storvreller muse deal with them. Maost of
the time, you can solve these problema by alking vo che
plavers invelved. Take them aside during a break orafterche
game and rell them how you see the simation. Ask what you
can do. If ie invalves some aspect of game-play, like a roles
interpretation or a plot complication, you may have to make
a decislon about what 18 best for your chronicle, Wharever
vou decide, stick to it. Tell plavers how you feel and try to
work things out with them.

It chiere 1s a peesonality conflice with a particular player,
talk to him and cry to convinee him to work it oot himself.
Players should tey and keep their personal differences out of
the game, and it's not your job to play counsebor or therapist.

Changeling Scoryreliczs Guide

However, if a player's personal issues are disrupting the gams
and affeceing the rest of the roupe. you have co ar lemst
discuss 1t with him.

The Last Resore

“J dem’e know abowet Chris,” Lyle sighs. “He's juat 50 anoy-
mg." Everyone elie nods and grumbles nodses of agreemenr. "] fase
gt stend goméng wich hm erymere. he makes & 50 1"y mo fun fov
anyone, can't you talk to him?™

“I mried,” Steve sovs. *T dim't ehank he pews i0.”

“Well, 1 recliy can’t play in the same chronicle with ham
amymiore " Lyle repiies, Several of che ather players mod their heads
in agresment,

SOK, " Steve smyr, 1"l calk to him ggan . *

Ivsarough call, but the Storveeller may have to ak a playes
to leave chechronkele, o oo leave the troupe entively. This duty
must not be taken lightly, but if @ single player i ruining
everpone elie’s fun and you've oied evenything vou can to get
him to understand or fix the problem, then there may not be
ancther option.

Be homest with the player, but not brutal, Take him osicle
again and vell him you feel his plaving style just n'c suited o
vour chronkcle or croupe, and that it would be better for all
concemned if you simply parved ways. You don't have toprovide
0 bloweby-blow lise of transgressiona, just stick vo the facts and
be firm. He will hopefully understand and concede wich a
minimurn of fuss or trouble. Don't get into an argument with
him over the decision; keep things marare.

Do niot resort to childish o petty techndques swch as trving
to foree him out of your moupe or ricking him inke leaving or,
waorse yet, caeracizing him and hoping he gets che hint. These
methods doadisservice w everyone in the troupe and engender
s hure feelings. [F vou are going tohave the courape to stand
up to-chimerical deagons and Unseelie monsters in o game, you
should have the guts to talk honesaly to o member about how
everyone feels,

Silliness

Let's face it. sicting around a 1able with a bunch of dice
and pieces of paper, while pretending vo be faecies living in
a Gothic-Punk vemion of our own world s pretty sally, But
there’s nothing wrong with it! Silliness i as much a part of
roleplaying as anything. and Lt can give a welcome relief
from scenes of high-tension and drama. Laughter and play
are imporcant pares of the nature of the Kithain and should
be meaningful components of plaging Changeling.

The only mouble you may have with silliness is when ic
runs countes to the moeod you're trying to create. [f vou have
a scene of high-drama happening and everpone is in a silly
mood that night, things aren't going to work ocut as you
planned. You can sometimes reclaim a deamaric or serious
story from silliness, but the easiest ching i 1o go with the
flow and change the storv to accommodare the silly aomo-
sphere. Play cut a funny or silly scenc to let everyone have

T




&l and get it out.of cheir srpcems. If vou have clme, go back
80 your seriows ploc and ory again, or put Lt asdde for a berzer
qame. It helps when you have a feel for players and thelr
mood; i you walk into o game and it books Jike a silly night,
don't smare obt with a very serious scone,

Silkness com also be a welcome change from oo much
sz and oh-so-senious roleplaving. If vou've had a lot of
wery serious and dramutic stories lately, think about throw-
e iome light-hearredness in as a change of pace o lift the
maod. Too many serious stotics can lead to everyone caking
the game too stermly and forgetcing che whole poine of
pole plaving: vo have fun, Have a pooka or owo enlist characs
wees i plaving & prank on someone or ger characeers in-
vobeed 0 @ "war of pranks® with @ group of pooka. [ any of
the inhabirants of the World of Darkness undecsand humor
and fun, v b the Kithain, so cake advantage of it

Have Fun

The materinl in this book can be & whole lot to keep in
mhndall at once. Yer, the most important thing to remember
Iy the Golden Rule of Sroryeelling: Have loes of fun, and
ke things as fun as possible for everyone else. As long as
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you keep this rule in mind, you're never going to miss the Yoy

mark, If something in che game isn't fun for you or your
troupe, change icl If something & fun, even if it's not
“official" or “proper” roleplaving (whatever the hell that is),
do it anyway! As said before, the Game Police are not
watching you, and White Wolf an't going o ke your
scorytelling rights away for not playing che game “right.”

Uiy a sirndlar issue, if the game iin'c fun foe you, stop for
& while. Even if your plavers are edjoving themselves, if vou
dread running another session and view vour scorytelling
duty as more of a chore chan g hobby, it's time for a break.
Everyone needsa lictle vacation and even the best chronicles
get siale when mun conscanly,

Rather than running the chronicle when vou'd rather
not and insdvercently taking your frusteations out on play-
1%, take some time off and recharge your crearive bacteries
a0 you can come back fresh. Take as much time ag you need.
Yo might need a week of playing inscead of siorprelling, or
see & movie or two instead of gaming. Get cutside. Go out.
Read a book, You may be dedicated to your eheonicle and are
reluceant o cake o break even when you know ics driving
vou crazy — but if it's not fun anymore, why keep doing it!
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Ongoing Chronicles

“Ire the end? Nﬂl‘*:.iﬂg :'I'Id':, Aulrlan. F‘-Inthngem ends "

— Alan Moore, Wachmen

After o few games, players begln telling you their charac-
v’ |ong-rerm plans. You're weaving different plot threads in
aned cun of vour games and creating new plots for the,
Congramlations, you've gor a foll-tledged chronicle on vour
hands = now, don't panic. Thisksa good thing, Once youhave
pcouple of advenneres under your proverhial belt and you have
plavers truly involved and interested, o' tme o conalder other
thangs abaur soeyrelling chat malke vour chronicle even berter.

The Never-Cnding Story

Iy s ot basie foem, @ chresicle 15 nothing more than a
series of stories linked in some way, ssually by commeon char-
acters and chemses, It can be very coroplex and subtle, if you ler
it. If a single story is like 2 TV show or magazine werial, then a
cheemicle s the whole series. I can be loosely conmecred, like
some of the Sarurday-moming seriaks, of tghtly woven to-
gether, like a fantaiy ¢pic.

Mo, vour're ready to explote firther into dhe Dreaming
and the Wordd of Darknes, You and the players are familiar
with the basicsand feel more atease with the game. You know
both che player charscrers and the rest of your diverse cast, and
plaversare developing plot chreads of thelr own, You might not
be ready for a huge, world-spanning epic ver, bat you are ready
tor wkd gome sddivional gpice.

Player Inpuc

A key clement in developing 2 secoesiu] chronicle is o
lisgers 10 the plavess, for they are o much creators of the
chronicle a: vou are. You set che seage, play the other s and
dieacrabae thie setion, but it b ployers' decisions and aetiond chat
decide which way things go. [ you swipe that decision-making
ot out of playens’ hands, vou've tnken away a very imporeant
tacet of the chronicle, and phyers become frotrated and
discouraged,

Allowing player input inw the game provides a richer,
s engoging story for everyone, Including you, Whe wang o
ko how evervching is going to end before is even begins? I
vou offer plavers power to do what they want, they'l] give vou
plenty of rwists and tume chat you never expected. There are
two main pars co plaver input and both are vahmble: player
comients and feedback, and player actions.

Ler's discusa the lamer one first, The actions of che plaver
characters, of course, have a very direet effect oo the arory.
Players control the muin charscoers, so naturally, what chey
choase to do matsess. I it doesn's mateer, then plavers are o
contralling the main charecrers, and the story isn't meally
theirs, Unlews part of che theme of the chronicle is for players
1o Feel helpless {nora very fun storyl, sou have o give some
decision-making 1o the playerns.

This rask s one of the hasdest for a Seoryreller. Afver
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carefully crafting a complece setting and a complex ploz, vei
have to inerodece the mndom element of players tovour pereel
story and give them the power o possibly wreck it However,
st s deflerent from the unspoken agreement that players have
with you; they take their developed characters. with demiled
b kgrounds and goals, and place chem into the enyironment
vou bave crepted — where you have the power to dall dhem e
even erase them from exisence, The irick s noachieve enough

rruest between you and players that vou are confident they won's

destroy your stary, and thae they know vou won'e kil thed

characters randemly.

Things inche game wll change, however. Mo plot survives
contact with the player characren unchanged. Mo marter how
well vou know your players, chere's no way 10 know for suse
what they will do or what will happen duning the game. [Fg
player comes up with something unexpecrad thar ruros vour
plot upside-down, vou have 1o gowich ihe fowand momph vous
steryline oo fiv it, If vou planned a climactic thoone-poom
confrontation with an Undeelie assamin, for example, and &
clever player figures out wheo the assascin is long before the finzl
confrontation, dont configure clrcumstances s the auaain
ewapes o confront charscters in che throne-room, Reward
players for thelr ingenuity and sicher deop the throne soom
scent of decide the assacsin hed an sccomplice wha incends ro
avenge his death or capture — or something to (that effece.

By changing the seore, plavers don’ ever need 1o know vou
didn't plan it that way all along. Bven chough vou know vou
planned for a certain scene or phet chread and the plavers jusa
derndled i, if vou moke adjustments to the story pncothly and
quuickly, the players will never see a break — i willl seem like
continuous whole. A& mark of a geeot Storaeller s thae they
ke everythmg look s if they planned it thar way from the
1= g

Allowing plaver sctions to influence the game can pre-
sentd interesting plot developments nog even ehowght of be-
fore, Let’s say you include o measure, 5 magical sword for
example, in a sory wach the wdea of the woll player chamcrer,
wheo is 8 powerful wamion, picking it up. Yer, the sluagh player
chareeer, who has o combag proficiency, finds ansd keeps the
sword, Your plot suddenly tock a haphasard ounn, What will the
ahuagh do with che sword? Wha of womecne comes looking fos
it? What if the sword is an intelligent chimera that the shagh
can talk vo! What of chere i o weaech tied vo the sword insome
way! Perhaps it holds some valoable secrer the sluagh can
uncover, but it may anger the moll charcrer. A series of new
pimsihilities presents iteelf because of the actions of ene player.
When the Sroryieller does not keep ight coniml over the
plot, bt lets playens affece i, the stery always grows and
changes in ways that nobody expected. Thar's balf the fun:

Cvergones a Critic

Flayer input in a chronicle comes from fesdback about
whae they like and don't Like about che garne and the svory, Foa
some players. this input comes in the form of open, clear
communbeation and constrserive eritciam, while ethers relay
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sher likes and disliloes in subtler ways, In either case, 1t the
Seeepteller’s job co listen o the feedback offered and o incoe-
pene & into the chronicle. You don't have o agree wirh
m ['-|lv_n:n WY, bt you have 1o listen, lgnoring the
g of plavers i a sune way 0o end up with no group at all,

[deally, the Storyteller should respond o the plovers,
whibch should offer honest, constructive criticism on the
e in refurn. A player who doesn't say anvrhing abour the
it ha no righe to complain when it doesn't go how he
wann, You are not o mind-reader and can'c inelude things
woout which players haven't told vou, Conversely, plagers
may nad be ad fortheoming with information as ochers ane;
doaw chem out and toy to find out what they are chinking.
Sech players express their interest or displeasure in the way
phiay play: if they seem very enthusinstic about something,
they are probably (ntereared, but if their and energy in the
e nppeart low, find out the reason, They might have had
a Bacl day of s:ll'l:n.ll:h.lng is barhering them thiat is not your
business.

The creation of a successful chronicle, of course, & a
collabarative effort of che ooupe s & whale. So, take the
imput of pluyers seriously and create the som of srories chey
wint o see, and they will reward you and the cheonlele with
their enthusinem and creativity.

Theme

This COMCEPE CAN be an elusmve one for srorytellens, Some
give [ far too much thoughe and thus skimp on telling a gocd
story, while others give no chought to cheme and then rell
fnconsistent, crappy stories. The best way is to find a happy
mediom between che two,

Theme asks, “What is vour chinonicle like™ s ichappy and
light-hearted, or does an imminent sense of doom hang owver
everything! I there a Jot of pompand cincomstance or play and
llines! Dobs the siory addréds more manoure themes, or are
things kept “PO™T Does it favor action over social roleplaying,
of VECE versal

=0, theme encompasses many questions, You set the baike
tone of the chronicle a5 Storyeeller, and you are aided by the
troupe's feedback, You can run s grim and gritey chronicle, but
f mome of the players wants ro play in one, you have a problem.
Likewlse, W your players all wont o gilly game and you feel
uncomfortable running one, then consider comprombsing.

Setring o chromicle’s tone s i pestant because 1t b
down some of cthe "ground rules” for what players can expect
tfrom the sory. II:u.ﬂl.' !lh! W GpeCT ;]|!|'I'|:r1:n'r BEOTIEE Eroam o
romance novel s oppoded 1o o modern rechno-thriller, o do
p|m~r.'n| cEXpect different things trom a romanele cheonbele
viersas an serlom cheonde le. Thats noe to say the romantc one
doewnt lnvealwe anfl':lhg [ |.‘|:I'l,|.,-:|n of taa, of the seelon cheanbele
doesn’t have any romanele ingerludes, but the overall tone of
the two chronicles s coneruting, and it colors all ocher events
and plox threads.

Chaprer One: Onee upon a Time
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The Weald of Dackness has the potential for dealing aith
some thenses eonsidered “adulc™ o sensicive ro some plavers,
especially voung players, One of your responsibilities as Soory-
teller is finding out what themes plavers are comformable with
and not pushing chem oo far inte smations thas they find
uffensive or uncomfonable,

Fosr excamyle, chemes.of lost childhood innecence can lead
tosrcries about abuse childeen suffer at the hands of ndulis and
even frism ocher childrers, In s a very sensicive subjoct far many
arel should ot be reared lightly. IFall plavemare willing, it can
form the basis Bor a powerful and moving story, but net if a
player husstrong persenal issues with i Likewise, the theme of
comttly bove and the homy namre of many fae (especially
satyrs} beings wp quescions of sex, Find out how the moupe
wanis iz handbe sexual siruanions in dhe contest of the story.
Arc they mature enough to handle sex ssees? Will cortain
topics mske people uncomfortable

[F in's scneth ng a playes wouldn'n be willing wo see s mevie
abour, it's probably noc a fik tepic for game-play. But, if the
moupe b fine with chat parcheular mstare theme. it maghe add
depth and dranea o the chronicle. Ulse your best judgmens.

Using the Senses

“Yomi see, bur you do not observe ®

= 3z Agthur Conan Doyle, "Scandal in Bohermia®

As Srorveeller. vou are the senses of the players; iCs your
jobs i bele evoke the maood of the scene, Good descripeion eha
appeals 1o multiple senses helps vou pant the picture and
EBrings them right inte che game world with pou, Don't desceibe
thimyss i terms nobody uses (like hex-grids or procise measure-
ments ), and don't skimp on Jetail chit con being the setting 1o
life {"I"s a warehouse on the docks."].

A Sherlock Holmes rermindi us, many people see but lew
cheerve. Most people are sioongly visual. bat they juse don® tell
players what their charcress see, of what sounds they hear,
how things feel to the touch, how they smell, bow they mste
[like the flat, metnllic e of Blood in your mouth afeer mking
g punchl. Instead of just “a warehouse on the docks,™ make o
“an ald, coumbling warehouse of muddy red brick." And add on:
"The wind it i;l;lH anad 1% ﬂm:llt -.-I!h.:d'lgi!,' of the dagk sea. The
warehowie's dire ligho Micker through holes where windows
used to ke, Seagulls screnm overhead a3 the foghorn les our a
mouring tone in the mis"

When describing people, gobeyond their physical appenr-
ance, Include decails mach as the sound of their voice, theamell
of their perfome or other odors (like 3 nocker mechanic
smelling strongly of exhnwt and grenie). Alo, conslder thes
mannerims: Do they avoid eve contact! What is their posture
like! Do they have an accent ! Whae abowt their expressbont s
theie skin reugh ot smeoth? Do they peespire s great desl of stay
dry in the worst heat? Civing chocacters o few s like these
can make them stand out to players, thus making them mone
memorable, Resis the urge to overlond a characrer with singu-
lar craite. Several well-chosen ones usally do the trick.

L] Changeling Stosucelieas Guide

M ammally. changelings have sences beyond these of mast
snontals. The Kithnin lbve in vwo warlds: the mundoane and the'
chimerical. Do nat neglect the magical senses of characters in
vour descriptions, and consider the differences berwees the
cadinacy world and the Eantastic world of the Dreaming, Don’s
just pell plavers how the sensacionsof the Dreaning are somuch
mote intense than those of the mundame world, show them by
describing them char wae, While a prece of fsbric in the
ofdhnary world s alky," achimerical closh oight be "o wodoas
a spider's web.” Evenything in the Dreaming shoubd be more
intense thar in the mundane world.

Changelings sende things humems cannot, s5 desenbe the
uplifting tingle of Glamour in the air, like 3 change of static
elecericity before n ostorm. Talz abowr the cold weighe of
Banality pressing down on o place or 5 person like o laver of
sindden snavar or bemney iron chaine. Mention the sparkle in che
eyes of o pooks, the dark depthe of the eyes of gn esho or che
phing of madnes in these of 2 Gae sliding wowand Bediam. The
Direarming is & world fich in metaphor, so use them,

The Seeryreller, however, should sveid describing o play-
ers how their character Feel. Everyone resents this Give
plawers che description of whar their charecrers serse and lec
them decicde how thelr chasmciens feel abor ik, You con plve
cues, i you like, through dhe reactions of Srorereller characters,
bast ey i eachew soposing feelings on chem unless chit's
exactly whar the siuarion calls for, Then the players know
something i up when pon tell ihem they're feeling frighiened
—some power of Glamowe = ar work, The fecling = then
apecial, mot just pact of the routme deerdption,

Dian'e can go too far with these descriptions. Part of the
trick of giving good sensory impressions for plaver i leaming
how to we n kind of “sensory shorthand” thar conveys many
impressions In a fairky dhor descriprlon, Don' get mne evesy
Jerail of something sy to paint your scenes witch broad strokes
Lse nrchervpes and stereotvpes 1o vour ndvancage so playess
cam immedinely prasp what you're wlkmg abows, There's
notbiing wrong wich saving, "When you walk e the thoone-
room, it's like the finod scene from S Wars, wich row upon row
of Kithau o armor and court gaik lned up B0 henoe vou" It
gives plavers on immediste impression without excessive de-
tail. [f plagecs soem 1o be getting bored of thewr eves s roglaze
aver, you'te overdoing it and should move the vory aleng.

Special Treacs

Even “senous” roleplavers wach well-developed characters
and an ineeresting, complex chronicle need o mke 5 break,
which i true of the neosr devorad Sterpreller. Every once in a
while, break up the routine with special ssories that break the
proverbial mobd and previde a lictle mindles fun, Changeling
is perhaps the casics Storyteller game in which to do chis kind
of story, for the Dreaming is o place of endless possibilioy and a
great deal of Glamour comes from some childish play,

A pood source of these special events b the changehing
hediduss poved on pages 3183 of Changeling: The Dircaming,
Like Camnival and Sambain, when the normal bourds of vealloy
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Maybe on Camival you want to have a story where
and everyone tuens topsy-tusvy in the chamctens’
dihey become kings or nobles fora day. Yeah, cheyare
e their "kingdom, " which leads to all kinds of wacky
ements and problems. Mavbe you want o hold a
s puarty on Halloween for players, which can tuen into a
eptaying event based around their changeling charc-
'hat sbout presents around Yule and birthday celebra-

- bea good fumping-off poine for a story or two,

Cxera Touches

~ Thereare plenty of lirele extra touches that the Scoryteller
o e to . geme sessbon oo help make j¢ more entermming,

~ Yowdon't have to use all (or any) of these idess, but you and
' thmmlglu like them a whole bunch, At lesst try them,

The Toyaox

~ Anelement chat can add mountains o players’ experience

~ ofthe game world {s prap use, Bven chough vou might be able

- weapertly describe a particular map or leter, it i moch better
il you serually hand it 1o them o look ae. The same & true of

~ pther kindh of prope and hand-outs. Hese are a few:

# Maps and Floor Plans: Mags can offer an excellent
wamal overview of a place and inspire a bot of ideas, both when
planning a story and while playing in one. A good atlas of the
ared whiete your chronicle wkes place is a worthwhile invest-
mene, a5 are maps, books on houses and different types of
bulldings — especlally castes and places fae are likely to

- enccunter in the Dreaming. Some of che data and pieces of
trivia from these maps can stimulate other ideas for vour game.
For excamnple, are there any places of the map whose names
suggedt a fae influence! Perhaps they could be former or curtent
frecholds, or places where che Kichain dwelled in ages past.
Also, don't forget the entertainment value of & hund-drawn
freasurs: map that characters can follow o see of "X marks the
spot.”

| ® Puszles and Tricks: Changelings are tricksters and
puzle masters, so collect good riddles, puztles and wiles 1o
inchade, If characrers ger challenged to a riddle game, have a
few on biand for chem. I you find a cocl pusle box or other ssch
oy, think abour incorporating it inte a game with a certin chue
of teeaaure bidden inside it Secret measages written on goblin
parchmens, codes, crvptie bits of lore and other such ideas are
the stuff of mystery in & Changeling chronicle,

* Letters and Documents: Likewise, vou can prepare
correspondence 1o cthe player characters as props chat they can
read and re-read dusing the game, as well as keep in their
personal journal or mreasure box (see listing), Use parchment
paper or colored constuction paper chat sults the feel you're
going for, Although we all can manage 1o copy a childling's
scranwd with a cravon, it is a bit more difficult o simulate the
fine, flowing script of a sidhe noble, Formumacely, deskeop
publishing provides opportumities oo create grear props. 1f you
have a comguter with a seript-style font and o printer, you can

-
create authentic-looking letters and documents for players. ¥

Add an extra rouch by using sealing wax (available ot paper!
stationary stores ) and pieces of bright 1ibbos to seal letters, and
cleliver them to players during the game. Acquare or create
unique seals for the icnportant Storpreller characters. I8 worrch
it; imagine playens’ reactions when they see and recognaze the
seal of High King David o a letrer you've just handed them!

® Plctures: Mast people are visual and a picture is worth
more than a thowsand words, Stan a collection of interesting
pletuses, photographs and (llstrations thae you can use as
props. If you see a picrure that looks just Hke your image of a
certain place, object or character, clip it out and show it during
the game 1w spack imaginations. For those with access to the
Internet, the Woeld Wide Web b a limitdess source of
“downloadable™ pictures that you can save to your hand-drive,
then pasee oneo different game props. Old Saemily photod, while
they should ke reated with care, are excellent props from a
bygone ere. Magazines and newspapers have copious pletures
and props for your chronicle, especially some of the outlandish
ones found in supermarkee tablolds, Imagine handing playes a
clue in the form of o Weekly Woeld News aricle about a woman
kidnapped by aliens; perthaps she was really enchanted snd
given a good seare by a group of Unseelie pooka as part of an
elaborate joke.

Additionally, if you {or a player) happen 1o have wome
arisue ealent, consider deawmg pictures of the player charac-
ters, props, and other manutine. Such illuserations can really
help 1o bring something o life in players’ minds.

* Treasures: Consider all the litle knickknacks you
come across in your day-to-day existence and how ane or
more of chem could play the role of a creasuee. Maybe you sce
a picce of costume jewelry or old clothing in an antique shop
or thrift stote, or you clean out your actic o1 basement and
find tovs, books and ocher “treasures.” Pass these on o
players when they find something in their adventures. It can
be damn effective o tell & player "vou find chis® and hand
her an actual chject rather chan just describing i Let che
player hold che wreasure, lock i over and play with ir; the
will draw her own conclusions,

Be careful when using treasures in a game that have
actual value o you or someone elie in che real world
Accidents happen and toys ger broken sometimes, so ic's
bast not 1o use o valuable or precious token as & prop unles
you're prepared to lose it

* Quotes: Plavers (and Stonpellens) do come up with
choice bits of dialogue on the spur of the moment. Take a
second to jot down some of the better quotes that are said
during the game and save them for future reference. A good
quote might become famous (or infamous) 1o you all, or come
back 10 haunt the player at some later point. Quuotes can lend
consistency o certaln chasacters {if they wse the same phrase,
for example), and mentioning some of the choice quotes from
the lasc game at the beginning of the nexe one helps sec the
mood 1o get players into the spiric of things.

Chapres One: Once upon a Time 9
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» Diaries and Treasure Boxes: Ercoorsge plavers wo keep
and crexte poogs for cheir own dharmceens to enhance the gane.
Here are pwo good examples.

A diary o journal bs & recosd kept by o charscoer, where a
character records his deepest thoughts and feeling. Writing a
charicter journal, even if no one el ever reads it gives a player
a humongous deal of insight into his characeer’s nature and dhus
many ideas for bow o play char charcter, OF course, ehe real fun
is making the diary an acneal item in the cheonicle thar otbver
charscten (plaver and Srorvteller) find and sead for themselves
Pethaps 3 nosy sheagh has gocten hold of a diary and s using the
secretd ks [ against a characrer, or maybe o chametes has recorded
aforbidden Jove affae in her diary and it is the only evidence thar
can save hee faliely acoused bover of some random erime. Dioes she
produce the diary 1o swve her love, exposing their secret? Whar if
her lover's encomles keow about the diary, woo!

A deary can alee be a kind of in-charcrer blue-book, where
the player writes down stores and momentos sbout her chameres,
from acharncner's poine of view, with the Storvteller's spproval. It
can fledh aut a charscter greacly snd is fun reading for everyone!

Treasure boxes ane collections of various tremsunes, keepaakes
and mormeros thar changelings seem o acoumulste: props and
treasures banded our by the Storyteller during the garoe, along
with other things donared by che plaver 1o give his character life.
A treasure box can hold phooographa, jewelry, knbckknacks,
eruffied anirnals, reconds, mpes ot D%, drawings, maps, storyhooks,
collections of colored atring or nubber bands, orgami sculprures —
pentlvanythung a chamoter sould have and keep, Creative playens
with the right resources can even create portaits, fake newspaper
anil ragazine clippings and ocher props to add wo dheir chamcrer's
sressure bes [F the boo includes jtems o chanscter keeps on his
person, the player can use themn as bunks during the game or as
peorpis for live roleplying.

» Episode Guides: Keeping reconds of games and swories s
Teelpdial o the Storyreller, andd it can abiobe enjoved. Createashon
aimmary of each game with players' belp. give iva fun ode and
kewep ot in o binder for everyone 1o look cver, Keepingsuch a record
alerts wou to hanging plot theeads and it inspires advenmunes, such
15 when a player flaps through the epiiode puide and sy, “Hey,
remember thar sory involving the Shadow Court? We should
meet those guys acsin.”

The Plcu,i!mrim

Adong weich crafring things 1o help bring the story o life,
don't overlook the real-world game serting. Crames are much
mote fun when evervone is comforiable, and the setup of the
gaming area (the “playroom") bs crocial,

» Musgic: The sight mussc aids in serting the scene and
getting everyone enthused about the game. A quick glanc-
ing threugh of almest any Changeling book conveys the
Favarite bandis) of the game-authors, bur naturslly, you can
choose any music that will evoke the mond you are going for.
If vou have a programmable CD-player and a remote cone
trol, set up music for differene scenes and moods and thus
creatle your own game sounderack.

30 Changeling Storyreliers Guide
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dlusic can be dsiecting if ics too boud, or i i incorpos
rared at all, Experiment with yonr groap, but if the we of music
doesn’t enbance play, don' use i

o Lights: Try 10 bulwnce atmosphere with practicality.
Everyone needs to be able to see thelr charscrer sheers, dice,
nml Books during play, so keep the highting mfficient o m not
p cause eyestrain. Ling cobored bulbs or lampshades creates
ool -lighting., and eandles (used in conjunction wich electri:
cal lighting) can be atmesphetic aswell. Ifvour game makes ose
of chiceless rules or a loe of live-action, experiment with more
erotic lighting, but always keep sfery in mind.

& Props: As mentioned before, props enbance o game by
giving plavers thngible chings to see and handle as their char-
acters might. Take grear cire with any props thar are poten.
tially dangerous (especially weapons). Players con acquire
progs for theircharacters, which they can keep in their tremure
bapxes.

» Space: Take the cime ro make sure the setting fir the
game it comfortable and lege enough for everyone, Some
mroupes sit around a table, while others like to be spread our by
sitting on the Mloor of on furnitane, In ¢icher case, make sure
thag there i pleny of poom for everyone to sitgomformbly, tha
there isspace for bovks, characrer sheets and places to roll dice
pepeeded If vou are meeting ina publc or a e pablic space,
see thut your game won't disturbanvone, Be respectiul of other
people's property.

# Food: Like paming, catingis a social acsivity, and gumers
lowve o combine the twe. Have evervone chig-in 1o buy some
suitable munchables and drinks for che encire g, I you of
some of players cook, whip up somerching beforehand. Try to
stick to “finger foods,” for they are casy 1o serve and ent while
in the madst of telling & dramatic story. Food thar is too messy
or complicated can detract from the game,

Conversely, youcan use fond as part of the game with prioe
planning. Perhaps charaeten are invited to a feast and youwans
to make 3 live roleplay out of the event, w0 wrve a real dinner
and have plyers ploy thew characters dutng the meal!

Blue-Booking

Blue-booking is a game rechnigue first introduced by
Aaron Allspon in s Seeke Force supplement for Champd-
ons. It appeared in vatious forms before Allscon's publica-
cigey, but be 4 the game-author who gave blue-booking it
name, During game-play, 1t & common for players and
Storytellers 1o exchanpge “paranotn motes” thai contain e
cret information known only o thar player and the Seorye
reller, Blue:booking takes the concepe of note-passing fur-
ther by cresting a means for plavers to stage secret “off-
camera” scenes, conversatlons and gameploy wich other
player- and Storyreller characters.

Bach player his o notebook or gournal {Allson's origi-
nal players uted blue college exam hooks, where the name of
the rechnique comes from), Instead of passing notes, che
plaver wrices material down in her blue-book and passes ic 1o
the Scoryteller of another plager for a mespomse, Whole
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pnpvemacions take place in this fashion, which only the

FArtichpanty ang privy bo.

© Blue-booking provides a number of benefits, inchuding pei-
wacy, dembllity and pormbility. Plavess who are uncomortable

plinsngowr cemadn drarmatic or ronsatitic soenes in & game may no
Kool w0 constratned in writing it down. And all che material in the
Blie-bock remains privare berween the player and the other
characteny involbved, which allows s development of plavens' cun
wibploss that remain secreuntil they choose mo reveal them. Blue-
booking gives n wriren recond of character msemenions and offess
the everyone & way to recall certain convensations and plot
theode Onice o Blue-boak fills up, the player smrms another and
saored the old e book awsy for relerence,

Conversely, Blue-hooking ts tire consuming and very addie-
ae e some phayers. Liroit the smcunt done dering game-play, o
the mory sereeches oo m bk while you deal with ome player's Blue-
ook, Allot time at the beginning or end of a garme session for it
¥ ehse are many subplors and similar macerial 1o deal with, set up
an éntire game session for blue-booking, but enly if all players
e, [fnecesary, ke a blue-booking break in the meddle of dhe
gory —if it doein't leave plivers dangling,
Blue-bocking effectively combimes with che idea of achame-

get [ournal or an coline game, In fcr, an online game reeembles
pething more than an extended, long-range blue-booking session.

Solo- and Fhir-Games

Aldhough most rroupes consist of avywhese from four o eaght
pharyers, a larger group of players i nocavailsble or even desirable.
A Storyeeller and only one or two players can create an exclring
stoey an thedr owen. Smaller groups permic individiual astention o
each charecten; chamcrens are i tum more important becuse
there are fewer places on which o focos the spodight,

Larger grougs con also takee sdvanieage of solo- and palir-games
to provide additional depth. In additon to “offtage” evenm in
blue-books, Smorytellers can nin sobo games for players to give their
charactens some indepe ndent experience pway from the reseof the
group— then beingit into the mam sooryline. Such sobo games are
perfiect for solitary evens like ques, personal subploos and the
Nlee. 1t is also s oppestunicy to brng something 1o the rest of the
oupe wichout having to be ju a "mouthpiece” for the Story-
redler,

Paim or small groups can even get together on thair own mo
play ot certmin scenes beoween thedr charscsers. This chance &
iden] for chamsctens wheo wish 1o embask on an affale of the heant
without boring all the orher playess with the details, or who vane
to introduce n new player into the group by paiting him with an
experienced player for a prefude or shost background story. Such
independent roleplays and saides give depth oo characrens and
their relationships.
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Cleceronic Glarmour: Online Games

Along with the ceadiclonal face-tadace method of
roleplaying Jthe capid grewth of the Internet is smother
outler for croupes: online gaming. Electronie games can be
puseful supplement and resource foran exissing chromicle o
phe basis For an online game.

Players can use 2-madl to keep in couch with the Scory-
teller and each other; eemall & 8 wort of “elecoenic blue-
baok™ with which o pass notes to the Swervrelles berween
games and e mun solo-games, An ambitious Storveeller zan
creare 3 webpage for the chronicle that has wicrmarclon
plavers can access for their characters: backpround on the
chronicke, news, romors, and so forth, The webpage can also
coneain announcements of changes in the pame schedule,
advertisemients for new plavers and even links w aches
Changeling and Srorvteller resources on che Interner

Cnline games take two forms: play by e-mail (PBEM}
pames and live “chat" games. Borh have advancages and
'.iu:dvmmgm. nll;mg 'A".l:l'l A0Ime unidgue di':FETﬂII:.lI:E.

Flaw by e-mail games resemble extended blue-bock
sesibons vin e-mail. PREW: focus maore on acorytelling and
interaction than on combat it 5 easier oo handle the
broader activities of the story than o micro-manage a
combar scens over e-mail. Storptellers running s PEEM may
Fired a0 simoplified o faac-pesolution combart svstem and “lize™
rules wseful for handling game events {as described eloe-
whirre in this guide), The advaneages of PREM are samilar 1o
hlise-heoks: time to think abour responses, greacer freedom
te poleplay and plan dialogee, peomanene records of the
story wbarring hard-drive croshes), and 2 more storp-on-
ented setup. However, PBEM games move slowly and are a
lot of work, They alio lack the kind of energy that live
Inreraction provides.

Chat games fall somewhere between PBEM and live
games, They take place online in chat moomme or on [RC
[Ineermet relay chacl in real-time, The players type in their
sctions and dialogue and the Storyeeller tvpes in whs
happens. Some char rooms (like these on America Online,
for example) even provide elecoronie dicesrells, although
few of them handle che dice mechanics of the Storyteller
system. Chats provide some real-time internction but are
stilll very slow compared o face-to-face gaming. They can
aleo become guite chaotic of everyone mes typing amid
sending imformation at once. The Sterveller needs o sex
some kind of prococal. Chat can abso be difficule to do for
long periods; it's tough to get agroup of plavers ogether who
are scarcered aceoas the country {or worse, arcund che gloke)
in & chet room once & wee, And few want to tope for hours
at a time, especially if they woek ma keyboard during che
day.

Yer, with volce: and video-conferencing capabilities
increasing ewery dav, o sav noching of che potencial of
virtual reality, the Incerner will remain a growing resource
for gamers.

Changeling Seoryrellere Guide
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Rules and Regs

" shot wose! D44 pon D6 ood™

— & commonly heard arguntent ever Cope and Robben

The Srorvieller system considers the miles as les impon
tans thoan the progress of the aroey, e sule sin't working o o't
hari, then the need: of the story must take precedence. Nevet
let ehee rules reserict your imagsnation. The rules of Changeling
are meank te be a lsdder for your imaginacion to climb o, oot
wcape 1o hold ic i,

Rules are not your enermies, so long as yon know how 2
handle them. Thele purpose s to help provide s common
"wocabulary™ for vou and plavers o cleady descnbe events in
thee avory and to decide what the resuls are,

1f wou ere new to Changeling (or even if you are a long:
pimee Storytelber), read cheough the nubes snd consider carefully
which ones vou likeor den's ke, Mote rules vou think are going
to be a problem, nnd discuss them with plavers in advance, If
they agree, consider changing the moles to better suit vous
eroupe's vision of how the gameshould work. As oo asvou el
them changes to the roles in advance, there should be mo
proklem.

Oiver cime, every rroupe develops a ser of house rules —
rule changes and incerpretations unigoe 1o the way the moupe
plays che game. Some write them down and make cheos meails
phie tu everyone in the roupe, others have unspoken agree.
mcrtts ameong all the members abour bow 1o handbe n particular
rule. House robes make the game sysem more “user fnendly”
and betrer abke co support the kind of srories chey want to 520l
Thev smaoch our die rough edees of the cules system cha rrhe
hinder the troupe’s story,

Mamarally, not all howse rules apply equalle 1o all groups.
What works for one eroupe might not work for another, bue
cheere's moching wrong with char. Growps sall heve the common
language of the Storyteller svstem oo full back on, and chey
learn more about each other's urague “dialects™ as they go.

When a new plaver jolns s group, she might have played with

arwcther troupe with different bouse mules. In this case, moke
your troupe’s honpse rules o clear od pomible to avoid any
misunderstanding. Be firm in applymg chem 1o evervone. [ the
new player hos a peoblem with your mules, explain why the
troupe seis things up a3 they are. Also lisen ea her feedback.
You newer know, you might discover chan the newbic's rule
works beroer!

Combdar

A atuntion o which the mles come inco play the mase
{5 combat — mainly because most roleplaying games trean
combat o5 someching of a gume in and of itself, with exven:
sive tules and syirems for every aspect of a fight. How you
want 1o treat combat s up 0 vou and the toupe. The
Srorveeller syszem supports simple combar systems and che

much more detailed, complex svstema like those presenied
in World of Darkness: Combat.
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Raleglnying games are descended from tacrical war-game
smulations. The sole purpose of o war-gane is 1o simelate
combit. 1o the only impornnt aspects of either ande are their
combarehdlivies. The addstional story elements of roleplaying
gacnet are ndd-ons shat appeared Later, stressing more and
| more of the storvielling aspect. Sll, roleplaying games
: Carry matron rAEriLin al ther WP h-cril:l-;.;,::-. with q'mphn ¥
si¢ o combat and combar rules.

The sules presented in Changeling: The Dreaming
represent a middle-ground between the storrtelling nature
of the pame and the sar-game heeltge of robeplaving games
i general. Comban 1s reasonably detatled without bogging
down too much i the specifics. The avetems preiented 1o
Chagter Three of this book provide a looser, and general
camban syapem, wiih emphasic on the story rather than on
rubes mechanics, The combar systems from World of Dark-
mess: Combat sre beiter sulted o hood Hmg very intrcaee,
tactical comban almost as 5 pame unmo el

Hamdle combar in different ways ot different cimes,
plthonh this takes some Ginease and a fue amvounrof trsn on
chie par of vour plavers. For a soene where the combar k't
all chan smportane, use the general miles fom this book o

- e,

keep the story moving. For a combar where every detail is
imporcan, like a complex duel, use more advanced combar
tules 1o handle the small details with jgreaver precision.
Whatever you do, tell players in advance what they can
expect from the combat system and don’t aclcmreily change
the mles on them,

* Chimerical Combatt Changelings alse have the unigus
opthons of chiverieal combat and physical combae. Chimerical
combat bas bess lnstingeffect sinee it affectionly the fae mien of the
characters involvel. To swoetal observers, chimencal combar may
te achildish game cut on a plvground, Mhisical combat, on the
othes hand, ean have very sering condequences, including death.,
You may wish 1o use dfferent siandands oo judge chimerical
combar the you would physical combat. Chimerical batiles
should be sweeping und beroic, full of sounts and daring, Frandeal
conbat can be much more brutaland realistic, unles o changeling
Calls Upon the Wyrd 0o bring the chimencal into the ghysical
world, Erophasize the differences berween chimerical and phoysical
combat. f vou make chimerical the former swaihibuckling andiun
verss the harsh nature of physical connbat, plivers will likely
choose chimerical combar fne, which b in-chamerer for the
Eithain, You supporr due penee 1o chis way.

Choprer Ore: Onee spon a Thime i
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Changeling Scvonyeeliens Guicde

Bedlarm and Banalicy

The other side of the Clamour coin is che owin hazisdil
of Bedlam and Banalite: two threats to every chungelisg
Ivercoming the chadlenges poded by Bedlam and Banallrvigh
addition o the difficulties of the story can be quire revealing
abaut a character.

N
(S5X

First off, i a character more prone 1o Bediam {an cxos
of Crilnmanur and wild fae mopic) or Banalicy (the absence ol
Gilamour and creative expresion]? Which does o chiaracte™
fear pvoee | Dioes shve take any particular steps o svaid elthe

For Bedlam, the Flf-n_.'r eller cam work with stofies (e

'.-L:l'.-ll‘.!.' madnedy and HpATAlICn Irnim ml.||'|._|.l|||_' .:4_-.||_||.-

';.ﬂ‘l'lill'llh'."ril'lxi wha immerie themselves (= .!e:’p:", in che
|:'I::|:|1i!|,;; MEY OEver e able b rEbum (%] .:nn'!.'l:hi;rr; Lhiat
mundane hamans would deem sanity, thus :'|_-'|1::'|'|.'i1l..|,g i

from che Fame, The -\'.".:ll."'i'!.'l'.E“l\.'l can i the waming LEEnE o
Bediam 'fCl'l.‘Il'lﬂE“ﬁ;{ | hagS 200 s ¢'-c.|111]1-.r- of how 1o wadk
Bedlam into storles as some characeens become more threats
ened by it Then ic's LR 1D |:l|:|=.-¢' i how b reaet, Th [+ -'IIF|:“.'J.‘1I
whose character is teet ETETE the beink of the third thresh:
obd of Bedlam take Ateps to thistk his character back 19
normalf Do his friends realize che danget and try 1o hﬂp himm
What form doea a characrer's madness cake? Chferent chas-
ncters show different WAIRINE :'lHL‘::u-P' the approach of Bed-
:.'uﬂ-'l '.'-h;cl.']'l (7" 11 :'ll:i'r' maked =i h ch ArACEET Umigue, '||.||; :'.I-I.n-
IT|--‘||I':!- d.all{hl:l-'tlnp [E'I.'\..' [ et -.5-!. Hedbidn ihone |'|1l'r'|_|_'|,.|:'_

For most plavers, Banality b che greater threae, The cold
roach of it strps avany the power of Glamesr, There are many
ii!”‘ll"?l.’“l RATE .'I'\_'."-‘Il.'l:I'l\ .ir' l-.'T:I'lI.'I.H 5“‘:.|""¢'-'.| '.'1'i-||lj{'.'t||'ll{ ACQLIIRGY
Banalicy, but ultimacely, the descriprion and handling of
are up 1o I'Ih’.' :"il.':1l'l|'h"l.l.l,'l leds & III-I,":':FI .'|1I1r'rll:'1;lrl:.: ||l-II ehing
enforces the genre of the game. If a player is acting too banal
or mundane in plaving n Kichawn, offer them o warsing ol
the dangers of Banalicve. I players insist on becoming caughe
up in mundane details too often, warn them, followed by a
point of temporary Banality to remind them noc oo forper
their characters' ine sides

Encournge players to help each other when threatensd
by Bedlam and Banolicy, Wiorking together sgalnst ches
threact brings & group cleser and provides interesting dra-
matic eontlice

':.-..:'ertt]urm':.'ﬂ

‘AR men e, Bue o al men s Bue

Willlem Wallace, Brovekear

Avond simply killing a player's chaeacver aut of hand, e
one lkes to see o character chey have invested time and enengy
anwipedout by a bad dice rell. On the other hand, don’t coddle
players or make things 1oo easy for cheo. I they feel cheir
charscter: will suffer no repercussions from thelr sctions, then
the actiona they take have litde or no meaning. Make players
care about what happens to their cherscters and present them
with the poasibilicy of dire circumatances (f they do not wecesd
im the pursuitof goals. And followr thromgh wath chem if they i, 1i
vk o e PICEETE COfnquenone .|||.|::-g with rewands, I|1|||;.,;- e
o eagy and wactories wre holioee,




Ther pemaliy foe every fndlere noed not be death, Diffenen
things can befall a Kitham in the purssic of a goal. Pechaps i g a
minor seebiack or trdy sernous, such msachamcter usfferingchimens
cal desby, or being brandedes aneathboeaker and esilbed from cours.
Whasever (04, bt creates new dramo and srocdines for the cheonicle
ai @ charend streggles o ovenpoome. Stomes are usually. moee
engagmg when te heroes Gl ceee inoa while, and we come tocane
ahout them moee because dhey overcome their sechacks.

Alchooaghs i ls saee, death comes te the Kithake, Wiese i
denith isthe threst ofbeing Undone by Banalice, che b spmpwithin
e 1:|'.':.~:-.'---l.~\.! l||:|.||| lill.' inartsl el ..‘III,'I- .|||d il I.}l' spEnl ciany e
meborn. Baoth fates are fimal in the conrest af dhe chirenicles of
hwidled well, Thhie deads of 4 '|-'|..:'.'l:1' characser alwssld -||n:.|!|lk bse o
agnificant event. A characcer might dic becase the plaver plarsie
leave il manse or s ploy anccher ¢lumme er and wants dels one o
i cuk i blvee of glory. Or g plaver might sserfioe his dhacsoner
fer vy molde came saivoed vo the characters poaks, Chanpeling
characten should be deiven by passsom, and those passions somme-
fimea call for acharacter tomake the ultmans werfice, Achamconet
may ali die simply because the plaver made some serious misrake
other than o meajor botcks on ndice rell. In ang case, the death of o
characker s & temgedy and should be meared a2 such.

When dealing with o store where a plaver wands o characeer
tur i, mvodd makmg che story conmved or robbeng plavers of
their vight 1o maeke choices. [ a plaver wants her choracter 1o po
omit wath i bang, give her the opporounicy o eaake that final leap
I..-c thui et e, T _||||-_‘|; all il |!|i:-|':a-1'!'r|'|l."!-|‘-r:gr_-.1 :'tm'!l,'l:rrl.'l‘ ke
wene it players, mpecially ifthey manage chrough cleverness
st akill B nvoed i

N W

Long-"Term Goals

Charsceer-building provides characters with long-verm
geals 1o pursue. What each characrer's geals are 1 up to you
and the plavers. so talk with ench one and find out his long-
term goals and ambicions, Discover if they are things vou are
interesting in including in the <hronicle and how they will
interace or conflict with the ocher characrers’ goals.

There are 1w kinds of long-term goals: actainable and
unattainiable. Auainable poals are those that o character
might be able co achieve after o quest or a serdes of storics in
which the puesuit of the goal s Bulle up. Some cxamples
include:

* Completing a Questt This could be any son af quest
o search a character ison, frem fulfilling a geas codelivering
an important message e finding o charscrer's long-bodat
Fathies. The end of the st mray bea msbery 6 l;h: p];l.-,r.:r_
of ke may have worked out the details with the Storvreller
in advance.

* aining Fame and Fortune: The charceer may seek
to win his forcune and estabilizh himself in Kichain societs,
Hoow acharacrer goes about it and wharohstacles stand inhis
wany form the basis for goed stories,

* Slaying an BEnemy: The chamcier has an enemy to
overconst — o changeling devoted to buneing and killing »
chimetecal beast, or o Kithain or moral eservy o charseter &
pledgped oo overcome, What dnve stocies are che dasent the encmy
prosics & what lengths s character is willing oo i defear is

Chapres One: Onee vpan a Time i
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* Winning True Lover A common goal for Kichain, in
which fanesstic quests and deeds are undertaken in oader to win
thee ez of smotiver. The chanscrer is devoted oo this pensom amd
secuiled do anything to win hisalfections. Such romances are often
forbickien or they suffer obsacles the chamcter must overcome.

Unattainable goals by their very nature vend o being the
chironicle to am end, such: as dying gloriously in beirle or renaming
to Arcadks. Achieving an unattainable goal means dramacic
changes for the chronecle. Such goals are often berver suited o a
firiee chionicle, inwhich the charmcrer achieves them, ccherwise
the player must underseand that her charsooer may never anain
the desined goal — which i frustrating. Some unattainable geals
inchede:

* Returning 0o Arcadias Many Kithain wek 1o Bnd some
migsans o return i che lose realm of Arcadia, A quest we find che
way back o Arcadln can easily make up an entire epic chrondele,
with changelings reaveling che wodd oo seek logs bove pned e asares
that could poing the way, leaming life lesons a4 chey go. The
questors. may decover Arcadea is nor the haven they hoped i
ol be, or that cheir moral lives have chanped them m be ne
lomger suired oo life in Eremal Summer. Or perhaps the toupe
coulkd stant a new chrondcle that begins when chefr chamcoers are
bankhed from Ascadia for some nesson they cangson recall, and
thas returmn o2 find che world they knew & long gone.

* Siochdint Some changelings, rather than seeking kot
Arcadia, search to balince their fie and mostal namires and
achieve the inmer pesce said 10 create the lependury Siochdin,
TheSiochdin are truly immostal, 1ike the fie of old, snd bave great
porwer o wisdoen g thelr comumend. They are alse myviterious,
as Few know anything st all sbeur them, Some even douly their
exiitence. A chamerer or groug of chameren hoping 1o become
Efochdin are in & for a bong journey of self discovery m they work
to integrate and balence cheir pwo warring halves.

(_rossovers

Changeling players and Storyeellers may want o wie
some material from ocher Whirte Wolf World of Darkness
games in their chronicle. These games are Vampire: The
Masquerade, Werewolfs The Apocalypse, Mage: The As-
cension, and Wraith: The Oblivion, Each game denails the
other supernatural inhabivanis of che Woeld of Darkness from
their own unique point of view,

Crossovers add depeh and interest 1o a chronicle bur
present some unbgue challenges, ineluding hand lsg different
rules for varions supernaturals in the contexe of o Changeling
chronicle and preventing these supernaturals from overmun-
ping the cheonicle — resuleing e the Kirhain being bit-
players in thelr own stotied

The first case may require some creative storprelling oc
judgraent calls, Each of che supeenanizals in the World of Dusk-
puess have thedr own Abtlices and Treais: Husanity and D
plines for vampines; Rage, Gifes and Bite s for werewolvess Spheres
and Arete for mages; and Arcanol and Pachios for wraiths, How
thiese various Abilities and Tmits interact with Glamour, Banal-
ity and cantrips is larpely up o you, alchough paidelines appesrin
books like Book of Lost Direams,

The other wine with crossovers is not allowing the other

i Changeling Sroryrellers Guide

supernanurats (o dominate the game. The Kithain are in many ways
the weakest of the wipemataral in the Workd of Daskness is macters
of sheer pomer and coraba abiline {although an angre moll calling on
the Dragon's [re i nothing 1o kmsgh at), A single capnble mage cr
werewolf can be a formidable alby or sdversan fora group of Kithain
chamcters, so remember that the wory is aboun the changeling
characters, not the guest supemmatural of the weele Don't ler the
powers of & meage of the srugide of the Apocalypee o che fybad 1o
overshadow the engoing scory of the pliver characters, One good
way oo oo chis fear i 10 keep evenss in o crossover sory on the
Kithain's home ground: che Dreaming and the chimesical world,
where the plaver chamcoers understand che ground rules and their
supemaiiral "guests” may noz

The: best use of other aupernaturals is o mystenons elements,
Plaiyess torgee thar the vistous supernatural facrions of che World of
Darkmaese know very litde abiout ench other, and their characten
have mot read all of the mlebooks, Without the sppeopeiare Lore
knowledge, plaver chiarmooers shwould benr only rumors and legends
nbourche ather supernatutals and may have never (knowingly) mec
o, [t may be hand for playens to bold in thedir out-of.chasacter
knowdedpe of dve other supernanurals, but try 1o preserve the mystery
of thear existensce wichin the cheonicle,

Breaking che Circle

Even the best chronicle: non cat of steam, There are wags o
exctend a chronicle’s Iife, but there comes a time when the sory
is owver and the curain should fall,

Reeping e Fresh

Keeping o chronicle ineensting and fun week after week: isa lot
of woek, but well worth it because of great sories made and of fun
times with frends. Ower time, plavers become comfonakle widh
their charmeters snd acomsomed to the stanes quo of the chronscle.
Findways tozhake up thatseates quo sokeepthings from petring sale
and routine {the bane of all changelings and Changeling chrondches).
Soome of the duings you can dis 1o keep things interesting mclade:

® Change in Player Charscter: Chomges in dhe plaver dhar-
ncrens introchoce changes n che chronicle. Remember, the player
characters ase the focus, w0 as they change, the swory changes with
them. Perhogs characters are recognised bya noble and rode special
emisaries of agentaf che noble’s o, which provides them with
rew duties, responsihilities and enemies o deal wide Maghe o
charscrer finally wins his bady-bove and setthes dowen to a different
soet of life than bds wildes youth, ar maybe characters grow up out of
childhood and become and grow imom wilders o experienced
grumps, leaving their wild advenmures behind for a life of courr
nerigue and tenching a new generation. Some of these changes con
aleer & chronicle over dhe course of years.

* Change in Storyteller Characters: Like the player chumc.
tets, supporting chamctess change over time. These changes usually
impact the lives of the player characters in some way, altheugh they
are not the focus; how the plaver chamcters handle the changes
erenpecd by the wyporing chomeceers o, though. For example,
perhaps the bocal noble # killed or deposed. Howe will the player
chamcrens react o the shift in power? Do they support the com-
mones rebellion behind the assssination? D they have zn interest

NG R NN G
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e Fimsdiengy one vl responsible or instaving out of it What if ! ‘\ : p-"u
thev mre set wp ns pamios by the tenl nassuina! 'Ill'h. 4 \ (\

® Total Chrondcle Shift: o dais cose, Wl heave reached & o ! b "‘
eind send im ehve cureent cheonicle angl want ma radienlly chisige LR s

it drvonder docomicinue the story. In effect, vou are end ing the sz
chaoonicle md bepnning ancther wing the same chansetess,
Perlugs playvers” long quest e seurn o Arcadia succeeds, for
exarmple, and their chazeten vanish from e mundane wioeld
entirely, Then they begin dhe nexr stoev exiled from Arcadia
agmin bor reasons po chomcer cin neenll, amd they find theme
=lves in the mundane world a generacion e one foom: when
chey befe. Are there even any Kithain beft in che woeld? Are all of
e chasnctens friends and allies long snee keat oo Wineer? And,
el Mapaiant |'.-. o Kigham get {',h'rw we and elle in bwiw
'|!I.l|'-'--' The chroniche s H.LEAJ.L'H!]I aff i an allnewe direction.
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Happy Cndings

SAne ey Goed hapeds eoer afrer”

— Tradicicnal falry wale ending

bt iz betrer o allow a beboved chrewibele o come oo a
oonichezon than to lec ic fester. Maloe the lsg comes ard memo-
ries of the chronicle fun ond happe onis miher than slowdy
wirvding dowm and suffering a kngenng death.

* Epilogues, Sequels, Preguels snd Reundonss lust becase
1 chrongcle s over doeen't memn you have oo stop plaving (n k!
Yo can alwayi mevisie e chmenicle lter, in ahor siones thae
take the forms of epilogues, sequels, prequels, and seundons.
Epilogees are pars of the corehsion — lirle stanies thar WL
ke phor threads from the sooee. These manbe plaped our in blve-
ks, via el or I ive pames. Seaquels are continuaticns of
the chonicle, A soquel moghat bea short story that Jeals with the
further adveniursiof the cheondele's chumscuvers, o |:|,|;.|-"-_I|,:|,~_|_- an
all-new chrondcle that bushde on che events of the previous one.
i"l'i':|u.'|1 I ||:.4:;l|:1'.4.' befarethe sast ol che chronsele and can focus
o theeventsof characrers voung selwvent s itmngrne plaving a long-
time gutnp chameter bk when be war & wilder o even a
chikdlicg} oron earker iomes, including prevaoms iwamogions of
charctes im o himoncal aening. A reunien pes the aftginal
chatacters of the chronicle back rogedher. Perhaps some plotline
o ¢ omneon connection feam theiz poie hins come back oo hause
charackers yeours |ater,

Y

Lk ar ehe popualive ietional frmnchises {Suor Wiss or Sun
Trek films and bocke) fon numerous examples of all of rhews
Jifferent By o suries.

I endongg rhe clronicle, tre to bring things full clecke, wmp
i ploa thivesch, nosdeeiolve Inpomneebuarmener siobei sl ponks
invsconee weary, Thisis ko the comeusion o anepic novel: i dhaukd
have drama, a el and o serse of resalution. A good ending
;'.'-.l".-idli:-::' 'u:':l"."t'l:l.l.f-.ﬁl'1r e EACTYO0E i.-.'.-'-;-:ll. cu_i,;ﬂ[h: i |F_.L| |E Caamy
!-!I.IE lewve aonese Foik for u".-:.' |'h-|,;|:e|_|'|| |1_!,-_._;|;'ﬁ;-3.,_--,,,- ;_-|-,|.,_.|-,|._-|L._:':.,,|-I':
end the world oo eod the story, just offer s good place to aep and

lex charactens *live happedy ever after.”

[".tl-'l.|:"[1.'R Ome: Onge upon o Tlme b
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A sl las shere

L '.ﬂ_|';' i her dvepmiand

| seom and § wander

Wheme we'l end b 0 nme

Then [ o around and dsft ooy

Mlasybe I'N uell ey some e day.
—Lowen & Navarro, "The Pest of Me"
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Welcome o the Sroeveellers Corner. Flerein 1 will This chapter bs presented asn FAQ. Eachaection begina £ -

amempt 1o answer & fow of those questions that have been witha ,':nmm‘:'nl"'mfkquummn Jebalct st m g s g r{)
plaguing Changeling Storviellers and players alike. The ey ot oy abaliey. |  Bre thar there are o poeat seny other 'S

questions answered here are not limited to rules..no, ques-  GUESTIONE thar | have missed bere, buc dhe intent is o cover *}j
tions concerning the workl of Changeling are addressed as  10me of these more commanly mked. In che end l.'-.-ufhlnllnl st

well, Where is Arcadial What does a changeling see when  lways remember the Golden Rule...if you can’t find an ﬁ{!)
le books ar ancther changelingf Can a werewoll see through, 1wt :I.:’r it im th '-'_"-'If'-'}""'“'k Cor you dos't like the ='|';'5|-'_ﬂ-"-'f *)
thie Mists ! All these questions and more are answered in the that is there) make it up! lus your game.. .your story. We just ‘J

pages that follow, provide some guidelimes oo Belp you 1ell your stores, (“)
N
Chapres Tiwee Destign Cluesrions 41 #" {




* Changeling is a big game with 2 lot of rules — where does a new Storyteller begin!
e step ot & time. To vell o succesiful Changeling story, vou nesdn’t be familias
with every permutation of the nules. Changeling iz abour relling a pood story. I you
bave @ solid ene and cooperative players, vou should be just fine, Ar firs you a¥
wish oo avoid the mles as much as possible. Set your finst story in a2 heny
roleplaying environment. This sunsation gives players o chance i et 1o ko
thzir characrees. as well a5 offering rou che cppormunity te see how they resct
fix different situations without having te worry abour the rules. Thisenvisos-
ment can alsc give players. and yourseK, a chance to my cur cermain
applications of the rules without the stress of the entise scens hinging on
one certain rule. Perhops a character gets inte an honer duel with a
Steryteller character, Beth the pleyer and the Storvteller can try out
the combat system without worrying abou a chacacter dying hecasse
of some misinterprened role.

® What advice can you offer 8 Changeling Storveeller,

epacially ome who has never run an RPG before!

Take it slow. As stated before, the story is whar is impor-
tant. [f you are rew to roleplaving, then definitely mke the
time o esd the |‘l::-c:-‘L:.Ti._-m don't have 1o MO e every rube

and chart, bur a genesal familioniy with che rules and the
serting are & must. Unoe you feel you have a good undenstanding
of the frameworl: of the game. think aboat the nature of dhe
chroniche you want to ron, bs there going o be o definite
beginning, middle and end, or i it going o be indefinine? Does
it center around politics and intrigue, or s it going to be moe

i1 ¥ actioneoriented? Once vou have 3 good idea of the tvpe of
o chronicle, you will need to consider chasmciens and the fimt
" Sk Bk stiory, which often sens the pace for the chroncle. IF it s
L # g § "
F -:!:} & Ell:liﬂn*ﬁ'll[kfd, |Ih';.'{'l1 e gariekg :n;n,':l.;rn_': Lo ;:Fau'lagq.,l_qm|

action, and they will be disappointed if the folbew-ap stories
are moee oelented tnvard intrgee,
* How do | handle contradictions berween

soasrcebooks?
Wiei— Whatever works bes foryou. Henesdly. We iy
- \\ £ b na few comtradictions s poessible, bue they do
o cropug occaionally. Thiscase may be true berween
s W some First amad second edieion nelebooks, [nehe end,
if you find a rule thar contradions irelf in differer:
bodes, walk it over wich plavers andd decide whiar
wirks best for wour cheonicle.
Baut, bf o nire talbeeng about contradic iz
berween different Stoevieller lines, thae is an-
otver ball of wax, Each of the different coeatmes
in e Woeld of Darkovess Basits cwn poine ofvies:
— it ot paradigm. Ard each of the Seevieller
games i dessgmed from che penpective of the cres-
ture that it is shout. . changeling see things from a
changellng point of view. mages see things from a
mage one, and s on.. . Je s for dhis reseon e
crms-cnvet ehiomicles can be so difficule. In the
erd, Ut isfor che Storyseller oo decide which view
it corect, if indeed any ome rruly b
Bven diferent groups within the same
garmie can havve Jifferent perrocrives, consing |
sountebionks tor the game: 1o lave spparent

*

2 ) Chanpeling Seoayrellcws Guide
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comiradiciong, For expmgle the Shedoer Coort mizhs have o wvery ditfberent vies of whns

'
.l d
-"_'4. ;
L]

AN,
ot ]

1 X W § [ o o
happened duning the A curdsnee War {as do conmoness and nobles), cousing virving 144

itfererstston im thetr sourcebook ethean hes breen presenied elievwere, This vanance does not

-
A

mezn thar their view oo mecesaely oghi or woong, only then it (s dibleren

SysTEm Qluerics

3 i L - 1 k]
o Cana vampice, mage o wereereature become o chaageling, or vice versal

R

S
AL eeed

2

A changeling can mever, under any Circumscances, become a werewoll ar @

B ' [ - L] h:
MApe. Mo cun @ mbge of werewogl hedome a changeling. A changeling can

I T s
kawever, become & vamp e assuming he lives through the Embmace.

o

Even ot Hierie souls are st KBy LT ..'\.'_ll Lo AUTVIVE Sofiermiios of = o

=

releicarmatien. the Embeace can often snuif out o changeling's -

eximence. A chamge ling killed in thas manner s oypically semoved

[FRilH :hc\- m |r|'1.|'! Lo L || ol SerfeCaAasEa o |_.'||‘| |'|:I-':-\.|:'.\,| (R LR e I.'-I'
=
wirld af the dead

S

Any A o ._".:|||:'-.'|i|'|;.'- it Embraced, the i"l"'-"-'-' RIEEY ]

imake a Glamour ol '.lJI|-|il'..I:'.'|' coual i il VIIm e ' —

Baraliey + 2% Only one seccess s needed eo sarvive the ST
r

tezntformation; If ne successes are gained, the

)

CEarsc et s taeri sou] b deste ".".'IE inid e chasacee

'i'.:\.'!'

-'-_._u_u:-._ug |_1_- ATV ER, TN Hllllull IJ'.|.|.||I. |'

g
<A

encugh 1o be Embraced is immeliacely claimed oy

e Wspa, He reveres entlrely o hies g gl seeming

id foeever boses all aecess v (as well as mecmony of his 3
:

Arts and Biethrizhts, The faerie joial withue ehe new
E:ndied s in permuneni siasts s mvuse wait until the
Eindsed suffers Final Death before remonmating. Some
i ||_.:-|'|;|||: students believe thar a Faerie a0l 'Uu'l'-l' '-'I'I.'I.'\-"'E‘L
ek 0 traummn never reourns o this world,

A Eihain-miened-vampiee who i enchanted re
aqins bis memories of his fe Life for che
daranian of ehe enchanrment -""n:'l‘l-lll;.;f'-
5 eoon as che enchantenent wears off,
'I'u,' h';-_-lh.hl;h'.q,"_'- HETELL "I'I{':-\.I' LT

LM ,'J'||'| E‘:I'IZ'\II.I'. Bl :'-:'IIL'IL'IIIIH -'JI'IILI

LTI R s !‘...L'I;.! ..||||'I\.I|. il FEREE SO0 ek T
s of i tormer abilivies | s, Berin-

lghed, e1e.): he simply remembae

>

(X

o
@

what he used o ke, amd what he bas

sl i exch ([ Ll [} |-1 ALCIRL DITLITARED
rality
# What about one of the kinain!

=
7

-

Technically, there s nothing o prevent a

£

kinain from Becoming o werewol, mage of a
i .
L T ] ]|'. r].i_‘ Coe il |'-_'| iR | g e, 45 Lk

supgesred that g kinain loce all sccess to ber tacrie

TR

abrilinees (o wich changelings, mensioned bedore ), A
- Awakenine g a2 mage, o changing mieo a werewelf, J
ehis mseter i Sefe up to the Storvteller, Perionally, | K'
would recommend agmnst i1, unless it i specifically a par .J

<
I.-_.I"m"-r_-::'-e T |:'|_'|:i_r|1' ':.Ju: SIS ‘|'1' &4

i b

I thee atere that the Seorveeller has in mind, such ehnrae

fera. il ot £ |'|_'1'-|:|'n.' m 'r|:|;;-3-.|. eould utibalance a I.h.n -I'|-.;|-.'

8
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5"’\ * Can a changeling become a ghoul or be Kinfolk?
h\ z ; Yeu ond mo, in chat onder, A changeling can Becoane a ghoul, bt
t../'\ fur i long as Kindeed blood remains in his systens, e canmo lenm
A

new Arts, Realms or increase his Glamowr, However, permanent

Lilamoar can ke lose while in chis ssase, bus it cannot be reatorel
* Whar abour one of the kinain?
A leinain cam be cither a ghoul oe Kinfolk. A kinan who
it ghouled suffers from the same side effecrs asa changeling
* What bappens when a changeling dics! Can g
changeling become a wraith?

9

Under normal circuwmatances, § comiLoper whe
dies of odd age or whe s killed wincarmares i a
newly born human. The bengh of time thae this
reincarnation toke: varies — some ine are e
b::nrn alm.‘.-n |!'|.'I'|T“Il\"."\|].i.i'|.|l'.":"_.'. 'ﬂ-]lIEE atheirs i " I:H_h
years of even decades. Whe this time varsnes
existsisunknown. All changeliogs who remained
on Earch niter the Shatcering ace seincamated
in this manner — including sidhe of House
Searlszeh ned st pumbers of othaee sldhe whe
staved behind as well.

A changeling who s killzed off by cold Inoan
ot during 1the Embrace i gone for good. Scubs
whiz suffer these fates mever reinzarnate. How.
evet, those who are killed like this sometimes
become the Hestless Dead — wealthe, Mot all

L‘I‘.u.l:l.irln'.gh who are killed thes way becoms
wraiths, however; many are logr forever o the
vorkd of O lvion
It iz unknown what happens to sklhe who die
and will probably never be angweend (s swop
asking). There are several theories, .'El,:.l_l;'r.- The
populsr verson (at least pmong the sidbe them-
selves) is chat chey eeturn to Accadha; altheueh,
chere 8 no way eo confirm this speculation
*  gimee all comeaer with Aneadinlion been lost. Ovhess
believe chu the wdhi sowl s fosever lost when '_]'.r!.-
die, and some commoners claim thar they are the
reincarnated sk ol sl killed dusing the Accordance
War, I chis chaim &s troe. ic would seee chae the sidhe do

k—' redury, ohaly in the form of copmonens,

kﬁ ® What happens when o vampine drinks changebing Bood!

t}'} There 15 nocorvone [e answer b 18 cpees i 1:-|1r¢-¢-||_.]'|?;-.r_1r:|.n:-
'_"‘ ha ndsfferent reaction, Fae blood acoas  halluciroges e any Kindred
= drinking iv. Srervtellers are encousaged o make up their o effeos, such

. s As a general nade, a5 soon as the vampire ingests che Wocd., the plaver mus
2= . make a Cournge roll (difficulry 3 + the number of Blood Poirns ingested), If

{“\ A NE e - s power surges, hair sprouting from embanrasng places ceoverssized can

n sccesses are camed, the vampire enters the second threshold of Bedlam

p s .
T : \.\3 ; (see Changeling: The DireamingSecond Edition, ps. 2050, A boch caunes the
.m__ {:‘i wvampine to enter the squivalene of thivd-asge Bedlarn o well o5 minmg a

perrmnnent Deranpensent {Stomeller’s chodoe],

7
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# How sre changelings affected by agpravated damage!

© According to the Storyteller rules, sggravated damage carnot be scaked, There n nothing on this sabject in Changeling becase

B et plavers ignore thos nule anyweay. The exact effects of it ape left up 10 the Sworyteller, but che rles for hesling aggravated damage { )
e described in the Changeling nulebook, page 247. ﬂ

) * Are changelings immune to the Delifium that most shapeshifters invoke! {i

Yes Thusimmunity doein't mean thae mostchangelings wouldbe tervified of a 9-fooe-tall rrmpaging werewoll, buthe will rememirer (J

0 the experience afterveard. r)
i « Are the new kith and Arts published befare the release of the second ~‘}
g R
- Ciffkcial revisions for many of the secondary kith and Asts published o, U /2 {J

b

before the second edition are not yetavailable, thoughmostof themean g
be easily addaped for socomd edivion. For the kidh, determining which
Birchriphes are wyrd and which are chimencal b usuadly a matter of
erenenomserse, bost Arts ane easily adapeable as well dhough che
Seceyreller and the plaver may wane wo go over any At n

quesition: 1o make sute it conforms g second
edition rubes and (f not, make oy changes
DeCERRATY

The ;Scmning Ve, 4
che Fae (ien

do
w5

f
iy
;Hﬂ{%
b3 3
>

# What does a ch TIRL s ¢ : -
limg see when he Inuk-i“tf e ?\‘“\L' R A ;& ({)
amothee changeling mortal I [ . (i)
or frechold? Shr o AR ‘bﬂ

The Dreaming tabncs - : J
everything a changekng y :

goes, The colors are
beighner and even the
oumdane might appear
Erastic. Frecholdsalmost
phavys seem fpectacubar
in some way; this of
fecz s chamerscal re-
aliey and is dis-
cumied mn lengeh 0
on pp 3435 of S
the Chanpeling * :
ralebook. gt
A changeling _I,fg-'r'” ;
who sees another = =~
. changehng always wes
thert changeling's fae mien, o]
thouiph s snll recopnioes
the mistal soeming, This
chimercal vison is noe

turried i ar o, bt both ane :\,‘.
g o ar the same time I o {1}
e, mchampd ing pets teo vieas of '}ﬂ
the workd around her: the mundane r

arel the magcal It & not amposing
thar other supernaturals consider
chanpelmgs o be somewha fighty and dis
wracred with all of this sensory overload.

F:{’
&

-
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comples i Changeling. The concepe of the mumtal seeming and
thee Bt amien e dliscused w kengndy e the core palelood, b i

el
vE,

SCCTNING

r i | 1 -
sepmeed that soeme pumtheer explaation oeold nor e The

5
b boiryp see ton gods e famber Gepall rezarcing the e regons

betweeen the seemirgesmd the micr and e o4 ol sl

e lings live s ssoworlde the leeal and ehe Ol
cae, T the aredame weoaked, (g presr w oyplcal, alle
(SR TR T |_'-'=I|'\:-'- Ill'.'-ll'll thes |; cinde, thiew lesad livess imgided |'l||
mgie poed mvsery, Kitham have 5 sooeps both rogke el
ety ns comgeeents of thew hves T fas Paradiny ancd
Labaenont are hochy srbearal paes of iheir being, and dueie appene-
ey fefbect this, Clumgelings have toss sppeannces: an ou-
wareh, vl mor] form amd o secom], hadden Bene Esin

The Mornal Seeming

A .]'.-'i;.!-'!!I!I'-."'~ maaial st g slviwed -'-l.':r,'|'.||'|H thit w
rrimdiaese sk Bilon, 1 alleses i oo et wiids rhe so-callid
"l vl wirhioig stracting 100 misch abennom, A G
poenil e feflocis b rrue nanure For rssmee, sl hern e
(R H L !:.'.L'- al I| |.--|-\.'\l:-_'l|!:'|l-\.l|r!;,hx E--l- -;|.:|1|i:--\.__-':l. -.-..|'|| i .r|-|_-||-\._-q.\.|
bosagar mughrapgear evensdne peogleas wshort, plumpesomon
witds o cheerbul depoinee, Fan nede U ikt e W B bwi
factal camocs i ary inisicane pamem of screws ifixed i her
e mmgzhit peeeter o appE s aeiiescested hellmsier wakh
dishwater Bloode b aned & fewe piencings. Pe: walkinge sheut o
etz shunie, te S fingl 12 craber 00 Eubesact with mor s wcicy
and hade fromn cie tdes ol |‘-:li'.||||_u

The Fae Misa

Mo preopde with chemgstime Bood don't relize they camy
sachyonnd e ol iy e |t'.l\.'!.' arwaken i |||.-|' Ererie Pt TR The
el scoming i developed St the B is Bissflly ummasne of
b= e el I-II' L hiistizme. Wheenahe ! 1 5] i wwalkem, the
changelme undomgees o process known e the Chesalis. ey
aszeeeruad <hoingelings aoe subdenly sosie of the muee around
them ond socn vmdersand the e of ey wiaminy. The work
inssrtly b ek beger place. Pelimed dhe realivy lies the

It'.‘l":-ll'l'll'l'l_;'

Adrer -'|.'.l.":..]I.|."|-‘:-iI. Il |;|'-:'|| s cartsemee Ui e world

o T Fone, A |l| e meghiaciunlby e seourof voung Fueris
Acsewermmne] cat lead i anomlereourd Jangdoon, A homiles
s in amalleyery mugghe be awandeisg kieehr restivur foni ha
et [e's allamamer of perception, ol seemothe smsanary hodden
behind tae ael

I the sarme manmer, the essee of & changelmg hides
belumc] hax mevial wernkng. P wall i due ki of Iiirss
society, ot thiey hedie thea ore sebaes. Fap com saerse — on ke —
the Bere appessnces il beband moenl daguisse Thi

bk appesmrsce b kesoveny o e B meen, B kenmiss e s
of echir Bae. s changeling can spot his boethoen

[hreqepivg the Mzl

A swith el Ie, e boundary between the Gnmsee et
e l||-|". I PN ATl O, :"";-;'|1||'.||||:;,\I thie 1 il A T DI
the fac mien scneid the m o il purts of planvimga Chorscter
e i gane, T playees wiso vt iocee dietied, henss s feaimles 1
help o dssttngnisy them

S aryaehimgss il chicirore ibenn e from rocet msetsils, bt net
e e b other, Konning smecher S hes o lew irise s o wnlica-
s 8 acliargalirgs Cilammor i Bugbver than her Bamaliny, her fas
THET i ey ohvious o sther e, Ko oml] I EEROERL Y [0 500 A
-.:'l.ll.q.:-."_'.:u,.:':-.:h.:'h' ke

I the clumgelings Glaen dvoips ek heee Posalere sting:
cthier changelings see et nppesirance sl ly Gace belind e ol
wemning. Clder fue seber o ths s the somomee, Onee 11 oo is, 1'%
Dol e see e fae mnien Febind the mortal e, Wlore specifi-
cally, a plaver miet el Perception + Keswing fdidfeulty 6] foe the
chaygeling tosee dae S mien, thoush dhe Gacr tha the person i a
chanpeling & sl readily spparons. There & Bo ihapedifring
invvalved; ir's alla mamer of percepoom

A O darrer of Pew CpRin

Wher cout see ockamygeling? Aved if thay G b W r, s s
Ea i)

Mostls

Ll ool TN CUrCuEnaLanges, the A0 T i irivesihle o
mesetale Mloemli alwens wae o chamgelings ol wrmiing ugtles
they A erchaesal o che champeting lus callad o the W,

Uhibrer Changscdings

Ak aip it thech lnl.j"]l!',;,:':-. Tt s s Rl :I w=i bhai
I wrprieanent EI'|||.:J.I.I'.':|','. cherol |;;_"_\-___l\.:|_| 1 2 b b e et hiceai
diculme, [ her permanest Paralie s Tigher, il s o Perces
b + Kenu vin podl {cRthouln I'I] ||r|||r|'||_1.._||_|||;_|.-||-'..u_..||,| serher b
meen, The facs tha she i 2 |_'|"':-|I|.g|'i||||: i T i e cobbyor
Clumun-lings

e b sempresly ftgotton her e nanee (e o having
I"'tcl.'l. h I|:|L"'.| I'!l.' chiin H."l'h:":l |J:1_l|_'| e N S e '|'|:|]:=\-|_-I|: P | ||-;|,-
a Peroepeim + Kenning eoll ddficubey 83 g cveey serve thin e |
"-':'rll'lL'C'-':'-l-'-i-!- 1 E-'-!-|l|!a~~'-l:I:.'I-1'I|||.~~..':-.'|-.'.|--.--- o 1t deteniine her
.|.:_|'||‘|_

Uiher Supernararals

sy mapernoeunal betigs have it meme by whichithes
e sense chamgeling: o even soe duelr fie meens (many of thes
iacthicds s el i d bagrer Bourd, Flose
I'l'r\-""':ll |:'=:'I|'I'I|luh. wriath, '.'a'l_f:."l.'."-\.lh.:lf :'||-_-\._1--:I 1% |-r||':|| L ce ol
these nuthwch, the saperanien] alverys wei o durndag’s manml
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the fae mien inreract with dhe real woeld?

5 question b a comemon one, Can o moll fir ineo o VO Bug? Whese can | hede my chimerteal sword! The snswer i vei and

o vt .. o you're willing 1o suffer the consequences. For examgle: The fae mien of a moll mag be eighe fect in height,
same chasnerer’s moreal seeming ionly sax. [Fchas character wallos theeugha nomal dooeway, he hasoo seocg, ot least tobave

e mijeen chenr the doce. [F e doesn’s stoop, be s2ill paises throogh the door, bur he gains a point of temporsey Banalig. Whe doe:

e i chis Banuliny? Becansse he is denying his fac mien — he isdenying chimerical reality. He gains Banaluy any time o changeling

lees the real world ke precedence over the chimesical.

~ # Does real damage affect the f2e mien!

g ':"_l'u- Any weapon, real or chimerical, affects in. Conversely, only real weapons affect the mormsl seeming. Chimerical wespons
fundesss given reality by Calling Upom the Wiyrd) have no appatent seal-world effect.

~ # Does chimerical damage affect a character's morml body?

LT
A "r\n‘.t
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: © Inomost eoses, o, Thouph o changeling who has had his aee Blawen off by oy )
WMHN relioves” duar e doesn have an arm. OF course, if o _,;:h ‘{
thangeling Calls Upon the Wynd, then all chimerical effects become real o R s, SR {J
~ # Can a changeling who is in his fae mien use o handgun? ' ”:ff" P e S B 7

Yes, howeever, ising modem weapons ¢ A0 Ay, - r_
‘anddevices can be conssdened haral, . o o e A (#
*andthe Storyreller may wish wgve - e h%l,__,__,.l g ;:;‘l 1&-% g/ E;\)
* gt characoes a polnt of temporary Sl }

Bapalicy from time rotime. Ultimately,

e cdepends on the type of chaonicle vou ane Ty . e [ . Wl o
pmning.Additionally, the character'skich might 'f_-‘?} __ “S o "":'r:_‘_h Sz w',“:_ g,

:
i}ﬁ; 2
RR

T

erermine whetherof noesthe chasncteriheald
gain Banslity from wing a medern. item.

Foremample, s nocker hos ne problems

with meodemn contrivances, whiles {
siche mighe galsy Banalicy for . ,
EVEIY 15, r:;)
Banalicy f. 5

QA

* What exactly &= I ;
Banalicy, and how does
& character gain itf

Banalivy is diskelief ', 1
it the magical. It is an
mn‘iilingz‘h&“ Bin lCepr :
anything beyond the mun-
dane. There are many dif- ‘w "-:;* f
ferent theorles among the
Kithain as to the exact aanwee of
Banualiey, omd no ewo schools of
theasght are the came. Whar all
changelingsdo believe, however,
is that Banality eans away ac the
Dreaming. For changelings, it is i-k“\_ :
anathema, for 1 tears ar their
very essence, destroving everything
that they strive 1o be.
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Characters who regularly deny cheir |, = iy ..-.)
facric existence of whoharm the Drenmingin | ﬂ',"..
any way risk gaining Banalicy, Any time a - (1
character beings suffenng, or even if ke fls . - '-{r-:'t.\ . !:I:i- i f}*
encourage creatieity, he could gain Banality, e il =
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y * How can you get rid of Banality! 2
ﬁ{ Firet, there are no hord and fast rules on dhis sub i,
ﬁ} i Hom a character can rld beesell of Banality, If indeed |
tja‘ : ) can at all, ls a question thar can be answered only by thes
- Storyteller. [t should be an extremely difficulc cask — nigh
impossible. Almost all changelings are Undone by Banalirg’
before they face o morral death. b
A charsceer could bese Banalitg by sceedng i
fanitastic quear, o7 pechaps even in the creation of g
e th o of aspecraculir piece of art. Time spent in the: Creanming

"W L‘:._ 1 may cause a charscter 10 lose Bunality, though any chag:
" acter who arrempes chis feat risks Bedlam, not somention

2

g

#b

o

-

5

&

e
SRS

e
)

& il ;
t h .. 2 t *’lk;.".-‘ h - h:nmh‘:gpnrmm:-mtlyh:-s-. 1o the Dheamong,
:‘} Y i ! \,'I * How does Glamour relate to Quintes-
\!\ k. "b; ot .r-1=ri;3'£1':;r' b . N oy sence! Are they one and the same?
L A | sl il il Sometd b dsa il
e _ W ! s gt metiees they are and sometimes they
K‘ 2 l.'-.; L"“ -‘;-" \ | ..::"*-J aren’t — which i ceally the best answer
_“ ¥ . he can give. A dresmstone foand in g

glade would most likely he both Quintes:
sence and Glimour, though & work of at,
while it may generate Glameour, is eolikely o
Be Quintessence. The decision i left to the Seory.

s 4
=)

N
=

peller.

* What happens to a changeling who reaches 10
permanent Banalioy?
The chatacter 1= Undone. He becomes comeplershy
rottal and can never become fag ever again, The factie woul
atell Lingers uanil the mortal dies, however, ar which poine
it &5 reborn into & new human body,
* Can a place have Banalivyf
No. A place can be banal, but it cannor ave an ac il
Panalicy rarlng.
* How much Glamour can you et from a frechold]
A characrer sleeping in the light of » Balefire regnins
ene polmt of cemporary Glamour for ench level of che
frecheld. However, the charsciee's permancnt Cilamour
com never be exceeded. The charmcter must have been
granted permission by the frechold's owner to gain Glam-
our insiecha manner. Only anumber of characeers up to che
level of the frechold can regain Glamaur chis Wi
Slecping 2 glade restoves ene point of Glamour i
each level of the glade, but only for one characeer
Addivkonal Glamour can be Beaved from either a
frechold or a glade, bue it msks diemiaging the feechold or
glade. The rules for Reaving can be found in Changeling:
The Decaming on pg. 226,

_;(- 9
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The Deeaming i . '("-‘r
# Where is the Decaming? Is it & parc of the Umibra \lifl: | o ot & i

ot ftd owen separate realmi
The Dreaming i3 not exactly a pare of the Umnbea,

thouph it 18 connected 1o it The Drveaming exisce in
-é_._-;n:-gml and through the Umbra, touching Ic every-
Cwhape, bue conpecting to o only in cercann places,

It iz possible to find vour way fnco the Dream- e
ing from the Umbra, but it s nor always as y
exst a it seeans. Like che fae, the Dreaming ﬁ{’
i elusive and can ke quite difficult to

Clicate unless you have been there be- | L ]
Hore or know exacely whae vou are \\'”:\i’%l_’r B Tt ;
" looking for. Dreams and Nighrmares =SR0lle S
“affers a grear denl more information on :
D how the Deeaming relaves 1o the Umbra,
and it is highly recommended o plavers
whe intend oo wie the Creaming heavily
O in their chronicles,
* Can my changeling character re-
 ture o Arcadia?
:; ] The answer to this guestion is
O penerally no. Yer, some Storyiellers
" gy want 1o make it the goal of their
cheonicles to have characters return
to thie facric homeland, However, 1
recommensd that once chameterns te:
mam o Arcadia, they not be allowed
10 return to Bath.
# [ bring a vampire, werewolf
or e ingo the Diresaming!
If a character is first enchanted,
o changeling canm bring anyone
threugh a trod and into the Cream-
ing. Werewalves and mages maveven
bz able to find their own way intothe
Dreaming, through the Umbm, if
they know what they are looking
for.
# Where Is Arcadial
Mast changelings believe
thar Arcadia s in the center of
the Deep Dreaming, but the ex-
act locatton of Arcadia, If ir
ceen exitks anymore, s hor the
Srervteller o decide,
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"Wt @ ke Mot wuch demipe does o crandelier do? [1diesn s maggers

It's a Seevy Ensevrainmunst™

— Chrls Kubasik, "The lntecactive Toolkie," W hite Waolf Infshohé w54

Changeling is 2 srorvrelling game anck, Dikeall games, ithas
fules. Unlike mames concermed solely with wonming and losmg,
the Storyreller sparem s 4 robeplaping game, devoned e creat-
g and velling sones Thes detinizion meams slayens aad dhe
Stoyrelles need o handle che rulesdifetently vkan ey wisu ki
for & bonrd game or acand game, This chaprer descriles how oo
uae the rules of Changeling roenhance thestores vourchnmcle
creses, cather than limit them. It abio locks m diffesent
perspectives of mterpreting the reauls of actions, wich feser
rusles amed less vee of candom elemene (like dice-rolling), which
can samerimes weemene with deamaric soevrelling.

Dramacic Game-Play

Thete is a long-smanding delete about mules smomg devenoes
ol poleplovang pumned, Che el feels pales ane usetul coly so e as
they prowvide a bockdeoge fir mleplaying, storaelling and dhe
urdoldirg deama of the gume. The ather ade feels the mles are
immpartanit inanc of themsslves. Mot only does the roles syem
affece husw eve e s played, Bue o alse afects the overall feel of
it. Lemgthyalebentes on didens bke reslim v planahiling, ormeleplaving
s, potl-placing, sprong up on amegula basts. [e s wnlboely dhar ehes
bk, or ary cther game hook, will end the debute ever the
ierpoetance of nules inoreleplavieg, Hese we discuss hiow g use the
sules e Fdeoue wonr e,

Bolepbying has males pomarily e help cur down on: angu-

D2

ments about exactby what happens during the sty s it unfolds,
Thee medes peowicde a commes lnguage and a univesial seieem for
determining the resules of ary gives actioa thar a chasacmer tkes,
Thievyates ool ovpresent thiekimd of srgumenis lesds per mea over
grmeratiops smd Robbers, where vou claion vou e somene o
ey chibmyew didn's. Who's nght ? The pules helpvou bosh fipare
it ot As Storyteller, vour have a Dioe Pecd foe any gmven task and
ararget number. A sall of the dice tells vou bow wellyou did ar e
Gk T s,

':.'nﬂmt nult-s ang lnl:t:rhli'd L 41T il I:i::nlu..:.i v res] llh:q': S |'|
aa iun'-|1in|;n fence af ﬂ.“l:'l_a':l R, -||-:1u|.|; with Ficticoal evenie hike
costing 8 cantrip of wiesthng withoa chimesiol saonster. The rules
AEC @ ﬂ'r:'l..'.li'l H:t’ |:'!n:1'n-' l'."ni'll-l.' L|'|'.I'|.|.:L wl.'uic =1 VMACIT -:|.:l.'c'r|1:.1n|.' w]'n:.l:
|1-'||'l]'-:l1.$ ru-l.l:'f | E]H.I'-JUH l.].n'.‘f.'.-n.i-t‘i- [ -.hu.ui s swead arwd !-qgl'n an 5
formiad duel,

The real secren of the rales i Finedan's .-fp.'.l-_':. e the, T]“;p-\_.
e ]l.'r'-l a e, & mecans of Iﬂ|,|.;|.|r|.n|.: hova olsen sl o well 2
charscrer succeeds ar any glven suk. Wvou took sway chese rules
o ccmeld il tlanme ot boaw things woaild hagpen a ol decidal
to hop an upsrart ook on the bead wich b cluby i would juscbe
moee diffcak and mke some more puesswer on your poee. Hoe
strong aned fest is the mallf How alerr s the pooka? You could look
ab theds Tramsand ru.,".l'rc ot whiat vou think would iuprw;'u. I face,
all geme rules soll require interpreration from plavers and the
-":rl:ll'lnll.'l.lt'l'll.l ke sense of them — some puiles juat need mose

than other:

Chapres Thaee: Playing che Rules 3l
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P, which can bead plavess 1o ipend Wilkpower poinits o make sure
"Rl Nimbey Oire: Dion't susens the small stff, Risle Nambey  they don’t mdss an impostant Peroeption roll or t0 expernd exim
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TS

o Town: 15 all omall stgff," effort vo search for clus because they "know” thene s somethng

A . ; ; T
t‘ Kichand Carbon, Pl Don'it Swear she Small 'a.l"'wl!'ll' to be found Furthermon, it alio IS Wy [0 @ liferstiom of
Perception rolls as plagers oy so check every nook and crannw foe

Mow that vouhave an idea of how to take the rules and play
around with them bo it your story, thii secdon looks st some
specific examples and svstems for using fewer dice-rolls, em
ploving the rules in o more dramacle way, and other game
mechanics that can hander your story

secret dooas, hidden clses and ambushes,

It 15 beneficial to make Peeceprlon rolls for the player
charscoem in socret, chen sell them what they notice aboue
sormething. Then the player dossn’t know if the roll sscceaded
ot even that o roll was made. You smply deicribe che soene oo
II‘)E RCE;?t‘iﬂH the playver and she has to react to what ghe kiows. The player
con sk for additional demil or use cantrips or sther abilices oo
tey 1o e more, but nothing can be infered from che dice roll
icself, In chis case, Percopeion works much like real life and the
players cannot completely oust their senses sinee they don't
know anything more than theic base level of abilioe. A char
#cter who is mone Perceprive chan another can ¢ount on his
perceptions being more scowmee, but chan's all

H-.:ll'.:.[\."w.l -C"?II'I.dI..-i|:II.'J'|.1E withirmnch L:-f".htdi,u:{-r-1|||n!; e i
Trait bevels of charmetersa a L"I.IhJE]II'H" far whist they notkee alout
sormeching, alomg with e dramatic neads of the wory. You can
AETANZE MOTE dramatic sceries with Erenler edde when ol ke
they won'che spoiled by a player®s lucley of poor Jice ol Don‘tuse

W ey, vou il [neo o dark roome bake a .l’fr::q;l:lu-.;.n T
Alererioss roll Statements like this ane 12l ployers something is
uprighraway, One of the difficulrles of pesception in a mbeplaying
game ia thae ehe Storyteller serves o all of the senses of the rA.:l',n:-r
chorncsers. This vou describe everyhing thelr chameters BT
e b Uhe ssomy. T he prifasy war that the rules model chis fact
i through the we of Truims like Percepoion and Alsmnes, The
plaet ol o s o achatacier notices of undestands something.

(5597

(6

o

Heowever, being sked o roll teils the player there s some-
thing to be noticed or undensood about a certain person, place o
thirg — ever il they fail the rell, IFthe player scceeded, be also
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Note-passing and blee-books are very time consuming,
however, and con slow down plav while vou write one out,
particularly an in-depth descriprion. Cur down on tlome-
waiting by preparing a few notes in advance with chings vou
A think charscters will notice during che game. There is no
&(' way to predict which characrer will notice what and wo what
-k degree, so having notes in advance can be hard and seill

'ﬂ tﬂlﬂ‘ tkme,
\J‘ Amnodher, more madical opion for avoldimg the Parot Syne
L!' drome is to ghee o liccke control of o chameter's perception oo the
t \ plaver, whichallows her o describe some things that her chamcter

a kenows and notices during the sory, This option requires a great
t;h dhesal of trosc o wonr part, @s you mus be confldene that s player can
o,

%

handle influencing the atory,

For example, three player chamcters discover the body of
boggan murdered in his humble shop. The characters want o
search the shop for clues about the killer, You've decided the
L. bogenn was killed by his Undeelie brocher following an angument,
VYt players don't ko than. Tell therr what they notice abous the
l"‘."\ body and the condiion of che shop, then ask players whiat their
i': characters finedl. The characters wich the highest Perceprion and
E\ Alertniess Traim get the greatest leeway in making up whar their
._‘_] characters disconver, while ones with the kowest appropriace Traits
k?\ ooy ot netice much of anything. Anedw chamcrer has very high
-{‘ Perceptson and he paces around the body in s Sherlock Holmes-
t/h eaqee Frshiom.

) Yo st here ™ be says to the other characters, “These marks
ot hii cheoat clearly show he was simngled, most likely by someone
n good deal larger ard stronger than bime The kilker muse have
grear strength, although | do not chink we can nile out a o
You didn'e give che player any informaion; the eshu'’s plaper juss
made it up. Rather than treing o push the player back onto the
track you had in mind, you jot down some notes and decide the
Unseelie brother might have a moll or morm] accomplice warking
with him. The characeers continue thesr mvestgtion and even:
tusadly rack down the accomplice, proving the eshu comecr, even

though it wis never originally in the plot oo begin with.

This method less players change che story a grear deal. Even
withy players you lonow and toust, using it requires guidebines vokeep
yourr stomy from furning into chacs.

The player's abuliey oo speculate shout what her chamerer
notices of kiwows 15 based primatily on a chamcrer’s bevel in the

‘ ruecessary Trait. As the Steeveller, vou slwags have che right 1o
sy, “[ don't think pour chamerer could know some thing like thas,
vy o you think the plaver has gone 1o0 far, In the case of multple
@ players offeriingspeculation on the same topic, a characrer with the
t_} highest Dice Pool for the ik s mose likely 1o be comece. Ba, this
}A ts mot ahirzys the casel Sometimes the speculation of a player with
\* 1 lower Dice Pool might be the right one, elther becasie it fis the
@ sty better o stmply swrpriges playess snd keeps them from getting
{;_% complasent
v
&
@ a speculation. Keep in mind, however, that dhere |s no guarmnees
t_.' any player's apeculation i tight, no marter how high thelr Traits
vl
.\;‘:; 54

If wou want to limit the abilicy of the plavess o alter the story
this way, eell a character to spend a Willpower poin to offer such

Changeling Scosyreliers Guide
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are, but a character wich high Traks should be right mere ghe
thuan he ks not — else this rechnigue doem’s work and the T
ane moeanngless. ,

Kenning

Kithain have senies beyond thase of mere mormls, slong
with informarion an secrets of the Dreaming and memodes
from past lives and experiences. Yet, the Storyieller has
real-world model for the wie of faeric abilities lke
This lack of n model is helpful becawse it provides mors Lt
for creative expression; pou can make up more of whi £
chongeling pereetves through Kenning chin you can abe
how a computer or a car works.

Mare chan crdinary perception, requests by che Stone
teller for & Kenning roll dp players chat something special s
happening — someching detectable only 1o their
fae senises. It i wise to make Kenning rolls in secretor to decids
what e tell players based on how many does their chazacres
have in Kenning and Perceprion. The characrers with the
highest Dice Poals notice the subtler, more detailed thingd,
while Kithain with lesser abilicies just pick up on the obvious,
This distinceion allows the mystical sspects of the chimerieal
wotld 1o be more abstruse and sprising (as they should kel

The perception of the Dreaming is more subjective than
Kithain percepticns of the real woeld, If you choose to employ
the method of allowing players ro make up some of what their
characters notice o know, you can give them more fexibiliny
v come wp with things from the Dreaming — where pencep-
tion often i realicy, If a Kithain charscter claims o see
evidence of a Questing Beast in the chimerical landscape, then
perhaps there i one amund there somewhere. .,

Social Inceraction

“I didn't play DS for ol those vears withour learmidng ¢ fow
things abour cowrage'”

— UPC geck, X-Files

“Olay, the video clerk seema suspicious,” you say m
players. "Why do you want to know who this caed belongs ta?
[en't it yours!™

I Persusde hirn,™ a player sayz wich a clatter of dice. “P've
got four peceiss,”

That is an example of an all-too-typical “social exchange"
between & Stoevteller chamerer and o player chamooer, Players
tend o meat sockal interaction m just another obstacke to over-
come with a dice roll. Thes meatoent remsoves o crucial elesment
of the storyeelling experience — the opportunity to reveal some-
thing about chamcters through diabogue and interaction, You
waonibde't weant 10 read a novel of see a movie in which charactens
never spokoe or inceracted with anpone except topeund chem into
paste. Even the most violent movies and books contain wome
dialogue. Reducing che social intemcrion of the player chamactess
b thie level of 8 few dice rolls redisces the storyline o bittle ssore
than a had video game.

Encournge players to play cut thels inaeractbon witk a S1ary-
teller characrer, o another player characrer, before rolling




povdice. They should practice this method v decenmine the
effects of cheir attempi to persuade, charm or intimidate the
pther chamcter, which grves cthe plaver the appartuniie to
ahow someching abowt his charscrer's personalicy. And, it
glves vou the chance to develop relationships berween 1he
supporting cas snd the player chaeneters.

Agair, vou may want i secietly make some ntersction
rolbs o prevent pliverstrom knowing righe awne whethes cenor
their atremgrs were successinl. You might alsowanrt todispense
withsome intersctson fells mnd bass the el eon thve clharacies's
abalinies, IFic's fairly ceraln acharacter can charm o video-store
closk omd the [-I.Ppt'l"ﬁ I‘II.i.1I‘lE i ;|.;|.||.'q| ibow of i, why beave the
.:."*-.‘I:iiirﬂn g Do tht dil:l'_"' W!‘.Hl"l Yo Cary Come T wer O
comeluston and keep the swosy moving!

Interaccions Beoween Playcr Characters

Ome exception rothe wsual imteraction rules should come
aboue when piayer chuecten relate with esch other. With the
exception of Glamour-based ahilities (like the Awe mspived by
i sidhe), intepsction molls should nae be used barween player
enarscters. Let players play out che interacrion and leave their
charscren’ penctions up to them. Pliver don't ke vo have
these free sl taken from them. Additionally, players given the
abaliny e use Persunsion and Inclashsison apsinae their fellow
players may alause thas privilege. Provide roleplaving cues;

B L
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describe a Storvedler character as "compelling” o2 "impresiive™
without dicrating to them how their chargeters shoubd resct
The reactions of the players are, afverall, afundamental pars of
che story's llow,

E{.ﬂmﬂ

In the passionate world of the Kithon, romance is an
important form of character interuction — snd dificult e play
out in a rokeplaping game. The courely ke and romanric
interludes of characters must not be reduced to a eallecion of
dice mells. Handling this topic requires great care and dore-
thought,

Firse, ralk wirh players and find our how comifortable they
ore wilh pomaniic scenee [ dhey are fine wieh che idea, discus
the boundaries of gocd wsre foe the game and how to handle
certmn tisues. Will sex be discussed and, i so, i whar ermal
Keep sexusl innuendo and discussion vagee and “offerage,” 2
1 55 o et TV show and PG- 13 films. A simple =you and vour
beloved spend a presionate night romether™ is usuallby sufficien
without getling into the details, A more maoure roupe may
wish te consader some more adult themes in their games, bat
Changeling 5 nit Pendhouse Forum, despiee the presence of
randy satyves and other fae.

Some players and Stoeyiellers have no problems ralking
about sex but are uncomfortable playing out these romance

Chapres Theee: Playing che Rulee 55
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genes, This can be difficule if one is plaving s charmcte _'
declares his undving love 1o anocher, when the athérp e
is the zame sex as he. Plavers may play chamcters o i
different sex, as Storyeellers are called on 1o play oppotlte
scx characters all the time. Undersandably, some gaens
find the sicuation awkward and uncomforeable. The bt
solution may be to play out romantic scenes in o writies
format, like a blus-book or through e-mail; both cption
allow all parties to feel less inhibived since the interattion
happens “offsiage" and s more prvate.

When handling the romantic interests of chasacten &
play, rake their various Traits (like Chansma and Appeatancel
inte consideration, but do not reduce the pursuit of love {8
even lust) co mere dice-rolling. Challenge the plavers o come
up with suitable roleplaying to achieve their romantic gosks a8
vou would for any other social geal. Some of the more peonal}
particulars can be glossed over, but a character's punaic ia 3
beloved makes for a grand scory in the coundy romantie s
cheat is w0 sulted to Chanpgeling.

PerFormance ,

Cilamonr isa creative force, and changelings are infused with )
it. Kithain are artistic and expressive creatures, whether howing o
fete o woeking 1o achieve Rapture through their creative posuls
{see Epiphanics, page 57 ). Performance isasoctal expertencetoky
shared with others, so changeling tradition and lepend are fillad
with bardh and other performen whea gather Glamourand influenoe
others though their performances.

In handling o performance during the gume, have the player
make a Performance + Charisma {or other appropriate Attieate]
roll, which i ueful im cases where the perfoemance outcome & in
doubt; there is no need to play ow the perfoameance musli,

In most indeanced, however, the pesfoomunes el cim be
derervninid without o dice roll, How skilled i the character i
Performance! How high i the poverning Anribute? Use these
questions a8 guidelines oo expeditiously determine the geners]
outcomieofa performance, [Na charmerer saple wants vo play e somg
oF recite @ posm to entettain the court during & social gathering,
thuere b e resal necesiing topoll dhe dhee; juse vell the player howwell
the perfrmance went bassd oo a chamcter's shility and on the
plesper's roleplaying. Aswithall woctal invemerions, good roleplying
om the pliyet's patt enhatices the effects of the performance. If the
plewer compasss a song of & poern, thees she alimild et o fairbarus,
and players should be encoutaged 1o express themsehes through
their characters.

Persuasion

What if o character wanits oo be convingleg of chaming
Agan, you can call for a Pessuasson + Charisma or Manipabirion
roll to determine the results, or base the reulton the general bevel
of abaliee the charmcrer has, coupled with the roleplaying the player
puts into ic. Mot all of us are master omtors, & always take Iats
aecount the abilivy level of the dhoacty when o player makes an
attempt af Pecssasion ot another social intersction. A somewhis
wemle eficur deliversd by o very charismatic chamcter who s adepr
at interaction it more effective than the mme dislogue delivered by |
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gcharacter wh has the personaliny of astone —andasharp, rough
“jeane ae that. Don't expect Oscar-winning performances, but
- Npbyesenjoy plavingout asocial interacoon, ches Jet chem
* i mevie their efforts. 1f plavess dom’ like to play ot these
 lesmnctions, deaw them out and give them a chance to enjoy iy
~ Bewever, don't force them. You can still use shorthand methods,
el o puesswork based on thele Tratts, 1o pesolve what the
resalt is.

- Cpiphanics
Epiphanies are a changeling's strongzar connecrion w
"~ the pure source of the Dreaming, They repreaent the heighes
- and deprhis thar the Kithain are capable of in cheir pursuir of
- Olamour, and they offer many deamatic possibilicies for o
ckronicle, The dice svsrems for epiphanies in Changeling:
The Dveaming (pages 21E-216) describe che processs in
sworthand, thus reducing a fairly complex process 1o a few
dice palls for the soke of simplicity, This section expands on
the paths co epiphany and how they can be played outin che
o pengest of the pame.

Thas manerial ds an opeional expansion of eplphandes; icis
pot necesinry 1o play our every one in the same derail as given
Bere, Sometimes it benefin dhe srory move o wse the dice
method for epiphanies. [t quickly resolves the outcome of any
given atternpt a1t gathering Glamour, allowing che story 10
geneinise. Llse che demands of the srory and vour best judgment
ta decide which sysrem o usge ar ang given time.

These systems are looser chan the dice methods, thas
permitting greater flexibikioy but requiring more of a judgment
call from the Seeryreller. Like Bedlam, there are no concrete or
Fast rules here — just guidelines on what s changeling must da
12 achieve the epiphany, lois, of course, up 1o che Storyteller 1o

decide if the changeling's efforts succeed and, if 20, how well.
Reveric

Reverie is the mosy common and innocuos of dhe four
paths toepiphany. Ivhas three baslc steps and relies heavily on
soctal internction berween che Kichain and a momal dreamer.
The informarion in the Soclal Interaction secclon on page 54
Is wseful for handling some of the steps of dhe Reverie process,
which is as follows:

* Dhscover what inspires the dreamer. Firse the Kithan miss
et e knew the dreamer and find out what inepires his creaivity,
opening the dreamer w dip fnno the well of Glamour and brng
some of it inte mandfestation. [f the dreamet is a Jong:time foend
o associate of the character (usually because of a dreamer Back-
proursd or o long-exablished relationship in the chaonicle), then
the Kaubain peobaldy alresdy knows what insplees hem. This
situation does not mean that circumstances cannot change, bowe
ever; what irapited adreamer asoweek mightnot hodd char special
spark of Glamaour for him any longer, requiring the changeling o
ek mew source of ispiraton, Dveamers are not machines, and
what inspires o peron varies greatly beonse of his girsation,
b kol and meed,
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Teget to know che deeamer, the plaver must releplag howe
a characeer meets him and gains his confidence, tust and
friendship. This process results in a common intetest in the
dreamer’s creacive field. A changeling mighe meet a dreaoier
with the potential to be o great poet and strike up a conversa-
tion with her aboue different poere svles and influencer
Consuln the previous section onsocial interscrions for idess on
hoew o handle chis inidal interaction withowr relving oo
srongly on dice rolls,

Omee acharacter has gained the dreamer’s toasr, there san
oppartumity to discover what might be wied ro inspire the
dreamer to greacnes. This opportunioy relies parckal by on social
ingeraction = gettng to know the dreamcs’s likes and dislikes
— anud on e intuition and Kenning, which is a feel for the flow
of Glamour and how to encoursge its growth. Take (nto
account the marerial on Perception and Kenning on pages 52-
54 for how a character can obtaan hints shout what inspires a
dreamer. It s poasible thar o changeling migs several metheds
of inapiration before hitting the nght one, Juse finding the righe
clues can take anywhere from an evening chat o spending
months on end with the dresmer, coaxing forth subtle hint

* Inapire the dreamer. Once the changeling has an idea
o how to inspire the drexmer, an attemp can be made, The
method a character used for inspiracion should keep the
changeling's Musing Theeshald in mimd. A Kichain who
primarily penerates Glamour by inspiring bove may not have
s much success inaciganing o iense of calm, but she may be
a catalyst for a preat work of ant, especially a love sonner!
Inspiring the dresmer relies on the Teaits of Mandpalation
[guiding the dreamer along the right pach) and Emparky
(hoving o feel for whar works and what doesnt). The
amount of ime the changeling spends toping 1o inspire the
dreamer i alio important; the more time aken o plant the
proverbial seeds of inspiration, the larger the eventual has-
vest of Glameur.

Oince the dreamer has been inspired, the inspiration must
follow it course before any Glamour b generared. It is the sct
of creation thae brings forch Glamour, noa che act of inspim.
tlon, The Kithaln must scay intouch wich the deeamer dhrouphe
out the creation process, which requires additional roleplaving,
aned he may have to offer further ald or encouragement 1o help
the dreamer along. A characrer’s interacrions with her during
this cimie 2an be the basis for a story, especially # the comple-
tion of the dreamer’s work is Interrupted of theeatened in some
way. How long the completion of the work eakes is up to the
Storytelber; it could happen wery guickly, like s lovestruck
voung man whe seeeps his lndy-love off her feer and declanes
his etemmal love for hee; or ic might 1ake a bong while, like an
nuthor working om the Grear American Movel.

If the Sweyteller rules thae the attempt 1o inepire the
dreamer is swccesdul, the changeling muse gains Glamour
eaqual to hall ber Manipulation + Empachy, with adjussments
made for how well the inspiration was reseapched and raleplived.
Disrinctevely moving and clever inspirations should grin more
CHamour, while huried or repeticicus inspiracions wich no real

Chaprer Theee: Plagying the Rules 5i
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eitort showld net Jese Crlamour o f6il entirele. I the plmyeT
mishardles it, vou con even rule thas the sitemnps b 2 boich
and tell a chassier 1o st ever by trpme o find semething
clse thai can mipize the decammer. Bue this shauldn’s happen
foun af e,

# Determine how loasg Before the decamer ean be inspired
apim. Adier sach an ntense burss of creativiey and Clamour,
st clreaners are exhausted ond cannot soemeditely be inspired
tocreige again. The length of time before the mose can mapine her
G |.||']\.'I:I|.|!| 1] ||I|.' |.|I'\.'.I!J||. A .|.'|II| Iy WK Jer & SHIEE :.':-_i A
miodbestiy skilled drepmer could reguire months (as mech a8 8
!,'I':'.I:' s e |'\-\.'I:I|.'..;:I.!'\'|| L [ I\.||I|. el '|-|.I!I|| i-'.lh'ﬂ.‘.llll"-\.:li;'l . n.'lll 'y
amannetiul one (Attmbure + Abilioe total of 9 or greaver) may be
iesapared again slmoss morediaely Cinas hecle e on ded, Though
sametimes the opposie is e, A novice mighit be sofleshed fom
the exciseren of b coearion this B is sy oo dive right ine
another, and the master msy so exbuussed by the efforr that she
ricechi B ro peie. | e '."\:llll':h lbeer |J|-1.i.||'|l this e .II': I|'I.|||
ing an the effectivencs: of the inspiracicn and how the Kitham
brwpencli oo lrapire the drenmer nexy. Lising che s sechmique
regusres mmeore b Hhan comirts upowith @ new means of inspira-
tiome Owver e, the eelglnal method becomes lisi and bess

elfective, torcing the changeling oo book for 5 new way

RHE'I'E'HRE

By combininge teeir tie and mortal nioares, changelings
avek oo posecks thee Direamingg as mortal dbeenmess doe This way
is the most difficule means of reaching epiphany, but pedhiaps
it ke che meoar saisfvng since the Glagwet ecanes from the
depths of the changeling's own erezative soul. Rapoare relies
heavily oo dhe guidelines for performance given on page 38
almce i reqpulres w tremendoas artistic cltort on che pare od the
changelicg. Achieving Bapure has three sleps:

# Choose an arisole mediom. The Kihain sy fis
chvmpse adiat fommn of artistic expoession @ b0 be che vehicle for
the Raprune. This vehbebe can be any forns of creasthyity you
vty s allow, smd playess should be encouraged £0 be creative
im coming up wich wew fomes of artlsnie expressm boar dher
charerere. Althoaeh Skille Like Crafie and Pettormance are
tlve musst commonly wed o seekmyg Bapoue, pochong sns a
Kithain canniot wek oo be crentive thiough the mediom of
computer graphic: or programong (U ompader), mldle and
puacshes | Esigmaa ), o scientific seseavch (Saence ) The ®cu
reka momeend” of discovery i science can be o much an
eptphany as the creation of & grear work of ait. The characeer
could also crearedomething bess tangibbe, e 2 lascing eonman
tie relationship, o peasce fal cornmamity of Kithmn commoners
and nobiliey, or 2 legacy of sell-ceafved lavs aed precepts I
jubde changeling fustice and sulershep, Anvithing chat drows
an the creaciviey of & chemerer fand dhe plaser) G o viable
enedbiim for seeking Roptare

It e plaver has o paricular ialent or interest, enceurage
hism o npply ic vowand g chamcerers atempe ot Rapoore, ¥ ebe
plaver cam deaw or play musiz, for exampbe, sugeest crentingan
il plenste of song & pan of achatnctes s quest fof Raprers,




S it or perform ko for che rese of the game troupe. Such
pecinl etfort should be rewarded with extea Glamour or the
phlickar: of a permanens point of Glamour, since it encourages
gehes players to do Likewsse. [F o playes has no artistie Skills,
et ceheer poasibilivies for Raprures, such as those mentioned
r cee, Peahaps he can design o webpage for the troupe, or he
ey volumeeer 3t @ local crisis hodine, or some other means of
inpining hope, jeie as chels character tries to speend hope and
dreana in the soory. Again, always reward exora effor,
¢ Croate a vision or idea. Once che medium of expression
. e, the player must come up with a specific work the
peling enderinkes. Even plavers with no ability in theie
o medlum shiould ar leasr dswvent and deserilbe in mpch
Fllixel the work their characeer is creating, For wmurance, a
phiper an't much of anarcist bur has a Kithadn characrer whe
: sarartistic pbility. The plaver cansall desceibe acharacier's
and cverall poal. which is jusr as crearive as acrually
g the work in question, Challenge him rodescribe the goal
:;{ the Rapaire 20 that all troupe members can cleadly imagine
A The porsust of che creaeive visioncan forrm the basis of a story
g tke chrondcle, or bt can cake place entirely in a ployer’s bhue-
ok o7 as part of aspecial sologame. Trv noe oo let a characeer's
et of Raprure cake up too moch dme during a regular game
urdess all of the others are occupled with something elie.
Diverting the story for the sake of a single plaver doesn't
* gememily sic well
* Bring the vision inte being. Unce the medivm and
* the work have been decided, a character tries eo bring the
meative vision into being, This precest involves the player
acteally creating a work of are (a8 described before), or a
 character “builds” it within the context of the game. The
Cpesalt depends on a character’s facilitg with the medium
 (nppropriate Attribute + Ability), a chamcter's level of
* Bamality, and the player’s work i constructing and descnb-
ing the creative work. A successful attempt at Rapture
- penerares an amount of Glamour equal te half che Kithan's
[ ol Ateribute + Ability, For every point the changeling's
- Banaliry exceeds her Glamour, subtract one poineg for every
patne chat Glamour exceeds Banalicy, add one. Madify the
- el based on the soleplaying of the creative effert, An
- excellent description and effort on the player's part s worth
an extea point or twoof Glamour, while actually performing
an act should merie an lenst a few extra points of Glamour or
even & point of permanent Clamour, just as if the player
tolled five or more successes with the dice method.

Ravaging

Ravaging is the simplest form of epiphany and allows a
changeling to np Glamour away frem o mortal deeamer, Te
reguires litcle effort on the Kithain's pare, bur it implics certain
- rleksbecowse bt relbes onusing the changeling's Banality to steal
Claosour. A changeling who utilizes Favaging oo freely may
gain Banaliy tor snuffing oue the creative spiric of dreamen,
Ravaging has roo basic steps as follows,

* Establish a relationehip with a mortal. To Rovage a

o !

"

T T o 22 T TP o7 o 2 T oo T o T o s T oo Yt T g

morts] dregnier, the changeling st fiest escablish some kind
of relationship with him. The naoure of this relationshipean be
a very easual friendship — the sort of thing a Skilled Kithain
sets up over the course of s aimgle evening. It can have a deeper
mature if the Kithaim's player desires, and some Unseelie in
porticular have close friendships and romantic reladonships
wirh chelr Ravaging victims. Establishing the relationship uses
the guidelines for secinl interaction on page 54 and should be
roleplayed. The Ravaging effects can ke modified if the Story-
veller feels the player has done a particulary good or bad job ac
eacablishing the relarionship.

The choice of vietim and the nature of the connection
should be relared o dhe changeling's Ravaging Theeshokl
{Changeling: The Dreaming, page 2151, A Kithan whe
thrives on Destroying Love, for example, might flir with has
target and oy to seduce her in onder to inspire jealousy or bring
about a breakup. A changeling who prefers 1o Creare Anger
muighe work on wearing away her target’s self-control, deiving
him roward destuctive acts of violence, Each player 11 encour-
aged 1o choose n Ravaging Theeshold, even players of Seelic
characters. The temptation to give in to Ravaging i always
present, especially when a cholce targer presents ivself and is
perfectly suited to 8 character’s Theeshold, A Kithain can
Ravage throwgh sumple peychic asssule, bur the use of Ravaging
Threshold personalizes the ace and stresses roleplaying.

* Wrest Glamour from them. Onee the Kithain has
established a relationship wath the victim, she can attempt 1o
tear Gilamour from him. The exact moment when the change-
ling raps away the victim's Glamour should come ar the heighe
of the ematien inspired by the Bavager. The rnush of Glamowr
happens at the moment when emotion overcames the viccim,
How long the process takes depends on the roleplaving of the
Kichain and che judgment of the Storyteller. Some victins may
b the work of an hour or owis, while othes could be culnvated
over das or weeks. The longer the process takes, the greater the
rewnnd of Glamoar. The Ravager gains a base amount of
Glamenir equal 1o kalf her permanent Banalivy, modified by the
length of the relationship and che effectiveness of the plavers
roleplaying.

Kithain who Ravage moo frequently (in the Storyeller's
view) risk gnining cemporary or permanent Banaliey for dous-
ing the fires of Glamowr within moteal hearts. If a characrer
Ruvages indiseriminatelyor rather poorly, the Storveellerashould
award him an addidonal point of temporary Panalicy. OF
course, this oward improves n charscter's abilicy o gain Glam.
our through Ravaging, which creates a vicious oycle in which
Ravagers become more copable and ravenous uneil they are
finally Undone and seli-desiruce. Roleplaying the spiraling
descent of such o Kichain is an interesting challenge.

Ehapeody

Rhapsody is an Unseelic means of epiphany forbidden by
both coures because (1 permanently douses the spark of Glam-
our in a mosial deeamer — blazing flame for a brief moment,
then burning out the morcal's cremtive spirlt,. Rhapscdy de-

Cl‘lﬂptl:r. Theee: F‘Iuglng che Rules 59
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srrovs the mortal’s ability to create Glamoaor i the ﬁ-m
iy abo carn che Kithain o deadly enomy. Some Kithan
practice Bhapuody from time oo tine, aldhough i (s foelsls

T-I'II'- PROLE i I.l:J'. 1h.'|.'|,' MG,
* Establish a reladonship with a dreamer., As w‘_l,hH;{._
the Kitham must eatablish some kind of relutionship sihs
mortal dreamer with Bhapsody, whach can be more canialii
the oypleal deenmer-mmane relatioruhip of Revenie. The Kk
plans oo use the moral only once, afver all. A group of Kk
can participoee in Rhapsody, in which case, they mo ol b
somie dort of basc connection with the dreamer, ot st e
casualacqumincance, The releplaving of this relationshop il
sipce the Kithain have soset up the circumstances in whishs
drenmer will ereave the greavest masierprece possble forher ._
changeling’s plager should leam abour che dreamer and whi
grean work lics dormant in s spdrit o bring chat work e 5
in a blaze of Glamouar. The dreamer should mrass che Kighain
is leshing che Bhapaody somewhar of the ateempe will fall,

5556

This part is the hanlewt of Bhapsody for Unieslie chsg

o~

lings: galnong the tuse of a mofal dreamer bong m::.lﬂ]i.
inspare bet to cteate, even once. Many Unseelic simply hnie "

N
%9

che patlenceor the capschog i gudle g0 arrange a Bhugpady THE

g g
i

majonty of Unseelie; like medeaps or molls prefer Ravag
whichk 15 mo fochidden by chekr conrn, (o alie moee | cmplex ol
dotizerous Bhapssdy, Only the moss owisted Unscelic o
L& [T]5% deluded ar dEsperane S Bie) mesner o ke, odten Ereatiog R
a tancalizingly neughty art form gll the more appesl -y
becarse L b bor=kbden.

* Invest Glamowr in the dreamer. Coce the dreomet @
rendy 1o creare, each Kithain imvebeed inthe Rhapsody i
ooe 00 fve points of Clamour in the moeml oo fise the crosmgs
spirit. The dremmer's appropriate Atribue + Abilioe s sl
create the masterplece, and akilled dreamens prodice mo
Glamour in thew final work, Thene is 0 mare profound effscii
burning owt a mastes or a great potensial calent dhan is niinge
& simple hack. The ereation of the dreamer’s final work procen®
How bong it akes s wp o the Storyeeller, bt dreseness intheg
of Rhapsady typically work nrelesshe unable 1o sheep, war
leave their project until it findihed. Such dresmien b
themielves away from other people and concenrste solely of
their creatson, | This siate mey ocour in other foema of Revess,
but not s intensehe. ) This bermit rendency causes oouble it the

dregmer's moetpl frends pand loved ones see ehe urumal behas
jor and LTy by initermg il creacive PTOCESE O, WITEE WET, C-".'.'Ii‘.'l':
Kithain notice it and mapect a Rhapiody s in progpress. [ the
moatd can be kept from the wosk uncil the creartive :I'rr.'n.:['
irpired by che Rhapeody is slbowed to peis, or i che monalg
Ravaged betore the work is concluded, the Rhapsody is broken
and the viccim may be savel It certaindy angen the Kitkalg
invinkeed, i they ks amy Glsmour mvested in the dreamer, bui
the perpetrators mav have other thimgs oo woary aboic if chal
Bbvagaardy wad halied by changeineintercention. Kithain nobil-
ity losake vers poorhe on Rbapsoedy wmd it ia vyypicilly punshed satk
pecmanent nlshnent.

& Reap Glamoir from the deeamer's efforts. Toeal thi
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iim's gproprtare Arelbate = Abllioy and the number of
pomts al Gilsmour invesved. A chind of the rozal s the number
S e e rhie dreamer gaing In che armstle aierape, usually
F'dul.'inl: 0 great mrerpiece. Any Seelle changeling in
wered o the Bhapsody gains a number of poing of Glamaour
::I.'u|l'|:-|"'.i.' successes, An Lmseelie e henge lng gadns twice thae
ot For muliiple Kichain, each parcicipanc firsc gains kack
e Ulamewe, and any memaining i divided equally among
ihem. The mertal dreamer becomes bumne-out by the effort,
pemarently unable to creme, The dreamer gaing a poim of
pamanent Banaliy for every L0 points in the orlginal (Ar-
mibute = Ablliy = Glamowr) pool (round up). The artstie
erewicn sy | Storvoeller's discretion) also become drosa, cos-
paining Clamour equal 1o the viccesies ponersted (o create it

Coiphany and Bedlam

I o stoey, the Balancing factor of epiphany s the constant
et af Bedlam. A changeling who galns too much Glamour,
e spends tod much time seeking epiphanses, may fall prey
b macneis. [The process of slipping oo Bedlam i entlrely n
tithands of the Storyseller, but plivers can boow the waming
wpre listed on page 209 of Changeling: The Decaming ) and
fide stepn oo avodid heving their characters shide inso lunacy,

The character's Kithain friends and ollies con also recopnize

™ *:- 1
{ 5
1 2y
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T

these wammgs and try to help the characrer escape.

R

Hrr|l iry mimsed Rbyat :r“_l:l'f'\.‘-:llf\' WArTNg -i,;|1i.q.'-|"'|1|,-.|i.| AT T
cied to epiphany, such 3 having Glhimour higher than boch
Willpower and Banaliy, copstantly Ravaging, or becoming
obsessed wich creanng are (wsuwally in che seeking of H.;IFTI.[{":!,
A character who spends che majority of her tme and eneny
secking epiphanies is a candidate for showing the signs of
Bedlam; the Storceller can use the theeni of Bedlam rabalance
the desire ofthe players {and dhelr characren) to gain Glamour
Lie ther firie stoge of Bedlam [berally, indlicoing the second
thresheld only oncharacters who conpinually ienore the wam-
ing sgind. The thind threshold of Bedlom, however, should not
be inflicted on characoers lighaly since I i extremely difficult
b cuare. Make sure the plaver understands the dangers before
consigning a charscoer wo ucber madness, OF course, il ehie &)
ingo medness [and a lengthy quest in search of & cure) fies the

e
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seory of the charscter and the cheonkele, there is ne resten
nct o ahead i i,

C_ombar

Descenided s they are from tactical war-games, rodeplaing
garnes are spmewhar obsesed with the minutias of combat. Even
Changeling books have o dosen or 10 pages of combat cules,

e
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conpared 1o thiee pages of rales for social inceractions. The
remson b because maoat pamers treat combar se more complex
and i need of derailed roles, I8 this aovle suis gour thoupe.
i!-.:.-n m:l'.l.' if il Caig, .,‘?;'ﬂ'l'.r ﬂ:t'p;'n Wit umn:qw:lﬁn! amd
defined combar svspeme. both co simulate the nuances of
combar and 1o aveld 1he vaguweneid that leads to so anny
argurments during games of Cops and Bolbers, Such ooupes
ehould make wie of the syacems in Changeling: The Dream-
ing (or World of Darkness: Combar for a really deailed
combar syanens ). The Boak of Lost Dreams provides jome
hints om wsing the Eiteer in a Changeling chronicle.

For troupes thar like & simplified sgscem of combar
redolution, two options are offered: The fire is asimple dice
method based on an idea by Chris Eubasik in has article
sefies ""TI"lr.- Ineeractive Toolkie" in White Walt's Jhilﬁ-e:-bh
magazine {isues ¥)-54F the second cholce i an even
smpler diceless combut sysrem ehacrelies on che Storpe]lecs
iedgment and che plaverss’ roleplaying crearivioy, much like
the diceless resalution wabema [ Percepelon and social
interaction cxpressed before. Chromicles can easily combar
all four possible syitems, depending on the demands of the
story and the troupe's desires during any given game. The
arnplified, diceless method s best suived for quick reacli.
tion of combats thar are less significant to the overall story,
of of combars where drama and roleplaving are more impor-
cant than dice-rolling and precision. The basie combar
spatem and the advanced systeres from World of Darkness:
Combat can be utilized when more detail and precise manes-
wvets ane <alied for.

]
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Simplified Combar

Under this aysten, the variows stepact combat pesciurion e
summmatized into 2 single dioe roll, wing an appeopeiane Aol
= Abilimg. The Storgteller sees the difficuliy for the roll hased
what the player wanns to accomplich, and the soccess de
the ourcome, Bather chan o long senes of imanarive amsck o
otz molls amd sonk rolls, the action of the fight is sharoct asd
hareled qull'_!’-.l'[. Each comdar e, plyers and the 3 eller
decude the netions that their characrers will amernpt, They ke
a ol indrstive mldl, e s ol Based oo an eitimomed 1
o ber. %

* i a chamacter mins thoes secceses or mose, be antome
plithes the msk.

® |f o characies |..‘;.3i.1|!- lase ghan ilies I E R, he s
F"'il“'.-I]I'!.' miccesiful.

* If a character fails, be acconplishes nodhing.

# If s clustactes batcles, he busts hamseld,

Oihjecrives mnge fromsimple sounts— ] want oo kmock hem
it has feet” or “1 wanz 1o et vl o i bkl oommoer inneie —
"1 shaot biigvy im the beg”™s to eortal injuries — *1 non dhueugh e
with & mikghoy thruse, beaving e Blesding on ohe toor” The:
ditheulieof the roll depend: on the seveniy of the offect [sedthe
acoompanying chas far suggested difficelees). The harder the
actiory, the higher the difficulty nnd the greacer the possibilivg fee
a tolure of & botch, Success s moe caswlacbee o5 in the bosie
comibat wetem: che nesults of sotions ore decided cach i

A oomplere success means acharaceer sccomplishes dhe sk
exactly, e waneed nokl] s cpponent, e does, 1§ e sonbed o
e swemeens, he weceeds, Mo problem,

'-.'-
.
,I

s

L Seuncs |
t- Objective Rall [ritficulty
@ » Kicking in a door Strength + Athletics 5

.}\ * Swinging from a chandelier Dexterity + Athletics 5
L"’-\’. * Yanking & rug out Serengeh + Achletics 6 ‘
k_,.'-‘ * Cimabbing someone Dextericy + Athletics f

'{* * Holding oneo someone Screngeh + Brawling {or Athlerics) &
t/) * Frightening somecne Manipulation + Intimidation 7
tﬁ * Knocking someone down Dextericy + Athletics 7

P )
\Z\\ Damage
tf.ﬁ ® Drarmed Dextenicy + Arcsck Skill 7
t:" ® [ ':l-l Healih Lewels! |;'.'||"||1r;||1r|ul|: T'rnili_:l T
Ka * W ourcled 13-4 Health Lewels) Lappropriste Traies) g

}) * [netans knackout lappropriate Traiis) A

# Dearhion severe waund) lappropriare Trais) g9

Simplified Combac Resoluzion Suggestions

——e e e m——y —
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A pantial success mesans she did sore damege, but not enough

godmish the job. The chamcter wanted to kill heropponent, bucahe

© inaceed omiby a.xﬂ:inglﬂ'-:‘m'. She e todisrm somesne and threw
himm ctf balance, but she didn'’t mke away his wespon,

|' I A failure 35 self-=xplanatory,

F Willpower can be used rogainone putammstic ducces, but only

If it & character rolbed ar beasy one ssoces on the dice. Willpower

| paonat change fulure o ducosss i this spern, bue it may beable so
et & parrial fuccess (o 3 complers one.

i The storpeller may ndjust dilficulty numbers 10 reflect che

I * ey of varicus opponents o attacks, Foreample, carnon fodder
pppenents mdghi be eody o fight, while chimericol monigers require

I higher difficultics andior more successes. Powerful weapons and
corilps can decrease deffsculioes againg some opponents, while

 wesk ones and stmcks raise them. The dificulty of a sk is also
sflenced by rolepliping and description on the player's part, A
peeticulerty clever approach could bewer a difficulty, while poor
rodeplaving or deicripeion might mise it

This gystem 15 vers bare-bones. [6 ts designed for speed and

amplicity. i it cawses dispunes thar show the game down, refer back
ta the basic system,

2
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Diceless Combat

Thediceleseornbar syssem s even simpler than the syaem jus
given. In chis case, the two opponens im combar decetmine theis
Dhee Pool (Anmibute + Abiliry) ancl o characoer with the highes
ratal usually wims. Thar'sic, Everyrhing else i plaver and Stonyelles
cremtivty s roleplayang, Nove: | skl smally. The above statement
pssumes all orher dhings in the combar remasn egual, and thar sn
abwwya the case, Flavers infleence the oombar outcome thiough
rokeplaying and mnovarive cacdcs thar shift the odds in thelrfavor,
o thae mowe the combar from am sren where a charmcrer i weak
psuch = sword fighring) to one inwhich he s moee capable (like
wrestlingg or even intlmudarion)

Thuis svatemm rernoves maee, §f not all, of the randommnes of
commbae. A charmcier who @ more capibde dhan bis OFPONENT can
plin to wir um less circumstances change. Some consider thisepdon
mnore “realneic” than the dice meethods, where a single botched mll
enany turi the tideofc ombar. .ﬂ.g‘.l.ln.ﬁ SUPETHON OPPInEnts, characrem
birve ta rely on clevermes, orickery and ouwtright mreachery il they
want £o sin Combean hese vl on good wt:_lr'lr.'ell'in,g amd dmrip-
tlom o give playver ateel far therroptons and toprovide more dracma
gham 5 sleple oompanison of nueabers.

An advantage of the dicebess seitem lechar it cam be s complex
ot simgle s Jesived, If charscters are fighting cannon fodder, there
o need for complex desorptions or molls. An uncomplicated
description bike “vou quickly overpower vou far inferioropponenis”
suffices and lets the acteon of the e peocesd without intermp:
ticn. O the other hand, o climactic duel between opponents of
I‘.J.Il']]!-:_|m|..|f_'-:|| Il."ﬁ;'llmlﬂ'!':e |11.:'|rEJ ot Lt ;!-l:\{:.|i|,1.':nh eachiaics
cautrously testing the other, locking for opportunities and thinking
up MLl B grve Fibre o udﬁ:’. The levvel of detai] w then Mm-:.tt':l
toinatch the demands of the story, Maturally, some combats deserve
mofe attentton than others, such a0 o condronitition befween

k]
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charscoers and an oldenemmy, & climactic scene, oF & rming Eo
the sty

4

Players o not ko e abalivies of ehedr oppoments s

ciully. An Unseclie sidbe might be a mimter duelist o 053
armateur. Ol by erzmang hine In coambsan can a eharmener oo

sune. Even then, whe's to sy the silbe 20t holding backands

g
SN

=

el & eleencter intnabalbse sense ol secunng beloee movisy mkes

2)

killf A plivper clharacter cun beeadss try to "tale ous” eppoceb i

TR

fghticg defenavely, ot showing all of his ablling or comizyg apail

X

other tricks wnd forms of praschologen] wortare, A well placed Bl

s,

oF pibe caan dklsstacy ap ofpomn o encrage i, camsing his i

g,

withour heed of defeme.
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6 Henibile, bur thai bk of st guse and dice-ralling nuy be 420
':'nr H l'l_.l'fl_"'Tl- i geg I.N.-:_] io ai 'ﬁ-rﬁt. Saall, it Ty i:!.-g- | dr-_'nﬂ't.
stomy-udriven s of nesalutien, Gove ieaery ol see haw iz '.l.'-.'q'l',g
for your treupe.

Cantrips

Carurips are pant of the fee] of Changeling and an imporsn
weapan in the Kitham arsenal, The wse of castzips in e o
reduieries mare ateenion than che basic dice-seems inChanps
lingt The Dreaming — particulacly in the cares of cantsp
Irvalving Percepoion, which mwvoke dhe Pamet Syndrome, onis
thime thoe enmal social Ieracisen or affect enly the chanmaes
rvoking chem. This secoen provides some quick-ressiiclon i
aibel:ines than Stosytellen can employ 1o seed up camanp mes
and peovide dramanic desoriprions and resulis of cheir effocts

Bunke

Fromibes, r|'||,-i'-.'||,|;-'--'.,'r|:'||:|1|-.|.r|,-:-; #t for s power. are an impors
pan of rodeplagang, Flayer creanvity in coming up with new md
snmereating Pundks suied oo their characiers shoukd be ercmesupal

Beward ihem with hogher bevels ke truby onemal Bunks thar g2
suited toschamenor, the canrip and the ssmation. Momy changeliogs
have Punks they vse with cemnin cantnps, some of aiich becoms
"achemasks” for & characier — lke a shusgh who alwave uses a
ancique deck of mrol cords as @ Bunk for Soocheay, or 2 nocke
chibdling who wes a coloiul prece of Plaoy-Dah™ @ o Bamk §3
Prmal, Flavers should chink of a bt of potertid Punks ouisick: the
game, fiiher by writmg them on their chartacier shoets o in thes
Elue-boods to reter v when i need of & quick Bunk. Raindomizen,

Itk planying casds of trading cards with picoure: oo sheme can alsa s
used o inspine Bunks, along with irems from a plaver's nssaice o |
espocially iteme a character typically comes nsound,

If using a diceless veschmion sysoem, 1ake the Levell of the Bank
it weconest when fgueng the mcess of the contrg, Figh-bovel
Bunks nuske the canmip more likely to secoeed and produce che
chesired effecr, in addinon 1o enhancing the store,

Personal Cancrips

Fersonal cantmpsaftect omly thechange g shinmes the, Tl
eifeer sy be plivaical of chamericall like the vie of Heashes Palim os
Oiakenchield. Ti inclfes canezips thit popvicke the wier withe sonme

4 Changeling Soosyeclioss ulde
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Sl insight or Knowledie, like Soothssy and canurips like
e Whisoer, The neule can be qulckly decided based on
e needt of the store. If the canaip sifece & nor overdy
SRamentou, thie I8 noneed For ol Consider the situntion
ol e changeling's ability with the desired canirip and
(52 the effece. Pechaps the Heatber Balm ropidly heals &
bt Iy, io there's no need 1o resert toa dice roll and slow
S the game,

I thie case of Knowledpe canitraps, che Parvor Svndrome b
ke, The Seorvteller may wish tonoll ordetermine the resulis
o Krowlodes comarips secretly 0 the player does not know for
g (f the infoernation ¢ valid or acourare, In the case of

O it rechurion of Keowledge eantrips, the Storpieller can

the esults to st the needs of the wome. If the player

b haseters sequiire o beorer clue chan the cantrlp mighe nooally

1#'1#1.“_ the S-.-:-q.lmllr: s abde b H.lluJ':ﬂ;E-lll.In N thr-;m[r'q;t

O v o it oo ssocess (e bic besa) s neoded. The Information
oo be pessed oneo the plaver just ke other information @
hicacter motices (see Penception, page 52, for guidelines),

{ In o more opers chronicle, the Steryteller might even

| -' n]].]ﬂ Li'lE'ﬂi‘iE‘l’lt‘l '.]EfE'Il'I'lII:'l-t‘ I|'|.-|=: el of a ;lu‘tti.;ul.u: Knmi:l-

*dpe canteip based on che number of successes, In this case, the

& plager makes up the Informarion gained from dee cantrip and
B sheSzormeller decides whesher or noc the Information b oree
- hzzed on che success of the canmip and the demands of the
gor. The sicuation requires a Storyeeller who chinks on her

feet anel rooclifics the story as needed, and ic can produce very
sewarding results. For example, the plaver of a character with
Seothiay performa g Omen cantrip wo learn more about &
migetious enemy chameters bove on atou] of recentche, The

O eharscter seeka vissons ina sacred fine preporcd with rase herbs
& ind the plaver scores an extraordmary five successes on the
o tall The character comes out of herrance and snnounces the
L mystenions enemy B none other than her own mentor! The
storyeeller planned for the encmy to be somenne else, but the
olaver’s idea fits the available Bcts and s so Inmriguing that he
tches onto it pnd decides it is true. The plaver wouldn't have

pftered the possibilicy if she didnt wane the Storyeller 1o

purse it OF cousse, the other character: are shocked ar the

revelation and have noe way of knowing foe conmin if it b so.

Thep goeoconfront the mentor, hoping all the while their seer

Evend bowreng, When the confionioat on comes, it 5 suee tolbe

# drametic one!

Resisced Cancwips

I the Storyoeller and players wish oo koop events moving
along briskly, chendse ﬂ?tﬂlﬁ-mﬂ-i:-'milnlhl.lmlﬁ::-liﬂﬂI:H]'_i_ll_'i.'l other
i the crster may be pevodved withous dice rolls Each cangrip
should be decided case by case. Ifthe vse of the cantrip isnot vital
io the story, there b oo need For a oll, The Seosvteller simply
judipes thee effecriveniess of che contripagalng che ddfficuby using
the Auscmtic Succes: nules oo 5 guideline (Changeling: The
Dreaming, page 197). Examples mohede uang Holly Sirike
ircenk down a door,or Hopecooch o jump upento o budlding, and
so forth, This also nclude: canmp use by Soepreller clancters.
I the Storyrelber wanes Dake Diray's Holly Soriboe cantrip oo break
down the door of the cottage where dwe plaver characters ane
hiding. there really ian't & need to roll for the canerip's sesults,
provided the Duke s reasonably skillod in the use of Primal.

Wehe cantrip result is vieal oo the story o seciommly mmdoubs,
it i better w0 poll che resule, unless all the ploers mse the
Erorvclier’s judgment,

Chapoes Theee: Playing the Rules fi
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Whale irs the midit of a Changeling chromicle, it s ensy 1o
foager that there are other beings in the world besides the
Kithain. Mortak, Kindred and even chimerm are all swept anay
in ongoing quests for Arcadia, And pec i is thess others, fnom
che mamcal chimers o the mundane mortal, who coente the
backdvop for all swories involving che Kithan. Remembering
ihur ctlers exir anad even allowing them o come 1o the
forefrant from time o cime ennches any chronicle. Indeed,
coalil prove 1o be o life-sover for chroncles where characters
have become a litcle too self-absorbed. Introducing several naw
mioaral Stoeveetler charaereri can offer wboeath of freth air, and
aninreresting chimera con creare magzic in o cheonicle cha has
hecaome 1oo haunal, A, the meseduciion al o vampare {player-
ar Storyreller characrer] can add o bit of mverery.

Whenever you bring a new chamacter o the set,
plwas be careful when vou do it fise tospice thingsup, Every

| This wreaid fod measly reached fer home

; When sbe way srartled by a oryp.

Al she revned oo took srosmd fer
Auigl her dove wad standing by,

His hand was pointing oo the stars

Al his e plaed ar che lighe, (
Avd ik & sl courrerance y
He vornshed from her ghr, {H
— Loreens Mekennaet, "Standing Stones”
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This chapter offers o look inte some of the more e (‘l
glected mapects of Change ling. By no meana should you need ’
co inclode &l of these aspects ineo gour chromicle: instead, (——?
wae 11 ad o gulde for the possbilivies chag exis, and perlaps ﬁ
(‘)
('N
~
o
%
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chazacter leven Storyeeller onet) need motivations medl
goale. Before vou introduce a new character, ask yourself:
Whnt does chis peeson want and Boaw Far are they willing o
g pooget st ? Le may even be worthowhile po go through the
selection of questions provided on page 123 of the Change-
ling rulebook. You probably won't have ehe vinee so de dhis
wich every Storyeeller characees, Fut having Jefined urges
and goals for even che minct charsceers can be quite rewand-
ng

im reading it, you will stumble acrows some aspect of Changes
ling thae you hadn®t considered bBefore. Follow your

imagimation. . vou never know where it mighs lead.

Chapeer Four: Supporcing Coast I 4
5, .

¢
P




: ¥ (Dorrals

Lond, what fools thezs movials be!

— Willinm Shakespeare, A Midsanmer Night's Drneam

The largest populacion group of the World of Durkness,
roortals can oo often be ignored in Seoryreller games, This
happenstance is unforrunate becaude it avaids 1o much of the
world arcund characrers, anditis doub by unforunane in Change.
ling, whach requires by Lis vy naturé the predence of mortali
on a regular besis, if not in every game: The wotld of change-
lings 15 buile on the drenms of mortals, and these dreams and
nightroares keep changeling souls alive.

Even from o mechanics penpective, mortals are more
important to Changeling than ather Storyteller games. Bepond
their poine values o Conmcts, Retainers, Merioi and Flaws,
mortals serve enly as a food source for vampires and a reserve
of Pathos for wralths. They have no mechanics valee ro
shapeshifters and are sctually a decriment theough Paradox for
magei. Changelings, however, need moreals for Glamour, and
miortal contact prevents Bedlam; they also pose a threar inche
form of Banalicy.,

Even without delring inta the deeper stoetes, changelings
and mages are the only ones who are not discouraged from
keeping contact with the mortals thiat birthed and maised therm
{by the nature of the game). Wraichs are forbidden to interact
with morials by the Code of Charon, and by the mincr face that
they are indeed dead. Vampires who reveal themaeloes o 1
morealshave violaced the Mosquerade — their most seceed lnw.
Crarou are simply taken away from their mortal families and
thruat into @ war for the planec’s supvival, and they are taugs
that conmact wich mottals causes more pain chan it (s worth
because morcaks cannot handie what the Garou has become,

Conversely, changelings, these who don't need o be
kidnapped aveay from a particularly banal home, remain @
grom with two lives. The Jife they have as a monial — with
schanl, work, friends, bullics, cousing, amwd che aunt wha
pinches cheeks — still exists when they leam of their life 288
o creatare of the fae in 2 world of dragons, sopcerers, sover:
etgns and cacstbes, And the people in those lives, cthe mortal
people, remain,

Jod, Friends and Family

The primary concem chat many characters will have,
besend che Nasaliey af those momals arcund chem, s smving
off Pedlam, But this eschewing is more than having a day joi
an undefined or poorly defined couple of moreal friends {wba S
arc probably a charscter's Conacts), and a living, if esrcanged
rcrtie] family. Each of these wreas of moreal life chas can bald
the madnes: of Bedlam at bay has a wealth of roleplaying and
story potential Don'e let players get off easlly by yuse scoepting®
thae cheir chameters have access o these areas of mortsl IEES

The (Uorkplace

Sin 1o ten howes of 8 changeling's w:-rluhg,- ang, O ahauld
be, ait work or school {except, of course, summer ], provides Bl

Changeling Sooaytellers Guide
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thew have a job or go w schiool, Teachers and emplovers
sorround the changeling. Fellow students see her as anything
from Pweeind” o Vcool,” and co-workers have aboer the same
view. Ench one has an impact on the changeling. Depending
an the job and che posicion, pamons and emplovess could akso
be present, snd they have their own Infloences. Granted,
most changeling with “day jobse” do dheir best 1o have artistic
amwed == or a1 lease jobs with s fale smount of personal freedom
However, if the changeling is stuck with both job and schoaol
{wilders mosthe), they may have the unenviable position of
being smuck in orecall (calk aboutr Banality being hell-on-
Earch| Y. Even artitic iobs have non-changeling present, and
the influences and oplnions are still & factor.
Take o moment to lock ot any moteal jobe voue | I'I!:-!'-:-:I-"'Iil'j.:
charnerers miphe have, orthe les el of schoel li'lr"".' are in, of hoth.
Yo they have Teachen who encourape che creativicy and imagi-
natian that are the natuml provinee of children? Ot are they
vletirns of eonformiist Autumes People who hunve the thoughe char
chibdren are betrer "'"F1|'|-":-' jodi b wilth the crowd? Do thear oo
workers see chem as fup cocenvmics or 93 craxy loons! Are chey
apztacized at school becaue they're dreamers, or are Ehey seenas
cool, mwreriows muicien types? Ench of thest elements has
| shaped every gamer, every Storgteller, every pemon, and they
shauld ehape yout charncter as well. Some of chise things may
geem orivanl, hae N'|.'l.'.‘|||'|r eharserers still m school. they've (s

froum e, Peerpresiure exiots at all mges mnd 46 all iocial shustions,

R RIS

A

%

anad HEL ViR whe b 1o :|'-¢'|'|-\_i mach time in i social s LLALE RS
exposed ta it The Storyreller must decide how much of it &
ENETITERI D, ooy mueh b laden with H!II1-~1=F'3-'. nnecd o mrch
he wands oo ase thiks .|P|:|-.I-.-|;'-':'|l.'1\'.‘ im hiks |'||:-r|||"|_--; 11T I”'g-'. 1]
the r&'.:i' et L clho gD 4;.::'||.llti'|'| {5 facar of her Like, abe should
feel che conteduenies iape ehie Bed lom warning B o hecklist,
P 100 i Changeling: The I_h:umim;?. The woake st g b
a-'nl-.':l-r:'mrl'-.- don't have o VpaCE ¢ '--':r'rl|'l|rl;.:. bt if an event
8 B h.lg:;'-. poar 10 AM. on a Tuesd PR LE |'u-|;-||.| Lk
whiere your chatas sers are going o be snd what sort of acciden:

LS RTRL

witnEwaes there oould be.

|3|,-F'i|'||||_._' some fellow ssudenitt ang a co-witlier or bwo
coibd :_'-:._|1'1|_:I|,- same fnperesting subpdoms, or even storglines, i
shaete uneonnect sl fnnocents beoome caught In the crossfine aof
whatever events the Storyieller mighe have put eogether, If,
gy, the changeling works at an ansique clothing dbore, wlut
happens as Samhain approaches amd Unseelle childlings and
wilders mmld the store Lo ||:~'r:in|.', for coMume 1'.'5'..".'-'\-'-"'\- i wrhen the
sluagh emempe looking for costumes thar the store dosen’
intend oo aell becpuse they'te a bit on the ra'l:',-':-l-'n. huaw s thee
other emplovees meace when the changeling hardly blinks?
1 Eu,-'l. doq't need smdstcs, but an idea 1o the moreal’s Will
power and Banality help when deciding how she réacts 1o the
|5|u'.|_m 5|..||'|.'4.'-:I.I g around her. Soch an adventure could bead 1o
the co-warker becoming maore than a casual scquain tance, and
2t |'|:-.|'-L even evelving into o friemd
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i ol 10 i Fvorie o (which st 0 e b

it s ojorproblem).
Anenteniningtwistcoubbechermersmosal end vha
ft ol

romdconic chimeraaad fouttewpered beasis s end

e oo b
Gor i, forhe b sl Kol 0 help . The oend
il 3 ocal, bt he's g0 some ather heavy-arclery
sl

omeching s, they o going 0 wonde when wmeone

g senes, ad b the opporunity o introdace i

Tings can do tha qie el

Cloe flsnds e guasoteed o become mvolved n the
event ofchangelings v They arethe onesaroond whee
Q) hechnrcel monste s te oo o s caught vith he

blorknowedeable it Changeling — you conldbegincne
ofthe ommipresentcrosover chroniles

Unles you s uning  crosiover ame, | don't recoss
mend raking  morl fiend one o the other npernaul

‘A mbcacgons o frieds s oves. Whi lovrs ca for

Family

achancre, q

W, possbly cven the ot o 0 Troe Love Meck. I the

6 acharctes mora iy el ving, ey oy bewored
o

ke bis lovr spore from bis e o cowe o n the
Dreaming e han enchaning bes (e The Enchanied)

‘oaywan o help b (hich il e 0 ). o
hey mayhavegvenuponheloooalong e g ndvrc

Lid o your

Jdbe

Fun The ol

ave ended or o petier esons.
A Startelle should decile ealy on how cloe a

‘Nacural,chece see s et of sy thtac
e choore, s apouse And,ofcoune, ot

may sl cae deepy and senvinly o the penon, which

mannered of women rspects 3 sihe’s doube e for og,
vtk '

o More s than el et rends nced ta be &lly
fned and egeed into o harocre’s e How cloe o
e s il pecabl change ver he coure o s casling's

—eho b pgen 10 b sidhe.
een st more compls o Chiden who e

i or Kyhan wil be e in on mon' secec

.

O s s e e s i

allowed 0 thnk

Famlymabesrse i il Niccesd ephess
Aunt

Moureen o tlk 100

Homily foend,”

Young fumily members, e coustnsand blings ke g
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B intecests for Shadow Court constituents, especially Rav-
ey, o wich wonderful creations such as the Ganconer,
ilkdren of grumps and single parenes of childlings are great
Wctims for antsgonists such sa thest. And & with loven,
Boial famdly can be held by the villain just to get to the
evngeling.

The Emily can be an antagonit in and of ielf, The

Wemewald Flaw, Perslstent Parenits, i one crossover Flaw that
crad b sed by weildere, and even some childlings, who have lefi
thesrmontal famiky bedvingd becase of Banadity orocher problema
The family will most bkely wane a charsceer back, bt on the
minber's erms, and they won't understand the changeling’s
e life.” They may object on conservacive peligious grounds
Wi s thie chisgeling who comses from o Fendamen mlise family,
wnd ol chie possibilities for the Storpeller. Even more complex
i the posicion of the eshu whose mortal family {5 Orthodox
Mk, and she has memories — che attendani sttioude of times
froem hefoee Mlohamemed was boen, then she i 8 chaneebing and
yoetal child of the 20th cennury, The family conflicts and soony
poesthilivies ae boundiess

The changeling’s immediate family should be detailed
while a character is being written =— nothing more than whe
it iving, who is desd, how many siblings, their pender and
I they mre older or vounger than a charscter should be
desermined rlght sway, Yet, as the family becomes defined
thirough play, the Srorveeller (and the player) needs 1o keep a
picond of the famaly ree, cspecially once patents aevd athlings
phtain names, More distant relacives, If used, can come from
mywhere, unless the player already defined them in his
characrer’s hackeround.

If the Storveeller dosn’s want o wie these poventials,
thar's 0K, but as every character has some of thest Aituacions
in her 1ife, these aubplots can hielp & Storveeller if he 1 ina
jerape for siory ideas. Family, friends and woskplace-relaed
jeomvlires should be mest ]y pubplots and dhus rarely e to che
pasttsern of main plot, The game is about changelings, after all
Yer, the Influence of the mortal woeld in che changeling's lite
s always dhere, and some isues are denigoated [f there & a
wupernatural explanarion for them

The Enchanced

These special morals, granwed enory into che world of
changeling, 4o bevond the carepories of friemds and farmly.
Brought fnte the Dreaming by the howt, sometimes against
thedr will, the enchanted find chemselves woven into the
strands of courzly tnerigue and high advenoure moee tightly
than ardinary ostals. Thisslouation (s ous in pare because the
time they spend under the enchantment puts them cleser o
changelings than any ocher mortal could underseand; for chey
jain in the changeling world and see the wondens that most
menals can only dream of, and even thowe dreams, and
nighemares, fall far shose of the real Dream,

It 15 doubthul thar players will have their characters
anchant morcals for mote chan aday oF two, excep q'-'.'T||1:p"-
for bovers, but other changelings may well have dozens of
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enchanted mesrals armounding them. The Enchanred lsagood
source for how and why the changelings enchant mottals, but
the hook's character testurce (oouss o kioain charscoers.
Beyvond that, how a playver would have a chancoer view becom
ing one of the enchanted, and bow the Storpteller needs 1o use
thode same charncten aren't neceisarily the simie. OF the four
“types” of enchamed maortals presented i The Enchanted,
reteiners and alaves are noc Dikely oo be created by plaver
characters unbeds the chronicle @ edther very aadle-heavy and
politicad, or eicher b filled with Unseelie and Shadow Coun
bastards. Ao oatherele could conversely encounter enchanted
mottaly in any of these situntiond i chey walk through the
tangled webs of the changeling world arcund chens.

Rerinues

While the couwnly pleces of hangers-omn, lowes nobles, and
up-and-coming knights are filled in a sidbe’s court by other
;1:.||1|;¢f;:|i55|1i1||q- stelbye welvo e .|II.||i'I||:||;.|']!| o hewve allenansd
the commoner: find a dearth of changelings willing to serve in
i by gapacity, Even chose whosee mod e oagraeised, moy well
find some mortals betcer suived 1o serve ps stewards and sen:
|:'-¢l,'|‘1_.l1!.. tl‘l.||"'. q,'l."|!l'|1h‘l;'|IhL"|. AR, .tllu' _|,|_-_|||_.|'|'\.Ll I:||.|I:.I-|'k. .|I:|."'I'|I-|
going to handle working for an eccenanic whe chims oo be g
dl,:L'l.' 1K I:hl;' K!:li.!'l.ll"l!l.-\.ll- ."'|.i||_'|'.|':.. A ||Il,' v have go e enchanted

Morrals i service toa noble ave boval to cheir bord, and all
BEEVANIES A0c AN duperD sowrce of [ntormacton for an amentie
boggan or clever pooka. Even if the sldhe lnoguestion is the type
with a lump of conl in s postertor, morsl rocxing s ane net
likely 1o provide information that knocks de noble down from
hus Lofity position — s notch or two inhis pride, perhaps, but it
won't descroy him. There are exceptions, of cowrse, A plot
where characiers are trying to find che maitor oo the nokies
court could veach characters to pay attenclon to moetals, and ic
might got the sidhe to give more alesmess o the help if a3
enchanted mocal 1 the berraver, A mortal could serve a8 a rad
heming in the sarve sore of plot

D‘HHHT'ICHE

The ohject of changeling mutes, dreamers are 0 a
ankque posuion among the enchamed: They ghve change:
lings the precious recerce of Glamour, snd some change
lings, ine turs, give some of chear Glarour back 1o show the
artlar the crue Besuty in the changeling world.

There is a daneer 1tz thowing chis world 1o the dreasies
Havinga lower Banalicy chan the populacion at lange, doesm:
ers retain more of what they see and hear. This abiliy mag
cagae them oo seck more and torn what wie o iounce of
Glamowr into one of danger for ihe changeling wha His
enchanted them,

Abko, adreamer who hos been overexposed oo 5 lamsaug
onid who har turned our ek luszer work ieying Lo capiureit
may blamme the changeling for the decline in his anworks
Thia drewmer may then tuen sprlnst the hazy memones he
has of the fae, raise his Banality, or even become one of T
Autumn People i recurn for this percelved Betmvil

gl
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(T oeral Love characters. Organizing s slave revole crentes o grent diseraction, 3

Some umeed e not realize that they wie acoual slaves, or tha =
{ whint apeplles o loeens whsa e not e acill " z ; dghitme,
Wase b ool wihiat 1!|||l_ .-\. I CY WD l|.|.|||i‘||.|||||"'\-\.ll.|| |||'.--=r-.||"'l- Ill.llrlr is acouall |'.1"[ll.'l'|'|"'|': thev are um ||.'!,' 0
spplics to chiose whoare, Unless the changeling is willing rorisk Ny S | SR LM BT "
i homdle the erath of what chey dee ond expericnce (prohably as
hee Loneer '\.\,'|_..||:|||Ir;.\,|r|_'|'||-'.I|u.LI the times when he & ene b | 1 k| |
. n early srage of being dream struckh, bt i may all be ;
chanted are remeved by che Mists, leaving the dame sungion it Bie s Akt ; iyl
b Foupes v chantment, There moay even be more peent: puighitrnnne = powl they hope ithint they wake up betore anyihing
ah Defore Che ¢NCNENDMENT, §here may even DO Mhole Teiet | il happens
1 O R 5 [
ment mi the lover remembers being Let in on o jecnen; hiweyer, S P .
when the changeling cells the lover the pruth L 18 0 [antast Sometimes those who have been daves for a long time
! . F i 5 - a s 1 v ek LR et 1 rlaasadie b i
he coimer believe i, and theseiore the mus be lying, become comfortable with the idea. [c's not a pleasant thought,

e

These tare loveds wi it scepd, without enchantment Bt it oes happen. Would:-be rescuen could be betraped by ihe
R LR - F [ LR -k L ¥ 5 : k
- vere owoartals thae 1 il orme to tescue, Again, 1108 likels
what e« |" 1.|:-u'|.||'..':- i L e l'""“"'! it I:'--"_.'-II|'E!.II1|1.IH-_-._! I-. § ; i ||l. i |'|. I'.| C I| E IO 1T xL : IT i I-. L 1h
; i s 4 ") bt IESD AlAvEs B¢ SOMEEW NI AUERRL STIECK., DL DElIng ENih Y
bevord the kinain, Meost bowvers soll feel the msentment of being . Firas g il it spois I R BHA o
4 ) q should tiot be an exowse pvery time,

|t enal o i i af Hreir levee s e, iwnd r|||k':qn'_:::|1--':1 Can Il.' Hi ;
to peraboamny ard pacinecin (n thinse whio back self-contidence Llsing the enchanted mormals in your story 16 just o linle
i i different from wing other morials. While enchanted, modtals
B lower, gramiad OF cERErwue, W o .III'II I-I|| EnEng o Erve i
: = i 3 are awire of the drepm world arcund ihem, but they are agll]
:'-.'|;|_\'||_,..;|'|||,'.\,'|||'r\l|:'-'.'|‘lll'il CareCier. II b 1 |-I-\'.."-'.'-J-'||l: 1] r|'u_-|:_-.'|:|.-|-.-|- X
! msrtals, And with the excepeion of kinaisy, they arc unable to

i the -|-'l|-,-|-| arvd S -:-r:q.-”.': ek thiete iewual orientatanga, but - d 1
truly Face the dangers of the chimencal woerld envelopiog Bem

thear manch cam bead 100 dmgerous ~|'l||!-l:-'l:'- if o e 18 carehil

B pbeervant 1o your plavers when taking oo this eoll through the ( }t her {_TJ[}HE als
= - L

Cropvrelber, What seems like a smple seasion can bave dtious

revercusaions ke the whole game Uliless vour charmctes practicnlly live o5 the Dreaming

| : and never leave the freehold Cin which case, they are headed
olaves ntrafght for Bediam), they wall interact with moreal, From the

When working agamse ihe Unseelie and the Shadow — poor sap working the counter at a Fait-food jmnt 1o the fellow

] el slaves eould bBe o prent Basa fo I'\-.' LT e of 1 e, e '|':-|.-'ﬂ-:l-|'|':"-"'l'l"l"'h-_:-'. il e |'-||" :'l"'-"-l--l
Lo, Muoiis] L | walH s L LT |
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petsonaliy (Abhoxgh tha s what v baond inserse game
mastetsdo,nhichbegsthequeson wheredothey nd encngh

itk s n dangee of tecoming Undone becase her wel-
usond and relgiousparens drag het 1o chuch every

IF harsses fequent 3 pareiar soe, pub,or e,

4 your espeience). Bt che posiblies o soes centenog

the idhc baveall

ofercohescutom designed snd creted! What e erar

reat plc device. Charctrs moving 90 (. s oen!

acion and exchement 3 he nocke’s layerresches o hae

IFthe ol matals ko have naoses e the ones that sre
o dii i o

e b 10 i s Storyeler,
callywhentine e, bt wichot the upporing st the
maviedogm

Church and Sace,

or the (oreal as Antagonisc
Theewons vy a ol coul

oy, b o et e el s opog o chrces

e o mean thrthat moral s albed with o b i
e by the vl of the the

< The Dauncain and che Aucumn Peopic

anontagonstoumber Casic

However, fghing shrinks gets sesle . Other .

o even  villin in 3 str, or ven i 8
ol heonicle. Pt o the et ot o s, it ke ox
%0 knonledge o the chngelin wold, i going 1o be

amples o Auma Feople sem mre comic el thas
; ch 1 the
he. Lbraran. Teachers aee anothee sorce, bt noe all

ceachers discourae maginacion, 30 be carcul. Tesches
chat make ood Auturn Pogle s not imicd o any o

These ressons e hodly ones o nocsing e — oty
"

other,though. Tetchers who ace Autumn Peopl thisk

‘onthe domiasnt s group o sour shanctes,angons can

— Wt tha b — snd s ing o el b g

jalb, o he wookbhepro quee who s i ot e

ent. They ace the ones who ive the popular kids ighe

To soe xten, thes charsterscanbe deigned and gy
rmpae

ke the kind to cae touble The A's s seware

b i,

e rseesopebing ot coud hav i Kk e e,

k. 3 the changelngs e to hep chen find e

thenthe jock ay doke s own iy,
Whilenot s eeslentaschurchonce was,ary G

ounge wilder e dred s
i schoo. And o chdings, the Chuech (eing the e
o

more - (Ament). He knows the el unt b dten ut of o
compunct

a5 Duuntasn He knows vil 1 ou thee (A} e |
ko the devil s taken aver <he sous of Inpocens
children (Amen). And he has no s
wing nquisiion-esue ket et hedev

providesan s e for e e crcy o oy hat
reryone humors) s soragonits (i peiches who hinks
hor naginoion i he wosk of the dewil ncher of ehosn
peed b anibing mor than mortal. Thisk sbout your 0wt

Changeiing Scongeeiss Gaide:

et an At Amen). Unike teschers,the pescr
Changeligs and s
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Dealing wich the preacher could create o rough story, or
even A major subplot

The most insidiows Avumn Person, however, is not
Likely vo be someone chat charsctors hove sver met before
for example, the local TV program divector. There is a
peadan why there is nothing on TV and it has nothing to do
with a lack of quality programs. It is an evil plot hatwched by
an Autwmn Person or 3 Dauntain to sap the wills and
creativicy oul of people by sucking dhem into s world that is
too perfect and too funny, and where everything works out
im the end. It could happen,

In anvy wie of the Autumn People or the Dauntain, the
rn.'qm!l q::u:l'l 3] .-:|:=I...!-h|.'- -\.t-l:!'il‘.'l:ll.ll:ilh -.ll. i 1:Illh-.' |1il l.'|F |'.1'1!k." F.I'Hl
drearnd and individoalivy. They fight with Banalicy and some of
Iil.n:m L ] kbivow 3 hetle Bit of the 11I|L|| ebyimd -:I:‘I.Hi'n:l:-El'lH_E.'l.
even if chey don't secognize ir. They are the darkest and the
rm'ul:-.il:'tq rminq|'|1|1u:|-:'.=ilr-'r'.rl|'.|:' I-II!H'I'-II“. :I1!-|IIEL|."3.'11'|€ rhl: 1-!.'!«1 a1 ]
spainat the changelings, swhich makes fighting chem chat much
}Lﬁrl.lc-r. The Autumis Fﬂnpir o a |:._u|l:Il.| --|.'-'|.|r{l."|"|1|‘>]: '|-I:H' LA
these oo porerful forces of Banalice.

TWhile che Daontain and che Autumn Fl:':'-]ﬂr seom to be
the ondy antagonists that momals can present, just becase a
el |:|.'||,'|,-,|'-':| @ ;ELln;:uranH ot sni' T (TICaT l:1'||.-|' Are d-ui.l'l:.: .4
with the ||,'|,rn|.l:i,n|un|"'.|1s;|u:ﬁi |'|,|-:'i:".ir|3hu'ﬂ]'.1 O e Ehwl.'l‘i.l'lﬂ
world, The .,'li.lngcllng lives in oo worlds pnd mortals acen’
likely to have much knowledge, underscanding or respect foe

the ane they can'rsee. They don’tsee che dragon menacing che
city, just che changeling trving vo chimb the Lumg post. They
don't hear the music of sprices, just the blare of the cieg, or dhe
chirping of orickets in the country, They don't understand, and
thar is what makes morals the most dangerous.

1 =
The Numbers Game

'II:‘.'rhl.l:' 15'“" Hl alefema ":'||."|.'1_'I 1”'« e Ih:! ll.';'{-ln.l'l_'l."!lt' T I.'1h|fi||.|-l'.’!’|
nammbers unless vou plan on letting players kill them” might be a
e emmad ervsngy saves, not o mention good advice, there is o s
flawr i this sentiroent, Whae ahout when characters need help!
.:‘.=5.:|_'||_' i;!m_,'n::r- react 1::-|.-.||-|- iy won o't podl cluce bow 51.'r|:'|-1-u|!-u|:
charactets, Thas is ot universally orue, but many i the plaver who
chrend g ihe SLTIRE b= with 1..':|||" Iype fhoeies, As g male, the
Willpower and Banalizy of most Stotyieller charactens should be
marksd down soipeshepe. The 3 2 % cands sre eoodnmeried
hecause rhl:",r aie of walue whiei wl have dogens of characree of
wihicly 6o kuqttr.atk_ Wbaar b rveeded lua !.:E'hui.ﬂ dess of hoovar ¢ Eb L
-;I-i-.': l.'c\-m-]| tor the oeadial o |1ir. Timie rl.'ll_ll.']'l .‘I-lrn_u.;r ||1l:"'|l Ao of
average. and wrhat they roll o dodpe and soak. Al any pestinent
Hq:ril;:..'l.n-:.l Flawis shaoiild ke t:l]-;r:n firte ot et o imotid Pee gine
cential o I|"|.-t=|::|r'|'.

The use of mortals, ot other lower-powered Swoeyieller
charecters, & discuseed in the m ajarity of resources for
Seorviellers and game masters. For iome games, morinls nee
not over-important, but for Changeling, where they and
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esental esorce  Stryellerbas

Now 1 bech i o adi tht eeping rck of e
toclgheplayes, oo orthee prominent Swryele harce,
‘anpgorting at and s horde ol crntes havoc enough

—The Hat, Labyinay

foersd iaginations ciate, B thy weendeed crated,

o
{ngsaee el o the s of s, Creatues o ll hapes

want i o pall.

Wha

e, ave mised, and

Teresse

adveanre

Companions doneed heeovn pesoalies, hough. A
Stcneller, e ay and all ifosmtion dha che playe
o don' cveak

‘Atecsll,

In gae.play,chimerical companions can be wed
“Allin” h

che sfer red hernge The

i e

Chimera should ot ovepoe charctns, wih he e

sbuse his story method, though, becouse the plyers will

chepayesandche Stoyeleare reciog.

g e

messup”

Many chimer e gose 1 Js be chece srounding

“Thi kil depends on what chaacier e hving the chiecs
scoutoutandon the edidaltperaments o the i
, emenberthat theyare s there ebe hee il ol

nd ocer el

hen i the skl fdeams. Th storyof“Torswil e T

s s dlgheal sces nvoving indpendent chimers 1™

“Why dt
a Altough they e

jodependent chmers can be e s paeofthe background

chechangelingswith whichthy aly theseve. This defc

e st

 her 3
mercalcousinssreodifeen. e e stlsedicibe
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et for  while, Orher v sl garding o e ther 1 be
) et cretoshavebeen s o Bl — -
or ha ol chlden i th it pace

Changeling has te qestionsble sdvantage of knowig
thepoor mouns s overoded e
coune,che g
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Guardians

Childlings may have thelr companions formed more as
puardians than s companions, especially those whe come from
Bouses chit ane,, e conducive for deenms of hops, Whether
thése peardians are dragons ordoge, they are fiercely loyal to the
chililing that chey guend, even a3 that childling develops 1o
being a wilder or o grump. A couching, heartfele charmcrer could
be the chimenical dog whodefends his grumg eroll master, even
tkough che ooll can probably take more chan the chimerical

Some location in che Dreaming have their own chimeri-
ial guasrdians, especially freeholds that extend from the morcal
world knto the Dreaming koelf. The guardians are @ varied o
the freehold: chey watch over, and the powers should be
indicacive of the power of chat frechold,

Cnmrdian chimera, however, watch owver meore chan free-
holds snd childling. Within dhe Dreaming, guardians bead che
wcay 1o fperie wreasures, loar caverns, oods and even che gilver
path., For Storyeellers who use the herode joumey model pro-
wided in Changeling, the guandian at the gate could be a
chimerical creation, thus showing that the path ahesd leaves
the mosmal world behind In more ways than the cbvious.
Guandians do noc slways guard with claw snd oooth, Riddles,
puazles and games sre methods that they can use to challenge
thiose who aiternpt to pass them.

Antagoniscs

Bewware dhe Jabberwack, my son!

The jaws that bie, the clows that carch!

= Lewis Carroll, “Jabbersocky™

Although frequently spoken of, my experlence with
changeling games is thar chimera are tacely used &5 an ago-
niaes, which ki m shame hﬂ(‘.'l:l.ui-l.’ thie |'||:h:l|:|.ih'|.|.|1".c|:|-l' COnuering
nighrmares in a physical sense is nowhere as feasible as it i3
in Changeling. By extenadon, chimerical antagosists can aid
players through nighrmares, and even help the Storveeller
overcome some of her own. Creatures from the Deeaming
can be mensces 1o the changellng werld and even_in the
world of the moreals, should the chimers posseas the Wind
H.Edi.'. T‘l.'u"iSEtd S[EIE‘.I'I‘E'“EI:'& 'H-'h.li'l M CHESOYET SAmes Can
create more ways for the chimers o aotack humaniey, Ane
tagonist chimera need to be consldered very carefully; while
some could be "mened™ to help charmcoers, others reman
malevolent because of their very narure.

Chimerical antagonists are found on all three levels:
Monster, Flunky and Villain. Monstrous chimera are rarely
sentient, slchough there are exceptions, They aze created, as
far ns the Storyteller is concerned, to slow charactens down
with combar; they are not generally deslgned ro be avoided
of remsoned with. Lh.ll" all Ih-: pll,:ll podnis wihere animate
chimera ape found as antagonisis, this one is the most likely,
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Though, thete should srill be a story peason why the chimern
ia going ro atrack characrers; perhaps there is 4 way around
it withaut I-tE|11i|1.;;, il the stary dictnied

Chimerical flunkies are rarer and haeder 1o define. They
should be sentient, although they don't need o be 1o
smoptt, and some of them may be reasoned with, Some
chimerical Nunkies are not fightens but sples, masquerading
a3 non-dentient (of even non-animate} chimera until chey
gacher information and report bsck eo their supetior, whom-
ever that might be. They serve the same puspode ag any other
villain's flunkies, bur cthelr motives ane more complicared,
eapecially if che villain is sbio o chimerical erenture. Flun-
k:;h,h;n'r nh:'d A FEAs, ]'-rﬂ:-n-:L:ln. o, 54 | B aes |L|"| AlALC -
eers, but they do need one taserve the villaln. Chiners don't
always have thesame motives for seevimga villain thar other
charscters do. Power, ot least the temporal sotg, and money
ate mog strong motlvarors for creatures of the Dreaming —
not wually.

bacive is dhe primary consideracion for chimérical wil-
Jalme. Why would a coeature of the Dreaming become & sipnifi-
cant obstacle to an catheircle of changelingsf Onee this ques-
elon B answered, there B nothing o seop & chimera from being
a full-fledped, storg-driving villain His goals and resources ate
different chan those of an over-ambitious noble or a scheming
comtituent of the Shadow Court; 8 chimerical villain does

?1‘- l':_.i-q:r--hl:f'.r'--i'J ‘.:-anl:lrl-:lin: ellens Gl;,itll:'

have matives and resources, and alnsost all of them are chimen:
cal. Howewer, n sentient chimera with the Wiyrd Kede could
have mundane sesources ns well, and he probably confuses
[‘]E‘,'m, and their chamceers, to o enmd.

Creating Chimera

When creatng chimera, you, a3 Srcryrelber, should loeep
many of the sme sspects in mind a8 when building any othe
Emiq-ll.-t'rl:.ha:.y ter fod achronicle. The maeives ard prnmil‘p
of o character e & eoposnd for chimern s thiey ang faf chnng-
lings, mortals, or aryone orargching else that the Scoryteller e
for mdvertures. The origing of a chimera, it matives ard, B8
sentient chimera, its personaking deserve a different appoosch.

Who created the chimeea’ Why! What does it kak lile!
Why! Consader each question during the chimera's crestion. Eve
for charactens’ chimerical comganions, these queitonsneedtabe
answered, aldhough they don't need to be in any particakar andes

The crentorod the chimera s the bi‘:i:tgftl:lll whise .E:'rlf.r
or nightrnares, the chimera seang. Many chimera oome frem :
children's drearns, momal and childbing alike, But reenagen s
pcdubisacilldreasn, and somee of the most teavible nocturmas bunpos
from troubled gromps’ minds While a characser of 2 chimsii S
erentor docsn’t reed o be byperdetaibed, 2 rough iden orseonchil
the person whose dream bdrthed the chimeea is belpfil
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Wy the chimera was created is 8 much mome difficult
Smsan b newer, o bt sk whir iooched che chimen's creaton
K teenly 10 spring forth & cresture of dream. A chimera who i
seeared tochase wwaya child's ndghumare b qulte ditferent from the
ehimerical niighomare that it & driving meay,

What form the dhimers talies @ basde 1o the |'||.'r~.a.--nu|'.ll. i

I
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enticiid chimers. When they mbe the form of animals, thess
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o ecellent ot being sell-afficiens and mysterious; feline chis
mera shewe thie specille charcretisties. Cruandian chimens are
mere froquently cantne. Loyal, friendly, devoted to their master,

M

dos are genenlly seen s excellent guandions. Cermsin andnsaks
s R {'!.1w_'l. .||_|-_| '_:'I.I.I [+ 1) |||.J'|l L] '::."1'|I LN LT ||'.I' et ]
Fisrdhermove, a chimera's personality and mocves shoukd all

b Budle i ehe chimera' OFgIn e ot 1 cneared eo !:.'_|:=J |

perscn of & place |a & goardizn. How sentient and how well it is
:r:.u:l.'.i et vl e s b '.'J.'l'\.! I.'.:_l.Ll.!l\.II...'lH i e hulimera L — Bt rest
Hbl_..'\.l.||1r' feforsds to the best of i ahil ity, A chinseta birsthed from
pAghorases b oenacing anvd emily clhisslfiesas s momsterto be dealt | i % ; -
with, foughe and defeased. It doesn't have to be foughit with blad:
grd b, st words of cahes means maysutfice .1-.-;-r:~=.’-.n|.;m-.zr-..:
nighimare from which it bargeoned. For instance, a chimera
‘ pérthed from & deearn of hope is gende and comiortng

When bullding s chimemn's appeaTance and rinture, don'e be
e b e (e fromm combemponany culbwse of from s medin,
@ these images have an influenice on the dreams and haped of
everyone, even if they do-come from more banal sources. Also, not
pll creatures of nighomares need to be black with spindly legs snd
menacig Evwes and claws, Oine particularcomic strip hasd o demwon
discover thar what his mrget was most sfmald of was fiumey pink
bunmies, Sillly, vei, but it peoves dhat nightmanes s relstine,
Young wilders and childlings mny havre creanres of ndghimanss

| that: pesemble Freddie snd Jaen fom the movies, ahille othens
hurwe md phuma ress of thiose resembling vompires orwerewolves (amd

| hiow do they handbe dealing with the tead thingl).

|

A chilmuera's psotives ame the oot Al el 08 a0 [ R LA Wiy

they were ereated and the deeams from whibch thy camse are goad

places to begin. Yet, even less chan changelings, chimen do not

PHde

| |||.'\;.-I-_ .'\J'.. |::._||’|.|: |'||||.'.-: Lk 1 rIII.".Ij. I:'|' :'|'.-'-r|.1:‘ '.h||'|-_:.||'|.|'~\. L ﬁ'.lll'u'i-_-\.:;ll

motives are ali a basie pan ol dechdirye whan kind of chimera s

|:||_'|: _:l_'lr...’l_‘l_l Lin _.|I||| |.II.||||":'.'.- |m;|-.'-;.|1.|::|r~’.‘_i'-.|: l.l.-':'|'|.-|.l_.l-, u|.|'.|'l.||'|!| i
| travel with chameren W hy are independent and ocher bncidental
.'||:::|.:|!-I _:|Li|||; iL ='|;I1.'|.-c tErs by i'-r:,:l:' l'-I':-'I.i:'l.' BTk .'I‘ll_' TV LT LG

chimwetn goiry after charactsn, o people charmoess came abouge? S

| el Eomeed Trrer Ao By Lt ||'.'|'.;!-.||:'.|:_-..-'-.l.'|*: :-:-.'.|1|-_-.'.|-'3.':|*.--!M|
|'||;"= of A chimmera's want Use vnader modr circumemncsd. An
ATHEZN il e '|'|: INETH .'-::u!-.-E lhe il = | -|.'|‘I|'I| BUIRTS I g e O O,
real oc ||1-:|.§|.-\-|':i'.-|.lnr in past incarnation, or for no fesson that
|'|'|..r TETETE Tk :.url':-. T '['I'.r !|||[I| '-'.l:!I‘L! -|l|'||'|,' L) l:]'.l' L'i'llll.d:'!.'l i
questiong however, the Scorvteller should be sure that the fnternal
logic workss. [ty not make senes 1o apone elie, bue ie should

rnke semie oo e chimem

Chaprer Foum ﬁr||1|v= ering Lasr



t’z\‘ Sample Chimera

Q) Thee chinesare prsced s cxampls. A few v

Ziniss thece oot Lo anbow.hued sk it e

A

& Changeling gome, o even the
some wete st o s 0 e

. and
i Redes marked wich .

idhe ones, oe his favorce tages. Zi ol v, He's

NG i chmrs s e

asmina s gold and black abby cat with wings 0

e know something.
e

those be'sspicgon, thereby

. He e ol ovocer
cspecinllychildlings, love Zi's corapany thashe s sl
Componion chimer,chough he could work us ¢ well 5

Ysnina s 0 companion chies,suable o woeking
it any Arabic b

528

Adhlts 3, Beawl 1, Do 5,

bl Aletnes
Enpuhy 2 Fght 5
Roles:Cune, Flghe

Percival
Petieal i ver ad emerald deagon about he s o

o VI g when culed up. He spoucs an emenld-green
Ao, i vse i a ey of Languages, nd kes black
Tiorice ndappleavred ellybean. Percival wos ceaced
by estended theiele (senallychee verapping ones]

i, hey e v o Pecisal watching.

e fomon
e

Abiiiess Dodge 5. Prks 5, Scalh 4, Subterige
Rodes Bt Enchantoen, lghe, Hide, Wrd
“Toshiro

crsnge bl cat snd a ather i one. He
s speklog whic wings nd o el golden hoe i the
cencerof s forehead. The ocher terof noe s he caees

sk Touhirocan i ,shough o one knows
film developed

" he docs 0 wih

h

o s
face, He bas  chick Japonse sccene s wel. Tink of 1
photomspher ona crteshi, o sometbg il That's
Tabio.

He s an independent chinea, What o he o
anponc’s guess. Ho could suse 3 caslly have came
ma mghrare

found guanding the frechold of sy noble — o fechold

Auributes: Sogh 2 Doty 3, S | Chi
Ml Penagoce, vtk 5, W

Heslth Levels OK,OK, 4,1, 2, 2,3, 3,5, 5

bl Aletss, S 3, e, Figh 4, nutice 2.

ed Duxige, Aror (5 e, Fie
. Flight, Gulp. Travere Decoming, Wyed

Changetng Scosyrelens Guide

2

Avacks 8 die b, 10dice how, 5 dice Chencl e
ke b, 0diceclow, 5 Chnecl ame 71

Chimera Poins: 85 Glasaurs S
Auebuts: Soenth 7 Do 4, Suminn, Chisnn 2, Wilowers 2
ipelacon 1 pi? S neligence 3, 1,25

Wil At 3 dce clows, 4 dic i horn
Glamours 1 bilis: B 1, Dodee, tnsbon 2 oot
Willwer: 5 Subucige2

Tedess Flsh?,Flght, Wespaes (hor), Wyl

Jabterstock
“The Jbbecwock s gre b, buck soched ety
it ttred wingsand shar aloson ol foue i T
color i p o dekae, bt o geee i .3 hade of g
T i may have  saicnt,




The Jabbeswock is as an examgle of an intermediane-level
“antaganiie chimera, although it does not have 1o be used as
wch: A changeling with an identification with Alice maght
have the Jabberwock guanding hee.
i Chimera Points: 45
8 |! Ateributes: Serength 10, Dextenty 5, Stamina 6, Charisma 1,
 Msipealstion 1, Appearnce 1, Perception 3, Jnvelligence 1, Wies 3
Glamour: 4
Wilkpawers £
Hialth Levels: OX, OK, -1, -1, -1, -2, -2, -2, -5, -5
Abilies: Athletics 5, Alermess 3, Brawl 5, Dadge 2
| Artack: 11 dice bite, 13 duce claws
{ Redess Armor (5 levels), Fear, Flight, Weaponry

Pandora

Pandora i another irtitating cat, this nme i is one of
the Cheshire variery. Although ihe bears a strong resems-
Banee to the ene so lovingly drawn in Disney’s Alice
Worderlend, the coloring is different — a mix of weal -green
and aqua-klue — nnd she's more helpiul than her cinematic
cosnterpart, Pandora docen't conslder herself 1o be mad, but
just a car, and cate don't work by human rules, Just ask her.

Fandora wanothes independent chimers == and astrong one.

Chimera Poines: 50

Adtributess Srength 1, Dexveniey 3, Stamina 1, Charisma 1,
Manipulation 4, Appearence 3, Perceprion 3, Intelligence 5,
Wits 4

Cilamour: B

Willpower:

Health Levels: OK, -1, -1, -5

Ateacks Claws for 2 dice

Abilities: Dodge 6, Facrie Love §, Greyiure 5, Liverarure 5

Redes: Enchantment, Hade, Sense Banalivy, Treverse Decaming

Sparkly

A emall glowiny: ball of green light, Sperkly is 2 non-sentient
chbmera. He doesn't speak, although he ghows ar different inten-
gities andshootsout green-gpold sparks. The changelings beliefthar
this foumeain of sparks oooun when he's upset, but o one (s
st by sure. They do knesw char thoss spades com hure.

Sparkly 15 2 non-sentient independont chimera, although he
coubd bea guardian chimernora FUBAR (e Kithbook: Nockers)
ima nocker's cre s well

Chimera Points: 22

Glamour: 6

Health Levels: OK, <1, <1, -3

Adtack: 3 dice Chimerical Electoicity

Redes: Dreamboem, Flame Breach (3 Dice)®

et Redes

Curse — Thas Bede works mech like the second level of che
Epothamy At {iee Chanpeling: The Direaming Secord Elition,

T T T s T T oo Tr T o o TP o T 2y TP e T o 2 T
TR RN TR RR R T R RRI R AR TR RN RIS

pg L5L ). Aslong ss the mrget isenchanted, she s wulneralle rothas
Rede. The chimen must possess the Wyrd Rede inorder 1o affect
rargers neither fae nor enchanted. Bach two point of Glamour
invesoed by che chimernacts aspsucces For determuning che effeces
of the Rede.

Chirers Codty 5

Use Cear: Hlevel of curse effect

Flame Breath — This Rede con be sed o prowideachimen
with a chimerical-mnged amck. The moar obwious effect is
dragon's breath, but arveas, laeer besms and lighming bodes canall
e created by it

Chimera Cose: 3 per dice of chimencal damape

Lise Cosr |

Flash — Allaws ihe chamera to blind o mrget, The sarget
must be fae or enchaned, orche chimera muse possessthe Wend
Rede as well. The target Is blindied for 5 parms, but thiseffect can
be miaked wich a Desreriry + Dodpe roll {difficulty 5% ro avoid
the flash.

Chimera Cost; 3

Use Caat: |

The Ochers

The Kichoin and che Doeaming ave by mo means the sole
supernarural fosces within the World of Darkness. Many other
beings with their own factions and problems inhabi the
ewikight world away from the ken of humanicg.

Changelimg rel asions with chese supernatural beings mosily
detericrated after the Shatrering. Once Banality fell like o
curtaln over the land, the Kichnin were more tnterested in
surviving than playing polivcs wuh the dangereas and menco-
rlal crennees shanng the shadows with them. There are no-
table exceptions, such @i the faghwerewoll gatherings once
every 10 summens in Hibemila (leeland), the shelterng of
Kithain in Paris by the vampite Prince Villon, and the great
compact of fue snd mugl in Great Boean (decmled i Isle of the
Mighey). Most othet supernaturals, novably che vampires, lost
conect with the Kithain afver the Shamenng. MMemories of the
fae became like the hali-remembered dreams of blood-wam
nights,

Witk the return of the sidhe, however, and the arcival of
an Indian Summer {n burst of Glamowr before the coming of
Wineer), many ancient pacts, treaties and protacols were
recstablished, The sidhe renewed their contace with the mages,
wetewalves and arher supematurals, almest as iF time had ot
passed between them. For the mait pare, many of thede groups
were shocked and surprised to have these living legenads sutmup
after neachy SO0 veirs.

Now that the Kithain are becoming more active, they are
coming inne further concact with other supemarural forces.
The nohbilicy hasbeen the major impeous behind the recpening
of these lines of communication with those who wed o be
allics. With the renewed conmet, however, the Kithain have

also begun to rediscover ancient foes,

Chaprer Four Supporring Case al

A

A
1
' L

[ ]

7

R

'Ie,‘?

R

T
(2

QN

RE



Opeional Ruse: €

chem on st The Rars vampies b come nt conlic

il )

ke reley e
inge, tr allowing fo 5 chronicle tha invaves

y
| st
A

the nemicsofthe e il xsts. There s dhose who whisper

g withinsght.To stempt s cochantmenewing
s medhed, the ploer st pend aeas e ot of

While the Kichain know much sbout ther wayward
<o, much of the nformacion i ofn ou of dce,

enchanoent s
Gl spent bt

the trge's Banaly atiog). T
Joxone day (24 hous) pes o

. The nabils,for cxample, knom th sames nd ger
tal taits fthe clan of vampives rom the 136 cenvy

becnchancedfor e dys e Glarous ot and 0.
en)- Thaue Awakenad ot loced on the chae are

et o o do:

by kg where the AbLL Buin s

Cussenc Cvencs

“There ace dhee maor Kihain/Prodigs eves n the
secens pas worh mentioning The st was the dstuccon
Rococss summer court by o honde of vickous

ovieed creaures,

e

Vs help. | he shock o thecomservatve

T6pesrold
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(Uords of Power

The Dreaming «ill enforces the pacts and agree-
| ments signed eons ago berween che e and the Prodigals.
These accords range from allisnces to simple nonaggres-
flen preaties. (deen o crenure that knows the anclent
word com still uee them agninst o changeling, forcing her
to adhere to the agreement. An example of this type of
puct is the High King's Peace, buile between the Silver
Fungs and the sidhe. This sates that when echer parey
wenns a ring mede of mhwood, the other cannot use magic
af dom inance o submission upon the wearer. This covers
Sovereign and Gifts that overpower somebady’s will (see
Werewoll: The Apocalvpse). There are mony more
treaties ond agreemenis from the pre-Shartering times,
and these are lefr po che Srorytellers’ discrevion. Madr of
thete have o much greater impact on the Kithain than
they do on the Prodigals (changelings may suifer 1]
effects as if they had beoken an cuth for defying these
| paces). Many supernamirals scill abide by them our of

respect for erndition, aesuming they are even awate of the
| pace's exisrence. Such agreements and rrearies can be a
i goodd starting paint for o Changeling crosover game.

Vampires

Known oo the Kithain as the Children of Lilith, vampine
are ankd 10 be descended from a redeap who dew his brocher,
Crhersclaim chat there is @ graim of trath vo chissoory, but thar
ehila Beeingg was of a separate kith alecgether, and that the entire
kith was punished by che Tuatha de Danann as a consequence
of thsls o faerie'sactlone. Yerothers belivve chat ehese loat (ae
amply becanse so enamored with cheir Blecdluse thar they Lost
dght of cheir prue f2e natore,

All vamplres claim chey are descended fror this murderer,
known a1 Coine, The Kindred, as they call demsclves, are
embrimled ina neverending svuggle for power, dominance amd
gopremocy known ad the Jvhad. Kithnin con sometines ke
swept up it this grand rapesry of manipubarion. usually with
disasrrous rooles,

These blood-drinkers are ofeen riddled with Banslity, and
theredore are dhunned by the majorioved e, Seill,che Kmndred's
etyle and dark desine can be potens lures for potentaal Clamonr.
Wary dhdhe find the elders of the Childrenof Lilith fascinating,
for they often hold kevs to their past existence on this plane.
There have been many stories of elder vampires who recog-
nized ore of the returmed sidhe, sometimes gt an enemy orassn
ally from centuries long past.

Some Kithain are devwn o the Kindred like moths 10 2
flame. There are thoae swho view the politics of the undead as
ihe greatest challenge of all. Odhere vearn Tor thedr lost immos-
tality, and see the vampirc exisence as the closest equivalent
Yei others denply buy into the belief chat vampings ane some-
b coaler than arnpome else,

R R R R RN TR

Kithain are sware that vempiee sociery is divided among
family and ideological lines, but mest don't bother 10 leam
mote than which secr controls their area and o safe iz js o
wander at night. High King David’s court has lsswed a warning
1o aviodd ehe group of vampires known a: the Tremere, due 1o
the fact that several Kithain have been caprated by these
vampires and desteoyed during experimentation.

Moz Kinclred howe mokden the fie exise. Those who do koo
tend o view e s extremely powerful bur slso very childish.

Ravmos

The clan thar poses the mese danger ta the Kichain, and

can have the most effect on the Dreaming, iz Ravnos,
although the majority of these Gypsy vampines_are com-
pletely unaware of the danger they poss 1o fae. These
Kindred hive o power called (Chinenen T which o the
mundane eve is ilhsion. The Kithain recognire ic, however,
as the power to ceeate-chimesa, An illusion created by one
of these vampires [wheiher animate of inanimate ) i+ consd-
ered 10 be a chimera, albeit one chat lsnoe conerclled by j1s
“meaker. Weapons and creatures creared using this power can
cause chimeneal damage eo Kchaln and the enchaniad,

= It i swid that the Tatmios were taught thelr powets by an
eshy who was beaten in a ralecraf conrest by the founder of

Clan Ravnos. As a priee, the eshu granted the vampire che
abulity 1o perceive the Dyvearing. Through this knowledge, the
founder discovered a mean: be which he could manipulace the
Dieeamibng in wavs not even understood by the fae. Thoagh he
wad able oo pass along the shility to craft ilusions with the i
of the Dreamang, the dnnate sight of the magical world was losi
1o Fisture generations.

C(Datkavians

The madnes and peculiar insighes of the Malkivmns
brings thern closer 1o the Dreaming than any of the Kindred,
The Kichain find therm the ensesr o deal wink beenuse of their
bew Banalivy. Thiz clan of vamgices bas the clossst ties to the
fae, with oreaties and compacs podng back hundreds, if noe
thowsands, of vears. Many Malkovians recopnize Kithan as
being fae, even though they cannct pecceive the Kithen's fie
muben of chimern unless -:-m;h;hl;-:d-'l'h 15 1% fod a[wn'!,-;. 0 g'nn.]
thing; the derangemens of sonte Malkavans are ot condu-
cive to pleasine relarions

Malkavians are draven to fae like moths to 8 flame, and the
ptrenction i occaticnnlly mutual, It b not uncommon for a
Malkavian vo drop by a local freehold, and hang cut quiedy o
watch the show oreven be bald enough rosse lalize, Most ofthe
resldenta aren't certadn i the Kindred are always sware that
they are ina frechold, and it possible the Malkawviens them.
sl dos'e know.

Malkavians hove less chamee of a bad reaction to drinking
fze hlood, and in face drinkineitcan make them a bit moee lacid
than usual. The danges i i the fact that some Malksviansger
ackdicted to fae blood afier only a few taces. A Malkavian
ackdicred eofae blood can prove o beavery danperous predanes,
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some Elthain (apecially Unaselie) choose the hagh-misk,

high-reward position a8 o Malkeeian pranksets muose. These

hais inspiee che mad vampine' cendency 1o cruel and

mte pranking, and eap the rewady o the Glamour

peosduced. The difficulty of all Bevente rolli involving
Malkavians are reduced by one.
kbeavian

F'|||:'.:"r_ v ol e I.'.ll.' I‘:llllll.'.-ll| b fa bt M

fu\ { nd chey

srefer oo keep it that way) is thac they are complenely

||;'_l'i|-\- -r:, ||'|- LA "-':"'l.:'l I|"'.:l.|:.~:|. ':'|I"|- TR ' e OEEC] .:l'.l.'-'ll
o be able 10 sew & changeling’s fae mien and o intemct with
Ehikrmi T, :!."_I'ql' | I'.||'I'\.:::'I'I '.!"'..ll..h!..'.'r i '.."r'l-ll'llu'I;.: L II:: L]

chnntment weass off

Kimgrd (pes The Sioryvtellers Uradde to the Sabbat), |[hese
FEHNETS

enlgmutic vampires comp from a scrange magkcal exp
i - = - 2 - L s E
fusing topecher the Wood of Kichain (mombly sidhe snd eshi)

ind o group of varmpires called che Lasombra. These axparl-
]
i

ments were carried ouwe wich che full kncodedge and oo

tien of che =hadow Loure, snd some older members still shake

thefe hesds mnd hiope some use can be found for these odd

el
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and Kichailn guite essily, Eisspd wisshy stay
Kingwd have & Discipline called Mycherceria, whichallow

them 10 perceive and akhect he Dweaming. Level one, Py

=ight, ausomacically alows che wet (o s Ui COAEETICN

WECETRE,

Incleding the (3e mien of 4 changeling and acHiye
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the purposes of belng affected by chimem and

chanted tox

Crossover ldeas
Although apazt teom Holated groups; Kithain don' b

1 contmet with vamerires Howewver, there are g few reaso

ha o would interser, The Shadow Cour maimising el
with tha Sabbat, and Unseelie Kichain and | hadkakn cocasion:
ak bt
redeaps arousd bo dispose of the temaing of chedr wild *pariies”

: ;
ally hmng abour local 5

= . ;
packs [ he Sabbat enjoy having

It d6 alss consldered o matk of bravery among many fie oo wal
with the vampires for & night and surrlve

A nocher [des for crossover atonies might rétalve mound an

ncle Bedwedrs ihe faeand s _'-_|'||_|r_r VETNPTE | ns the Tk

oldpact

IC O i LR E , 'Z‘\-"i'..l": III'\- .E'Iill‘il.' ! -,-_-I__:f-_|1|"|-_-\. VETY {leele of phe e

o fuldfil] bl oblgadon Alsermadwely, Kithain snd: S

exist in the same cides, and may cross pathe &0 a0 AT MUSEIN



that happens ko be an Elsium or & coffechouse that is a
prhising ipot for lecal fee, What happend when & Toreador
shows an unhealthy interest in & changeling’s Dreamer, o1
becames enmimored of o sidhe ! What if a local Gangrel beging
gending her nights near a local glen?

Vampires and foe monee in differens clrcles, bat cold arms
may seek oo embrace the bright flame of a changeling in the
hepe of salvation, A teagie romance bevwesn a Kithain and a
vampire could be an epic chronicle lasing many sories.

Pinally, a Ee-llond-addbered Vamygune L one off thee deadli-
o predators g kocal fief can have. I one is discovered, it means
o Emediane call vo arma. Hunting the ulelmaee uban shasle 1
dangerous ot best wmd f:u?lhu.rl:]j.':lr AL

Crossover Rules

Chimerstry
The Descipline of Chimersire { see Vampice Plavers Gulde}
C eates filusions thor can be perceived by morals and all
Awakened beings. However, these sllusions are spawmed inche
Dreaming and become all the more real to the Kithain.

Allillusions created by Chimerstey have chimencal reflec-
tiond as well, These chimern ofien remain i existence bong
ahizr the original illuson hos inded. Por every success earned in
creating an illsion with Chamentey, the chimera will remain
for at least an additional day. Howe this chomern acts depends
wpon the natere of che illusion chat was cast. Inanimatce
chimera genemlly remain in che area where they were created,
wrd can be interacted with by changelings st like any other
inanimate chimera. These are slosost always constdered 1o be
Incidental chimera {see Changeling: The Dreaming Second
Bdstzon, pg- Z18). Animate chimeras can take on a life of their
oo, often with extremely unpredicelle cffects,

A Kithain can sense the use of Chimersoy within a mile
with @ shmple Keandng roll {(difficadey 75 Opeauceis gaves the
Kithain a general idea of where the Discipline is being veed,

I while five succesics allows the Kichein to pinpoing the exnct
location.

Owfuscare

Asluagh con pieree the vampine Ducipline Obfuscate by
1 redling Perception = Alenmess (difficuley T3 This pErcepiion
wotks on any level of the Discipline.

Auspex

Any Kindred wing Auspex 2 {Aura Perception) <an
peeeeive 3 changeiing’s sura os a liekenng paigeen of lghts and
cobors, Thes edds owo to the difficulty of attempting o read a
chanpgelings sura. Additionally, an Intellipence = Oeeult roll
idifficuley B} allows the vampire oo recognise che changeling
for whni she s

Dreiriking Changeling Blood
Fare blood acts a3 o potent ballusinogen o any Kindred
-;i.l:l'tl'.i.h,g e, SaEe 3:‘|JE\.L i:u'ulrn] have caime 8o condiders I A

=

delicacy, while others avold inac all coss. There are aloo those
who seek it For b wupposed magical powers, Some whsper It
can be used 85 a component in cencain Tremene blood rituals.

The effects of drinking fae Blood on Kindeed wre varable,
Sroytellers are encouraged 10 make up their men effects. such
as power mrges, hair growing out of embormasting pluces, o1
perhaps oversieed ears. As o generl rule, however, &5 soon as
the vampire ingests the blood, che player nuusr make a Courape
roll {difficulry 3 + the number of Blood Points ingesced). If
there are nosuccesses, the vampire encers the second threshold
of Bedlasn (see Changeling: The Direaming Second Edition pg.
2088 A botch couses the vampire o enter the cruivalent of
third-srage Bedlam as well a= gaining a permanent Derange-
ment §Storvesller's chotce b

The Cmbrace

Chengelings often don’t surébve the tmuma of being
Embraced — their faerte souls are wipally snuffed out by che
experience. Anytime a changeling is Embraced, the plaver
st make o Clamonsr eell (difficuley equal vo che vampine's
Banalicy + 1} Coly one success ia needed o soreive the
ereraformation, [Fno ameesses are gained, chen the character's
faerie soul is Forever destroved and the characeer dies, Seorprell-
ers sy whih toreduce this difficulboy for changelings embraced
by less banal vampire:, particularly Kiasyd and Malkvaians,

Asauming he survives, any Kithain unlucky enough o be
Embraced is smmedistely claimed by the Muts, He reverts
ertirely o his mortal seeming and boses all acoes o (s well as
memary of ) his Arts and Birthrughes, The fae soul within the
new Kindred is in permanent seask, and muse wase oneil che
Eindred suffers Final Death belore retncamabing. Somechange-
ling scholass beleve char o faerie soul whosuffes such & rrasma
pever setuns o this world,

A Kithain-tomed-vampne who is enchanced regains his
memories of his fae lite for the duration of the enchantment,
though assoonas che enchantment wears off, the Mistsquickly
claim these memories again. An Embraced changeling who is
enchaned does not regain access 1o any of his former abilicies
LA, Birthrights, ete. ) he simply remembers what e used 1o
ke, and whar he has losz in exchange for immartalicg.

Ourlooks

Vamsires? Mo, | don't bang eround them, | hear shey fie
fovever, and thar's abor all [ imew. You coudd ack the sbaph, e
réphs know sdch theon, M, T ever sow ane, ['d walk the other wey
mighty quick, Wn? "Wl I'm jrese mos coo Keen on somethdng shaz
ehiveba | ponaded vacke g pocd snach,

— Crarerh Toadstool, Fogean restaurant cwner

The Kdred ave the praasest gome of all, ft'i tempsing w
immerse omeself o thedr Ivhad, and swith iz, them. Howser flayving
with thar e will gee ane baomed. [ howe shaved tales uarh them on
pocason, ad hawe seen mad wermgimic revels by mosniight . Sincean
alrerecadon e a donk alles ove night witha thivsey camdure, howeier,
my peth han steeved decidecdly cher of tham

— Diraeven Sofdfoor, eshu wanderer
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— Adnense Fort, Houe Elmed

1 et @ Nosforas 0 0 every second Thiriny. He
s, e, shows e e | fd Lking n ey
K, Asfr s | am concerne, these s-cle Laeches e

hisevidence s iratantial scber,and thtch Dar
defented cons ag. Regardls,the nobiley have decreed
hac I posible, fomot aciiy should be obeervd 3md

— anomymoustusgh of Dke Duay'scourt
¥ "

owt. The tmsed,leprous lugines known s Blck Spie

@ sed sl deipabin of B ool exsence and il

ments with faccions of the Shadow Cour, pecoeiog e

before ] couk e o ek of sl ot e i,
e m————— Ty
Tothse who vel b s ling shose 0 s

— Grocme Thornahiel, oll s

Werewolves

OfillbeFrodiah e verevolves hvecheclses i
wech he fe. The Kiduin hov thee nciot sles rpec by

gl aid
“The Wendigo snd Uktena are mach clowr o the
NunnehiNartons thano Evcopean e Th

H
-3
i
i

een v 0 becone invlved s Kihai polftcs, o
theis own cernecineprables weren' novh.
House Balor i umarsd to have msteriou s Wi
i T

o 0ot consered common knowledge, and Hovie ol

sens andplacesofpover, As e egan g o the
e, thet slacons changed e becoring soanes, s

o ot oo e s e o,

the sugh don't know. The suagh, on the ache hard.
merly smle and e  sardonic esebron when the Bl
g

ing.
most likely place o fed fne and Garou liviog

The
togeher

e checterper gt he b ofther. Therearethene who oy
ot the Gt spit away from te e when theie e of

(3 Changeling Scosgreeias Goide

makes  good place for & Gorou speital s, known 313
caein, When o new gl opens, Gato, changelings 1nd
mages ace ke the lscone o clam .

Ofenhis e an




depenerate intoa squabble. Taking the tempers of the Ganon
intosceount, Hasiouflscan alio break our, Sometimes, theugh,
the fae and Garou share the glen, the Garru tending the
landecape while the fae tend che local Dreaming.

Fianna

The greatest allies the Kichain have among the Garcu are the
Finnmu, Pred primarily foom Hibeminnstodk, the Fanna'snetwork
of Kinfolk ic so incervwined wich changeling blood dhacis has been
krvorwn, though exeeedingly riee, for Garou and Kithain {or at lease
kinain} children o be born of the same parenis,

The Fianna know more abour foe soctery then any other
rI:I.Ii.iIIJI‘.. with |'I'."'|‘|'I.|IFI!~:|IPE Ex{mllm“fnm oages. Fiangin banls
are olten welbcomed mro fae freeholds, and Kichain are often in
attenchinee an Flansa moore. This closenes of kin and attitades
Fave led some Kinthain scholars o believe thae the Fuanns were the
kst Prosdiggals 10 leave the F-::-1|.Iv|_:“n:.-h.:lj|;:-;l|1 the Ciaronl.

[t e cfiems the Frasns who prosese visuting sidhe from the mege
of the Get of Penris, anact whichdoes not endear the Celoie wolves
1o thenr emcie conming, Fianna often speak ss Kithain representa-
tives in negeciations, and advise nobles oo the staoe of the Gancu
Macion within their boumnadaries.

D thee Awcordancs War, the Flanna were splicon whom
oo suppore. They had been dealing with the comsmoners for
cemiburbed, ard those tles of loyalbeles were stnong. However, the old
comipacts with the sidhe made ic hasd oo openly help dhe burgess.
I the end, apunt from o few skismibes, they svoided peing
involved in what weas felt oo be a purely intermal fae marcee. As a
pesniels, thae comimomers no lomper ape s friendly wich chem s they
ntight have been in the past, The sidhe, however, gladly welcome
their ancient allics buck wto dee fold,

Hﬁ:er‘;‘lllg: Hﬁ:ll. Kug Trawie e a |1-||;'|-: of Fisnna inko
provisionn! Bed Beanch Kndghis, and this b caused quice g sur bn
conservativecircies. |lhis Frl.l;k,u'.-ﬂ Fosd Brmech ]'lal;.'p_ hu.f h:ng’m,-
the mk of moocing cur any e collusion, and hes some
powesful factie tresures oo ald i 11s o mesere of how chose the
Fianna are to the Kichuin thar they were accorded this honoe.

Gee of Fennis

Tikbere arve probably no ather Prodigals who harbor such
hateed for the Kichain, especially the sidhe. Theswe srrogane
Nordic Ganou have a blmed cath swom wdestroy any sidhe on
sight, and seriously maim anyone found i ssociathen with
them. The Fuanna, sawrally, dislike such artude, and theie
defense of their e sllies and cowing has enraged the Get,
Pooka can't restsr pranking peeple o unrelentingly grim and
drlven; the Get find chae it ek o loc of pooka pelts for n good
cape.

The tesson behind ehe Ger's hoered of che s:dhe harkens
from long before the Shamenng. A group of sidle in the
narthkands kot thelr lores (how thas happened boas been bear
im the telling) and were in need of alternare mounts. Chne day,
8 young noble of o fogorten howe hoppened upon a wroll
discunsing che crait of war with a large half-mnan halfawalf, The
sidhe watched in amazemenit s the creamu shifted ineo o huge
wilf and loped off ineo the forest, followed by the moll,

The sidhe decided chat chese large wolves would make the
perfect mounrs for che anowy country, if they were properly
ensorcelied. He gathered up his hose, and theve traveled o the
place where this wetewolf resided with his pack. Using strange
muagics, they subdeed che greas wardors, and placed dhe: under
peasa to remain falthifil and obedient pets for one millenniom,

Wich the comng of the Shattering, the sidhe abandoned
their “pets” and lef Earch for Arcadia. The descendans of theit
trbemares found them, and when the mle of thelr thowsand-vear
botidage was told, the entire tibe swone a blood cath of revenge.
Bmnce then, dee Get have besp |.||_'|r'r|¢'m:||'g at e ko the Be, and
hoemicadal v the scdhe prticu .

Trolls and Huonnchi have been spared from chis oath,
ond many Cet of Fenrbs hold erclls in high regacd for chels
honor and fighting ability, Fer chele part, che eolls fee] tom
between thesof lovaloy to che ssdbe, and their sense of thame
ar their leaders’ actions. The X erdic Ganou can occmomally
be found calking abour “the Ol Countey” with che tolls,
and engaging in gamesiiighe of srrenprh.

against this threar.

Eﬁ " Fomnori and Formoriane ¥

Ciarou often speak of the corrupted humans called fomori thae they hartle ar every cuen. The similariey
between these creacures and Balor One-Eve's children is too striking to discount. Kithain who have had
encounters with these beings, and who have aulficient Gremayre or Remembrance, are convineed that
these are the fomorians of old, Eroughe inte the moderm world and more dangerous than ever.

Currently the nobiliey is divided on the question of the fomori. Many prefer to ignore the evidence,
poincing cut that the fomorkans were creatures of the Dreaming, and these are closer ro Prodigals than 1o
fue. Besides, the Garouw are dealing with the problem. Others think that the Kithain shoukd be mobilized

When asked about the matter, members of House Balor have assured the other Kithain tha these
fomaort are a threat only to Prodigals, and are certain that they are not the ancient enemy. After all, it is |
Balor's duty to watch for signs of stirring from the Dark.
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Gifes

Have inan pomen.

cxugh o hem byspi: Many ofthee bl can bt
ing

b dap wichthe Dracn

lod making them o ughly knt community of o
dieace superarurlcoores,

e it e haneings d chimen,
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s ndo

®  Sense the Unnatusal

Level Tauo Lupus GiFe)
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Name the Spicic {Level Three Lupus Gife)
dhrd

‘St can ey chimera. This only works # the chioers .3

Pulse of the Invisidle
(Level Thece Theunge Gire)

“To Gife allows a Gorow t perceive cesures o

e s wel.

everbeen enchastedwl noche sl opecie chneraith
i G nlss e o taght by o f he Kitainanaes
Garon hohas s chimer. A Gorou actively sing i
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! Spiic Drain (Level Four Thesge Gife)

“Thi Gift ks omchimera tat the Garcs o pecese.
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Many Kithain take the desonection of bemign ehimera as an
srack on the Dreaming.

The (alleable Spiric
(Level Five Theurge GiFdl

This Gifr cam be used oo sffect chimera if che Garou is
enchanted {er using Pulie of the Inviaible, above)

Spiric Frierd
{Level Theee Children of Gala GiFe)

This Gif allows the Garou 1o perceive creatures of the
Direaming amdd ingeract wich chimem. dMes benign and neutml
chimers will ace triendly mo che Garou, Antagonuisic chimem
(imch & necvosn ) are nok aftecped by ehis Gife

Facrie Kin (Level Three Fanna Gifc)

When this Gidt 18 wied, any changeling within o one-
mile radius feels a mental pull and knows thar a Garow is in
danger. Even if be has never encountered a Garou, he feels
a nagging sende that someone is in danger. The changeling
may make an opposed Willpower roll (diffleuloy 8} 1o avoid
the summons. Failure means char he musc respond co the call
for aid by the quickest meons possible, If the Garou boeches,
however, she summons che nastiest Unseelie in the area,
especially any nearby Thallain,

T e M

':hanﬁcﬁng - GﬂFtﬂ-Ll

Kithain souls inhabiting a human or Kinfolk body pre-
clude the possbility of the First Chonge. In effect, the
changeling'sfae soul blocks the mystic connecton to Ciada dhar
all Crarot souls share, Hence, even within a bady chat huas the
Clarou gene, the changeling cannot become a Garou. Any
changelings whio are also Ksnfolk do not suffer from che De-
lirium, even when wholly in their moreal seeming.

The Delirium

Changehngs who are actively in chelr fae mien are not
altecred bo ahe Delinum.

Ourlooks

I sty e phoss vdeee W alfen - W0T0h-Winad felln, Hlo drogmed bry the
freehold bast might, and ploved soome presry nones on that bipe he bas, Fie
bterved eell eh his folk can have nasey tempers, Well, be's newer thown
it i e A far as ['mconcemned, B Garou are alsiays welsome at we
fre

Thom Whittbewoad, beggan crafi=nan

When, soee walk, T can tink of mo better compedans shan shise
colled Sl S, | veloomna them uposs my fosrnien ssish open b
and heart, A word of wambg, thosgh — anger not she Gons, Once
rotesed, thetr fury and poteer s enough o nend stomd froms it mocrings

— bdaris, eshu talespinner
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Figperfurhing fierballs'ne ok bs me. This Glass Walker g,
name &' Franchive, snd me have an grvamgement. [ keep fs car
rumning, he picks wp odds and ends for me. Apparenily they've
Fhoing some oied of war, tand hew, 50 lomg as e doesn  inservuhe
biasiness. ..

— Irving Claybowene, nocker mechanis

Ok, the whale werewel thing! Apare from the Fianna, [
don't believe in "em. However, | kg this bz dogele who Las me
pet him when | ship tim g barger, Kinda fun to have around when
they aren't bravely gomg fovin i har! themaelves ineo the maw of
some thing=or-pther, O, seab, and the covote-Claron, the Mew
waih-z — well, whan we ger wgaker, woo-io!

— Runcible Shaw, pookns ar lorge

Bloady whirls of death & what they ace! When thes ez e
i, they con make one of onr parties look ke @ chimch aupper.

= Jasom, redeap wildes

I oivce spemd o week with o back choat vesldes just oueside the
ciry. Thew canght me songs of batile, T taught them.. .. other
things. W faced domn and klled some.,. thing, [ don's know
whae it was, buad ft wasn's @ chimera, end it nearly ripped one of
iy arims oud of e socket,

Brawe, ferad, beousfn!. That's the Ganan.

— Jesibelle Acturus, satyr musician

The noble shifters fuzve been aur alifes singe rime immema-
rial, We kold them in Righest eoeem and hamer, It's o shame
about che Ger, but pevkaps thae was. .. amistake. { welzome them
pe my court and fo My Rome,

— [uike Dray, House Gudion

Bore Gnawers” Na, | kove never metane of cthose, Wy do
somask? [ have met other Goroi, and | have leamed much abenr
thers, bt I'monod eeling vou,

—Hertie One-Bye, dluagh gremp

[ have fought bende Gavow in the moankght. Theiy flerce
warys af bentor and dusy ave similar 1o oues, [ hold ony [ meet in
high regard, They are sealuaort compansms and pouserful ailies,
Thevr war &4 our wer, and only the shorvighoed connot see it

— Duke Topar. ooll of Howse Geeydion

(Dages

Apes apos the fae first oec humans whe could speak
wiseds that formed new Dveams, The power of these mortal
Drrearmers feightened many fae, but also fascinaced them, and
in spice of themielves, they return again and again to walk
with then.

These willworkers of reality are a diverse groug, snd the
Kithain as a whele have contact with only a few branches,
Ic is wich mages, more than any other supernatuial groug,
that the different kith havve separace relatsona.

Dusring the Sunderiog, but before the Shatrering, many
fae held themielves aloof from che human magick workers,
The prevailing arnrude was thae these humans were simply

G Changeling Storyrelless Guide

dabblers, unable to tuly touch the Dreaming. W
Shateering come and Glamour (ed, the :unmn& i
scught any sign of magic in the world. Many of them came
wpon mages, alio struggling oo restore magic to the wark
bany Kithaln worked with che mages. and the artimud
the pait were quickly wiped away. Kithain and mage
iegether againer encroaching Banality and ciber supemate:
ral foes. Some even pocled thew resources, sharing the
mystical enecgies of frechobds. (A stand againie the s
ous Tremere vampires by @ mage/changeling conspact &
detailed in [sle of the Mighty.) ;

Problems arcse when a group of mages dedicaced -5
paradigm of science and reason triumphed, imposing thels
static view of the world on everyone, With belicf in mags
dying, magical power also faded. Mages began to seek out
sources of power, ncloding frecholds. The mages would
deain them of Glamour in order 1o add vo their own personal
meager stores of magic. At first, some Kichain felt that it s
inportant to support their allies, and allowed the draining
of stome smaller frecholds. The mages became greeds, howe:
ever, and bepan secking out larger frecholds:

This basge-scale Ravaging precipiticed the time of Il'l
greatest changeling and mage conflicr. The e commonly
called che Industrial Revolutien had just begun. The mages,
feeling chat cheir doom was nigh, marshaled a5 many accult
forees as they could. This gathering of cesources ineluded
taking Glamowr feom the lase few shared irechobds. The
Kithain at this time, alresdy fgheing for thelr own exe
ence, fought back aganst the willworkem. Throughour the
world, alliances were brolien, freeholds drised, and éns
chanted mages sent into madness (which they refer to
Chubet), The greacest battle roged in che city of Bossor,
where o motler of trolls comered the rempants of an Owder
of Hermes Changey, Wich spell-beeaking artfocis clenched
in their boeny flaes, they advanced. When the smoke bad
cleared, one troll remained standing. and che et of che
participans had vanished. Word of this condlicr spread, and
the mages lkearmed quick |y that they were no looger weloome
in Kitkain holdings.

The 20ch century has seen a rapprochement berween
the Tradition mages and the Kithain, With the renewal of
some ancient sources of Glamour, che fae are slighcly less
paranoid, buc they still keep the locations of frechalds secrer
from all but cheir most trusted mage allies.

W hen thie Besurgence occumed, the aidle wene given o
crach eourse in mage proficience. Duke Avon challenged o
member of the Ovder of Hermes toa duel, and His Orace was
sovndly trounced. As a result of skirmishes like this. the
sidhie have become very interescad i making allisnees with
Mmauges, Tage are dquite mary of the poraer thiey posuess,

Perhaps the greatest chrear o the fae are the mages
referred 1o as the Hidden Ones, sdeclogical descendants of
the fiest merchants of Banality, e s cheir master plan
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ably have the most contect with the Kichain, due 1o the fsct
thint the foe are patc of their paradigm. Often the Verbena
render ald #n exchange for changeling blood (which can be
wied in several ciwali and spells) or oeher fuvors

Order of Hermes

These formal, “high magic” mager had the most contact
with the aldbe before che Shutmering. N ow that the nobilivy bas
returmed, che Herowe tlc mages are beside themselvas wich oy xt
thia signof retutning magic. Teis sid one anclent mage seeually
gigpled and clapped his hands like & child upon hearing dhe E}
e that the kidhe hiod rerurned. Hermerle mapes can be found (‘
i consultmion with Kithain sRges, Or BCCing as vtk b
s s B the nﬁ-!,.i,lii_l,-.

7

crush the wonder and magic from the world in the name of
proveceing” the masses, leaving it n cold gray world of
anciseptic science. Anv whao know of the fae have spared no
expense of effort 1o force them imbo slumber, Some groups
of these mag have sdvocaved death by cold iron as che
solution to the "changeling quesrion.” The Kichain avaid
thede banal Mages wihemesef ]'-\.'-:uui'\-h:'. Eut if cornened Ll',
one, their only hope is bo dhoow all cheir Glamour ae che
wrillworker in Tllr'!'.-.l]'-r 11Fc'r.Li|..|r|1||'.E the mage t-muq:-.uugh
o cicape. It i a shared haoed of the Hidden Onea, or
Technocrats s the mystlc mages refer to them, thas often
brings Kithain and mages together

The Tradicions

1
!

QAR

The nine mivetkcnl Traditlons of mapesare the willeodoen
who bagtle the Hidden Ones” secret agenda of Banalite. Scme
of these Traditions accept the fae within their views of realiny
ana have rradlic with them, Others afe almost 83 banal as the
Hidden Ones chemselves, The folowing thoee Tradiclons
havwe che mose comtact wich the Kithain

Verbena

Drearnspeakcrs

These shaman-mages intersct with spirits and magical
creamures on an almost dally leiis, Asa result, the Eithain find
these mages to ke among che kease banal. The Dreamspenkeors
have many coneacis with the Mennehl and ocher nadve faeries,
and occasionally the European fwe. Deeamepeakers ute che most
likely vo seek cut the fae o learn their secrers. Many Kichain,
having been burned by mage in the pa, are wary of dhese

F. o4
The Verbena, patterned after che old pagan waye, wie mystics’ overtores of friendship. i}

nature and blood magic o affect readity. These myvitics prols
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crvat g ik, 9o cocidntal —se ge: The Asen
st o Kii o ko thit 2 e sed Trac Maick
Iathe ey Cwithin 10y The o o ceses ay

“The Nephandas Connection

Shadow Cour. Bven the most hardened Unseclc
1end <0 cepres  shder when

nawe 1 the K

Where Marawi.

sinc ey (having 6 sl o Losecan be e
in thet way) have taugh 3 few Shadowe couries

e pas, the Drcamin recols and reforos in gotesqoe
Shapes elcting the mad cnes views of raly. Sree

ffalt e song 0 65, hovgh.
Al 5 s 0 have an ncient Tk to

pavnd, 1 s
rampaser o the own. A changelog toay ot he Dzt
g o discore hat b marle palce hos become s cvited

mouth,thanks o the pasing of o Maravder

theseewl
ihis house can tel when 3 Neghandus 5 1 the
When

ever s Nephandus s within one undved yardsof
changeling of Howe A, dha charseees glaer

The Shining
Host oc Dreams and Nightoares) can repie the danisge
cauied by a Marouder's soge, Alternativels,the Kithsn

10 detect the Nephandus presence. Whether chis
shams 3 a1 A beas,or § ust 2 vesigal
et hom a longago wreement, s vnclese,

efecss. Thisightbeagondseed forstory msing mases
propblecig
Resicing Crchanement

Crossover Ideas

mct pople. Therkee, when  changeling i stengoing 10
enchume e the mae g be sl o s he et

averce wouhl b 0 move st e Hilen Ones. oy

enchantmens. To d Willpower 1ol for che
mage (Afclty ) The rmage e sore s e

Oner- Mages and changelin s werk togebee when they
hove acommon gel,such asseatchingfor s pomeeal ec.

Moges ocastcnals find these sy o he Draming
Genenally ot fany et

o
Counrcermagickk
i i

ok, unabie 1o pcrelve the Siber Pat, and need Kithain

e s, As uch, e o gt s he pover
Kl

e
cne, which they e Quinesence. Unscrspulws mages

Bonsly.

"

3. This i th s

poctysios

oy "

noce el thm omans.

Crossover Rules
Mages e e, changiog i to f: hels v, The
Near Cneaming ofen elcs thic chnge. When 2 mage

oceves pene of semporny Banl i for hving rwoned s
el o i v che weed.

agickally Draining Freehoids.
Someurcrpulous ges v i way s K

Changeing Scosgeetens G

cumbleonto on. Eithceway the g ay decide o g
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" the Glamour from the area, seeing the freehold as a magickal

Made. Fortunately for changelings, it s highly unlikely chat

- mostomges will find a freehold by accident. The wild nature of
- Glamour seema to cloak it from sght, even o the myatical
- mnss of mages.

T bscane o Freehald, & mnge mowie fir scoively examine an
e and muet use boch Spirit | and Prime | on the location he
ghiriks maxy be a freehold. He then muie succeed in an Arete roll

- [dfficuley 9. A failure indicares that the mage fails w notice
~ the freehold and sees only the seeming of dee place. If he

wecceeds, he sees a brief glimpee of the freehold’s tue nature.
Ta drain the freehold of s Glamonut, the mage muse have

. Prime 3 or higher. The amount of Quintesence gleaned
* without destroying the freehold i3 equal o ies level, 11 the mage

decides, he may drain double the points of Glamour, extine
guishing the balefire within the freeheld. Any points mken
ever the level of the freehold may damage the frechold at the
Storvoeller’s discretion.

Some courts allow allied mages to siphon Glamowr from
ihe local freeholds, but dhis is excesdingly mre,

Any changeling witnessing o mage draining a frechold will
remliste in kind against whar any Kithain conssdersa hemous act.
Some mages attemps 1o doin Glamour serrepritioudy from o
frechiold while purporting oo be allies sorhe fae. These mage: walk
atine line, for if their treachery Breveabed they will cerainly reap
the whirlwind.

Spiric Sphere

The sphere of magick dealing with Spirie i closese to the
Dreansing, ouching it in places. Mapes who are proficient in this
spivere cam use it 1o percelve and affect chie Dresming,

Any mage with one dot i Spirit can amempe oo discover if
someons is Kithatn by rolling his Avere (difficulty T3, To percoive
the local Mear Dreaming, the mage ot eoll Avere [difficuloy )
IF the mage wants to scom an area for o Kithadn presence, agnin, an
Arete roll i called for (difficuly 9).

Chargeling-CDagi

Chanpelingscannot use Teus Magick, becasie the Eie soul
inhabiting the changeling's body has forced che human's Ava-
pr into permanent slumber, moking U npossible for it 1o
Awaken,

Awarencss

A mape whohas encountered the fae in the past may sense
their presence with an Awareness roll {difficaly 9).

Quclooks

Whrards! Wever mevane . | hear their A are fretty wild, bug
I"m juase cis hapdry mest haaving e el wish anonker compliication inmy
e, Now move vour feer, | have o sweep fere,

— areth Toadstool, boggan restaurant owner

Onee [ sanwich @ Dreamspesker erkis five, He called the spéniss,

amd we thaved stomies of ke fird doun, The Dreamapeakers and
Verbena have been ouwr alhes for compunies. | resbect them, bt

odtwirss keep im mind the mistakes of the past.

— Mlaria, eshu talespinnes

Sors of Ether — heh! Weind sciencel These mins are ke moad
seienaiiny = they have the coalest padaers, and shelr jonmmadi one o hoot!
The ome P mer, fe'sa vion, Al cracked, wooh, buraimtee all? [
wever et ome af ‘e goech oy car, though,

— [evmg Clidhoumme, nocler mechanic

Owee, | was chaeing with a mage. He wes all decked our bn wbdse
robes, bong pronied siaff, dhick vbase beard, Truas coal. Lih, then he mind
w2l e, e, geneally, | don’t hang ose it them. Oh, and sseer
wiviacTy cleor of the onies i Rl

— Buncible Shaw, camrot eater

Dion' ¢ krso s buole bos abian “em o be homest, They bloed fus il
avyone elie, Sough’

= Dok, redeap gang menther

Yages. Heh, three words — Cule. OF, Ecatasy. | never
thowphe anvone comld our-pany me, bur these pss managed i,
Come to chink of i, if it wasn't for the face that | didn’t seem g0
ko any Glamosr, [ wonsld ve sworn they Bavaged me, Doegn's
madter, thosgh. It was worth &,

— Phillipe le Molr, sacyr eneereaines

The mag hawe honed their solls since we bt Thes ane poteerfiul
el imertable, In our abvence they wek vuech Gl from our
frecholds, and that makes me loery of masting chem, They fight the
Hicdelews Cimes, and dn st 1 uall oid shom, baz [ am soll cosiconss of

— Cueen Mab, House Fiona

I e the Enthemaros, The death-mages hove a sense of st
{besides seavng che willies et of the sidhed Mamy mages houe
extenisive [hraries, and that makes them alhes and contacts worth
hawing, Dom’s forpee abae the betraals of the pat, thenagh,

== Henther, sluagh Goth

The mages are a force for maghc in the sworld. In tharwe sapport
them. The mages hamger for power, In that we ofipose them, Some
feave mcre honor shan ouhers do. | wosdd mast many of those i the
Vierbena, Dreamspeaker and Akashic Tradisons, The other Trad-
mong | see as sometimes soeful, yet intrustusrthy compamioms.

e uikee Toopaz, ool of Howse Gwedion

(Uraichs

The Kithain hove cthe lewmst contact with the spirits of the
deceased refetred 10 s the Restless Dead. For many reasony,
most changelings shun wmiths. It's one ching e mlk w a
vampire, 8 werewoll or a wizard, but ghous are often another
matter entirely with the fie.

Many sidhe are temrified of anything relating to death.
They see wralths & uncomfortable reminders char humans may
continue pait death, but no one knows what happens when a
aidhe dies. Many commoners are superstitious and remember
the ald stories nboue ghoely visitattons, eften seeing them as
bad lisck,

Childlings are diveded. Ghom storles wold ar sleepovers

Chaprer Four: Suppum:lng Casr 9



& 5

,

[
4w

with che flashlighe aze fun; real ghosts are not. Some see
wraichs a4 coal, of incorporenl, Friends. Az changeling: ad-
vance in vears, some begin eo lose cheir earlier case around
wraichs, and "Casper” suddenly becomes an extea from
Frighteners. A wraich may befriend a childling, only to lcse
that friend as the chuldling grows up and finds it really
disturbing thar his otherworldly friend con moke che walls
drip blood. Scme wealth Gall inte such despair over che loas
that they decide 1o make cheir former friends’ lives hell wich
ghoszly pranking {which s often mghtfully malicious).

The Restless Dead are in a consant siruggle to resolve
the ties chat bind dhem 1o che osilight 2one between che
wotld of the Living, snd the great Beyond, It is searching for
& wav 1o preserve chese chains, or Femress {see Wraith: The
Oblivion), cha: makes o wraich seek cur Dving allies who can
help them finsh cheir buasiness. To make matters worse,
wraiths must also deal wich the theean of their darker sides
taxing over and wreaking havos. This Shadow, as it is called,
can manifest st inopportene Tumes, and many changelings
aften do not know when or why their waichle aegquaintance's
personaliny changes at the drap of a hat.

Sluagh have che greatest contact with the Restless
Dead, They cam see and interact with wraiths more easily
than virually any other supernatumal creature on Earth,
This abulity is believed vo date kack o an agreement be-
tween the apirits of the dead and the dhuaghe It i said thar
there wis once @ man by the name of Glam, who was kinain
to the sluagh, although only hivsoft-spoken voice possted 1o
it. Ome day, Glam was walking the ramparts of his citg when
i hae gnd cry waa raped from the gave. Glam tushed down,
ancd was told a shambling crearure approached the cicy, the
stench of death heavy upor e, Glam stzapped on bas silver
buckletr and heavy sword, then ran to meet chis creature.
When he came upon it, he scopped in his cracks, Ie had the
shipe of a man, yet was white as 2 sheet. Upon its head was
o prievous wound thae must have been fatal, Glam was
prepared 1o fight the wndesd creature, but it spoke to him
words of peace, explaining ehar i was a spisie of the dead,
rerurned 1o its body and tisen from the Erave 6o avenge s
murder.

Clam Lstened 1o the creansre and stayed his hand,
He felr compassion for the dead man, and instead of
attacking, swore tooakd hin in the bringing justice against
the murderer.

Cilam and the dead mon sraveled 1o the village whers
the murderer, a common footpad, lived. There dhey found
bim plaving dice snd deinking, When the thief saw che man
ke had left for dead approach, he died of fright in che middle
af bus games, Glam, disappointed char there would be no
fight, asked the dead man if there wwos anything else he
cenabd oo

The dead man answered thar he had fulfilled his ek,

4 Changieling Storycellers Guide

bur many spirics of the dead needed help in fulfilling cheirs.
Many of them needed o pair of hands in the waking world,
arvd Glam and his kinwould do hus kind a great service if they
woald aid these spirits. Glam agreed.

Before che dead man sank inte the Bevond, be casc a spell
uponGlam. Thespell affecred all whe shared Glam's blood, and
allowed them to see and speak with the spicics of the dead sho
remained bourd ro che Earch e wan chis gafe Glam passed u his
shaagh kin, and this s why they can see the dead o this day,

The wraichswiho tend tocros paths with the Kithain most
are amaally members of the wenchly Guilds knowr s Sandmen.
a few of thase called Chanteurs, and o a lessr extent, those
called Huanters. The Sandmen enter the dreama of the living
and bring them mte the realms of the dead, using the power of
dreams ro create Hlusions snd effects. Chanteurs' powers are
focused theough their ghosdy songs, which has eoused mans a
changeling o believe they are banshees. The Hauntess azse
ghosts who hames the living, using thelr power 1o affect the
living world,

Sandmen

The Kithain have many stories chat ﬁ[‘w:ﬂl: of the dead
stealing the dreams of the living. Many of these stones may
be based upon the actions of the Sandmen, These wiaichs we
a ghastly power called Phantasm (see Weaith: The Oblivion)
to affect the dreams of the sleeping. This power haga definie
effect upon changelings who are, after all, crearures of
dreama. [{ a Sandman is patronizing s Kichain's Decamer, the
ditisculty for all rells for Reverie or Ravaging is increased by
thiree. This effect does not dampen che Dreamer's creativies
(unless the wraith 15 scaring the mortal into not <reating for
some renson ), I simply makes che dreams where Glamour s
formed less accessible. Three successes on a2 Kenning roll
(diffsculty 8} allows che changeling ro realize that somethung
ia tampering with the Dreamer's dreams. A successiul
Ciremayre or the proper Lore roll (difficuley 79 allows the
characrer 10 know chat the incrudet is a weaith,

The Kitham must then decide how ro deal with the
situation, asuming bedoem't simply abandon the Dveanser,
The safest means of dealing with the problem is peneeally o
pequire the services of o sluigh who con communicate with
the wraith. A much more dangerous proposition is for the
changeling to attermpt 1o diaw the Sandman lnte his cwn
dreams for @ more equal footing.

Crossover ldeas

The Kithnin, wich the exception of the sluagh, end o
shun the Restles Dead, Moest stories involving changeling-
wraith interaction concern & wiaith who had ies to 2 change-
hﬂk'""l'-“Fi.:""L‘J'll'T deatih, The other maost commoen means by which
& changeling may come inma contact with & wraich is if a
Sandman » maravding one of his Deeamers,

o




I ceder o see o wraich, o sluagh must make o Perceprion
= Kenning moll (difficuley 9). To hear a wraith, the character
must spend a point of Glamous.

Keening

b Keening & the wraith power to creare emotions within a
- mrger. Changelings are affected by this power more eusily than
 most. Any Keeningroll made against achangeling has insdifficuley
reduced by one. A chanpeling and a wrasth can work m unison o
enhance the creation of Glamoer from a Dieamer. For ever oo
mceosses rolled be o wmich wing Keening, the difficeley for
Revene or Bavaging is reduced by one.

- Fandemonium

Thee effects of this wraichly power often extend inge the
Mear Dreaming. The chimencal effects oreated by the use of
this power can be quire disturbing, not to mention dangerous,
i any Kithain in the vicinlty.

Ourlooks

{Culp} Cioghose? Nope, never seenone and hope [ never do, Ask
it shaagh. § hawe, wh, Jomenfere alie o be,

— Gareth Toedstoo], bogzan regarant canier

The Restless Dead soek o way io lave their lives behivd, May
srpils néed @ helping hond, and i behooves ws to aid those uwho
i el ly

— Maris, eshu talespinnes

Cihoses, weaiths, spooks, whatever the mamrers ave callad,
I don’z care. I ain’t never seen ane, and [ probabiy never will, ]
hearr thes'te of! over the shwagh Ske fies on shite though.

== leving Clayboume, nocker mechanic

Crooch. ... White sheer over the head and otz of hemoaning
their deadness. Booo-ring. There are a few who enjoy & good
pramfe. and they ain't so bad, Om she other hand they alw tase
like strawwbermies,

— Buncible Shaw, lover of srrawberries

O thing's for sure, v can't bite 'em

— Crart, redcap childling

Clammy hends rizimg from he grave 0 steal our dreams!
(shudder) Mo, ng — wralths freak me our.

— Phillipe le Mo, saoyr enterainer

I'd rather ot diveuss i They' re manifestaions beyomd onr
undevsiamding. No ong knows what b beyond death, e, 1'd
readly rather mot disceess if

— Baron Edgewick, sidhe scholar

The erommgaments besween ourselves and the wraiths are aos
macters for publle discwsslzon — you do wrderstand, of cowrget |
hate fosnd few sy more saafving ond easy o get vid aof
sevanted compary b simply srifing up @ concersation with the
ghoat who's ssing R befund My shoulder,

— Elspeth Danvers, sluagh keeper of antiguities

The Restless Diead chil! even my bones. | tend to stay away
fromy chem. Some, however, ave warnions whe need o sexle debes
of haner, These spiriés T would aid,

o Cirpeme Thernshield, trall warrior
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The rery landscapes behingd the fees,
Heodding hack the frabldden places
Abolished maesic, Lo for ages

T R [Fismg werely |II':|:ITF:Iii-.‘t."I- [napes
Thaueh dist fas garkered on homest fedhng
Ferbldden matha chrowgh wlighe seecling
And im g over of pre sl fﬁ-.‘c'.‘i

Cihsren hiaes of forbabien plases,

= Meantpuppets, “Forbidden Flaces”

ity life, =0 they say, i squiheilver. It'sa gn:'.u:l pl.ar_.c kar at
Changeling cheasiche, as it provides players and Stasyeellers
with i famaliar enviconment that helps ofiser the bizarrenes of
te mame's Toneaarical elemsenis. Aftes all, modr players have
probably never kad 1o wait for & herd of Imperial Clockwork
E o orns to samntes oul of chein way, o ie's saate e chot mos
of them kiow all abour the frstration of being caught in a
maftic jem. A Storceeller msee these comparisons o build
familiar points of referense a0 players have something with
which o celent themselees as they become acguainted with
the strpngenes and chanm of the Dicaming

ity hife s quickstlver — bur quicksilver handled for too
leng becomes tarn ighed, dull, andultimasely it kalls like a bolles
thwrohy the brain, The ciny mighc be where mnst off s A0 Ot
Isise foor € hanzelings, chat cendle doesn’t bave o be a poson
There are while ather worlds ot there, wisitng robe found by
tlweee with the ¢ourage and imaginatien 1o seek them. There
are other '|'h|_.a|:-.'-:. nther dreams,

i~

o

Chaprez Five: Orher Places, Ocher Decams

Locales

The enly limit 10 finding new and different secrings for
vour Changeling game s the hmstof vour own bmagination. In
crther wosds, there are no limies ! Davdream for a while; lec vour
subeonacious bubble g with creativiey and then hiter thoough
vouz goals for the game. Thonk for awhileabour whocharacters
will ke, how they pet shere, how shey'll meet up and wask
together, and whar they're going 1o wind up doing. Faint che
setring me vnedly g you cam — if vou cors make the backdsop
come alvee, the dream becemes deeper

Rural

Bon back streers, no neon, no niphielubs Mo scriond Mo
wiy. Awary from the hammenng pulse of the city, the pace of
life eelaxes, crue, bot jus hecae cime ambles abenp here
deesn’t mean thar nothing ever happene. As every changeling
kncwsd, things look pecfecily oazhnary on dhe owside, bur
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andermeath, ah. undermneath..... Traditions and Lm-r-'"nrf-:mp
van lsbhved elpewhere aze m:l.-.nd;;-:;l,|'!_-1~.|-_'| of lite hiere H_q.m-
s not & dust-clogged tome of unread pages, bue s Biing S
5-|'.'.l|:l..".',: the PICEERL AN thie future. The dreams of :|ﬂ
counmreibde are oldet, |:|-r-|_‘E_'-:'I. darker — closer ea ek izt
heart of che forest than chose of the el Far ne e Come
rural life can be as different and somnpe & anything fusl
in the depths of the Dreaining

H
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The key to making good wse of chis setting is bo e
tully convey these differences. The sighor, sodnce wnd
soiells of che country are not those of the civy. Akt pollilin
bore ly exlacs, Inavead of clogging up the lungswich mism
of tubbish, exhaust fumes and che stink of sweating Haman:
Loy, charscters breathe in the porfumes of nacire [end ot
of them are as pleasant as freshly mown grass). Think his
the rarml community vou're devising suppore ioielf asd
then work out how this tianslates inco the amell thet ot

charncrers’ mostrils

T

[& it 2 farming commaunltyf Describe the stink of sninsl
gweat, the woody odor of cheir bedding and food, and e
pungency of their dung. Townies are often redoced to gaspi
and ceary; locals ssck in hearoy inghuls and proclain it the
ulcimabe cure-all. During harvest time, the rich smell &
vurned soll and of damp cut grass hang heavily in cheair, ind
through the Autumn, smoke is comimehiplace o che remain
ing stubble is burnt off in the fields

G e (T Y

For a community that survives by fishing and farmsimg
the most persistent amell is chat of the sea — a promise &l
permanence and motion. Though ity cmnipreseor i the
background, it becomes stronger ar some times of the yer
than cthers, depending on the quantities of seawoed (which

usially ends up rotelng on the shoreline) and che locd

macine munm Nesr port, the pungency of mr and ol ey
smocher it, And, of course, an top of it all i che overwhelm-
ing flsh scink thar insinuates itself into everything and
becores pracically impossible ro et sid of. So, anyone wh

wor ki regularhy with fish or near a place where othem do o
are immediate by identiftable by the odor around them
The difference between the amblent sounds of the cite
amed of the countryside is not surprising. A ciey §s fever
sibeme, Even in the quietest clmes, even 19 che moet e xelusive
districis, there is alwave the droning hum of oeaffic. Mat o
im ehue conmt Y. HHlI:I::I"'!_'_ I:.':I'rl.u. |8 T :||'..\_| ] ||:||_|:,' P -
thon o the greae dlow sentences of silence. The seuteling of
small ankmals formging the wills of Mrdeong, the calls of

domesticared beasts, the vips and squeals of predaror and
prey — ol chese combineg in o onue paitoral ivephony. Even

the absence of sound can be notable — In some plices
cipecially at nlght, it poasible o werumlly Sear silence.
Although comforting for people bom and raksed in the
countey, It can be an oppreive experience for city folk
likened to being cast adrift and sbandoned in an escape-
proct tank

Thanks to the nean glare of signs and screetlights, only
the brightest stars can be sean, and even then, chelr glory &
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hiin:nd But darkness reigns — true darkness, real darknes:,
o st velver curtain that deapes ioself over ehe land —and
* e full majesry of the night sky is revealed.
Repardless of wheecher your rural seeting o8 n dleopy back-
s Maine cowen o a fishong willage oo the coast of Scockand,
tehould explore the way char lecals deal with ench ocher and
Wi camseders,

Everpene Knows Everyone Else — Or Ar Lease, They
Think They D

Bural communicies are small. There's no slumes, no home-
|ea5, mies bardies of namelews sorangers. Mot onle does everyone
ke vourr Face, bat chey knoor vour npmee, your fnmilky hismory,
il probably a lot of embarrassing information dhat you'd
mther they didn't, Ina ciop, people can go mising and not be
i heed s sk for a while) i the country, peogle wonder right
away 1O MeSpoot isn'tour walking Gripper at halpast six,
ks e 's bz eve v by For che last 20 pears, Inche city, people
mave in and don't ateract moch attention; however, they
became it focus of incerest in the country. A locof intemest,
YWhen vou do something, people are goang o know aboar at,
ved they talk about in. And if it not juicy enaugh = well, it
will be by the rime the store’s been cold the fire 15 times.

Chomip b8 o powerful tool, Masch of the time, it% the social
plwe char binds comemunicies copether, keeping people inowech
with the comings and goings of s members, But oo cccsion,
it can be 3 deadly and unplessant weapon thac has doven many
over the beink of desppir. Oty changelings mighe be ac-
quainted wich whispering campaigns = a tool of courdy poli-
ties, by in rural aress, gosap i paramwint, Other aspects of
politicking are greatly reduced, =2 many have found o chelr
ot OF ol the Kithaks, boggans undestand this best {though
chingh and eshu, with cheir bove of tales, come a close second}
o eend w0 bave msch infkenee in these raeal commiiniies.

Thesetore, country chironicles i.‘II:‘:]I'I.".'I:: the Storeseller of a
seple of World of Darknesa sorles, namely, the Faceles
Victirn. Most commonly, be is the old teamp the vamgive dains
dry and discands when the Storvieller can's be bothered vo play
Dat A 1'||,|.'|I! Lopne, Of ht-. 1% :he IR NCERE s'.'ﬂq:i‘rul' t|'|= :I‘\ﬂl.ll;afl
Ravages when a quick 'n’ diney fis of Glamoir is requlied, of he
is 2 patneless writer desperately bactering ot words 1o asumge
the grear god Vediyne Alchough Changeling goes some way
towand lessening this problem with s detailed sprems for
ganing Clamowr, chere is szl the rempiation o let iz happer
in the background while the group concenteates om something
"more rebevant.” This s mot an optson in e mral cheonicle;
since everyone b knoes, ane cddity in behavior —adiaappear-
ance, 3 surge o dip in creativity — i preked up on immediately
and discusded behind closed doors and wened backs, You can
use this oo show characters the consequences of dheie nctions
and eo add a new level of emotional depih o the story, helping
ke ¢ harnerers feel thar they are an integral and dvnarmsc part
of a greater backdrop that alters and adapes te their actions,

A, of cougae, the deceprive power of possip makes ireasy
Cebould vou be s inclined} for the weong people 1o hear abous
the deeds of a careless changeling....

Chaprer Five: Oxcher Places, Ocher Dreara
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le Runs in the Family

Muosr small coramwnities have ane or ewo families whose
fingers are fitmly stuck in every pie, and they are usually
fiddling sround wich the Ingredsents, roo, Landowners, farm
hamds, copenters, eleciricians, pub bindlonds, fishenmen —an
exrended, close-knicmer of brochers, stivers, hushands, eowans,
autus and uncles cant all around wown. The tmrget of much
gosstp, they have sway in community affsirs and are fiencely
lewal oo one another. The nature of which depends on their
repsacions: " Those damn Carraichaels! Thick & thieves, the
et i ehepn = dlidd wou know young Caradoc was up for naraule]
Well, they all swore blind he'd never ser foot in che Creel tha
naghe. Even chough my Dougie saw him going in there wich thae
big knife m his beltl* As opposed ro: "Ah, the young
Carmichael's o rogue all cight. Always in ouble, peor lad —
| bvear thex're trving to pin the rroubile up ar che Lobirer Cresl
or him ! Avye looking for 4 seapepoat, 8o they ane — and dhas s
only because he's 3 Canmichael. They should ger mo solving
somme proper ceimes wnd leave kids alone.”

Family mesbsers are quite prepared 1o lie, cheat, orscesl o
lock aut for cheir cwm, and although it's accepaable 1o quasrel
in privare, they always present a unated front i public. It'snot
n pood idea to get on one's bad side since, like & waig nes, it
wron't be long before all of chem get invalved. And chen life can
get very dificule.

This siuation becomes Bizarre for changeling if cne o
member of o promanent family, If the changeling s n lowly
memberof court but high in the esteem of cne of chese families,
thern his peers may crear him with a highdepree of respect, not
wishing to incwr the enmity of his relatives. Perthaps che
changeling enjoys o possddon at court based on his mostal
herage rather than oo menic or experience, which can be a
meivating Bcrvor in stories if chemeters attompe to mancuver
someone whe is becter suived inte dhe position, cr (and more
innperestingly) o o chamceer b the undeserving parmy.

Anocther approach is te decide shar such a sicuation
alvers the teadicional changeling power stmuccure and o
adopr something unique 1o the locale — for example, o
Mafia-like changeling "family," whose members and their
chosen are the orue wielders of power, o a courtlv structure
i which nobilicy i spurred by bleod ties to a family racher
than membership in a house,

(Dermory Has a Very Long Reach

Gossip ensures that evenes of the dim and distant past —
events thae would quickly vanished inte obscurity anywhere
elie— are kept very much in mind. A friend of mine, » twenoy-
seven-year-old with a succesiul consulting job and two chil-
drem, will always be known i “the wee by who fell Sawn the
drain.” This memaory stretches back genemcions to the times of
grandparents, great-grandparents and (urther. In chis way, the
eldest folklore prolifesates in the mind: of che present gener-
o
Characeers are held acocuntable for deeds perpotrated by
their ancestors, whether those deed: are neble or foul, and chey
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find themaelves preceded by che repatstion they bestow, Lrcan

tite oo ebbort on characien’ par oo be mben forwho
they are, rathier than who they are descended from, Whae fthe
chamcier i the ehom b ot ber dese endant W illike choese
cov vl low in past fame (or infamek, evenif she no lonper ouly
deserves jnf questions are the locus of contermplaye
stories that examine characer's ethics, while raisinge Jiscus-
[ ahimez the chioices che fae have msde a0 whioke.

Life for changetings in the councryside a8 amange 35 i
tar the Kinsin |'I.:'\-|-__.'_:|_'_ there mav he mly o Larpe I‘.||_'.L': ild
ratnet chom many armall ones, and craditonal coun |_|._'| [h
[T Sk lli..I |.Il.|l. be ro blarant subtlenies of JCISAH. |:|.||_'__'.|I'| |_--I'.||
i |.:E-,II:I_.'E. -\.||-_-| 1 !:I':'I i ;'-llii' -'.l."I.'- I‘l'l .‘..u [ 1] "_.l.'||i.||: 'rn!l\.. k
he disturbed by the whispering campaipna thar sit oddly with
thee sxolid, practcal natuce of conmery folk, The sidbe Gind the

rougnnesses i all distaoeiul — it tolerable at oll. The comman

L b AT e 1 ik 'l.l:._.!:' iheie ST '|_|'|| ELE TRy O5 _r|.|_-
g

nishiliey's panicked rece escaping the woeld & Arcadia's gates

[ |_|-|- | 15 ChuE T i the = b 1EEE 1T Survives iy koer ;_|!|" __'._."|
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ved, time has healed wounds of the past, and sories of the
-ilEl.l ||'| ALY .|::-| in -":||!l|- LA || |"||| w1l ||:'|_||::|| _'I'"-
genemations like morches of hope. The comrmomers muy be only
L ] :II Lk ||.|I. ' e |':'.:IJ. Eck Q010 |:.:||'|| ! bLasiees, = ' W

chiey are frequently rewarded by unthinbine explooseo:

7

When plonming soees and cheanic bea set 1o che coismtny

side, consider these factors: Are characters Locals or newcom-
ers! I they're locals, then detall sshat chey kivow abeut esch
[ 3 1 i
acher and toels Baoeilies keep the above laws in mind. I

cey e pewcomers, low dio ghic ¥ sasbmEleE G e foupe q3]

.,p-i- ..-L’

erwvironment, and howdo the localoadjus to them? Inchromicles
in which the clharsctess are sew to the numl saurmounidisis, nike
the cppomuniny o play cul staries of guict Sraneenes and
expone che diffesences gradislly as eharscters we beneaih the
aurfa e calem, i "'.|||'.' 1 E NN an | Tacerm Pocds il sirare this
exnmple, for they afien blur the bousdary beeween the real and

Imre | T I|‘|'i||;_ [0 dEmIEl e O ok ol ::E e
Cioric
Changeling ii firmly rocted in che Westen mvbie radi
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o b woakoed o wor game

"l i ' g s B i pds s bias K = ] sl

b P, e Gy Kb GeTivied Broam @ crad iEeon ot her Lan
Western, is an excellent way oo get characeers "our of the old
I:'|.] BNt ':.I-\.' W LR IRLE S, fire ke 'E.. rew ihan

I 4 [}
O OErs  MEve 8 GEsre 1 |||_ _| I | |':__: HT menfior for a
L |'.I:‘l.'ll.'l_ |.|-\."\-|.||||.|i-'x.|_:|- d Bovdre berween che exoric new
culvore and che familiar ways of bome, Give plavers something
to hald onso s s st ilinpine them into che thick o
3 s i
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* mather: than just counering them with players (and thear
shaeactens ).

O course, you mustm't have your mentor or Scorvieller

* chemetes perperually on hand vo make things easier for players
— give them sufficient information o they feel confortable,
then snatch thesr hancdy resource awar. They should know
* mough not oo be overwhelmed by the fereign envirenment,
bt everythieyy 0 going to pee much, much hoasder..

This stouackon could become the genests of a srory anc, or
chroricle, as characters try to work out what bos happened,
b o cope with the kecals, and how to ger their mentor back,

Stonies can come from ihockwaves produced by the pra-
vethial crash of two cultures meeting head-on, As well a:
incwlping i comlbe possibilitees, serous Bsves can be explosed
{on, best of all, serious points can be made by having fun ). Hew
will & comfore-boving, seag-at-home boggan reace ro being
dragged on a wild-gocse, or unjoom, chase by some itinerant
reller of half-rrochs! Whar happens oo an cut-of-contrel sanve
inan Dlamie coliure? Would a female subiit wo be ing covered
i fgure-oblitemting robes thae peesdah demands? Can a moll
appreciane and secept other cultures’ concepts of honor and
[oaley, mo maroer koo radically dhey differ foom bis own!

Lettang plavers create charmctens native to ocher cultunes i
difiicult, but rewarding. Much more (s demmmded of evermone
it the trowpe, @ the burden of research falle on everyone, not
iust the Storyreller. Shifring into the mind-set of 8 Morocean
peasant is tricky, bat if vou can mampose yourself inco the
paracligm of pn Eighlrf-:‘:-c‘:-1rl:||.| menrd dog with borms and 2
femper, 569 not going 1o ke impossible. Creating che right
pmcaphere in the gaming area by usdng posters, poarcands,
incense, music and sound effects helps a gremt deal in evoking
senting. Thus i is more conducive 1o accomplish the required
mentnl gymnsitics, Again, heving someone in the toupe who
hat ditect experience with — or ar least, an interest in — the
choien serting s 0 considerable help,

A with the rursl bocalzs described before, the key to uang
o enetle beention i o show players whar mokes the wing
different from che nesmal environs of your came and co siress
thode differences. 1'% all soo easy o well che same old soories
against a variant backdrop — avoid this tendency at all costs,
Faileee to ke sdvaniage of the coliral differences bessens the

culture and che game. After all, unlest you do something
different, what's the goine!

Beszarch fecructal, although remember that yow are ariv-
g to evoke a feel and oo conjure up 2 serise of cime and place,
While accuracy 15 an imporcant element in underpinning this

effect, it bn't the foom, Mych and legend grow from, and are
inspired by, veality — rather than being soraitjackeied by i
Fesl s everything: che fulklere and Bre steries ef otherculiures
are more wetul than s cupboard of Fodoe’s guedes. However,
jued because thisgame bbased on famme staries, vou're not golng
o skim threugh a few books TN BIG TYPE with lotsof plorures
and chen become magieally endowed with the abilay e con-
stpuce brilliant, enicyvable games, Oh no, Myths and legendsare
roded i therr cultures, and Changeling is rooged not only in

Chaprer Five Oeher Places, Orher Decome

myth, but in contemperary colture — and in the svnthesis of
thie two,

During research and preparaton, consider how the leg-
endspou've discovered fie into todey's sackeey and bow thev've
adapred to this modem age, o che fae adapred wo Banality and
dusconvered the Chanpeling Way. Por insoonice, because of the
animdstic component of Shintoism, you decide char the pre-
ponderance of Inanimae in the counery b much higher than
elsewhere and chat Banality isreduced for Inansmae or change-
ling magic or inlernctions dnvolving them, The shape and
manmerisms taken by the Inanimae can be based on ancient
Falkloge or on the maodern dreame of che mangs comic,

A chronicle ser in Awstralin, meanwhile, might inconpe-
rate che Dyearnrime mvehos of the Aborigine people; given
that Dream Tracks — the remaining traces on land thas show
thue pointes thar che Ancestral Beings once walked — are of grear
importance. Trods might asseme greater sgnificance and be-
come capable of a much wider range of effecrs than thelr more
Western councecparis, If che Deeam Tracks are walked o the
zorrest Direaming sites, and the commect ceremonies are per-
formed, you mighe allow characten o regain an appropriste
amcunt of Olamour, Equally, Inanimae might be more power-
ful than normal st Dieaming sites, whete certmn rocks, srees,
or other natural features are placos where the Ancestral Beings
seep in the eardhe And if they can be appeased, they might
become a source of guidance or sanctuary for characrers,

You don’t need to go globe-trotting to find strange and
sl flavor games, Pue down the book, get out of the house,
take o walk arcund town. Anywhicre can be an exotic setting if
v book an it with a fresh perspecrive.

The Dreaming

Seop,

Put the book down on the floor. Cross your eves, stand
on vour head, and keep reading, This s che best way 1o get
the feel of running a chronicle in the Deeaming. Games in
the Deeaming tum one of the fundamental venees of Change-
ling upside-down. No longer do characters have to worry
about the gnowing ercdfon of chelr Glamour by the on-
slaughe of Banaliry. Inscead, chey must strive to hold on o
their moral sssences, lest the modness of Glamour aends
them shrieking ineo Bedlam.

The Dreaming fs ai dangerous and difficulr a place for
changelings as the mundane world. The nature of the danger
may be different here, but i is o real danger {though more
insidious than Banality since it plays on che changeling's
faerle nature). I easy o spor the signs of Banality in
oneself, but che early signs of Bedlam EBlir the distinecions
between chimerical and mundane reality — a distinction
that is tenmous for many changelings. And, if a character
prefers to remain in the Dreaming, where chimerical reality
already holds sway. ...

The face chat the realm’s changelings are caught o
regard the Dreaming a8 their spincual home @5 ag full of
danger as the mundane reality chat imprisons them. The
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world where they were bom gradually erodes their faetie
nature until only a dim husk of moreality cemaing their
ancient homelands drive them mad. Changelings have no
home, no place chat i wholly cheirs, They are part of neither
one thing not the other, and they must walk alone on the
path that meanderi through the valley between the two.
Changelings are like children standing in the rain with cheir
faces presied againee che cold glaas of & tov-shop window.
They are able to see the bright measures sparkling within,
yet they know wich a dull certainey that they will never be
allowed inside.

Howeves, this aspect doesn’t mean your chronicle should
degenerate inte 8 histrionic series of vampire-coque sngst
fests, in which each pleyer strives 1o cutdo the others in
displays of wailing, teeth-gnashing and chest-beating. The
mood of quiet ctegedy and the ache of losi and longing
should infuse the game and give it a nobility and a poi-
gnancy. Te mduce the mood successlully, don't force it
down players' collective throat, and they will realize it by
themselves, And the impace will be lmmeasurably greater,

Chronicles set in the Dreaming are suited to more
faneastical srories chan their mundane counterpares, The
Dveaming 18 a vivid, ceaber-than-real place with the vi-
braney of an animated cartoon. This cerrelation shouldn't
imply that the Dreaming is a purely comic or insultingly
simplistic environment, but that they have gualivies in
common: boldness in color, claclty of definition, and a
rendency oo exaggerate and emphasize the charscteristics of
pes inhabitants. Peautiful things become more beawtiful,
ugly things become uglier — there is no middle ground, no
blandness, You can use this effect oo subtly sativize che real
wotld (and even real life ), especially in the distorting mirmer
of the Mear Dreaming.

Chimera tend ro play a larger pare In stories since the
Dvearning b the cauldron of imagination in which they boil.
It 15 here alwo thae those chimera chat atealn sentience and
sell-awarencss flee 1o escope Banaliey and find n place to
carry out their own agenda. Such chimera can be used as
ronjor antagonises in o sory (a scuttling hoar of gigantic
spider-things infesting the woods near a freehold, for ex-
ample ). Villning such as these carry an inherent pachos with
them, for they are like changelings” creatuzes of dreams,
eruet Kin to them than mose of humanity. In a way, charac-
ters are struggling against their own kind.

As one trvels further e the Dreaming, logic and
common senge erode until, in the shifting psychoscapes of
the Far and Deep Dreaming, they break down encively. If
etoried take characters here, don't indulge in pointles sor-
realism for the sake of it (unles you're deliberarely trving to
bore orirritate ), Use the nature of the Dreaming to explore
chamcters’ personal themes (n o subtle and unforced way.
Since it is the realm of dreams and nighemares, and change-
lings are crearures of dream and inspiration, the Dreaming
reflects their true nature the further in they go. Chimera
{symbolical, but concreve represencanions of lonet siates)
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are frequently birthed around the changelings in response i)
thoughes, action, hopes or fears. Ultimately, these hopes,
fears and deeds exercie a real and physical change in the
surpoundings and in the actor herelf, uncil the cb .
14 remade in the image of her most real s, No one can hide
from who the s in the mirtor of the Deenming — & mino
thar does not dsrort but shows the teuch chat other nirrac
do mot, -

Thisconceptof externelizarion can be at your chaonicles
core. Rewoeking the Fisher-King myth is 2 geod example.
The kingdom's freeholds have become strange and perribie
places; monderous chimera rampage the land unchecked; the
people grow violent as the nobility retreat to private cham-
bers 1o brood. The characrens soon discover the reason for
the kingdom's decline: The king has succumbed o Bedlam,
vanishing into the heaer of the Drearang. His madness has
infected the realm, shaping it into a terrible model of iy
ownshattered sell, Torestore the kingdom, the king oustbe
healed and characters mugt reszore him by encountering and )
defeating (not necessarily chrough force of amms) his Inoeg
demons, those of the kingdom — and their own.

Oe perhaps the characters are chemaelves creatures of
Bedlam and are living in a frechold deep in the Droeaming
from which access to mundane cealicy is possible onby ar
certain times, Ic is their self-appointed mission, whether
from misguided altruism or from a decker motive, to bring
some bright-eyed wonder of che fae back o a woeld thes
rejected ic long age. Their lives ane even more delicare and
dangerous than those of normal changelings, for they must
be careful to let just enough Banality scar them. If not,
nething stops them from sliding into che unthinking ieratio
nality of Bedlam®s final threshold. A cruel Storyrelber mck
ta pull ag the end of this chronicle 5 1o read o concluding
monologue in che style of & psychologist's case noves, recom-
mending that characters be committed forever as chekr
problems appear incurable, Let plavers wonder if any of in
actually happened. Were they really playing lunatkcs aftes
all...! Mote that che awthor bears ne responsibality for inju-
tiek Inflicted by disgruncled players.

When unning Dyeameng chronicles, resist the tempaa-
tion to reduce the fount of all creativity to a sub-Disney
Technicolor playvground of animare voys and gingerbread
towns. There'san incident in C.5. Lewis” Vioyage of the Daun
Treader in which the heroes encounter a ragged man who
tells them, in a volee shaken by fear, that they are about o
enter the realm where dreams come troe. Unable to under-
acand his eerror, they delightedly speculate about the won-
ders to come uncil che man shrieks our that i is nor chels
davdreams chat come rue here, but their dreams, And all ac
once, the heroes' mirth fades as chey remember, really
rervember, things thar have scalked thelr slumber — the
things that canmor be controlled.

The Deearning & & marvelous place. But nor all marvels
are wholly pleasant, nor are they mawkish or tentimental.
And chronbeles shouldn't be, eicher.
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Jese Plain Odd

Hese's that cur loas section (nwhich we' roamnd up all these
sitinge sdzas chat occur in the small howors when all decent
peple cughil o ke slespring, but Changpeling players are up and
giming. Exotic ideas more exotic than Bxotic Locales, and
svings Amnger than even the Dreaming.

.':'| '|| 'H.EI | SR ERE ] |1'r| I|I-.|.[-\. FEL BEREIEN l\l"-l'el"I'L'.\_I |'|l|- f h-_' W !h il
it paralle] universe that is lowved by speculative flodon
pithors, Take o standand precept of Changeling or 8 key event
et history, and ask yourself, “Whar if that didn't happen?
||||;|;|':-\.' A FAINE SEE AN i l.»..-r.:| “El.n.'l'-i' !ill' “"~:I|,.|I_'-;'.'1I;|-_: (i D g i
pappened. The sidhe would've never departed, the Concord
'.I.|I.F.\.!|'|I| !nJl.-\.' ll'\.'r'l| ||'.|-\,,'|'|'~|:i_ \I.I'.J'i-\. ;,|'|'|.\,1 :.|||‘| il II"rH i'. th_-q,'
madern sense would ve never exicted, Or would theg? Was the
|';'i'||I‘\m.-\.'|'\-JIE' P I|.-h||||'| TS L |'\'||,':-".1."|'||| HilL I|:|'|-;' ||'\-I;-|'.| .‘||'i-|.‘-
ture, would 8 far Bloodier and devastaning civil war have
iy ! l:I.'II:I I'.".'Ll.l' .'-'l\.|||| I'l:' |||I:|I..|Ili1'|-. |||.||'-| iFl :|'|H.-||,‘|'r|.|‘||-||' Ftl_-c'
fae petain the preaver partion of dheir power! Would the wordd
hive moved on fom the Middle Awct, or would they've
connnued indefinitely in the derkness of supemscivion! What
waukdve happened of the Reurgence had never taken place!
Crrif the oolls had never lost their posivion of ;upremacy mothe
e ! S0 many queations, nnad so mazy sories inowhich e find
fhe A mEr.

Alrematively, nspircion con be drawmn fom porlons of
animared mecvies, and chrendcles can be secunderses in kingdoms
popmbaced by chimencal singing crusme cams and dancing piscine
Manne wiebsines offer supgestions for new water-dwelling kith hased

LIt 1|:|,||.|.|‘ h:.llll..'.".' I||.1I e lse |.|:I|"~'n| HIk I Ii|||1[ i"|||1 'I'Il.' ARG
iponka fishd'). Cheonickes mighe explone fantastbcal wicelds of
5 ||".'|.'|| Joeedrs .:I|.| SO Y | TN AT N, o |'r:'l' I 0 mose |'|_';'||1l.:||_
oo and cxamine the impacr of poelluticn on the underwater
envoonment el ey infwbitans

Although Changeling 1 3 game of fantasy, mixing in wme

sckence-Fictbonalelemenes canees ult ina widdque ssory archeomicle,
Remember, the Renmpence waa 0 smuli of man salking on the
oo thisk of all the Glamoor thae eould be geaned from che
besgiom Enllmve s off Sear Trek, Batvilon 3, pnd S Wams! How long

will ir be befors Jedi or Worton kich emerpe from dhe Dveaming?
Consider how msder-d W IR Jore ||:||.|¥|-.-|- talzy les:
Balbang. Rasbuing labos s sccens sather than rings ), and time
distostion (peaple find that hous o days havee pasied in the
avrd whide ||-.-:. accopnt b the padsing of mere :---:_':_'-J'\.I-:_:.
Bven exiFasterresdr ol bear a siranee resemblance caibe lile
people" of iobkbore. and much of deeir bebonior i similac; they
10t cager o ke chose chit ehey encommter eat chedr food o
poirney back ooch them o plwes unkaoan, beaving sbebchy
memoried o itace in deeami. LED iay esfigabons Poant i b
ilogaexl bebavior of the ETs their mdicelon: CEEsCions,
Bizarte pecedo-schence, the control roome thist wem beds coen.
vinclng than B-movie sers — apd conclude that thee are
desygned samply s mockerdes. Are they! Ane changeling
Pehind che LIFCY phempomenon, or ate they wild chirmem?
Elther option huas posidsilitied, whether plovesi design ¢ b

E2pn o sl psales, OF Qd ok AT i A0me way
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Hiscorical

Adthough you can ose hisronical stories to trace the devel-
opmment of & group of chametess over many times and many
livees, It can b just as L'i:'.-'.\.r.h.l'l;'._' 1o 887 an eniee chronwcle ina
tume other chan ourown, When doing so, however, remember
that the Changeling rulebock describes the fae lives from a
modern-day vie wiodng and el a numbes of changes mugse be
taken into account while you're designing stories, Por instance,
I pre-Shactering times, the Unseelie and Seelic Coures bad
not reached the Concord, Each court nules unchallenged ae che
apprapriate time o year, snd during thede period of supremacy,
changelings (and fae) are expecred oo fully indulge char Legacy
without rescraine, Players should be aware of chis (actor when
designing their chamerers, and fou must consider it when
evaluating the chameter-group dynamibe,

Avter the Shattering and before the Rewrpence, the col-
lnpae of the conventional nokikicy, with the deparoire of the
sidhe, obwicily makes courtly lite very different @ if possible
ot all, Remember that the courts ate iaken over by the most
ambitioe of the remaning commanens — either wihering ina
pew tebgn of thelr own or merely acting i regenvs until such
rime as the tue kings and queens teturn. Stories involving
theie coures con be either grond and beauriful sffairs thar are
full of the preserved beaury of a lodr age; or creepy, cliustropho-
bic slices of horror. Characters could encounter i coure bound
v ehe past, preserving and cepeating dusce rituali thar have
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been long since empdied ol menning. Thede "nouveay noble"
make Memorabe CLAsLy villaing, While sidhe moy be temmble
and cruel :|'.|'||':|=- becage ie's their natre, comenoners can be
cerrible and croel because that s how they choose 1o be, Ard
cheir erueliics can be ah-so-haredbly Inventive

B anurally, chey don't have to be villainoas: they mighe be
munificent bestowers of gocdnes who are far more tolerant
and comprehemible than the sidhe could everbe, Bus, the best
place 1s probably somewhers in-between.

The Dyehic Age (Pre-Sundering

The time of deeama! The gloriows Golden Age of legend!
Tl‘ll: '-i|.'|i|'|l-|‘:g: ETA '.-t'|'|l.'|'| -r|'||:- mealm of Ancadia ,_u'..| I:|1:= mu nd.gn:
'.t'-.1I|-.J e 0 Ot | ']_:||,|_-|;|_- wete fos barplerd Between e JI'.l':I'||:-i
=1r' tag R.Tlli hul:'l-ll:'.Ll'r. and manikasd Vi wrned Bor Ihe H_.arnt |_1f
i adries ard insgiratyon nt thee core ol faeeie, not Fusmian g awny
from chart |Ihjj'|'. 1o Fimed eewths i ibe dack. The lone-vanished
Bl Il'ut -|5| i il.-l."u.:-.' :-.|.|;..'=~ WediT o Perurn to... moofal and e
in perfect harmony, Was iv! The myacic enetgies of the Dream
ing permeated the world, itlllii'!: creatures tantwtbeal and
|:|i:-:1!l;-.': Fpnng fq.-"f(l'l. ."".:'r.-l|'|||'.|.;,: that could be dru:-ur.r-d- I.":I:II-'_-Fl_L
ar would exlat.

This time i when the realoy were one, before hi.-ir_n'r-l' arsd
before humankind wrned away from the subele ruth and
s wdoor of the |'-".'|.-:1||:|||g - e l:|:'-:'|11-|._1|,-:_'-r!'. betore man first
forged cold iron and Inso doing, reforged his spicic. This time
g one of terror, [ORZIG, Superstition, of & fear of the dark,
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Egually, it is  cime of possibility, of newness, of when the werld
wun Bresh and full of wonder a4 che st day of sommer,

This & a rime whese there were dragons in the darknes,
cutside the fire's :Hl.i.'l'-i-'.

This world i cne without Banality, where the tigor of
seientific thought does not have the luxury of existence. People
dan's ok to understand, but only 1o explain, And the mecha-
s ol exp lamstion are seoThes, IL'HJ!I:IL';\.-E-\.MI«.!J]"':'“]" IT'|-1FII-F'3‘-:! by
the dresms the fae taughes them. When the Mythic buman
winzazes the fury of a thunderscorm raging over the mounisEin
;\cu'h, he doean’t chink e "l‘ll."".lg-:".fﬁ- of the onization of adr
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and water particles — he runs 1o the wise woman whoexplains
thar the serritving display of siabbing. blinding light and
reerberaring rumbling is caused by the clashing of the Moun-
Fear i aind .|,~||;'|'|¢'|.'|'|r|1IE-|:'w'.I]r-1I weavather, The ﬂ:'-ﬁhillﬁ lighits,
the e, are the sparks flying from their spears &3 they class
papether; che great nodse §s the Booniing of ehiei mndjghey voioe
it they roar in pain and triumph
This age 18 one in which the fae are at the height of cheir
power. They have nothing oo fear from unbeliel: Whatever
they deeam or find in dveanw, they can make mal. The fae's
passions are the pulse of the dragen’s blood deep in the eanth,
and their madnes ks the screaming of che demon wind In che
darkest hours. While it rmghs be fun 1o play beings of such
elemental powes, there are decper and darier nspecosof chisage
that deserve consideration in chrombcles. Why did the fae reach
humans o dream? Because they gloried in the delight of thelr
par existenc e and desired o share frwich their meres] cousins?
O, because they felt pley for them! But can this be cue! Can
it be that the fae were not 3o much Incerested in elevating
bumanity = in exploring chem? After all, whether chrough
Reverie or Ravaging, mortals are the finest source of Glamour.
Thiz behavios of the Mythic Apes” fae doesn'c inspire behet

in a benevolent morive. Creel and capricious, whimshcal and
carebess, faeused Bumanioy aaset-dressing in their owndramas
nid romances. Like children, amoml and selfish; they caned
livtle i chiels rovs broke, as long as chelr encertainment contin
ued. Faced with cthe heedless arrogance of che Seelie and the
wantonnes of the Ulnseelie, it's no wonder thar humanaoy
| rurneed its back on dreams o look for something constant and
comprehensible. Perhaps chie fae bieaight hels daten en chen-
welves, Thie abuise of cheir powers was the tin, the consequences
af which will echo chrough the apes o comse. The fae's penance
— g losure i Arcadia or banishmens in a halt-exiszence ina
workd ehllled by the frose of Basaliny — muse sxill be bormseven
in the present doy. Exploring this idea of a fall from prace helps
explore facets of our own humanity, and it sdds impact o
chronicles mun in che present day (especially if the protagonists
of this chronicle sre rebomn in the modern age )

g
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Though changelings were so rare a8 1o be virwally une
knowen by ovost of che Fae, diey existed in the Mythic Age —
ilthough the ressons foe following the Changeling Way are
obviously different. So the ssrup of your chionicle bas 1o nake

these pensons into account. Some fue becanie changelings

i, a veseans LY — + 4
because they wanted 1o understand humans and to experience " ——— dﬁﬁﬁhﬂ . -
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the revelty of monatity, Othees did 20 from @ dim feeling that
theie Kin wene WICTE TO treat huoanty as ﬂl.-.."_.' did, and that
they were roo fickle and callows in their actions, As they man
|-_||.J,..':r5|:;'u1_d|_n5,_~ and Dompanston for thewr ||||..;5.'|l. I'|1q.'1..' iy bind
themeelves workang agni theirown kind [# sou ke up this
opricm, remember that the Mids do noe per exisr and, hence.
L;‘Hf;h'[n-l I'|;hll_' rl.l!i L T !l'lf"lr INETOERES "’l .-':'|r\-.'4ui.i-|:l.
-".';,_-h;-]p!- characrers were forced to undergn the L.'|'|:J|'|3£‘|.il'lu
Way .|-:1'-||'|'.-!|.||.'|c|'|1.J.n;l1!1#!.' riewr deek tevenge on Lhelr foroses
k:l‘tﬁ.‘l”-:. hq:lp:nr'_l_:' humanitg rx]'ﬂutt fae weaknuesses.

Adserruatively, vou might cast the chaacters asfully fodyed
fae, working 1o undomine humenity, o keep them ignomnt
ard innocent. Once thing me tied down (o mundanity by
unclerstanding, the porential for dreams i greatly dinnished,
making it harder (or the (e o survive. This difficeley s
symbclised inthe accof tool-making; ssman boilds implements:
pred cises throngh the metal nges of copper, Bronse and iron,
Bamalioy increases until it 1= soong enongh to mide a currin
between e e penlma arwd permeve Avesdia Brom the circles of
the workd, Cmce more, chironiche: based arcund this premise
clfer new insighes inta the ||l|_;:|11 il the tae in meodern times, ot
they ane ,u_‘rlr;;t'l,'r_'um se|fish maotives. Yer characrers juarify thesr
actitns o pecessary bor survbval pnd pobeneficiol 1o humanbind
(with the A of Sootheay, the fae may ghimpse what humaniry
I i:.||"';'\.1-1.|" of weieh the Blight of technalope) The future they
bsriug o themselves may be cheir “jus deseres.”
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The Anciene (Wowrld

This is the time of the st civilizazions. Humanity & ne

Lomger wi thee mvercy of deenms, B b boas soughe o dilleresa way
of perceving the universe. Man secks o undessand, and
chicugh wndesstanding, finds mascesy, From the anclend
Sumetian to the Creco-Foman, these socielies ame the fisg o
diserve thae name, The fist gleams of che disnond of scbence
e teflected in ehe clanpes in hammanisys dreams, Almoss all
oo the anchet civillzazions entenabned 2 beliel in wonders and
powers that are scoffed ag in ooedern cimes, bur vhe natue of
that beliefaltered, Gods and mvchs scill plaved o vical eole, and
likeewize, that mobe hadchanged, The fundamental aspectof ehe
change s thar mvibs and legends were considered 1o be myth
arsd legend rather than unguestiomed seuths, These stories had
mezningand significance on o plane ocher dhan che lireral one:
They were syindelz of comething deeper.

In soame sodieries, anly the edweared bew mmade chis reliza-
tao, anad jealowly was wiclded as o weapon of comtrol {in the
pricichood af Ancient Egvpe, for exanphe ), Cioher cavilizations
wiere not sacisfied with mythic explanations and sought o the
trut b hidkders by obd 1zles, eaching them char cheir gods were
cither the perwnification of matoral plienomena or the dis-
roated] srortes of leaders of an carler age

Aot wook on new qualities, a8 sociesal acalwcics were
penmearsd with the growing sense that the word coull be

e g o e o i e oy et i o o e g




‘underscood. Foremost of these qualities were a sense of
wanseinus restraint In the execution of them, a mtional
et and proportion of form, Aftists soove to accurately
peflect the world and to show their belief in an ordesed,
‘comprehensible universe.

And 5o, as the dreams chat sustained them changed, sodid
the fae thernselves, Although they remained beings of grear
 powe, theirs was a power diminished by the barrien between
 magination and mundane reality. No longer incamarions of
elemental force, fae became more human, or like disant

| fsctions of humanity, conforming to the stories of gods,
" drgons, saryrs and rrolls all mixed in the Dreaming.
Civilization's realization of the symbolic funciion of leg-
" epdbegan to circumscribe the fae nature — locking their power
" und selves into oederly, distinet areas. For the fiesc time,
" Banallty was a serious force, clustering in thick drifes wrounid
' fhe citsesand groping blindly across the Jand. Though Banality
s barely a hindrance, even in the dark corners of the country
where monsters lurk in shadow, it was omnipresent.
_ The gods and nrychical creatures —and o, by extension,
thse fae and ehangelings — are much mote human than humars
\ e They love, dhey lust, they quarrel and they aull and
| ycheme. Their passions, though, are larger and more genuine
than our own, and they give themselves to these pasions
whelly and without reserve. Stories involving these creatures
are full of trickery, shapechanging, blessings, curies. and — just
for the tagically hip Vampire refugees — bondage.

The fae, as always, are sxill capricious; U they give with one
" hand, they ke away wich the other, and vengeance i the most
. eribie {and most common) of all thelr passions,

Their fascinared infatuscion wich humanity remaing also,
Consider che limitless wealch of stories where all-roo-human
hescses have gods as patrons and goardians (bt also think about
the way in which these patrons seem to be more concerned with
witng their human wands 1 score poings agalnst their divine
civals, Altruism jsn'tquite the motivation it first appears to be).
Watsurprisingly, since the Middle Ages have yet rohappen, fue
sociery i not based on the feudal model, and this fact helps set
the tone of a game. Study the religion of the bocal culture, note
their organizations, pantheons, and the way pocds inreract with
esch other and with mortals. 1t becomesa bluepring for how the
fae operate — tweaked ai you desire.

Changelings are still oncommon, bur the legends of the
Ancient Workd tell v char they existed. From the Celeic tales of
O Chiskainn 10 the Greco-Roman HeraclesHercubes by way of
Achilbes, the sodine dn of myth is crammed with herees who ae
the offsgring of gods and humuans, o nymphs and humans, or
peculisr, gene-twisted combinations. Using these legends pro-
vides pou with a springboand for advenmures in the Ancient World,
A hero slowly discovers her coe herage wually via vistons,
iitarions, or sreet-comer muggings by momtrous enemics. Be-
foee she 1 nllowed into the domain of the gods {Olympus, Tir-na-
Mog, whatever name legend amaches 1o it} po meet her divine
parens, she must knowlngly or unknowingly undesgo tests thac
invilve long quests, scaly monsters, aquick war, or & jaunt inte
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the Underworld. The herc's journey in {13 most visceral
form, and the soey of changelings questing for a way to
return to Arcadia — what more coulbd you want ina chronicle!
Answers on & posccard eo....

The beauty of the Ancienr World is that you needn’c
make your chronicle s worchy sories of history lecrures
feebly disguised as a roleplaying game. Greek and Roman
mychs are prety rambunctious & they are, and sf you aee
inclined, it doesn't take much work to play them for laughs
{the Manry Python group demonstrated this suceeshully in
Life of Brien, and Frankie Howard wich the Up Pompeii series.
Titter ye mot! ). Toward the end of the period, history seemu
to join in the game and provide another wam — wos
Caligula's horse consul really a pooks vp to no good! Whar
nocket dreamed up the Wooden Homse of Troy! Did a
svmpathetic ethu take pity on Scheheratade!

The questing motif is significant. as it s repeated
rhrowghout culruees, and hus a greater importance to change-
lings. Qruests are a way of discovering the wotld, the self, and
a way for changelings 1o be accepted back into thelr lost
home. The Greco-Roman tales balance and contrase their
comic elements with lavish helpings of tragedy — some.
clmes in the same story, Focusingon one or the other propels
the game toward either pathos or boredom. Strive to incoe-
porate many elements to round out the expertence for
players, [z needn't be an exact, mathemarical procesy; you
don't need to have one funny scene for every heavy-duty
angst showease. One tone should dominace, with wariations
to keep plavers awake and interest high (keeping players
enthused is one of thoae hoary old teaditions from the dawn
of raleplaying that the author firmly believes isa Very Good
Idea, along with bribing the Storyreller and free pizzal.

A legend that combines quest, comic and wagedy is
Homer's Odyssey. Odysseus'(Ulyases” 10-year wanderings
might be a quest undertaken in the Dreaming itself, wich
powerful magickans and witches, gods, and monsters (and
the length of time over which the story takes place). And
the TV shows Hevcules: The Legendary Joumeys and Xena:
Warvioy Princess convey the (deals of an Aaclent Woeld
Changeling game. Both stress color and excitement over
nit-picky historical accuracy, and both are homorous while
bringing dark adversagies and bone-crunching action.

Chinese mythology and clvilization offera change from
Western sources, Alchough just as full of violence and
buman foibles, ihere 8 2 certain delicacy o many Chinese
tales. Make our stories more obviously parables or allego-
ryes chan normal to reflect this attelbure. Further, a sense of
arcistey and spirituality permeates the Chinese culture, even
in those areas where Banality might be expected 10 be high.
The eivil aervice (bureancracy was an ancient Chinese
innovation) wai (nexericably bound with che teachings of
Confucius, and even mathematics and astronomy were te-
garded as arts rather than sciences.

Perhaps the most impottant feacure of Chinese legend is
the fascinarlon with dragons — the Au. Unlike Western
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dragens, the Ao are considered 10 be benevolent and ex-
traordinanly powerful, One sage comments: "None of che
animale ix i wise as the deagon. His blessing powerisnocafalse
o, He can be smaller thanamall, bigger than big, higher than
high. and lower than low.” Dragons often ruled their own
kingdonms and weee svmbob of China's mundane emperorg ehe
face of an emperct was referred 1o as “the dragon face,” his
thione & “the dragon seat,” and bis garment os "the dragon
robe." Rather than inteodecing dragons as a complex oppe of
chimers, it interesting oo implement them as a kith — o1
indeed as all kiths, Histordeal sources document various tvpes
of deagons, each wich e ovn area of influence or power (iome
examples are celestial dragens, earth dragons, and dragons of
bidden rreasure b, which might casily be adapred inge plavable
suh-kiths. Combining this face sich the emperor-court struc-
cure of the Chinese pancheon and mundane govemment can
result in some very mnteresting takes,

The (Diddle Ages

The wodd had never seen on empire Nke Rome. And as
wlwars, its uniquencss drove thowe wha could nat aspire 1o the
glory of greamess ro seek slace in the green lolds of jeabously
aind hate. [es bright order was snuffed cut by the decadence
within and the maruding barbarian wvaders fron aschout,
and the face of Europe was changed forever. Only wigps of
memory remained ae a dorkness fell on the world. As Vikings
eame sweeping down from the Morth, end as the Mogvars
stormed meross the steppes of Asia, waves of violence and
destruetion crhed down. Arable Do wos Jeft wntended,
Trade routes withered. Regular commerce vamished almost
entizely. Pemmnts becarme bound so the Land by chabos of toll
and need. depending an the whom of thelr arlstocraric land-
loads for pratvection and radimentary "justice.” Andonce agaln,
monasteries became molated ourpoars dedicated to the preser-
vation snd contnuance of knewledge of the past. Only now, 1n
the High Middbe Ages. 13 1the world heginning to emerge from
the shadows ond to step inoo o new divn — o dawn that will be
the Fensassance.

The feudal syseens 6 now firnely in plece, crenting o world
of kings and dheir attendant nobles — barons, dukes, knighis
aned squires, who all ierive o beteer themselives by increasing
their land and power. A remsrkably lerge-scale sysem of
regular commerce and tride i revived. Thefinst univerite are
established in lealy, offering degrees in meshcine, law and
:I'moi;ugv_;'. The m'hjc.:.lh are erganked, aedied and descumed ns
newer before. Writings thought loat in the dismal boevor of the
Lovee Middle Ages are teiumphantly recoversd from monaster-
jes or distant lands in which they had been safeguarded.

This world is Lit by the flames of candlelight amd itk Cd
goeds are pone forever. Though Bolated pockess of resistance
appear and fade as does snow, Bome tms o the Cros before
her Fall, and che rest of the world tums, too, The papacy
everywhere; the Church is epomymeons, powertul and worldly.
[t i the most sophisticaced goveming machine on the planer,
exther exercising contrel by caking che reigns of local govern-
menst directly, of by wiclding chesubtle knives of diplomesy in
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the courts of kings and law, The Church is no longer a gentle
lamb wanting to be guibered wp b i lose Heaven, racheriz s
& cnsading lion determined o achieve that Heaven on Esrh
by chevonsring braenemies, [opromiies che sewiand most cosimon
folk belicve in — a place of etermnal rest after the weary todl of
enrthly extitence — and the Church promases the anly defene
agaust demons and monsters that the Devil sends to plague
and tempt humonity. Demond ave evervehere, secening man'y
plans awry or scuring the damnation of his eremal sl
They'll einher trick vou io burning m hellfive for all erermic,
ot they' Il hums you down and gnaw at the fledh from the bones
of wame gtill-Jiving body,

Demons make life difficuls for changelings and the fae since
theirbehmaor (as well asdhvesressential nature ) places chem fiomly
iry the "demonic embssanies of Satan™ canepory, Mabe pou happeon
tor be Seclie and have nothing to do with dhe ghasely Wild Hone
that those Unseebie instst on staging, or mayhe vou'ne Kenmy Clf,
the wolf pook, and kocw that vour irick with dhe wocdeoess
daughier, her prandmother and chae red cape was just a hanmbess
jirkee, Bt the average peasant docsn't have the smaginatson octhe
time oo make such fine distineticns Oh no, Faeries! Eversene
kerowes chvew're i Jeague with che forces of dadeness, Changeling!
A replacement for a stoben human Babe oo pay the facrie's vearly
nthe o Hell. There's no fooling the God-fearing. You're adamm.
And demons are bad, Torchlit-procession-with-pirchiorks bad,
Thrown-on-a-flaming-pyre-and-roased bad. Tied-to-a-boulder:
ard-deft-in-the-lake bad, Bad

Like changelings, the Middle Ages sren't the carbuncle of
durkness festecing between the idyllef che Anciens Workd ond the
huememistic triumghs of the Renaisance; nor are they ams of
chivaleos courthe romamee sl bold, queting ks deseled by
chegleamict thew ownamor, Thev'ealinde of bedh withour being
wholly eafser. Terey Gillinm's Jaberonds 1 a fine souroe ko
o to grips wach the amblance of the ages: they marveloly
evioke che tight kind of meoilivg. Ciees are dack and gloomy, and
this i only the archiecnire, As Chaucer's Cantesbery Tals
reveals, the people of the Middle Ages had o bealthy aense of
hamor, The absard ranre of the prevailing superzricons can be
used 1o bobster ang comue mouchies vou wameg w0 we, but romembes,
they are comic when seen ondy with modem eyes For those who
s eombene] with winches and warkocks, demoasand devils, mch
guperstitices are in all voo Jeadly eamesc. After all, chese ane the
apc that spewn the Induibsition.

Witk its fenndal courrs, s knighis, kings, :|::'|g|.r|u, piiei
cesses, devout monks and corrupt clerics, 18 wisdom and the
shachow of ies supemstition, this e of histosy s the defining
point of modr works of modenn famaay, [ois alsothe main soupce
From which Changeling diaws insgiranen. I vou and players
vearn Tos slices of fanesy — high and bow — this is n pood
period on which to foces. Noble molls embark on glesions and
dungerous guess, bosgans work o anfepuard peasans from the
excedses of their nobles, sidbe knights vie for honor and glore
— ] | the willd places, the moom and darck, dork forests tur
From the lighe of clties, lurk the beasts of legend who wait to
begm thewr cransiton ineo memore. The scope Eor oo ol
Famvizsy ds wide and asbvicas buc this i Changeling and i is




mofe than chas

Why should che "beaus of legend™ be relegared co the role
of shavering, toaring cannon fodder for hesoes who want exer-
clet for over-greased swordarme? They're worthy of a personal-
iovmt least, nd ie needn 't be che hoary old sreveorype thacotrer
toothlessly on well-past-tetivement age. Let chamctens try 1o
explain the cowardly dragon who just wants to be friends with
people (“Ear o helpless young malden? But | falne at the vesy
smell of Blood! Oh, 've gone all dizey...vou heartless monscers!
Oh, my poor heart!™), to o honde of peawnts determined o
have its head. Or the unicorn who prefers male virgine. Or o
scholarly goiffon with a penchant for wrlting long, and very
bad, poerey wha just happened oo fall in love with the abbot’s
daughter. Or....

Afrer all, they and the fae are both fading, and changelings
may share more In commen with these so-called *monaters™
than they do with any mortal folk. Ute chis aspect to create &
burking stmosphere of prospective tragedy, of things coming to
an end, of being lost without mourning — an ominous fore-
shadowing of coming disasters. Many in the Middle Ages
believed chey were Hving in the Biblical end-times and that
Armageddon was fust o fewr vears in che fumure, This belief has
an insidious significance foe the fae; after all, at the end of the
Middle Ages, they undergo n sort of Armagedden o the
Shactering overcakes chem all,
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Ie sos, . a8 new age,

— Londo Mollari, Babyion 3

Far the fa, the Penmsance 15 the beginning of che end
because the Shactering fell like a thunderbolt. For humanity, it
it a tebdich, though one that has in gescatkon in the Middle
Ages,

Human scholars moved avay from under the auspioes of
the Clhvrch, m thiy sere oo Longer content with the Chiristian
reodel of history, This mode] began with the Crearion, then
reschied a zenich with the earchly incamation of Chrise, and
ended in the all-comsuming fire of Armageddon. Historians
developed 5 view that valised the litersture and achievemenis
of past civilizations on their merits rather than 2 embellich-
ments of cauthonary wamdngs for the Judeo-Chrstian iradi-
cion. Mo longer were the ancients derided wi barkarous savages;
they were esteemed s the presperous people of o vanished
Golden Age, thase to be beld up a3 examples in the new age of
enlightenment thar they believed themaelved to be wbering in
Perfection and maining of the body was encouraged in 2 syitem
of "humandstic” educazion that was designed o produce chink-
ing. questioning, tounded beings, rather than subservient monks
or dutiful clerpy. As an institution, the Church was becoming
increasingly concerned with secular lssues and being apieinially
irrebevant ot the same time. Learned and wosthy men debated
regarding the posssbiliny of God belng able o oransfoom Him.

104

R
L ]

)
&
&

‘.".i




|
§
[ 4

@

seli inte a sponge. Vain Popes commissioned statues of them.
selves m Rideow expenses, For they were deermined oo secure
amore earchly immosalite. Cormption was accepted is the de
facto standard.

In srt and seience, politics and warfare, all pubates with
change. Donstells and da Yinc, Raphael and Michelangels
created works of enduting beauty, Copermicus and Kepler,
amongst other, made leaps in meronomy and mathematics
that electrified humanity™s conception of the universe — leaps
phat were jolned by Galileo with the beginnings of modern
physice. The invention of the printing press brooght leaming
tir thee msises and allowed mass production of texes, For the flra
time, scholars had identical copies of texts from which to work,
debase, angue and collaborate, allowing knowledge no be cedi-
fied and correlated as never before. Machiavelll published his
Labwrinthine theasies of nulberhip and polides; ier-sue in-
rigue took dhape as wates essblished embassies in foreign
lands, which spread throughow Europe to England, Rural
wochety leisened in importance as the urban lifesyle flourished.
Serchants and eraders assumed great imporence, bn the wars
of tetritorial expansion that could now be fimanced, the army
of bowman-supponed cavalry was replaced by hondes of
footicldiers carrving pikes and porcable fircarme. They were
adequately supperted by hewvy antillesy for dealing with foreti-
feations and enemy teoops.

Interesting cimes, indeed. The Shattening has driven sudbe
nobilicy and trwe fae from the cireles of the world, For those
wha chose e stay behind, and for those rapped a: the gates 1o
Arcadia clesed shut, the Changeling Way was the only way to
survive. g was & compromise with Banality. They were barely
able e rocall their homeland and their true selves, and they
were bereft of thelr socieny and the ruling class that sustained
it = thoee stragglers and exiler sruggled o adapt 1o a newer,
braver, colder world that no longer ceemed to have a place for
them.

This scremble to survive — a defense against the surge of
Banality and a seruciure on which to hang their lives — s the
mast obvious premise for a chronicle during the Renaisance
and Beformation, During the times before and after the depar-
care of the sidhe, che dav-to-day barele Eor contined exisrence
Canal che vanlshing of nolbulicy) makes countly gammes difficulr,
Instead, consider what the new situation means for change-
limgs; does & character view the new woeld as the catastrophic
end of his ancient society, oras aghorious breath of freedom and
achunce to establish semething fairer and betrer! Or just mose
to his liking? Incrigee of a different kind can oocur as the
commnneri bond tozether in e fira motleys for protecelon
and company. How much can they st each other? The
motley setting up nearhy! The mgged stranger whe wanders
into cheir lands? Themsebees! I jou st pour game owand the
end of the period, of in o commoner court that emulates the
ways of the sidhe, the inchoase intrigues of the cine-states can
offer o new owist — Benabssance Jume: Bond, anyone!

Securing Glamour in the enchantment inspoverished world
rnight be an interesting scarting point for s chronicle, o, Afrer
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all, sonme o che grearest arcists and wventors lourished dising
thitt e, And den't be nervous sbout lestine chasacters mees
and inveersce with chem, and ever 1o inspire dheot, A race and

unearthly benury permsentes Rennbsance arwork thor ookl

have comse onby from cthose who had couched the heare of the
Dreaming. The profusion of mechanical devices, their tehine-
ent acd sephstication — their craftsmanshiy — is a delight
anid o reasurance to pockers Cwlwee el could that kel
perfectionim have come from 1. Theirapplication in the field
of batzle s something oo which ooll mist kam o sdpet
Unfortumately for pooka, humaor took a sophisticated turm as
ot wens sharpenod tooas ot borm, T here o acill Glansour athe
workd for the Bavaging or che Rapturing, but ics natore s
different mow, snd chongelings mxe in e become different
It was the RBenmssance thar furchered che belief that
humandinad rules overmature. T he Renasadance banished mage
and led o modern science and rechoolegy, and ic bequembvel
the meost wondrows aneworks chat the world will ever know,
Theete weonks of ar truly comvey what humaniny could aspiee to
and achieve, with the inspimtion of the Creaming to dhow
what lies bevond che confines of mondanicy. A Renaissance
chronicle can likewise inspire players and oifer hope tha o
torch al Gilkamour will always bumm, no macer how brighly,

The Caribdean

Aahr, me heardies! Shover me cimbers, Jim Lsl! Fiftesn
e en the dead man’s eve (ve ho bo, and & seale pods piel]
Busied oeasure Wooden begs. Hovks and cutlasies! Pamots
and crocodiles! Bum, sodomy, and the Llashl The mecking
death's head grn of Jolly Roger bdding a fond ferewse ] ooy
ke the lase svep off the plank!

Anextractirom Grungington-On-Sea's Xmas panoo P Well,
ulmaodr, In o wond!

Pirares,

There have been pirstes all threugh hiskory, wheseves
there's been a sea and a couple of planks tonail rogether, Inthe
Ancient World, piretes seomed 1o go hand-in-hand with imce
[the Crieeks and the Bomans were by ne mean: averse oo &
quick spot of piracy in between peteing squnnes on the hypot-
enuees of trisngles or staging violin cencerfes in Buming
cities). In the Middle Ages, che world wos @ vericble piraee
sandwich a3 the Moo came from the South and the Viking:
ravaged down from the Momh. The Gelden Age of Piricy,
however, is the time that fumishes material for exciting
chnonicles. But pechaps we're getting ahead of owrselves. You
imight think that pirates are much the same — simple, Blood-
thirsty folk with o penchang for bugied sreaswe anad avinding
tlcking ceocodibes — but they are niore diverse than that, ard
if wou mun a game withour players sneering ot your f2eble
pescarch, you sheald know about them,

Piracy itself is defimied by Groudfizile's Big Bock of Naghin
Things Te D ms "any robbery o ather vickeny scclon ko
personal gain or ends and withoue sancrion by & public or
governing body, commacted o thesearor in the asrounwiththe
conventonal jurisdiction cf ascace. " The upsheot of thic sxcerpt
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lschar genwine piracy is a selfish affaie (. for personal gain.. "},
semuting, revolution and other policlcal maiter have nothing
todo with che average pirate. The cypical one is far too sensible
o get invelved in that kind of thing. Governments, while
traditicnally mot bodies keen to cultivate this kind of free-
thinking enterpiiie among cltizens, dicourage the practice by
interpreting the definition of piracy to mean thar & pirate is
“supwith™ the legal system of soy indiadus] eoumiry — and
that any country cen, therefore, amest the offending ship, ory
the crew, and dowharever the country does o people it doean't
like: wery much.

So much for che crime. What about the criminals, the
privateers, the bold buccaneers, the proverbial pirates! Each
of those terms accuracely describes the moclvations and
circumstan ces of an ind lvidual’s involvement wich the realm.,
"Pirate” was s catch-all term chat tock i all those who
ailed under Capeain Death, the Jolly Boger, and as far aa
mEny governments were concerned, there was no difference
between plrates, buccaneers or privateers. Many plrates
were actually the dishanded crew members of the naval
vessels from the wars chat pockmarked the closing years of
the Renabisance. Unwilling to tolerate the cruslty for which
formal navies were notorious, they bought {or stole) ghips
amed 4ot out to make their way in the world.

Chaprer Five: Orher Places. Orhier Deeams
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Privareers were pirates with a license. Not quite meal
pirates, privacecrs often went from pirate 1o privateer, and vice
versr a5 It struck chelr fancy (or saved thear skns), Govem-
mencs and large privave organisarions hired the crew 10 perform
a partheular dury, such o obtaining slaves or some rare exoric
commedity. Privateers were semerimes commuatoned duning
wartime 1o ke vimual mércenaries, enjoying the protection of
the staze In exchange for looting io enembes — and a shire of
the boory. The privaceers’ instructions were isued in the form
of a Letter of Margue and were left vague enough s that the
crew could not resolucely Interpret them. Therefore, the priva-
teers could mequire items thae mighe have only 3 locse connec-
tion o che commisslon's Instructions. In many cases, the
privateers ignored cthe Marque and did whatever they plessed,
ot they came up with inventive interpretations that consisted
of hacking anvone o bits who lecked just st the ship the wrong
way. OF course, this vagueness and looseness of connection
were in the beot interests of all concerned, since the organiza-
tion respondible for saing the Marque could deny any ties o
whintever the privareens are responsible for, (Racher like gov-
emmments of today.) In ancther eerle pacallel with modem
political practice, privateers were awested and executed if it
wis politically expedient for the country to deal with such s
minor betraval.
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A gty T ¥ Thiafreedomolallegiance can ke exploited lncheoniche |
that center nround & ship's voyages and her crew of prive:

tecrs | he chameier: may switch lovalibes a8 Ehiey wark ko
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aie eaurr gnd then anoeher, or suppore chis baron and then

thnt one. The -I'-._.|i|:.__.I wruation can be broshed aalde o8

9

s haggeters concentrale o5 i DA I..Il aml ha T B :.'-"-I
eime whibe they're petting there — until they are no longe
useful and mues be deale with for che gredter gl Thess
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madern democracic process. These chromicles can be simple,

r-'|];_!-||||: swashbucklers 1o« g bea: lmwere of elliance and

counrer-alliance based on interpretations of the kargee.
Back 1o nur examinaison of TS YROIEE PBuccanzer

i+ o corraprion of o French word meaning "those weho huns

s wild pork.™ |t waan's a colorful tnvule for the paeated vicrsms
- ¥ B . 1} .
bt & reference o their origing &S senrlers in the Caribhear

arhe buynred, raded, and now andd ehen are wild boar, They

N6

were the adventurces oned who became izl U wECT the

X

predictability of ehelr dice (ehere are only 0 many vy o

[

disguise the fact that pou're eating pig tor che 263rd time!

N

and surmed Trom |u.|||'.|.||,: baar to hundng = [EERLLAEE .|II|- and
more :-.'--.':’l|.|."-|.'.|'| =l LHAREEY rold. So "buccmnees™ I
MoTE EEOETap ik '“'- preche L el atbed [rheins Thlnt iy

s . v i
There"s olrer an CVECRAD O pPrivabedrs i buccaneers

SMICCANCErS |-__|_:||| .:'..'l e ||! (RNl g Tepm i W] | o || g
to whim and circumstance, and swirch back agan. And in
e caae, i vou happen B get caughe, arguLng semmantics Ln

FOIME STope 4 m RONELE Irom remos ing TAFUE Thnael
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I thie late | Tth century, Span snd England spen hidr

1

elme waing meisy war, England wis partic b |y kemormen |

"
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bost buccaneen had no londness tor the 5y wndely, nnd thu
didn'e mind signing wp with King Charle after all, i
placed n thin veneer of legitimacy on cthe villninous deeds
they performed. And it everyrhing torned oo nasty, thes
i bl got sOne Prodic o |ar Fehsge, Al JEAsCi FIoIm e

i

i':|:|:=|-|| :[ WAk ok "'-||' [ |;|.||_-_ 8 moee Chan comton II'|I'

living chis iy [ 'he center o CORErAlions wils art Koval

|amaica: 1t was & town ot good enough terme with desting to

bie allowerd po lee 10 chee |_-r_!'_l |-|.' & ot the right tove, lamsiics

wad 2 lone hastion of English celonization amul a hostlle

N

hiost of Spantaly (GSrTiores Poar i vnl was o good, sate

hatbor in che middle of trade roures between Spain ansd

N

'tﬂﬁ G ﬁ‘-ﬁ

Panama, meking it a namural lwnching paice for plmee

cakding partics (and plenty of wilder and alcobe|-sodden

¢
X

parties)

Pore Boval soon ariscted more than just buccaneer
ifid wionald-bee privareers, It w wn't long Before enterprliing
Bi .._'-. |||.\,.'.'.='|| L. |l|--'\.|||i|'|.' 0 TR ol Taery B ANal |:-'||I-'.'
a newly rich pirate become poor again. A pirste likei o
-\.|'\-r.-|q,: 'I'\.-.g. T -|.:5i-\."'|"'- TUIETI Aiw "‘-.' .E:Il".|....I lli-I LT | -|'-.
swilled, bees 1o be placed, and feascing and whores a-plenty’
And whven o buccancer finds all the gold gone and rum still
tin be drumle.. he joims thie crew of apotber privatesr i w1
cast b ppdel che Spanish Main.
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Fort Raval is o faneasoic backdrap for chirenicles. It offers a
gellery of {neanly) historically accurbe rogues wo hanter wath the
plaper characters berween raods, There is a certain vibrancy, color
ard freedom found ere. After Capvain Mosgan seung from
Callow's Poine and the profeccmg “gerary” of plantaion ownets
" changed the town to one that seted thesr imagined stana of
 pefired and civilized people, Pore Royal could hit irs peak. There
i vt serving grog and vittle for every |2 aouls thecughout
e iy and noghe. Ladies of the mght provided dhe solace and
-~ llery pow bomelyouls, and the Chaseh declined sotmvibve lseli o
anything. Serving up of jodning a lndlabber's motley was not a
qechlemn, ancl neteherwas polithcs — though givenche bucanneensh
eaperament, politics hkely consisted of rivalries, bragging, dnnl.
g e micling), competithons, wagen, and primitive shuliduggery
mere than carchully plotred Machiarellian intmgues. There was
brde of the corssrvative sexum that wasfound ebewhere; wonwen
were fust ireated a5 commodines or ohjects because many buwoca-
peers were women (ilhough sime chose 1o doess o men, o sdops
male duguizes). They were women often noed for being
Hocdthuirier ihan their make comverpams, Paste captain even
epdorced mibes rebating oo dheor good trestmeent: “TF st s time vou
meet with a prodent Wiomuan, char Mun that offers vemeddle wath
L e, without ber Consent, shall suffer Death,”

Plrete folklore & a blend of mariviome supersticlon and
classic ghost stories infused with the voudoodstic pracriced of
the native pogulace. Shiver players” clmbers with ghost
'FiFMh Viodeo '::Il,lqnn.:l aivel crews of undead 51‘-!“i.11'd.l that
don's have the decence w sy in Davy Jones' locker.
Although there is no histoical evidence thar pirares were
engiged m the prcrice of voodoo, they had a healthy
redpact for Aative smpersiilion, even 1] I|:'|.E'-'||I WeE U enger To
pdmit it Lt deeso's ke a soerch of the imapgnacion to
create voodaon.practicing pirates that hisory does not record.
This adapration of native culvare freshens run-of-the-null
villainy, and it is wn intereiting commentary on the change-
[il'lg falupe,

A plence wessel b home, refege, and ool [and (o1 some,
8 kind of spouse; ir's lonely on the high sens). To keep
everyibing fresh and lively, 1oy buiing ganies around che
peregrinations of the crew; perbaps they retum every so
often oo land-bosed court such as Port Royal for supplies,
carousing, or a reward or teo, Mayhe the ship has a Balefire
ard becomes o floating motley. Contrry 1o what Treasure
Isksnd and ics ilk sax op the matter, pirce ships were o in
a manner lke o moders cmbeircle: There's o series of
protocels, the Articles of Piracy, bv which every crew mem-
ber from cuprain to cabin-boy abides, The Articles nren’t
commandments set in stone, buor they are drawn vp and
sgned by o ship's crew like o contrace, The Articles are
concermed with the faues thet COmCErT pirates — dsvlsion of
'|'\IL:,|||,=rI.'I CIEw r.,-|.|1|.11'|:::|':|.l.|||'¢l ard r-um:lml.:m-] For infractions
of the Articles.

A shup has positlons af responsibiliy, though they
aren't auromatically positions of power, Pirates are not
known for theirenohes lasm For st honsy — the onuel reghme

T AT T T T AT T T 1T T o T T Ty | T
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onboard official naval vessels was bnown to drive honest men
b ey = and thus power wad splin berween seversl individu-
ale oo ensare fair rearment and co minimize comugtion. I yeu
warh i include some pieude-politics or power-ploying wiibous
getring too involdved in che court sestem orwrapped in incrlgue,
put these arens of sutherity 1o we, The two choef positions of
responsibility on a ship, caprain and quamermaster, were typi-
cally elecred by the crew based on s sssesinens of how well the
candidare would perform in the role. The caprain was tacccian
and bagtle commander, and 1o keep the pasicion, be bad 10 ke
comstrenily skillfil, brave, and malensed ar bagging booty. The
captmn wa the absalune, unguestioned suchosity dunng bae
oily: day-ro-day decisions involved sich nunnang a shap were
elther the responsibiling of others {rhe quarermaster or boart-
swadn} or put b s vote. Mavigation, timeng and bocatéen of rmkés
were thus a joing decigion of all crew, bur it was expecied dhat
the capiain propose the msajority of mids and desail cheir
planning and execution. If sede wenr constarendy bad, the
captain was voted out and cheown off the ship or seduced in
sttt ordumary crew membes.

The quartermasers prncipal concerns were supply and
distribution, He supplied rations, shot, and powder; he disoib-
wrted boaty ard punishment when regquited. The quartermmter
led boarding parties and decided whar was worth taking from
lzored vessels, and be was pesponsible — under supervision of
the ciew — for the storage of booty and the parceling out of
shares (according 1o the remes laid down in the Aricle),
[Intereacingly, the quartermaster was the cnly coewe member
allowed o administer punishment. The caprain coubd onder a
prstibshment oo be meted cut {an order chat could be pat e o
vated, bt of the quamermaster vetced dhe onder, there was
nothing 10 ke done. Ponishments were thu required 1o be
endorsed by ar least mwo crew pemsons — a far oy foom the
arbiteaey whirn of cagaaing i the formal noveis of the e,

Punidhments commonls inflicted onerran: crew included
marconing, which s somewhat removed from the visions
conjured wp by literature; pirates were not left on large islands
with plenty of provisions buc taken to tiny strips of land, They
wiere left with acanteen of water and a gun and shot — should
they wish o end their tomene quickly. Moses' Law {foery
lashes), keclhauling, and death were other brutal punishmenis
that were preserves of the navy.

Mimisr, ehoagh notsble, poaitons wene the masser canpen:
bier, vk e 'rr:l"ll}ni!l:'llu ![l,}t the H‘lil"lh -uln.n':l:ulat i.I1|q;r.|r'.r; ke
punsset, who madnialned the connons and weaponry; and the
boatsveain, whase duties were 1o masniain the hieboos, super-
vise the wils and cig the Aags.

Liltimate resources for game: taking place in dhs period
are Perer Pan, nacuralle, and the Monkey Lslond serics of con-
purter gamies, which are intelligent, besutifally armosphenc,
and upreanously funmy, Anvthing thar encompases these
qualities is immediately worthy of actention.
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Vicrorian

A funny thing about the world just afver che invention of
photography: It was remade, in black and white, to live forever.
Mot inamesal or ebical chlaroseops, bue a chromade one, and
the colors shine through all the brighter because of i Blacks
mre blacker, whites are whizer. After Queen Vicworia's roval
endorsement of the new technology, photography awifily be.
came fashionable, and a panoply of Images survive todepicr her
world and empire. The Viceorian era bs a magical one. We see
it its people, is follies and oiumphs preserved in monochrome
memory. It is the fint fragment of histoey familiar o us, yet it
15 abic strange, a3 it b made discant by che gulf of vears,

A chrondele set in this age can exploic chis wealth of
imagery and of documented history {net o mention of the
novels of the cime), Ir allows players o find something
familiar ro give them a route inco chedr characrers and the
game, while the distance of time gives it an electric edge of
myscery and romance, Like the hand-rinting of a mona-
chrome photograph, changelings bring color to the gray that
suffuses our medern Bge.

The popular conception of Victorlan tioves b one of
civilization, of morés and manners, of pescraing and refinement.
Yer, this mcerpretation & only one facet of a far more Sompli-
cated and unpleasant time, Modern politicians often speak of
m return oo “Yicroran values” as i they were deme magleal
rakisman of civilized safety and morality, But scretch away the
civilized veneer and & nastiness appears. Under the surface,
prostination and pomography proliferated, Child prostitutes
were commonplace, and chey were regularly sohicited by the
same men who condemned them in public. Murder and cnime
rates were high, and police sometimes chose not 1o ingulre in
the poor, low-clas areas unless, like the Whirechapel murders
(the Infamous Ripper case}, chey were “exposed” inthe popular
press. Ourwand devoutness concealed a Church becoming
concerned once again with secular affaies, while the pseudo.
religions practice of Spiritualism flourished, convincing many
(ineluding seversl famous individunls) that che dead were in
contact with the living,

Amad this social hypocriey, the diszinctions between the
rich nnd the poor became more clearly defined. The basriers
berween the two grew higher as well, As indwstrisliation grew,
conditons for workers deterlorated badly, Dizease and death
reigried, oo the supreme inditference of the raling and policical
classes: workens were @ roscurce to be exploited like any other
{some held the opinicn that the low class weren'teven human
ot all). Whepe then s the place for changelings?

Theze were those wha dreamed thae things could be berter.
Edwin Chadwick and John Fielden, factory owner and indus.
vrimliss, sought oo mprove condittons for thelr workers, Whar
irapired them! What made them pay attention to the plighe of
their employees! Perhaps vour chronicle can answer these
questions, ns chamcters awaken to thelr nature amid the
drudgesy of working life and downoodden souls (and their
hope and aspirations) around them, Chronfcles can explore
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the class barriers and che soclery that gave rise to them. They
can look for common ground and vays to reach i, letting
characten escape their inical surrousdings 1o fnd those wha
prugpine them oo begin the process of mprovement.

Mew steam-press technology helped polp fiction and
cheap newspapers schieve widespread condumption, and
reparters and novelists used cheilr audience vo force recognic
tion to the undercluss’ plight, or 1o expose the scandalony
bebavior of the uppercrust. Popular writers, such as Dickens,
eovisred] v rend from their novels to packed sudiences,

A related possibility, but lighter in tone, & to cast chasg-
cerd o5 craveling musie-hall aces, Music halls were o populir
festure of 19th-century life and & necesary escape, though 2
first they were considered beneath the atention of “serious”
society, and moral reformen: commented on the halls' exces-
sve and mornorsl "promotien of drunkennes, obecenity, amd
serpuality,” This "commentary™ did nothing vo diminish stten:
dance; it prohably sccomplished quite the opposiee.

Commercial forces eventually browghe che arcistes frem
the frec-and-casies o the suburbsand the halls becanse prander
in the process, Acts ranged from musiciana, maglcians, singen
andd comedians (the variery circuic was the originarion of sand-
up comedy) to scrobats, mediume, and meck fighes, Plavesi can
haee ontheircles or traveling metheys make up cheir eneoumge;
pelicics can arise from che intrigues between the “highbsew"
and “populist” acts, as well as between the performens and the
backicage crew, Working cut the details of the ace{s) i& defi-
nirely & requirement for the game — nothing else like it bailds
and encourages pre-game characterization, enthiskasm and
retearch. And how does the press and sudience react oo perfar-
rances that are literally magical! Do the changelings leaven
legacy of hope behind, or do chey cruelly taunt che downmod-
den with a glimpse of something wonderful thar they'll never
see agatn’

Chronicles ser in places other than Europe (and par-
cicularly Brirain) can highlight chese nanons’ ingraimed
prrogance. Some frmly believed in White Man's Burden —
that chey had 3 God-given charge to seek cur new counizies
anvd culoares, impose cheir civilzing influence, and some:
how save them from chemse]ves.

In Adrica and the New Warld, ie was not 5o much coltore
clush ap culnsre annthiladon. A chromele might look at the
destructson of indigencuws mradition from the perspective of the
navive changelings (examining the remsons for the bueternes of
the Munnehi coward thedr Western cousing i che most obvious
example). If vou wane to make your podars in a more visceral
way, chammerers might be agerms of the “coalizing” govern-
rovenes, destroving in the eamest belief that chey are deing goad.
This way makes plavers chink abour how and why Banallsy
affects cheir charscrers.

Paucards and music halls, ice cream and senal killing,
mineral witer and manners, fish and chips and cholera,
tencupd and child proseltution, gas light and pornography —
these are the ingredients of the Victorian age. What will sou
enake of them?




The Resurgence
I wecall the 70" chdefly for three duings: lack of sasee, lack of
e, and ek of casee.
— Tomy Benoett
Ohvve ammall step for man, one misnt leap For manlind — and
ahloody grear avalanche for the fae. A wave of Clamour washes
pcroms thie world unbike anvihang before o since, and thie walls
of Arcadia come wmbling down. And with them, come the
siche. The nobility, back again, are ready to reclaim their old
titles and power. 1t doesn't mamer thar most of them are
dishonored exiles, it doesn't mactes ehat they've been avay for
* genvhummes, it Eoesn't maner than the world has moved on — does
it They e thie esaence of mulesship, the pemsonification of
kings and empreises. They were made from our dreams to nle
over us. Shio woubdn't be eager to sedume their righiiul place
“or bended knee, back beneath their vender vole?
r Plavers can answer theie questions in a Resurgence
chrenicle, Despite the fondnes for flares and adeboms, its a
terrlfying and exciting time from whatever peripective you
choose to assume, Initially, decide which part of the Resar-
genee you want te focw on (enles your smbeion far exceeds
your commen sense and o aim o tackle all of it). Are vou
interested in o returm of the sidhe ! The aftermath of the Nighe
of Iron Kpives? The chamcters must decide what should be
done in the light of such catsirophie besryal. The wae and s
many batcles! Perhaps characters are leaders of a city’s defenses
ard making mcical decisions thae affece the course of the
entire war, Or theyre just footsoldiens — common changelings
caught up in the warring idealogles chat dsupe thesr hves. The
betrayals and negotiotions of victory and sutrender ? The terms
of an armistice shape the vears that follow, determining the
siccess of falure of the peace it sets out to achieve; wirdom and
understanding, and evencompaision for the enemy, are needed.
The discovery of High King David, or of bis fostenge and
refuge! [f chamcters are among his guarduans, chey st display
cunning and courage to ensure that he surviver to fulfill his
destiny. They must prevent has discovery. The mnsrabiliey that
Followed his coronation! Ench of these topics requites a differ-
ent approach (the aftermath of war is clearly different and
diavinct from the prologue and durstion). Yet, the common
thread that binds them i3 che idea of the past forcing iself on
the present; it denoter an unwillingnes to bet poand sccept the
inevitability of change.

2 the ewo clearest pailu, one b plaving comimeners, of
paevndo-nobilicy, reacting to rescored Glaosour sand returning
sicdhe; the other b plaping the exibed nobles themselves, As
commeners, characters are adjusted o the demands of the
medern uge and ase Faodiar waeh the woild, The sidhe are che
sruff of legend. even among changelings, and now they have
returned ared they confront the wosld, The sidhe demand it
conform oo their own archaic memaries Chronicles can ex-
plore the impacts on a wocsety (how would the Bocish govern-
ment react if King Arhur came knocking on the doors of
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Parlsament, waved Excalibur and demanded unopposed ralenship!).

Allow plavers to test how much history and radivion
mean to their chamcrers. Are the sidhe harhinges of a facric
Renaissance, or saviors from Bamality and the misjudged
mle of the comman people, or are they che oppresive
remmns of & syitem thae died long agol Whatever view
characrers adopr, they'll have o deal with its consequences
— pechaps by acting as medistors between sxdhe and med-
emn Kithain, explaining the new age to the sidhe and high-
lighting dsfferences in atticode, atmosphere, technology and
terrain. At the same time, they can urge their peers toaccept
or revole, The game will ke & fravght balancing act of
delicare negotimion and hand-fought compromise that i
underscored by the cragic knowledge charn i's all for nothing
and the Nighe of the Iron Knives i going to happen.

The other sile of the proverbial con is looking at the
situation from the perspective of che sidhe, For them the world
i ingoderably strange and cruel. The knowdedge of cheir boss and
exile is an ache that spaes chem inte acts of pride and despers-
tien in an astempt to find or meke something fomiliar wo
comfort them, Everything they do to regaln dheir posation is
pecfestly justifiakle to chem — it is, after all, an meegral parof
their ssience,

Aside from the type of stofies you mght nen, what moed
wnd whae feel might a Resurpence chroniche seek to evoke ! The
impossible has become specracularly posable. A mon los
wilked on the moon. The stars and the mysteries of spoce seem
within humanioy’s prasp. People look forwasd o dhe funare;
they have hope for prosperity rather chan o dvatopio of bleak-
neess. Though, by their homan hericege, changelngs can share
im the eagermeds and amticipation (and even exploit the wrging
Glamour it brings them), bun they mus also deal wach an
fmpossibilivy thar haa becorne real, Rather than one that bring
the promise of renewal, they corend wah something thar
seeks wo lock them in che stnsis of aneigquiee and reduce them oo
being lesa chan they were. Again, the Kithain are capped
between two workds, veo possibilities, and unable o fully
partake of either. Storles might then ey ro caprure the feelings
that this conseraing produces — the middle ground between
hope and frustration.

Nulaa soroggle agninse ey gome wiong wnd spine o pade
that won't let it transcend into memaory, Perhaps the Besor-
gence ond s consequences are 3 temporml newus, laving the
foundations of the Gothic-Punk miliew. After all, srethicg
st go wrong berween Then and Now, The dresiems luen sour,
the heare hardens s it the ddhe's fult! The commoners! Cr
chargelings collectbvely, ns they tum oomy From inspimtion 6o
weage war and let Banality tear humanites dreams spare! The
war con be excioing and full of glodous bareles and mogds, The
aftermath can be intrigung and brsmming with secret negotia.
tian and ghaely berravals. Bun e war s ever brough s pedect
— ot lasting — peace, andd no war poses swathout leaving scar.

And scars take o long time to fade.
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1 far necd haue S o carg

Dlance ifme yppan the shore: ({J
For sengd or wiler's osy? {*J

And minlss our sour hav ('})

That the sale srogs have wi;

Being voung van Bave mot knoun —
The fool's mmuernph, nor et F)
Lo bost ax soan 25w, (y
f Mor ike labourer dead fy
And all che sheaues o bed, '":’

The semstrons crving of wingd!
— B, Yeats, “To u Child Dencing in the Wind" {:

Whar need hate vou 1o dread @

(Uhen Storyeeliers Collide (Sﬂ

by Mancy Schulcz-Uerter =

At long ks, someone else s ooing 10 run & Changeling  make vou winee, groan or scream. Before vou perall benr ourof ﬁﬁ
game! A chance o relax wwd play rather chon have the  shape, take a moment and ask yourse 6w you are having a F{
headache of coming up wieh che plots, che Storseller charme- problem, Does it originate with the Stoeyeellerons i with voul (J
ters anal denling with all the plaver and chagacter conflices. It s it simply & difference in style, aris theee a res! preblem? "’
saunds ke a nice vucnion; s Vol Ereale a character, invest I oar's juar a matter of something vou would bave dise ﬁ')
some time in s background and turm iz over tothe Stongteller. differently, but it ha: no real effece on che sary, then it's (‘
The firsr Few sessions po CK before s few minor problems crop probably a matrer of ayle. Some =rarviellers i fast-paced ?y
up. Then the Storyteller does wometiung thar maked you chronicles, wich almost no downtime between advennanes. }
shour, "Mo! This i all wrong?™ Cehers run shewer ones with monchs of downinee, which alio ﬁ.
I1"s great oo cake a becak frome Sroevtelling, licanaboplay  Jeaver plenty of time for bluc-booking, Some Stosyrellers have (’lﬂ)
Beell with the merves wher s the fire thime youw've played with & probleen with unter-pacey figheing, while others see it as 2n y
the mew Srorveeller, Froquendy, a new cne does things that enhencement of che game. It's all 5 matcer of the Stoveclles's (

=
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srvle, and no one i "woong.™ However, if this scyle &= rubbing you the wiong way, there are ways to handle i,
Fizie, derermine che exact nature of vour problem with the Storytellecs style, Sic down and obderve the game., [ you gt vour
pride out of the way, you might even learn something from the different storyrelling methed.

'bm : It oy simply be thae vour chamceer
' .:p?._., [Py doesnocse che chronicle. In such a case,

: o} ..qﬁ'-. W\ slight modsfications solve the problem.
e H'IH“..' This method i very easy if the onls
.ﬁiﬁ‘ "Ei o i ¥ problems are in a character's personal-
g r-"E_.- ity, not in the statistics, If it is in the
5':1 Lol v statistlcs, exploin 1 o vour Storvieller,

Mowt are likely to allow vou to make dight
modifications to vour charmerer eo let her fie

in bewter, especially if o i early on in the
chronicle,

tiom that to the Storymeller — par-
ticulacly of you ko char ather play
s are having the same problem, Ask
her to hedp tene down the fighting, or
woarbeast soopencouraging it if she ish

The problems, for the majoeiny of
the time, are going oo be stlisne, You find

that your Storyeeller does something withous
blinking dear vou would never do. And it's noc
wenething that Seoryeellers shouldn' do; it not &
rubesernor, ic's jusc adifferent way of handling dhings
In o sincacion like this one, the ondy option isvge grn
and beas it because each Sroryelber hashiz cwnoande,
and it will inevienbly conflice with vour somewhere,
Even #he's vour “spprenice,” soybes will lock homs
S0, deal with i, Offer ndvice and suggesticns on how
you would have calbed that nule or played that char-
acter, Don't e bossy, or people will tellyou toge back
to rumming vour gamme of shut up, and they' T have the
right 1o,

Bur f there is a real problem, vou’re nor the
only one whe's gobng to notlee, Other plavers,
Y espetially those char are used po your style, will

=3 L . abo eake note and may complain befere vou
t—* g =t ¥ do. Bur if other people notice and no one sags
a e N S 4 anvihing, chen the problem is just going to
\.‘ .. : ; fearer wncl] i explades,
ft i ./ Lo what 1o do? Il dhis problem 15 a real cne,
- ' then it needs o be addreised. [ecould bea mechanics
lonse, such ou e {8 ignoring a cestaln rule, or be &
employing one vou lgnore so moch thar you've
focgotnen it Agwin, it comes back oo a acdle lssue,
. bt chias rearper has langer consequences., If every.
=y % one lswsed wyour house rules, and chis ether
| Sroryreller's house rules are making things
rougher for everyone, then playess
are poing to complain, As one
who coddles plavers in o way
they've become wied w0, you
should step forward and set cut to
fimsd & compromase.

If vour peoblem s & personal =
sue, lke the inter-parcy fighting men



If the rule i: not bemg ignorsd, but the Stoneller doesn't
ko skt i, point inout subaly, You'se nog the only Stoemeller
with pride.

I it mot o mechanies of aryle proldems, then i o el
problens. There are some chings thar Storvtellers should and
ibould noe do, and when che Storyseller Trenks these rules, dhe
game saiffers. These uneenitten, or written, nules aren't always
Feoken with malice of forethoughe, or even with players” paaee-
res o the rule being mransgressesd. Somerimes the story problems
arige feom syle ones becmme e mame that the Sooreteller is
arvernpinyg oo rom just doesm 't wit the Sporelleran all.

A Sroryteller mey tre o new eype of chronicle and fird that e
it enjoryabde for has players, Insuch cases, the Storyteller's poide
meary mit Jet ham adoals there nre peoblems, or thar plavers are noe
enjoying it. Thils atrbone is oroe of Sooryvellers who get kudos snd
proise for one of the Storyteller svsems (such a Vampire oc
Werewolf] and then they oy oo mn something else — or for
Sreevtellers wha run ather sysems well, but they can't adjust to
the freeform of the Storpeller ssem.

When this siuation happens, don't bet it go, especially if
ather players notice the probdem, wo. Talk w dve Sconyeller
ghout it nicely, politely and sith vour temger in check, Make
sugpestions on how he could change the chronicle to something
dhat be feels b com n, while perpensting everyone having fun,
Kindly point cut where some of the mistakes were made, and
suigpet methods 1o A them. Gamers pypically have Large, fragnle
egos, and Storvteller’s have bigger epos dhan most, so you want o
be comioun. Tour Storynelber will hopefully respect your opinions,
if you herve beer there poerseli.

Somennses, howeves, the ssory probles s o deeper one, 10
aatyle problem, ves, but it's also a magor emor in nunning stk
Thereare pwo storyerrors that Thave seen G oo many tinoes, and
even the best Storytellers make them. The erros ate somerimes
made for plot EJLF"I;ljiI:TH,'I: clther becase the -Frn:-q.'t:-ll-tr didn't
think the story chrough, o chings just happen and the Storvreler
wn't sure how to chonge it st this ke date, The oo majoe
problens are “Hero Comglex® and "May the plot be with you”

Hero Complex

A Seorceeller Freguently chooses a Hero for the adveniuee
aspect. Unlesseveryone isin onitat the begpnning. thischalce can
be really froating for evervome elie, especially of there ends up
being acore group: the Hero, the faithiul sadeksck and best friend,
and the Heno's love interest. Everyore ol then fades inco the
woodwerk. This deremard can cauge a spill-over of bad feelings.
Even the mast msture games is Fruscebed ae secing has carcfully
crafved chamcter lippantly pesied over, except when he'sthe only
wre who com do something thae the Hero needs done.

I everpoee agreed that chere (s going 1o be the Heroand his
comganions from the s of the chronscie, then everyone exceht
the Hero shiould expect to be supporting cas for most adventures.
The suppoering cas should get their chance o shine, and giving
the Stormeller a plot book or theee s prokably the bes cpelon.

1§ the Hero comee macex stence becauee he wis needed fog the
plor, then the Storaellershouldbave ralked icoverwith everyone
at the inception. Stomviellers semetimes don’t dhink abour the
consequences of what their actions, snd o dominang player
hecoomes the Herabecauie he goe the near ioy, orwhatever, When

& Hero erverges and dhe Storpeller can't write plots wichout him,
the Swoeveeller should take a brenk and look ar evervone clie's
character sheet, chen talk bo che ocher plavers and work cut other
stariel and svenue for their Sharmciess, onwhich the :_"'.'-:u‘!,'r{:"n:'
can then concenteate.

(Day the Plor Be wich Uou

The forgivable error of Seoryteller, "My the plot be with
wou" is not abways 2 mistake, When che store calls for something
ta huppen, then the Stomyteller needsto make sure it happens, The
0T Comies o existenos when ane i3 heavne-handed sboar in, [
rarely tell my plavers that chey can'e do somethiang Pl ssee mnget
numbers at 15 for mstance smd they have oo bring it down imem
there. O, Ul just let che plaver el and pell her chat there asen’t
enough successes there for whatever she wanted 1o doo The
problem arises when it sppeats to players that the plog s more
impertant than characters. Whethes the Storvieller viess ot this
wary of g, i plavers woe e, chey'l] s grsmbling for ame.

The soludon i dmple: Don'c hold w0 tighdy o your
plotline, or keep the wdea, but let the exactnes of the events
change. Mever have anvthing written 1n proverbial stone,
Flexibility is the key 1o telling o good story, and o rigid plotliee
can baeal as players rebel apwnst . And some go o of their
way to couse plot problems as o way of enocting their displeas
SUTE,

Thie et etde of the mierar B when vou, a8 Sioeyoeller,
bave someone else wiho rung games and inass on telling you
whar wou are dolng woong, It does happen, which s why you
swanit oo be careful about telling vour Seorsteller abour problems
chat vou hanee, B you ericicize and complain toe much, they'll
take licens: o do the same,

Huir ]l:l":-m}"!ri,u,l tiwvebeen ml. GE i bl play inome
of cheir games, bot nowe. they'ne telling you bowe 1o non voues.
What do you do then!

Lisren.

Muoat of the complaints aee going tobe stvles and mechan-
ics-based. And then vou are perfecthy within your oghts rocake
the “Beciuse I'm the Storyeeller, thoe’s whee' artieude. eis, after
all, wour game, vour headache, and your creation, But they
might suggest o better way 1o do swomething, and they olten
know the mules better than yow do. You meay wane 1o pse these
*new” rules

Backing ourof 2 Hero sineation is a problesm, The beat way
ter handle that is 1o give the Hero “time off” and concencrate on
the other characrers — possibly even lifting some 1o Hero
MEakwE, Bl imt 'I'n'.lq' i thne, l:.'.‘m':'u;' h‘u:]-: it l:11r.- Hern |.|b:'r. Bl
before she start: oo feel negleceed.

Thie "May the plot be with vou™ situathon s esier 0o hanelle
on an inenediare seale. Weite an adventure based on what they
plaryers wand for thetr charscners, and bes cher dicete the ploss and
subplots. Besubale about Forcing the ke when pou need the plor
o pomceriain way. Bur waech vourself beconae when the plonline
wclipses characters, (o is diffscult to conool.

Wihethar S-I!l:|:rl|:l:-|:|||:: F p| ayer, thees will e conflicre
with ocher Scorytellers. Sic back and ochierve s much as you
;clmplu.ln 4|2u:||..|1 148 |.||'|J1:1.'r!1_,'|.|n|:' CAN CoAne LWy OBk 15 &4 b
better Storyteller.
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"}‘ Transcending the (Dundane on the Heros Pach

DA

"‘ By Buck (archinton

t}\ For many of us, gaming began as a pascime involving paper, dice and some friends. Our charserers had hole emotions]
kl'\ investmens; they wene rr_:-'l'ln'q.'lnl.lp im a few minutes and ready for scrlon when the game master sabd, "You're all in the tevern,” oe
E some similar siock line. [ sill hear plavers say with tongee planted firmly im cheek, [ sit down next to dhose obvious plaper
t chamcrer types.”

k}- A. beer and pretzels game is fine now and then. But roleplaving can be 5o much more.
2

This game b one about Stomytelling. 5o, chink about vour favorite stores, be they novels, movies or something you bess
arpunad the fire. The mundane wozld disolves, and unell vou close the book or che credits ol dhe story dizeases reslig. Yoe
become the characters in 6 sense; you feel fear, anger and jov ot thelr overcome obicacles. Writers of chose charmcress adeeit o
the same feeling as cheir creacions take on & life of dhelr own; many anthers say cheir books didn't wern cut like they thoug
because thelr charscters decided ro do someching different, Your challenge, as for

Srorvieller and plavers, lies in capturing that spirit of mmuly being your characoer
ard i cabebng vous Incate creativioe o step bevond "lets preend,” co whiere

a characcer gains a voice of his own. As one player puc it, "When vou

open your ewuth and Sk Richard's words come our, then we sta
transcending the mundane,”
Past browe? What moves a game bevond paper amd dice into the
place where players shed tears of grief, feel genuine relief az
pverted disaster or bet loose o how! of riumph? How do we reach
that point where we por on the mask, breathe life inoe a2
collection of sttistics and lex the character take hold?

Faving the Fach

Bringing & game 0o life is & shared responsibiliey, For
che plavess” part, chelr chamerens have o be three-
dimensional. Make chamscrers real! Give them a
hlssory! Real people hove lives owoide the con-
text we see them, and those experiences defi-

nirely inpact their penenalities and our-

Jooles, Assume this matter 3 80 wich your

toupe of changelings (and your Story-

teller characters, for that matter ). Ask play-
eri b andwer the guestions Hseed on page 122
of the main rulebook. Encourage them o writsa
sheort vignene chat defines s point aboue theie choe-
acter: Pex InstEnce, the ﬁw-r'-:i'i;ll:l cavaliers [:':m_:ﬂ
reighe write about how the noble prepares for aduel. O
apooke'splaves may relute the trickster’s latese descent
into an Unseelle mind-ser. By witting & shor skeich
ot o joumnal encey, plavers atcain o beover understand -
ing of whnt makes chelr characters tick.

As Storyteller, yours is the barder cask; while
plavers have to come up with a living, heeathing
charmcter, you mast give them aliving breadhs
ing workd, [ characters start che game &3

fae; they should be o little bic knowl:

ﬂ;lj:r.'al.'.ft aboust the leeal change-
ling scene; they certainly are
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familiar wich the mundane world, Remember, chough, thaca
good setting o't meant oo overwhelm, but to give playess
encugh foundation on which o ald, Yer, hending everyone
i SC-page dossier to memorize before che prelisde may be
pushing it.

While some Storyteller characers will be steaigheforeand
and flar {like redeap guards accacking che escaping plaver
characters), vou owe it to plavers to flesh out key personalities.
Give characrers someone they can really inrerscr wich, and
v teoiipe will be more engaged. Also, make some oppanens
adversaries rather than simple villsins, What's che diference?
Take thee locul baron, for examgle: He may be someone charac-
rets toly respece and yer scill causes them loads of grief if they
work 0t cross-purposes. Legends are full of duels between
unwilling combatanes, Finally, remember that Unzeelie doen™t
necesarily equate with irredesmable evil. The fae may have a
darker philesophy, but smiving to find commen ground may
peaudt i understanding, If nox felemdibip.

Grive playvers asense that what their characters do here and
now may have unforeseen consequences. Mayvbe a respected
artist and pocential dreamer moves into the neighbothood asa
pesult of che changelings' "raking a bice our of crime.” Buz the
vengzeful noble of House Aalil will demand o know whe made
hes bese-lasd plans go asiray,

It's much casier o involve chatacters if plots capture
plavers' inveresss. Find our what interests each player and give
ic to hers I you know thas Rick lover politics] inttgue, Joan
kkes helping people and Jan really goes for herow eples, you
must make the world big enough so that all players have
samething o sink theie eeth imo. A good Storvreller can
weave there dispanace theeads into a cobvesive rope, which then
bind characrers and pulls them along the Hero's pach. When a
chamecter follows a plot thread becauie a character would want
o, 0ok because the plover sees it ae progressing the ganse, that's
a slgn of oue roleplaying

Strepping onto the Parh

You'we probebly hesed it betore, bur it bears repeatsng: Avmo-
sphere and mood are crucial elements, That's not to say they'ne
above agood ploc o memoralde chamerers, bur putting players in
the proper envimnment with munimal mundme distractions
ouakes it esmiter 1o wspend thelr disbelief. Appropriste s,
mauted lights, ne TV or phene — these enhancements improve
both players’ mund-ser and your owne Try oo impinge thes mood
withwhittever propa best set the stage. Having Monty Prthon jokes
i eeore furioashy than sword blows may be just what vou wang
in o lighthearsed chronicle, but if the garoe runs coward the “gnm
high desting™ sryle, our of character comic relief sourtles any
prrempt oo pot inso chamcser,

If, after all the peparation, the plivess don't find their
charmctens meihing | the Elnt sesion, don's worry, Many of the
best TV senies need a season toshake down before the synengy gels,
§0 expect o game 10 run the same way, Afer things finally click,
though. it's damn satisfying when a chorscter gives a rousing
soliboquy, and the amaced plaer asks, “Wheoedid sar come from ™

Aa Sweryrelber, remember thar even If vou Tun a game

)

.

il

‘ i
everpone enjoys, you can always find room o improve. Talk o VIAY

plavers after each session. Ask what was good, what could be J
improwved and what their chamactes are planning or thinking.

Find cut what they lesrned, and # it wos less o7 more chan
expocted, adjust sccordingly for nexe cime.

K.eeping an the Pach

S0, the sewsion went well. Regardless of the charmcren'
plight when the curtain fell, players were happy and psyched o
do more, Now yoa have ancther problem: keeping the momen-
wm going. Gaming weekly may be possible for some, bur
mundane conflicts like work, school and distance sepamte
mare and moee ooupes (believe me, hinang playvers scactered
aver two staces makes for limited gaming windowa). Letring a
game lie fallow for a month or four makes it hand ve rev things
up again. Unless players keep coplous notes and reread chem
before each session, they're liable vo forger crucial details and
eay find it haed co slip back inso characeer,

Crie solution is blee-booking, The player, wich the Storny-
teller as final arbiter, wricer about things she wishes ro do or
people she withes to meet. Maybe her Fions singer wanms o
actnch herself 1o a college bund with dreamer potential, pusme
o tomance wich that admirer at court or practice fencing so
ihe 1l be ready nexe tiove chit Howie Gwpdion fop gets uppicy.
The Storyteller writes the resules of the player’s actions. Blue-
booking s grear for handling sruattons ocher players aren't
inrerested in or shouldn® know about; it'salso ideal for offstage
activithes thae slow down group playv. When the zoupe in-
cludes, ahem. aggressive personalities, blue-booking gives more
puenid plaven s chance o ihine. By ming this sechmnigue to build
soime history and experience, you can draw peripheml, semi-
trerested plavers into the chick of the plot. Bestof all, you have
acopy of the proceedings 1o remind you what happened. When
available, e-mail 4 also hard 1o beat, although natebooks or {\,
begal pads wark just dandy, Goblin paper is not recommended ('J
B you wizh 10 keep permanent réconds. (E}

Plan time before each session o review what happened ':y
during the previces advenoure. Star the ball colling wich, “Tell K\J
me you did,” and players compare their notes and recollections {:
until 2 coherenc view of the adventure emerges. Don't be afraid [ -}
to remind players about important deonils; the erucial ¢lee o (}‘y
trell noticed "vesterday™ in game dme codld be forgotten by a '}j
plaper after & six-month hinws in real cme, (j
The Pachs €nd &

The mosr memorable and Inspiring moments in gaming r:‘y
happen when s chronicle or major story ase comes oo an end, r_ o
More than any pasr of the cale, the end should be well-realized ﬁ)
= forit's the punchling, the dencuement, and che culmination (“.

k

of all chat’s gone before. After many adventures, chataciers \J
have matake in things, and now they have everpthing wo gain or r‘)
ey ]

4
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lose, Maybe their new freehold b about eo fall ro Banalivg, o the (-"q
Steryteller charscter evervbody has grown to love and st }}
betrays them. Perhaps an army stands between the pasty and (}J
their quest’s end. All the threads come rogether; the conse- ‘:__

121 gi:j
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quiences of all thae plavers accomplished or taiked make them-
selves plain now. Let the kiddies suffer if chey snubbed Duke
Fivebrand, buc give themn the benefic of whatever allies they
mnde, like the local Fisnna pack, Lee the pece crescend o, and
allose charscrersrodoub success, A well-done dramaric clionace
rever Fuils o sweep up plavers. [e's slways beries for them tosay,
"Whew! That was close!” chan to urmur, “Houm, thar wam't
i b [ expocted woese” And s the curcan fllon a wellvold
rale, plavers may ke boeathless, jovous or emotionally soreng-
it == kg they 1 all be happy,

I a bong way from ewo-dimenstonal “roll playng,” 1ea
charsceer s well-defimed thar he beging so Hive by hisown logic
imstead of the plaver's. But having been there, 33 a plaver and
a Srorveeller, [ wouldn't do it any other way. This is cue
roleplaving. the uhiimare “lee's pretend,” where anvehing s
posible, where dreams do come tree. len'e thar what Change-
li_':.g im all afoun?

Storyeeller or Player:
{(Uho Secs the Pace?

By Nell (ick

DK, vou've desipned the choenicle and the Storvoeller
characters, written down a few story idess and given thought
inte how wou want the chronicle 1o end. You might have o
few ideas of where and when you want the primary action to
pake place, and perhaps vou have some notes on plots and
monvarions of the antagoniztis), a5 well ae a few neotrals
who might be pare of che chronicle, Whar mow

Enter ehe characrers. IV the Storvieller's sertings house
the body of ehe roleplaying game, then the player charncters
are st lifeblood. A Storvreller can mold and sculpt acheonicle
serting o excreme, realistic detnil; however, characters'
actuans ane what imbue life to i acories. Playee characrers
alio govern che overall pace and emocional tone cheoughout
the coutse of the story. Sure, the Storpreller sets this cone at
the beginning, but the successof the svory hinges on whether
or moe the emotion level arikes 3 respondent chond [n the
player charnerers. Considera primitive Seorvteller chronicle
punctunted by thar weakesr of plot devices: combear.

The Sforvreller theows villaing av characeers in an
attempr to raise the anxicty level of plavers. Now suppose
players decide nor co engage in combar. [f the Storveeller
eries to force combat down the theoms of characters who
aren't interesced, the seory {and cheonicled would peobably
lnst abour vwn sestions. Characters must agree to the inital
cerms laldour by the Stoevteller orche game's theme changes.

This change is not necessanily o bad thing, Far worse is
the stubbom or inexperienced Storyreller who refuses toum
a Hlexible game, An example is a player characcer who finds
char his sidhe's wie of Sovereign b rorally ineffeccive aguinst
cermain favored Seotyteller characters, with no good reason
other than that the charscter is one of the Storveeller's
favirites.

A slight bending of the niles and favoring characters in

I The Changeling Scoryrellers Guide
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plor owists & healechy for the bong lie of the chronicle. One
of my personal stan dards for a good Seoryteller is how willing
she 15 1o allow her favorlte Stoepeller characiers o die, i
thiat's whist b called for in the story.

This concession doesn't mean that one should lec char-
acters walk all over your Storveeller chosacien (guite the
opposite; I they get wppite to their lords, off widh their
headel§, bur if charncrers wiih 1o delve into unexpeceed
themes and arem, let them. Inform them that vou'll need
eirne o peconsider the ramilicatiend of this chasge in thems
and to perhaps come up with new charcrers,

Case in point: When Vampire was fiest pablished, [ ran
achronicle wich several plavers whowere new 1o roleplaving,
Omne waneed to ran o Toreador vemplee-arist with & mockid
compulsion to use corpses as sculpture, She was not inter-
ested in combatorintrigue, the wanted only to crepte arcow
of deach, This characeer felt she was beyvond such pens
comcernd ué humanlty,

Now, those of you who are familiar with Vampire anc
probably thinking: “Sowhar? She was just playing a Sshkac”
Bue the Sabbac handbook hadn't even been written ver, She
had invented the characrer-oype on ber own, 23 well as the
concept of running a character “outside™ normal Humanity
rules,

At char time, | bad less expenence & a Sterveeller, and
| was not lexible enough tosuliiciencly adapt her character
into the chronicle, If 1 had been, my scory mighe have been
much ticher because of her inpot, Who knows! T might have
taken che whole chronicle into an area wnexplored by the
tules. [ coubd have eventually invenced my own unique rules
for the Sabbat.

You, as Storyreller, may not sant oo alwavs have the
plaver characters go “where no one has gone before.” how
ever, If not, this does not mean vouw are being inflexible; vou
are just sercing limies. Chronicle hmitations are imporoans
if che game 15 o develop complexity bevond the inital
Storyteller noces, Wplayers sre slways running off exploting
areas of vour setting that you haven't developed unmil chae
mament of explosstion, you aren't going to get much of the
initisl setring to cvolve,

A bkalance between the Storveelles-driven chronicle
and one that is character-driven is vically important. Player
characeers, chough, usually do not begin cheir charscrers as
ready to cut out on chelr own, and those that do o eacly on
are grabbing for power. | had a player character in sy pame
who wanted to vob a bank, and he used his cantrips to
befuddle che guards and bank tellers (never mind how he
wag able to overcome their Banaliey; i1 o long storv). He
died because he was alone and had noe planned che robbere
if he had taken the clme to plan the bank heist and crganize
a motley around the idea of rebbing banks, theending would
cectainly be diffierent. 1 ought have had several arories
entitled, "Peoka Capone and che [0th St Willies Hit Lt
HMational, " Twould have designed antagonbc uniquelysuiied
o the story threads, such as troll cops or morals who
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remember more of the changeling heists chan they should (are chey Autumn Feople?),

Player charsceers need encouragement (and a livtle instrsctlon} before chey seek thelr own roads. The natural responde
of any player introducing a new character is to be a livtde caurlous and play her cands close i rhe vesr. Shewill probably ke her
cues from Storytelber plot tuma before she rencrs, just a8 you are tking cues from her background and prebude to bring her fully
into the scory,

Onee playens feel comfortable with their chacacters (pechaps after two to three stories), encourage eher to sorike out on thelr
own- Players whaose characrers amass a bicod power are more open 1o generating their own story than aplayer struggling tosurvive,
Evenso, nplayer character can explore new avenues under many different circumstances, A plaver-sluagh hiding from adversaies
might ask the Storyeeller if there is anything interesting in the closets. On a whim, vou
decide 1o lex a characrer find an unususl statuetze carelessly tossed into o shoe
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box, or a diary that has no special relaclonship toche sluagh's plighe. N | }
After the excitement dies down, the sluagh might decide ro | ! i r
explore his booty in more detall. . Y

Because humans are remicorial, plavers could abic feel .
embeldened to set off on their own when they have s base of
cperatbons, such as o freehold or motley headquaners, Detniled
rotes, combined with loose chreads, are really helpful for player
encoungement here, Supposing the motley base b a run-down
Holiday [nn: One of the maids is a pretty college student with I
untapped potential; ves, | know you've just dying vo make her s i
inzo some supernatural being with hidden powers, but try Ea".' -

A

R

lerting her background remain vague, Perhaps a player w4 Il
character develops romantic feelings for this mortal, ‘\ i
who & distangly relaced to the Storveeller chamcrer’s f b K
hidden “power" (if she hay any). Let the plaver deter. J tL_ ';_r ,

mine the seteing, and step in only when players need \‘ I X
aslight nudge. [f the Storyeeller character is conaas- {J . /
tently ignored, thoow in another possible cheead; | i
pechaps che studenie it sudving ant... l"!!l lilé hi;'
Anather way o encoursge character-driven [ } . -Lj
arcries is cotell them whas you want. Ask plavens --:-.:_I-. vl
o write detmiled character notes oo cover '
whint happens dunng long penods of downe
fime. Be attentive to their saggestioni: [ a
. player mentions during chamcter-genemtion
, that her boggan has a garden in which she occa- __
| sionally harvests Glamour, ark what she s planning :’1‘
o diz with the garden. Would ahe ke o make a ﬁh..-#"d
drawing of its lavout! If she scems unmotivated,
(IAGE] i,nl:hr. evil bu:lngj;ﬂrl whao i.'iluhn-tllliﬂ: ul'l.riEr bt
garden and muining ot for o tomlly uncelated rea-
| san. The more unresalved dhreads you leave fisr a1
i charactet to grasp and weave into her own story, _
the beter. arl
Lat's fci 1t == thve b ression we tolepay )
i for enjoyment. Whether we are
storyrelling or plivingachamones, we
expect o have fun and more fun.
Inmy expenience, the most én-
joymient of playing Change-
ling wrues when plives en- o
gage the roleplaying experi- 2%
ence w fully thet they comes
pletelyforget chatitis pgame for
mwhile. This experience i resl.
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athletics, p 139 Ci>
Ateributes, p 136 Ol
in chasacrer creation, p 117 Cal
Attunenment, p {7 M=H
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Augury, p 182 5D

Aumakua, p 138, 143 [ESH

automatic succeses, p 197 CiD

Autumn People, p 279 CiD
powers of the, p 1588 PG

awareness, p 157 C:D

Backgrounds, p 119, 146 CitD

Backgroursds, Munnehi, p 144 PG

Backvard Glance, p 78 MSH

bad sight, p 158 CiD

Banalicy, p 66, 119, 152 CtD
and chimera, p 224 CcD
Banal deach, p 248 CeD
cheating Banalicy, p 67 CrD
stecs of, p 152 T
gaining, p 153 CdD
getring rid of, p 153 CeD
invoking, p 206 Ol
levels of, p 33 BelD

Bards, p 77 C:0

Bardic Gift, p 73 TE

Bard’s Tamgus, the, p 163 CiD
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1’;\‘ Baran or Barcness, p 77 CcD
,'\ Pauilink Stone, p 58 KN

(X4
— Peast, p 133 Crl
kn st It:r gk .';i:

j‘\ Bedlam, p 208 Oil

L‘ Bernumg Omeion, p 188 PG

\-‘ Bea Diim, p 13 KN

k{ Birch, p 152 PG

q\ birchrights ond frafleles, p 119 Ced
: ‘ Black Magicians, p 36 AP

tﬂ hlack-marker eles, p 166 CeD
&
X

\ blacksmich, p 40 PG
k_‘ Blessing, p 143 IESH
k = Blessing of Adlas, p 63 KT
tﬁ Blighted face, P i3 KT
| ?‘ blind, p 138 CtD
t.’-" Blind fighung, ¢ 40 PG
- Blood of che Rivers, p 63 KT
@' Bopggans, p 55 Ol
) Bogparts, p 68 50

Z

| Bogies, p 70 20
k;{ Begle, p 54 PG
\1\ Beon, p 165 CiD
% horehes, : 197 CAD
t' . beawd, p L3902
@ brewing. p 4C PG
@ buslding chomerscal crenpures, p 130 Cil2
'\'t‘ Bumpkin, ¢ 130 CiD
v Bunles, p 155 PG
"E\‘ advanced rules for, p 155 PG
v_“ caig, p 156 PG
t ) Mamlng, p 177 PG
'\ ratuee of, p 133 PG
seble Bunki, p 80 NSH
munnehi Bunks, p 175 PG
Buarn aavd Baoal, p 170 PG
Burrsous, p 50 AP
Burst Tapes. p 59 KN

Calling, p 129 IESH
Ali'i, p 13 IESH
— Hana, p 134 [E5H
t;:} Fabuna, p 132 IESH
Kokia, p L36 1ESH

t camoullage, P 40 PG
- Carop. p 129 IESH
/5

3‘\ Caps, p 112 PG
QJ:' Cannibal, p 114 PG

g
Canesili, p 126 X0

Cantrips, p 171, 204 CtD
advanced cantsip rules, p 206 CtD
basic cantrip cauting, p 204 CiD
Mustumn People, p 187 PG
canirips and combar, p 243 CiD
effexts of, p 205 Cil>
Captive Heart, p 174 CiD
carousing, p 3% PO
carpentry, [ 40 PG
Cerenaic, p 55 PG
Chancellors, p 17 GiD
Changeling, elements of, p 261 CtD
Changeling society, p 70 CiD
Changeling des, p 165 CeD
changeling's eves, p 164 G2
chammcrer congepe, p 116 Ce
Character ereation, p 115D
decadls, p 120 CeD
Character development, p 275 Crl>
charlsma, p 136 (i
Chicanerey, p 172 i
natuee of Bunks for, p 157 PG
Munaehi Bunks for, p 178 PG
Unseelie Bunks for, p 92 5C
Chief, p 113 PG
child, p 169 e
chimera {Backgroumnd), ol Cal»
Chimera, p 35, 217 T2
animare, p b, 230 el
adversares and Foes, @ 40 il
buslding, p 220 CeD
chemenenl monsters, p 40 Cel
friends and helpers, p 3% O
killing chimera, p 223 Ct»
Redes, p 221 (D
teaps, p 220 i3
prpes o, p 2200
willpower, p 221 CiD
Banality and, p 224 CeD
effeces of Banahey on, p 42 Celd
comgpesiton of, p 217 Ol
inanimate, p 360
ypes of, p 218 CiD
chimera companion, p 69 TE
Chimerical Alchemy, p 55 KM
chimerical dansage, p 246 Celd
chimerical disabiloe, p 164 CrlD
Chimerical Exoikeleton, p 60 KN
Chimerical Furearms {creasure], p 61 KN
chimerical magner, p 160 Cil>
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Chronos, p 18 Mar
pature of Bunks for, p 157 PO

church eles, p 166 Ced

Chsd, p 54 PO

Chryzalis, the, p &1 CdD, p 164 PG
entering Chiysalls, p 165 PG
|--'-'-'|l-'lh'i-' 0 l':u:ipll_'.—.-:_ V. 163 P
Chger, p 164 P03

clearsd M, o 164 CD

Climhbes, p 65 N3H

climlsing, w41 Pl

climbing (acclond, p 230D

Clurichaun, p 1 30 |ECK

eode of honoe, p 154 CD

geld o, p 247 CeD

eolos blindness, " 158 CxD

combat, p 236 Uil
Cilamour and, p 2453 Cil2
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comic reliet and mundane encoumntens, I §1 AP

common sende, p 13T Gl
commaners and nobles, p 75 CeD
Compace, the, p 37 CiD
companion. @ 27 P
Competitos, p 63 M5H
cormpulsion, p 1548 el
compates, p 14 L B
computer hacking, p 48 PG
Commede, p 53 PG
concenteation, p 157 CxD
Condemnntion, p 82 5C
canlused., ml 57 Celd
contacts, p 147 CeD
Contempt, p 79 20

Bunks for, p 93 5C
cooking'haking, ¢ 41 PG
Co T 1ticm tles, 166 Celd
cotperation CEC, p 167 D
Lot iond, n ]'E-.I. %5
Cloumt of Lountess, P T Cil
Lionutier, P 130l
Conarts, the, p 71 CeD2
courly etguerte, p 233 CeD
Crack J:i'- £ P 1 8 Cily
cratts, p 1473 Liel2
[ TS P 131 G
Crashing Bore, the, p 45 AP
Craven, p 3% PG
credibilioy, p 233 CtD

Croseed Blades, Oath of che, p 212 LD
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Diclusion, p 82 502
tatste of Bunks dor, i
Depehs of Whill, che, p 54 5C
Devermingim, p 76 NSH
Denl's Advocate, p 81 50
dexeerity, p 136 Cid
dexnerous poes, p 6§ KS
deabalical Menior, r [Te ]
dice-tolbng. p 192 CeD
Docoum, p 154 Celd
diticuliies and succeases, p 196 Crl>
auldrnai seecesses, p 197 Celd
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daplomacy, p 35 PG
Dsbarred, p 34 K

duseaae and polon, p 247 Cil>
disfigurel, p 16% il
dusguise, p 41 PG
Dsobedience, p 81 50

dodge, p 139 CeD

Dogwood, p 152 PO

crassover rules

Mage, p 10 BelD Doorms, p 531 AP
Vampire, p 12 BolDd diuble-jolneed, p 168 Cld
Werewolf, p 17 BolD Dvagon's Dance, p 245 CaD
Wraith, P 25 BalDd Dyagon's Iee, p 243
Cry “Wool," p 187 PG Deeam-Crafe, p 75 NSH
m[!tl:lﬂ'iliﬁh'!.'_ P 48 P rartuie o Bunks for, " 158 Pr
curiosiry, p 155 CiD drewen ingerpaetatoon, p 235 Cild
cursed, p 162 T} dream lose, p 74 NSH
Cursed, the, P 4 AP Dyen Thne, p 78 K5H
Cymac, p &5 MSH Dyearn Weaving, p 77 MSH
dresmmers (Background ), p 147 C:l2
D Direaming, the, p 47 C:2
Dance of lon, p 245 CD Dreep Dreswning, p 45 CrlD
dancing, p 41 PG = pepmibag, p4B Celd
Dands, p 131 G0 Mear Dreaming, p 47 Crl?

dinper sense, i L6 Ol Dveam Dance, P & el

Diariee blncabre, p 245 il drive, p 141 a2
daredevil, p 138 Calx driwkig goal, p 156 Cel)
dark fare, p 165 CiD drows, p 216 CelD
daek secrer, p 154 CrD drosis {backgroamad), p 7C TE
Darkest Heat, the, p 84 SC Puke or Duchess, p 76 (D
Dauntain, ¢ 279 Cil, p 49 AP Dull lngulse, p &1 AF
Apendas, p B0 AP C"‘
Doomma, p 51 AP
dead Fiends, p 64 K3 echaes, g E39 i[>
deaf, p 156 CeD Effigy, p 1716 CeD
death, p 248 Gl eidetic memere, p 157 CtD
Deceiver, p 65 NEH Ebder-Fosem, p LHC Ce[2
deformbty, ol L ol Eldezecl Prime, p 178 CiDy
D lra-Yave Helmer, p &2 Ko Emparh, p 85 M3H
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cmpathy, p 139 CiD flashbacks, p 136 CdD
Enchanted Bleod, p 80 TE ; Flicker Flah, p 186 CelD
enchanmen, g 210 ) - fly fingers, p 65 K3
enemy, p 185 Crld ¥ famarl, p 276 Tl
Encrgy Cannon, p &3 KN Fool. p 133 D
enemas, p 144 Sl Fool {Munnehi), o {14 PG
Ensnre, p 175 D Fop. p 55 PG
entermainment tles, p 167 Cil Forked-Tongue, p 114 PG
environment, p 260 CiD tortune-1elhng, p 36 PG
Epiphany, four paths oo, p 212 Gl Foul blowch, p 4 KM
equipment, p 122 CeD Freebie poines, g 119 Cel>
cucaplogy, p 4l PG Frecholds, p 43, 124 C:0
Eschear, p 79 Celd Frlend, p 65 NSH
Winter version, p 26 8C friend to spiders, p 64 K5
Eichear, Cath of, p 211 Crl> FUBAR Generation. p 57 KM
Eshu, p 92 Gl FUBARs, p 67 KN
efiquette., p 141 Gl Fuddle, p 171 CeD
examples of rolls, p 197 Gl Fupue, p 173 D
expericnce, p 275 CiD
awarding experience poing, p 275 S0 G
Exterminaror, p 200 CtD Girdily, p 53 PG
F Cige-Bolgs, p 19 BolI2
pambling, p 43 PG
Facade. p 33 5C game-playing, p 43 PG
frcedown, p 233 CeD pamw tenme, o 199 D
Fae backgrounds, p 6% TE Ciamester, p 63 M3H
Foe, history of, p 33 CiD Cieas {Kinain MericgHaw ), p30 TE
Fae, nature of, p 61 CtD gean { Menit/Flaw), p 159 Gl
Faerie blood, p 71 TE GeasBan, p 185 Cil
Faerie eternivy, p 162 CeD Ciegk Dut, p 81 AP
Faerie Mentor, p 71 TE Ciemarria, p 56 KN

Fair is Foul and Foud (s Fade, p 181 &t
falconry, p 41 PO

Families {Munnehi kith), p 112 PG
fat-dme, p 42 PO

ft leprmner, p 158 CiD

fast-talk, p 42 PO

fst-talk (acticn), p 233 CeD

Fatalist, p 133 Cal>

Fate Fire, p 183 CeD

Fealty, Oath of, p 211 CiD

Feats of strength, p 231 CiD

Feth Fada, p 72 TE

Fiend, i 54 PO

Find Silver Path, p 76 MSH

Fir, p 152 PG

firearmns, p 142 D>

Firewesd, p 132 PG

firar nid, p 43 PG
Fith-Fah, p 73 TE
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Ghille Db, p 187 1M
Cheat Dance, p 177 PG
Gilgul, p 38 KN
Gloamix, p 175 CeD
glades, p 43 Gl
Gilamo-merer, p 62 KN
Glarmour, p 66 T2
chimera, p217 CxD
in chamcter creation, p 119, 151 CiD
Cilamous systerns, p 203 Cel
Menehuni and, p 142 1ESH
blises, the, p 208 CiD
Munnehl and, p 146 PG
Oathe, p 2111 CiD
places of, p 42 &D
Clamour Batsery, p S0 KN
Goblin Bow, p 61 KN
Cloblin Cloak, p 61 KN
Goblin Lantem, p 59 KN
Coblin Magner, p 54 KN
Goblin Parchment, p 55 KN
Goblin Shoes, p 5% KN
Crobling, p 72 5C
Golem, p 55 KN
Crramadeur, p 154 el
Granite, p 152 PG
preedy Glameonr, p 30 PG
gregatious, p 6% K3
gremayre, p 144 Cely
Crroteaquie, p 134 il
Grower, p 113 PG
guardian angel, p 162 CD
Guardianship, Oath of, p 211 CiD
gunsmithing, p43 PG

hing-tidden, p 65 KS

Hana, p 134 [ESH

hird of hearing, p 158 CrD
Harden, p 36 KN
Harvesting, p 146 PG
hatred, p 156 CeD
haunted, p 163 CiD
Hauriced Heats, p 173 Gt
Healer, p 1132 PG

Heslth, p 153 CiD
Hearthind, p 51 AF
Hearthreaker, p 26 5C
Heather Balm, p 179 CelD
heraldry, p 4% PG
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Heralds, p 77 C:D

herbaliam, p 49 PG

Hermie, p 131 Tl

High King Duvid, the rise of, p 59 CtD

higher puorpose, p 154 T

history, p 49 PG

Hoander, p 114 PG

haldings, p 148 Tl

Holly Serke, p 179 CxD

Homestesd, p 71 NSH

honored bwthrghe, p 75 TE

Hopscorch, p 187 Tl

Hourehold (Munsiehi Backgeound), p 144 PG

Homsehaolds, p 70 CtD

Howses, p 69, 106 CrD
House Adlil, p 42 BolDd
Hose Palos, p 42 Boll D
House Douwgal, p 106 CeD
House Eilumed, p 137 el
House Flona, p 108 D
Haonsse Goedion, p 109 CtD
Flouie Leanbaun, p 43 BalD
Houee Liso, p 110 O
House Scathach, p 52 HEH

buage dlee, p 168 Crld

Humanis, p 35 P

Husmbng, p 55 FU

hunted, p 168 CrD

Huner, p 113 PG

husting, p 43 PG

hypnotizm, p 43 PG

lce, p 153 PO
inanimate chimern, p 36, 217 GiD
increased pain threshold, p 61 KT
increasing and decreasing ain, p 276 CeD
infamous Mentor, p 163 el
Tnfuston, p 56 KX
Inpeniue, p 65 NSH
Inhesitad Fralloy, p 81 TE
tnjury and health levels, p 245 CeD
Innocence, p 82 SC
snsane Mencor, p 165 CiD
Insolence, p 81 5C
insouction, p M PG
intelligemes, p 137 CxD
Interregnam, the, p 36 Cil

che Carppace, p 87 CoD
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intedrogation, 1 56 PO
intimadateon, p 135 Gl
inzolerance, p 154 Ci
intrigee, p 37 PG

Inwiag, p 140 5
imvestigation, p 145 Cil»
won albeegy, p 10 CHD
Fron's Curse, p 51 TE
inen redistance, p WO CyD

killing chevera, p 223 oD F

Kimain, p &7 TE

King or Quees, p 76 D

Kingdoms, p 51 M2H

Kith, the, p 68, 85 Crl»
Boggans, p 56 CeD
Clenchaun, @ 139 JECK
Echu. p 90 1D
Cehiille Diva, @ (87 1M

iren will, p 157 G2 Sockers, p 82 CeD r

Pooka, p 94 CeD ('

] Redeaps, p 96 O (F})
" . " N

fakemofall-trades, p 158 CeDd Satyed, ¢ 98 (3D ﬁ\J

Jesters, p 78 CiD Selkies, p 117 JET > 7

jeweler. 1 44 PG Sudhe, p 100 CrD ( 'R’

C : = Shmghs, g (02 Crl
longleur, p 65 NSH pl,
Tk Thallain, p &5 5C

juhicial ties, p 166 el : )
jureping, p 231 D Beasies, p 6 5?:_. f
Boppares, p 63 S0 }}

K Bogies, p 70 8C (
Kachinas, p 130 G Clobliess, p 72 3C

Oeres. p 74 5C ;;

Kalwna, p 132 [ESH ' ]
na, p 11 Trolh, p 104 Ce *
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kenning, p | l.._ D e kith fighting sevles, p 39 BolI (\‘
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Knight, p Y7 CeD
Knight (begacy), p 53 PG
knowledges, p 143 CeD

irs chasacter creation, p L1 CiD
kniows too much, p 63 K5
Kokuas, p 136 IESH

e, p 169 CeD
Lava, p 143 [EEH
law, p 145 CD
leadership, p 142 &0
leatherworking, p 44 FO
Legacies. p 129 i
Memehuni, p 129 [ESH
Nunnehl, p 112 PG
Midseason {Lauredd, p 115 PG
Summer { Dogwood), p 113 PG
Winrer (Rock), p 114 PG
romantic, g G4 MEH
Seelie, p 65 MSH
Ehadow, p 25 2C
Unseelie, p &5 M5H
Seclie, p 130 CiD
Shadow, p 25 SC
Unseelie, p 133 G2
Legerdemain, p 175 CeDd
nature of Banks for, p 158 PO
Sunnehy Bunks for, p 175 PG
Urieelie Bunks for, p 91 5C
Liege and Wassl, p 75 CdD
lifesaver, p 156 1D
lightning caloulates, g 137 G
Lightring Gum, p 62 KN
linguistics, p 145 CtD
lirerature, p 49 PG
'I-mlfhﬂ-il P 'L
Long Rosd, Oath of the, p 212 CiD
lore, p 145 CeD
Lost, the, p 52 AT
loudmouch, p 65 KS
loval beart, p 62 KT
lack, p 162 G

a

Mg, p 250 CeD

Magie Mieror Box, p 61 KN
Maize, p 153 P2
manipuladon, o 136 CtD
manson, p 1866 G

Mark of the Blood, p &1 TE
Mareye, p 65 NSH
May-may-gwya-shi, p 116 PG
mechanic, p 44 PO
mechanical aptitude, p 1538 CtD
media ties, p 166 O
medicine. p 145 il
dedieval Paradigm, the, p 74 D
eredivm, p 161 Celd
mekee, p 142 CeD
Menehuni, p 128 1ESH
mvencal actions, p 235 Tl
mental ateributes, p 137 CeD
myengor, p 1458 Celd
dMentor’s resentment, p 165 Cilx
Merits and Flaws, p 153 CiD
aptitudes, p 155 CeD
awareness, p 137 CiD
Changeling Ties, p 165 Ctl»
in characrer creanon, p 20 CiD
Kinain, p 78 TE
mengal, p 1537 Tl
Momal society, p 166 CeD
Mocker, p 33 KN
physical, p 168 CeD
psvchalogical, p 153 Cil>
Elusgh, p &3 KS
supermutural, p 159 CeD
Troll, p 61 KT
dMicro-Management, p 52 AP
mimicry, p 37 PG
Mendblock, p 53 AP
dMiming, p 55 KN
Minurs Maven, the, p 44 AP
ot the, p &7, 108 T2
dists of Memory, the, p 83 5C
Meckery, p 805C
Mokihani, p 143 IESH
monsters, p 2758 CiD
Mocch, p 177 CeD
boztal backgrounds, p 72 TE
Mortal Warld ve. Magical, p 51 C:D
Mezleys, p 70 Cil
Mundane Weapons {treasure), p 59 KN
dhsing Ravaging Thoeshold, p 123 CeD
busing Threshalds, p 213 G0
Ravaging Thresholds, p 215 CiD
e, p 169 CiD
rmystical prohibition or imperarive, p 162 CiD
Methic Age 33 CiD
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H.l'.mr.g. I 171 PG
Banks for, p 137 PG
ratural lnguist, p 138 O
natureboumnd, pod KT
mebuse-dipked, 0 &3 ET
nervosa, p 277 il
nighrchub, i L s
mghtmares, p 154 Cil»
naghuaight, & 63 K5
Skt s, P AP
Mice Lives, p 75 TE
Shohle Obligarions, p 76O
Mockers, p 92 (il
beries and Flaves, p 53 KM
Treasurey, p 55 KM
Nocker Alships, p 63 KN
pocnics, p 277 Gl
pobcriety, p 166 Tl
Munnehi, p 101 PG, 256 0D
Backgrounds, p 144 PG
Camps, p 110 PG
Famiblics {kithl, P 112 PG
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Cilemour snd Banalivg, p 146 G
|-a-'|;-|-:.'i.-|::.. [ 12 PG
relations, p 132 PG
aceming p L1 PG

Songs of Fower {Nunnehi canoops), p 150 BG

Spirit Woeld, enrering the, p 148 PG
Totems, g 147 PG
tribes, p 104 PG

Oubeenshield, p 179 CeD
Ohaths, p 211 Celd
Crath of the Accepted Bunders, p 211 G0
Crath of Crossed Blades, p 202 T
U of Eschent, p 211 oD
Ot of Fealry, p 211 CeD
Chuly of Guardinnship, p 211 Cil>
Onth of the Long Read, p 212 GiD
Chanky x:-ff;':ucr-qel. o o] 40 Pl
Uil of Tewehearte, p 211 CeD
Clachcincles, p 71 CrlD
Chwession (Daentain canirip), p 81 AP
obsession (heninFlaw), p 153 00
Chaeaiies, p 26 SC
Chgre Hunzer Mack 11, p 66 KM
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Phantom Shadows, |

£: h\} i Philanchropise, p 53 PO
" L* l phobia (mild), p L54 O
,-'.J {[ g ] physical actbone, p 230 Chl
» . I : " :

physécal artributes, p 13620
physscil Merisaibaws, ¢ LoE Ol
pickpacke:, p 44 PG
;l'|:-|. I 44 P'a
Plahogrue, p 34 M
Placate, p 16
puetc heart, p 164 Tl
PoaRdEy MmN, 158l
poisons, p 49 PO
police eles, p 167 Celd
polisical connections, p 74 N5H
=olisicnl sies, p 167 Celd
| i Palitics, p 31 N&H
. et . : politiea knowledge ), o 146 Ol
N a, p94 CiD
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‘4 perfect halance, p 158 Cil2 Prregics, @ LO8 %

v pecfotmance, p 142 CoD Bunks tor, p 177 0
'ﬁ |,|;,"||-r'_||;||'||_|- LI f|.|I'|l|_ n 24 Cely
\) Permanence, p 79 W5H (-:.!

peragasion, p a0 D Quscksilver, P 187 D
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quirks in characier creaticn, E 121 Cil>

Bonider, p 103 O3
Baidime, p 146 PG
Rapamuffin, p 56 PG
Ragnorok, p 39 BoLDD
Rake, p 134 CtD
Bank and Prvilege, p §6 Ol
Rapmure, p 214 CiD
mths, p 224 CcD
opening, p 225 Gl
Ravaged. p&1 TE
Bavaging, p 215
Bavaging Thresholds, p 215 CeD
Bazos Clwwa, p G0 ES
Real Vircoakicr Gogales, p 62 KN
Readms, p 185 CeD
Menchuni, p 140 1IESH
Beaving, p 226 T
icchoe, p 65 KS
Redeaps. p 96 CiD
Redes, ebimerical, & L1 el
Recves, p T8 Gl
regeneration, p 16) Cil)
Regent, p 132 &iD
remembrance, po L4 Celd
repair [acton}, [ YN
reputation, p 16§ Cel
rescarch (aceiomd, p 235 Cil
rescairces, p 148 CeD
Besrberive Librarian, the, p 43 Al*
Resurgence, p 57 Cil
retimue, p 148 T
Bevere, p 212 a2
Musing Thresholds, p 213 Cil»
Reversal of Bormune, p 19 N5H
Reweaving, p 173 FG
Bhnpeody, p 15 Celd
Riasimmdh, p 76 TE
Riddler, p 134 CeD
ride, p 45 PG
Ringleader, p 134 CtD
Rock Clants, p 117 TG
Rogue, p 135 Ot
Romantic, p 65 M5H
Bosetint, 21 AP
Rules, p 191 Ci
pctiome, p 193 CilD
botches, p 197 Ce

e

dice-rolling, p 192 CiD
.1:l'l-|.-'.'||1l.1r=- i SUCOCHSEE, lLJ[:l il
examnples of rolls, p 197 CD
Emie porma, p 19 Cald
time, p 191 C:0
trakt ratings, p 191 CeD
trying ot agmin, p 197 Ol
Buze, p 172 PG
Runic Clrcle, p 173 PG

sadismfmasochism. p 155 CcD

Sage, p 133 8D

Sagueme Cactus, p 153 PG

Saimng, the, p 63 CiD
Fioe-Righ, p 32 TE

Saining (cemirip), p 173 PG

salnt, p 133 Celd

Sandstenie, p 153 PG

Satyre, p 98 T3

Savape, p 135 CitD

scan, p 38 PG

=carlet Trp, p 245 CiD

Schismatic, p 56 PG

sience, p 14t Crld

wienoe specialtics, p 50 PG

Scribes, p 78 CeD

BTG, [ 18 PG

sarch, p 35 PG

swarch {aceion), p 236 Cel)

second Sigha, chie, p 76 TE
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Secrecy, Oath of, p 49 BoLD Spearman’s Shield, p 76 TE
Secret Societies, p 45 HEH specialeies, p |38 O
secunity, p 142 CiD i character ereation, p 120 CeD
seduction, p 38 PO speech impedimene, p 155 CeD
seduction [action), p 234 CeD Speedy Hammer, p 53 KN
Seelie, p 72 LeD) spending poinzs, p 118 CiD
Seeming, p 123 CeD Sphete nawral, p 27 PG

in charscrer creation, p 116 CiD Spirit Link, p 174 PG

Menehuni, p 129 IESH Buriks for, p 179 PG

Munnehi, p 111 PG spirit mentor, p 161 D
Seeming's Blessing, p 164 oD sprites, p 278 D

Seers, p 77 CeD Sy i
) «p 85 NSH
: 57 D
;I!:;Fh'-'::lﬂd:;l?: I‘E,'II‘ i Squire (rank), p 17 CiD
d‘; S Squire (legacyl, p 133 CeD
SErHEE GCCEpIKIn, P stages of combat, p 237 CtD

Shade, p 56 PO ;
nds}. v 76 SC seamina. p 156 Cil
Sl kg, o Star Body, p 170 PG

Shadow Arts, p 79 SC
shadewing (action), p 231 D stealth, p 142 CiD

Shark, p 144 1ESH Stl:h-t'l:ﬂi: p s
Shastering, the, p 55 CeD Stoic, p 34 PG
short, p 169 CeD atone akin, p 62 KT
short atrention span, p 65 K3 Seorytelling, p 159 Gl
shrinking violer, p 64 KT Sroryeelling (slall), p 46 PG
shy, p 154 CiD atreetwise, p 140 CiD
Sidhe, p 100 Celd strength, p 136 CiD
Sidhe's Cuarse, p 165 5D Srultity, p 51 AP
#gn language, p 5 PG scunt driving, p 232 CiD
singing, p 45 PO sovle, p PG
Skills, p 141 32 ibretfuge, p 141 CtD
in characer creation, p 118 CeD) Suir, the, p 46 AP
slelght-of-hand, p 46 PO Sundering, the, p 53 CeD
shipped Seeming, p 165 Gl supernataral Meties/Flaws, p 159 CtD
El.'l.lllh‘, P 102 D Surems, p 132 PG
Merits and Flaws. p 63 K5 surecal beauty, p 168 C:D
Treasures and Tools, p 66 K3 sutreal qualicy, p 159 CiD
sneaking (action), p 232 CiD surcival, p 143 CxD
social actions, p 233 CxD st o 46 PO
soclal artributes, p 136 CeD
Soothsay, p 180 CtD T
n.:-':uh.’: of Bunis for, p 159 PG Taghatrm, p 76 TE
Murnehi Punks, p 179 0 Tuibhaea, p 76 TE
Unseelie Bunks for, p 93 5C

taking actions, p 230CtD

Sophat, F 56 PO _ talents, p 138 G
sources of injury and healing, p 146 G in: characrer creation, p 118 CeD
Sovereign, p 183 CiD '

Tatletale, p 162 Cx3

nature of Bunks for, p 160 PO taxidermy, p 51 PG

Munpehd Bunks for, p 179 PO

o . . temparal sense, p 74 NSH
k Uinseelic Bunk: for, p %3 50 Thallain, p &5 SC
kjfi 136 Cha Sen
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Thanes, p T8 e ventriloguism, p 39 PG 3,
thealogy, p 51 PG Virouose, p 54 PO
throwback, p 162 CiD Vision Cuest, p 176 PG
threwing, p 47 PO u-]
Tobacco, p 153 PG
Termeneor, p 26 SC ward, p 167 Gl

torture, p 47 PO
totems, Menchuni, p 138, 143 [EEH
Wunnehd, p 147 PG

Warp WAll, p 187 PG
Warrior, p 114 PG
Water Babies, p 134 PO

Toughen, p 57 KN Wayfare, p 186 CiD

rrack (acelon), p 236 CeD nature of Bunks for, p 160 PG

wmacking, p 47 PG Nuneseht Bunks foe, p 179 PG

Treader, p 26 SC Unseelie Bunks: for, p93 BC (
oags, p 47 PO -

Tricksver, p 115 PG

Wavytarer, p 133 Ci3 (‘."’
Weakened Miss, p 77 TE '\}
rode, p 45, 226 CiD

Weave Web, p 187 PG (‘-
eave Weh, p I8 ?})

i opening, p 227 CD Weberalt, p 187 PO }
passage of cime on, p 227 CeD Wend Your Way, p 157 PG ﬁ
the Silver Path, p 46 CiD Werewall amplre companlon, p 162 Celd ({J

Traglodyte, p 53 KN Werewolves, p 288 i

Trolls, p 104 Cil>
Meries and Flaws, p 61 KT
Tressures, pa7 KT

powers and wesknesses, p 254 el f
o

Whitewacer, p 153 PG ")
Wild Portals, p 46 CiD (

-

weapons, p &6 KT
Troubadour (egney), p 133 O
Troubadours, g 7B CeD
Troublemaker, g 115 PG
True Faith, p27 PG
Truz Love, p 161 CiD
True Mames, p 167 PG
Trugheares, Oach of, p 211 CcdD

Will-o'-the- Wisp, p 169 PO

Wilkow Light, p 170 PG

Willow Whisper, p 178 &D

willpower, p 119, 150 CiD
i chimera, p 221 CD
recovering, p 151 O
using, p 150 Cel2

Wind Runner, p 187 Celd

. Tunghat, p 128 PG winged, p 162 CiD \)
Tunnel Yisien, p 33 KN Wise One, p 114 PG ({
! rested apprentceship, p 166 CeD Witch, p 115 PG
Typhoids, p 62 AP wits, p 138 C:0 r—}
Work with lron, p 53 KN (’v |

L]
{1 World Sight, p 174 PG };l
unbondable, p 162 Cil> Weaichs, p 285 Cel2 (-.-.
underworld ties, p 167 CiD powen, p 284 CiD f{)
Undoing, the, p 67 CeD), p 36 BoLD Wretch, p 135 CD ({4)
cheating Banakey, p 67 C:D Wyld mind, p 156 CaD (.
Universal Solvent, p 62 KN Wird, ¢ 78 NSH (*-j
Vv &
Vampires, p 202 OID J (5_?
povers and weaknesses, p 282 CeD vearning soul, p &4 KT ﬁ}
Weiled Eyes, p 172 G0 Yunwi Amai'vinehi, p 122 PG (’*‘)
vengeance, p 135 CeD Yunwi Tsundsi, p 124 PG X
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>erTing the deene

While every chineniche hosadifferent feel o, the fellow
ing recommendabiors ane o few Books and filmos chat can b
wiefu | "homesork” foe any Changeling Svosyteller

Filme
Labsrinth

Cloblin King o find her baby broches, whio was stolen by this

keong [plaved by David Bowie), The classic elementeof Change-

. :
A peepape mirl mast treveste the maze of the

limg ns bea dully envisioned by Briso Frood and the late Jim
Henson

The Never Ending Sty — A voune bov discovers a book
deweribing the dving of o myatic world and e advenoanes of i
oy g savioT, which are wnusually parallel we e boy's onn Hile

Willaw

Chood v Eval in a Celric mvth-hased wosld.

A classic quest-aeony of sofcery, aareed an

>
&é‘g
&
:

I,‘I.-..L e e e priiich n b Fae s it #s abonst grios v Mg
ared |_'||',.||:.|.|.E|||'-|;;qr|:|l.|-.-:|. ':..:.1:.'[.Ii'-1 Lok smils cat of 13 i |
for povenge on a Bunality-sidden Peier Pan, aed growneap Peter
hias to rediscoeer bas imaginaton |'.|-'l_-.'i hamse Y po sive liks
T ||| )

The Drark Crystal

Hengon and Feian Froud, resultise o mingnibleen: visuals ol

Tl fiest collaberarion berween Jim
k an armosphere complerehy alien 1o Eanth's

S 13

[}
i
B ,* 5
o

: i
{“'-{'I'-"'l:']il'-l'. Sromorelless Tuide

Legend — Tom Crawe's sceing aslde, this Ridley Scon
film effers a world that moght Ie aue own, in o which magic 1
vandshing through el inrent or human careleseness and the
fonces of good st rally bosave i Asd that & Tim Currundes
e glant borms,

Seceet of Roan Ieigh — An Ametican Gl e in lieland
;||-||-:.'._||:|q_-a,_'r_.-.-di'.' [ ol Saeles. bosed capeaple whoscill belicve
i thie Cee anad the okl wav of lrelond, Sellomed, sake el

The Fisher King — A modern-day vale shous che search
for bove, sanity, and the Haly Gradl, IT ks pnexeellent film har
explores the dacker possibilivies for Changeling.

Sovels and Comics
Fall, Ersema War for the Daks

Woioeld-of-Diarknes: streets with fen by e lements that mase fod

A s wod the ity
a st velous resd,

Carroll, Lewis — Alice in Wonderland and Threowgh the
]_1_'q_'||-|_'i||r': Cilass, L lmastos, IF visi ..|I||I| t rend them denne S
childbeed, s never oo late todo so

Cooper, Susan — The Dark is Rising serics. The cloaic
Celeic mvch-based series. T o another childhood fvorite that
|_|.,'-.-\.'I".-.-'\. [ {4 |l| I.".'I.Il'\-n.l:l.".'ll.'-\.l

Frowd, Brian and Allan Lee -

faetie porromins snd ol fol kb, dbeovm o a feeld ealde. A mas

Faeries. A wource of bBoaly

28 132
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Gaiman, Neil — Sandman and The Books of Magic.
Fantasy, boch dark and light, at irs best, interwioven into the
myvthos of the world. Several issues of boch lines feature the
workd of the fas., '

Lackey, Mercedes — Knights of Ghosts and Shadows
and Summoned to Tourney. Two wild, fun tales of medieval
recreation, pagan rock bands, and Bav-Area fae. Not classics,
Bur sgill fun.

Levis, T8 == Marnia Chronicles. Read chis sooff. If you
have to mk why, you probably haven't.

di Lint, Charles — Jack the Glant-Killer, The Unseelie
are rampaging in Canada, the power of the Seeliz is waning,
and o young woman named [ackie mast step inno the role of the
foretold hero. A rollicking recelling of the old folk cale for the
Adule Fadry Tale Series, edited by Terri Windhing and Eileen
Darlow,

de Lint, Charles — Greenmantle. A powerful tale of
ancient msteries in the modern Canadian woods.

Lovecraft, H.P. — The Dreamguest of Unknown
Eadath. Lovecraft wasn't all doom and gloom. This series of
stories takes vou through realma liverally creared from the suff
of dreams, from the mwsic cats of Ulthar oo the sorange nigha-
ereatures chat haunt the chams.

(Dsic

Many of these albums can be found in any music store,
plthough thelr unusual sovles sometiones make chem bard to
classify. Some may be found in the Popock section, some
under New Age. ;

* Lorcens McKennitt = Celric<Gioch mixed with ber
sweet voloe and beauriful harp. Herrendinons of lirerary pieces
like Yents' “The Stolen Child” and Tennyson’s "The Lady of
Shalloere” have made her cepuration.

* Enya — An obviows choice, with her lush vecals and o
marvelouws mnge of evocarive music that hes graced soundorsciks
and four of ber osn albums,

& Silly Wizard — A oaditional Celric folk band, best
known for the song "Ouween of Angell.”

* Bodled in Lead — A lunatic mainstay of the folkrock
movernent with the music to back their repuration, including
The Gypey collaborarion with fanuaty auther Steven Brus.

* Dead Can Dance — Their range spans oaditional foli,
ethnic, historc and everything in-between. A soundieack for
any World-of-Darkness scory.

* Wolktone — A pood mix of traditicnsl and haed rock.

# Ogsrerband — One of the leading bands in the English
folkipunk sovement with strong mystical underpinnings to
chlr musie. Mot for the easily offended or politically conserva-
Ene,

# Levellers — An energetic new band picking vp where
the classics left off, then golng beyond, Whae Oyacerband
might sound hike i they were sober,

* The Pogues — The quintessentinl Celeic-punk band.
Hard on che ears, bur logs of fun.

* Ceolbeg — More oraditional rock stuff, comprised of
some of the movers and shakers of the Celric folk scene.

* Cletober Project — Thoughtful lveies, powerful vocals,
and a wide range of style.

* Kate Bush — With dreamlike movements, ethereal
vocals and mrreal srangements. Never Fov Ever s especially
approge lane.

* Seecleye Span — With their emphasis on modem
artangements of radicional songs, this innovarive band led dhe
pack in the folkiock movement,

* Fainport Conventlon — Like Steeleye Span, Fairpor
combined aditional songs, such o "Maddy Oroves" and " Tam
Lin," with imaginative, conemparary music. Sandy Denng's
volce alone b worth the price of their clasic Liege and Leaf’

» Tannahill Weavers — One of the longest monnimg
ernclithonnl Seomish folk bandi. They alio go through pipers
hke Spinal Tap wene through drummers,

* Caperzaille — They did che soundorack wo Rob Bow,

* Movie sounclermcks are appropriace, even if they didn't
comie from a fancasy Ul They'se meane w eneate an stmesphere
withoue being intnusive, and do icwell. Go through yourcollection
and listen, and you may come up with some surprising fimds.
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