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I AM NOT MORE CER-
TAIN THAN I BREATHE,
THAN THAT THE ASSUR-
ANCE OF THE WRONG OR
ERROR OF ANY ACTION
IS OFTEN THE ONE UN-
CONQUERABLE FORCE
WHICH IMTELS US, AND
ALONE IMTELS US TO
ITS TROSECUTION,
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NOR WILL THIS OVERWHELMING
TENDENCY TO DO WRONG FOR THE
WRONG'S SAKE, ADMIT OF ANALYSIS,
OR RESOLUTION INTO ULTERIOR ELE-

MENTS. IT IS A RADICAL, A PRIMITIVE
IMPULSE — ELEMENTARY,

— EDGAR ALLAN TOE,
“THE IMP OF THE PERVERSE”
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Whispers

have to give credit where it's due; he does
his best to ignore me. When he first de-
cided to wander the Shadowlands in
search of his beloved Melissa, | was less

' subtle than T am now. | suggested that the

| easiest way to find Melissa might simply
be to throw himself into the Tempest.

[ was voung and naive. I hadn’t been allowed the free-
dom to speak with him before. He disregarded me at first,
then demanded thar 1 leave him alone; then he got abusive.
To be honest, 1 did not appreciate his attitude in the least.

He still doesn’t understand that I have no choice in this
matter, no more than he does. We are, after all, only one be-
ing. Two sides of the obolus, as it were.

[ used to shout, but now I've learned to whisper. Now he
listens without understanding that he is following my sugges-
tions. I've even discovered when to stay quiet. When he found
his beloved Melissa ar last, 1 kept my rongue. [ didn’t point out
what he already knew: If she'd loved him as deeply as he remem-
hered, she never would have killed him in the first place.

Ory:

They'd made sweet, passionate love. He was feeling good
about himself and about his life. He was feeling warm and
comfortable in the afterglow. On impulse, he asked her to
marry him.

He'd expected warmth and happiness as a response. In-
stead he got confused silence. You'd think the fool would have
caught on then, wouldn't you?

| wasn't completely aware then, but 1 gave what warn-
ings 1 could. I sent burterflies to whir madly in his stomach
and increased his pulse rate until it was a thunder in his cars.

“Terry,” his sweet Melissa said in a quaking voice, “l can't
marry you. [ don’t love you.”

Too late. Far, far too late to heed my warnings. Even when
he was alive, | tried to prorect him from the things that would
hurt him the most. Even then he ignored me.

He calls me a monster, but | wasn't the one who flew
into a rage. | wasn't the one who accused Melissa of loving
another.

I wasn't the one who beat the truth out of her, though he
prefers to hlame me.
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It wasn't me she was aiming for when she climbed

from the floor and found the scissors in her second-from
the-top dresser-drawer. It wasn't my heart she wanted
to destroy when the cold, steel blades ripped through
his chest, Scill, 1 should thank dear, sweer Melissa
2 for freeing me.

; [t was not that lone after thatr we watched to-
vether as she drove like a demon through the nighe.
Pursued by guilt, perhaps — we shall never know.
We sat beside her while he spoke to her

: of his love and how he foreave her
; ﬁm\ for her transgressions. He longed 1o
& ‘%\u“u” touch her again, to hold her in his
% W A el

R arms. Did 1 stop him? No. | made
the task easier. | reached our with
his hand and [ concentrated. It was
my strength that vanked the steering
wheel hard to the lefr and drove the
car into the oncoming rractor-trailer,
even as she tried in vain to counter
me. [ did that for him, so that his pain
\‘\Hll]\l a0 away. | even made sure that
he could not find her when she fell
into the Shadowlands. She should
have been easy to spor, bur | worked
my subtle miracles and he over-
; |\‘\‘|\k'L] |‘n.'|‘ (tllll|‘1t‘|\‘|\'.
L He always has been easy to fool.
; Then he wasted time secking her
¥  out in the Shadowlands, looking for
Melissa in every place that might be im-
portant to her. The bastard luck of it was that
he found her eventually. Before 1 knew what
was happening, they were reunited,
Was he satisfied? Of course not. In his ig-
norance and blind devotion to sweer Melissa,
he forgot that she did not love him. She hadn't
forgiven him, either. He forgave her for his
murder, but she could not forgive the repri-
mand he'd given her. That's gratitude for vou.
For months [ endured his constant whin-
ing. | put up with his endless chasing after
Melissa and his ever-present requests for my
aid in getting her. 1 helped him, of course. I'd
do anything to case his grief. Still, he could
not understand that she was bad for him, and
so | was obligated again ro take matters into
my own hands.
Ladmit it. Why would [ deny it? | just waited until
he Slumbered, then used the body we share to track down
her Ferrers and destroy them. It was not easy, but nothing
worthwhile ever is. I'm even the one who helped her
Shadow walk her to the edge of a Nihil and plummet into
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the great beyond. Sweer Melissa even thanked me.
Well, at least some part of her did. I'm the one
\\'lll\ |l|]‘|\t'(i i L]k'lll ¢ar to hk'r SCTCAams as "hL'
was drawn down the end of her miserable
existence,

When he awoke to find her gone, he
hlamed himself for her disappearance.
Fool. He hadn’t the strength to do whar 1
did. Still, who am [ to claim all the glory
when he wants it for himself?

| listened o his endless prateling tor
a while, and then 1 spoke again. |
pointed out that she had not wanted
to be with him, and that the ungrate- :
tul bitch was unworthy of his affections % %
and deserved whatever she got. She had
left him, afrer all.

And his thanks for all I did for him?
He cursed me. He dammned me to a thou-
sand years of suffering and wept his an-
ger out into the dark winds of the
Shadowlands. There are times when |
don't know why | bother.

The things | do for him are endless.
When he recovered from her loss and decided
to join with the Hierarchy, it was [ who
averted that mistake. [ was the one who
showed him the chains of servitude locked
around the necks of so many. [ pointed out
the errors of the Deathlords’ ways and spoke
with his voice to make sure the butfoons in Stygia
heard my complaints. And when the barghests
came for him, he turned to me for aid in escaping.
My sacrifices for him know no hounds.

When he once again climbed to the Skinlands,
secking the comfort of his mother’s arms, | warned him
that it was a mistake. She did not wish to know that her poor,
missing son was not only dead but still suffering. Did he lis-
ten! Of course not. He approached her anyway. When he
could not make her see him, | once again granted him help.
I let her see her |1I'L‘\.'inll‘ sOn.

I did warn him. I told the fool that she would nor want
to see him as he is. Still, he did not listen and [ refuse to
take the blame he assigns me. It is not my fault that
he still bears the his scars of his fatal wound for any-
one to see. That was entirely his choice, not mine. 1
anyone deserves the blame, he does, or perhaps his
mother. Hers was the heart that could nor take the
sight of him. Hers was the foot that missed the first
descending step. Perhaps he should blame graviry for ™
doing what it has always done to foolish people. Or
maybe he should blame the floor below for stopping her
fall. Not I. I am as innocent as a lamb.




Nor will I accepr the blame for the slavers who claimed
her as she fell into the Shadowlands. All T did was remove her
Caul so that she might see the world around her. He weeps
still for the panicked, shrill sereams his heloved mother ut-
tered as the Reapers harvested her. He seems to forget that
she did not want him dating his sweet Melissa. Forgotten,
too, are the beatings he received for taking cookies and for
vetting bad grades. 1 do not forget these things. 1 cannot. He
sobbed pachetically at the loss of his beloved morher. | laughed.
The old whore got what she deserved.

Again he spent his time moping about, constantly ask-
ing why he was made to suffer so. As always, I did my best to
comtfort him and he in his turn condemned me. To this day,
he has nor come ro understand thar he is already in Hell, or
that his constant need ro defy his rightful place is whar keeps
the both of us suffering.

So I whispered. [ whispered thar the root of all his prob-
lems was likely resting with his body. I rold him that only
when he walked the Earth again could he hope to find peace.
[ told him exactly whar he wanted ro hear. Oh, it took a great
deal of time. 1 had to be subtle, for I have seen what acrually
trying to discuss things rationally with him does. He is not a
rational being.

I had to make him think it was his idea.

Oh, how | held back the eagerness in my voice, feigning
1Ynorance \\'hL'I] IIL‘ :Iﬁ]-;L‘Ll if- it were Pl\r-.\il‘lt' o return to rlm
land of the flesh. I let him know how shocked 1 was by the
concept. | let him “persuade™ me that this was the thing to
do. I made him grovel. I made him suffer for every time he
llihi ]lln]k'll .l\\‘i‘\ I.]'i‘”'l me \\'l'lk'l'l Ll” l '\\'il]'l{&'kl to \ll‘ Wils |\L'|i\
In the end, I agreed.

He was so happy, just as | knew he would be.

I \lllwl‘ﬂ\k' ]'IL‘ wias I‘\‘”“lli”l,‘. 5\\'('L'l i\"Cli."\\‘zl Ili‘\.] not I‘ll!‘i(.‘\i
him in a cemetery; she'd rolled his bloating corpse into the
waters of the abandoned granite quarry outside the city lim-
its. Aside from the weighred wires that cut into his body, his
return to the Skinlands was almost without complication. He
had his body and for the first time [ had one of my own. As
tor me, | had the scissors that she'd used to kill him.

He longed to return to his home, and | did not stop him.
He did not think thar almost two years had passed since his
death. It never occurred to him that other people might live
in the place he had called home. Who was [ to sharter his
illusions?

He went a little crazy when he saw the old homestead.
He expected the world to look the same when he rose from
the grave as it had when he was alive. Of course, this naiveré
was disappointed. Instead of the beautiful things he remem-
hered, he got the ugly truth.

I made cerrain the that neighborhood appeared to have
qucnumlud L]lliTL‘ a |\1['. at IL‘;I‘-T mn ]‘lih eyes. Tl'll[h l\‘ hll\{, it
hadn’t altered much, but now he saw the decay and the filth

VT s
with new eyes. My eyes. | whispered about the drug dealers in
the house he had once called home, and he agreed thar they
were...not exactly his sort of people. There was blood and
violence. His howls of rigchteous anger swelled the night along
with their shricks of pain and fear. Really, [ never imagined
[L‘C'I\ (I)lll\l \]U S0 Il'lllt'l] Llilll]il}_:l.'.

So he found a new goal, a new reason ro continue exist-
ing. Damn him; he was persistent in his need to make me
suffer along with him. He decided thar he would preserve
everything he remembered from his time among the living.
He would make his old neighborhood safe from the predatory
sCum \\‘IIU \lilhl.'l'k'\! inro |I\k\ Area, ilnkl ITL\ \\'l‘llhl prescerve lI'IL'
graves of his mother and sweer Melissa, protecting them from
the vandals who regularly stalked the Oakwood Cemetery.

And when he rested, | whispered. Ir wasn't very difficult.
He was already so frustrated, so much in need of a way to see
that he was making a difference. He desperately needed a
method of proving that he was important to the world, de-
spite his death. *Why stop at one subdivision?” I asked. “Why
not rid the entire ¢ity of those who would make athers suffer
for their own pleasure!”

It was casy. He took my suggestions and ran. Less than a
week after | began to whisper to him, he was off on a holy
crusade. The news displayed picrures of corruption and vio-
lence to him constantly, and he found his cause there. His
sole driving goal was to see the criminals fall before him. Bload,
violence and pain became the only rhings thar matrered.
Muggers, rapists, murderers — all went down with our hands
on their throats.

So | whispered some more. What of the whores and the
scam antists?, | asked him. Surely they were criminals, too. Pick-
pockets, shoplifters, even beggars — they all became a part of
his agenda of retribution.

I did not stop there. Why should I have? I continued my
suggestions, and he continued to listen. | was more careful
and subtle than 1 had ever been hefore. My task was monu-
mental, and his resistance was the strongest I'd ever seen it.

| asked him questions he never considered before | found
my voice. What was the root of his suffering? Did he not lead a
aood life? Had he been prepared for the insanity that he faced after
death? Perhaps if his mind had not been filled with lies of a
false afterlife, he would never have endured the agonies he
now knew as commonplace. Perhaps the problem was much
worse than he ever realized. Every week, even the most inno-
cent fell vietim to the twisted, sadistic lies told by teachers in
every Sunday school. By offering false hape, they, too, com-
mitted crimes. It took longer ro make him see things my way,
but it worked.

He spent one full day ona violent rampage like few ever seen.
With hands, teeth and whatever weapons he could find, he com-
mitted murder after murder, atrocity after atrocity. For one sweet
spin of the clock’s hands, he reaped the souls of the living and
sowed the seeds of his own destruction.
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When the rage finally left him, he was rorn and batrered.
He'd destroyed everything in his path and survived to remem-
ber the carnage he had left behind. In ruins of the “crack
he once again called his home, he stared ar the relevi-

The

national news gave the story a five-minute I\]\lll..llltl Llllllnl'

o
house

sion and heard the rales of mass murder and violence.

that time, he patted himself on the back, pleased with what
||L' l]}l\l ilLk‘l‘lHI‘}i."\l\&'Ll. Tllk‘” ”'IL' newscaster I'IIU\'L\J on Lo Ulhk‘l'
abominations.

Exhausted and badly wounded, he listened with growing
horror. Slowly he realized thar his actions made not the least
bit of difference to the world at large. The crime rate had not
changed, and drugs still were hought and sold. People still
suftered, and graves were still vandalized. Ourtside in the street,
he could hear gunfire. Nothing had changed, despite all that

I'd goaded him to do.

He wept av the futility, and in that sweer moment, he was
mine. With just the slightest push, I made him surrender his earthly
form for the second time. Reunited again, we moved into the
Shadowlands and mer the deluge of Enfants he had delivered into
the death realm. We saw the Hierarchy in all its glory, soldiers Reap-
ing those poor souls who never had a chance against his anger.

Numbed and shocked beyond his ability to cope, he was
easily guided ro the edge of a Nihil. Together we stared into
the darkness of Ohlivion.

We stand but one step away from the peace | have de-
sired for so long, Below, my brothers awair to take us ro the
mouth of the Void.

He no longer has the will to fight.

My foot moves.

He screams.

[t I had the capacity, | would weep with joy.

Ghost Story: Whispers §
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Chapter One
Shadows -
The Big Picture

elcome to the Shadow Players Guide.
Shadows are an integral part of Wraith,
and good Shadowplay is a sine gua non for
any vood Wraith chronicle. However,

that's about as far as current agreement on

Shadows goes. What exactly Shadows are,
what they're after and what tactics they
l}]\.'NL' are :I” fopics l‘f. ntense \|\’i‘.lh‘. [s l|1c

\hl hll]\| Use -

Shadow pure evil, or is it a laughing Buddha reacher figure!? Is
(f‘ltll:!l\h a NEeCessdary |‘~\L|1n|uult';l| lnn| Or IllL'l'k'l\ dln CXCUse
for playtime? How can a troupe balance Shadowguiding and
gameplay without giving either Psyche or Shadow short shrift?

These questions, and others like them, are the raison d'ewre
for this book. While innumerable roleplaying campaigns have
revolved around laying waste to the rest of your party of ad-
venturers (triple damage on a backstab, was it?), playing a
sanctioned role dedicated to another character’s destruction
is something a livtle different. No longer is annihilating an-

other character a jokey part of gameplay; in Wraith this con-
tlict becomes deadly serious. It is an integral pare of Wraith,
and yet it is one that many players have great difficulry un-
derstanding.

Of course, everyone can understand a basic character,
more or less. The key to understanding this conflict berween
Psyche and Shadow, then, lies in understanding the Shadow,
This means coming to grips with what it wants, what it needs
and where it wants to go. Onee the Shadow becomes a real
personality, then suddenly it becomes a character who can be
played — and played well.

That's where this book comes in. v attacks the problem
of what the Shadow is and how to play a Shadow properly
from sceveral angles. There are cultural, strategic and philo-
sophical approaches to these ticklish questions contained in
the pages ahead. Nor all of the answers are here, bur ar least

the following chapters have asked the right questions.




How to Use This Boak

The Shadow Players Guide-is-a sort of tour guidete
the darker side of wraithly existencel In here you'll find:

— An introduction to what exactly a Shadow is, more
or lesst (We're still working on it oursélves, to be honest.)

— New Archetypes, Thorns, Merits and Flaws for

Shitows; fiot tednention some dirty.tricks and information
on what-a Shadow actaally dogs@urine a Hamowing.

+— Infermation ori'the Shadows of wraiths from Dark
Kingdoms besides Stygia.

— Help with playing Spectres in Wraith games, tid-

bits on the Shadews'of Risen, an introduction to
Doemslayéts.and 'mdte peripheral information.

— Far all of yoti goody-two-shoes types out there,
expanded information on Eidolon and Castigation.

—2And afew s onassorted Shadowy topics:

This book isn’t’a be-all and end-all: Instead, ‘think
of ivas a buffet of Shadowy delights."Pickand éhoose at
your leisure (but galight on the Eidalon. Too manysiveets
can be bad for you)i

=4 magine death. 'm not talking about the
afterlife here, but rather the act of dying
ilw“. NU marttrer l]n\\' accepring ot \IL‘;I]II
pop culture makes a given society out to
be, dying is still an event loathed and

feared in some way by damned near every

human being on this planet. While there
dAre many "\ll‘l’i\'.\ '\\'ﬁ‘”L‘T] .'I”Ll |l‘l\| lll\’lll I'I\‘\\' ]‘k'(‘I"lL' |1i'|\'L‘ Ie-
turned from the precipice that is dying, few of these tales de-
scribe what having your life slip away actually feels like. More
ill\l‘\\er\“l'l'}‘ none \1|- ||1k‘\L' |3\'J||"\IL'1|I|] ||1Ul'|l’|i?‘_'||l,“~ \l\_"\L'l'il‘L‘
the formation of the Shadow.

It is known that every wraith has a Shadow. It is known
that there must be a Shadow in order for the wraith to exist at
all. It is also known that without erernal vigilance on the
Psyche’s part, a Shadow will slowly corrupt and destroy the
wraith'’s Passions and Ferters until the wraith succumbs to
Oblivion. Complicating matters, it is taken as gospel that
while it may be possible to weaken the power of the Shadow,
to destroy it is suicidal. After all, the Shadow is as much a
part of the wraith as the Psyche is; to destroy that aspect of a
wraith'’s personality would be to lobotomize the wraith's soul.

Bur these are all facts about Shadows. Thus far, no one
has asked: What is a Shadow?

There is an undeniable duality in a wraith. One side is
represented by the Psyche, the other by her Shadow. These
two aspeets of a single wraith are always in conflict from the
moment of their transition across the Shroud. It is an eternal
'\Tl'llug_'lL' that these two I‘t'l'.\ni\‘llllil‘.‘» engage 1n; and more im-
portantly, the struggle is a personal one. Bur what do these
strugeling aspects of a single soul stand for? How can one play
a Shadow without knowing what a Shadow is?

One cannot deny that the Psyche rules a wraith's actions —
it nothing else, it stated clearly in the rules. Yet one of the core
rhemes of the World of Darkness games is a striving ro challenge
one’s perceptions of good and evil. Theretore, a Shadow cannot
just be the evil side of a wraith. Thats too casy.

Everyone knows that wraiths can be just as corrupt and as
evilas living humans in the Skinlands. Why should death change
that? There's no moral component to dying. More importantly,
how can an aspect of a wraith’s personality be so neatly catego-
rized as her “evil side” when she might already be evil by sociery’s
standards? How can one represent the repressed emotions of a
sociopath as better or worse than her conscious desires? Not all
who hecome wraiths are angels. In other words, the genesis of
the Shadow is far too complex o moral conundrum to reduce toa
case of “good wraith, bad wraith.”

Soif a Shadow isn't a wraith's “evil” side, what is it? Sim-
ply put, a Shadow is the part of the wraith that wants the
wraith to fail, the part that wants the wraith to be damned.
This, and this alone, is whar every Shadow has in common
with every other Shadow. The Psyche may struggle for selt-
actualization, Transcendence or personal power, bur every
Shadow has the same end in mind for its other half.

The Shadow embraces the darker emotions of the wraith,
feeding upon and strengthening them. It revels in ideas that
represent excess and personal weaknesses, exploiting any that
the wraith may have. While this sort of exploration of excess
can be subjective, depending on the wraith's personality, back-
around and beliefs, everyone has chinks in their armor (and
Shadows are very good at finding them), Common vices are a
_‘_'nnui start I'nr a 5}1.n|m\‘, as are ‘«\!\i\'l‘ll \L|h|k'\ I||;|I may not
hold up under the harsh light of the Underworld. Greed, ad-
diction, arrogance and prejudice are all good places to begin

an assault on the Psyche, but they only serve as starting points.

Developing the Shadow

A good way of defining a Shadow archetype for a par-
ticular character is through an exercise adapted from those
self-improvement tapes advertised via direct-mail campaigns
and infomercials. Complere this sentence: “This character
would have been both satisfied and successful in life (and

death) if only he hadn’t been so St
The word thar you fill into that blank should give you a
general idea of the tenor of the underlying emotional dark-

ness and telling flaw of the characrer. You should choose a




weakness the Psycheguide understands and recognizes as an
essential part of his character’s persona, and work from there
to bring depth o the Shadow, Key incidents in the character’s
life should be gone over, with the player and the Shadowguide
explaining to cach other their ditferent perceptions of the
formative events.

One of the most important roles of the Shadowguide in-
volves blurring the delineation between the Shadow and the
Psyche. A Shadow’s job is to reinforce the perception that ir is

s »* &

not a separate entity, that all of its foulness comes from within
the wraith. It should appear to be part of the whole thar is the
wraith, not an external opponent who is easy to objectity and
\.'UI]\I‘:II. .\\]l‘i every action or sugueestion |l|l‘ Hll.hl\‘\\ |i|1|l\k" ”l'\‘\]‘\
to be directly corrupting, only self-serving.

Why! Because as a Shadowguide you are in essence rep-
resenting a different agenda of the same entity as the p|<|\ (S,
While these two agendas will and must contlict on occasion,
they don’t have to butt heads all the time. Both Shadow and

For Example..

Sister-Mary, Margaret’s player and-her Shadowguide 'dis?
cussher Shadow: They discuss Mary Margarer's backeround and
agree that the bést aspect of her persenaliy to work upon is the
fact thar, while she has complete faith in God, she has-always
had absolurely, no'faith in humankind: Bcaring/betrayal, she
finds it diffieult to-talk to, trust or askifor assistange from oghefs:

With thisestablished, the playerand Shadowguide conginue
brainstormiig to figute out what made Sister Mary develop that

’ ayer explaing that the reason shettumed to God

one of her priests in Catholic ' School, a'certain

y. FatherKiley was kind to Mary, whio had been some-

thingaf a social recluse. He recruited her into the chair, where

she leamngdrchlove being in the relative stillness anid serenity of
the chutch, \her\voice joining others’ in worship and praise.

S anadaw

———y,

Hearing this,"Mary's,Shadowguide,géts.an idea’ He
suggeststhe Shadow Aschetype: Paranoid coreflect Mary's
distrust of others. He alsoidecidesithar while)Mary has al-
ways had genuinely fond memories of Father Kiley, Mary’s
Shadew might havé somé‘doubtias tonFather Kiley'sutrue
mdtives. Playing up:theicharacter's;tears, he twists‘the af-
fection and Kindméss that*Father ‘Kiley showed Marny=inw
somethiftg unpleasant and depravedd The Shadowatide cany
fiow use thesedltered memaries 1o color future interactions
invelving trust of other people: When Mary's Psyche, in ati
attempt to dvércame her fear of trustinig others, tries to re-
ter,to Father Kileéy.as an example of a fritstworthy persony
the Shadow.can pervert this thought, as wéll as.dieémemoty
from which Mary draws strength.
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Psvche can work toward a given goal; the Shadow is just likely
to be a hit more open about the selfish nature of the benefits
to be gained. Also, by confusing issues and every so often
working toward the Psyche's best interests, the Shadow posi-
tions itself as reasonable, helpful and useful. Once this is done,
the wraith will not blindly disregard the Shadow's urgings and
stgaestions \l””\' S0 |'l’E|L‘\|\ L‘l\ — after .Il[, LI"| rime <||'l‘L|I]L|
he turned out to have some great ideas.

A Shadow must compliment its Psyche. It a character is
cold and calculating, as a Shadowguide you must have ele-
ments of that personality even if you decide that the Shadow
is more primal in nature, The Shadow shouldn’t necessarily
|‘\' |||”\,‘(‘.“_'|H'.|%]\ \El“\]'\,'lﬂ |||.Hl ”'I\,' l“-\tl}t" |"H| ” ‘-ll(‘lllxl
represent another path that the core personality could and

still might take.

Shadow Themes

[he role the Shadow plays in illuminating the ramitica-

tions of “the path not taken™ answers many questions about

why the Shadow seeks Oblivion. Atter all, every thing the
Shadow does demonstrates a choice the Psyche might easily
have made and an action the Psyche mighr very well have
taken. Every driving motive the Shadow has could well have
fucled the Psyche at some point. With that in mind, here are

some of the basic themes of Shadow existence:

e Self-Hatred

in your life; you've commirtted horrible deeds that you should pay

You know you have done many things wrong

for. While your Psyche has cither forgotten or torgiven herself for
all these misdeeds, vou have not. You feel the need to destroy
\I'lH\\'“ (8] [H-‘l\\' [-‘Ul}'\']--”l‘H\‘“]L‘HI l“]‘JH \l”l'\ \.‘\.I"" ¢ WIrong \-l Il
will not allow any sort of rationalization or weaseling to deter you
lrom ].\l\“ll__‘ for your crimes |Il\' \lk'l‘l\ |l|'\[ LII?L‘\\" 1T Worse,
® Indulgence — All your lite you were told not to do this
ind not to do that. All your lite you did what everyone considered
to be the right and proper things. Youalways chose right over wrong,
in hopes of achieving salvation or at least a favorable karmic bal-
ance when you died. Thar was what made the denial of pleasure
\\UH‘]\\‘]I!\': Iln‘ notion of Tll\' l'\‘\\;LtJ at III\‘ \‘I!\l ot '\h\' IU.IJ

So you denied yourself many thrills and pleasures, and
all for what? An afrerlife? This afterlife! Isn’t it rime to live a
little, ro say to hell with right and wrong? There is no tinal

salvation, there are no just desserts, and it's time for you to

aer what'’s coming to you. Take your pleasures and live.
® Denial — You are not dead. You have not died. You
\.'N_’Hk'l\ |'k'[|!\'|“;‘l'|' 1HMAYCS ol \\‘|||'\k']t -I\l[]‘_', |‘|\| 11 \\‘l\|l‘| VOuls

it couldn’t he. Perhaps you are unconscious, perhaps you are

dreaming, bur you are certainly not dead. After all, you're

still around to be having this conversation with yourself.
The weirdest parr of this dream is that rthere seem to be

two parts of you. One pare apparently moves you from place

o |‘|\I\_'\_', s o |II'1‘.IH'I \\HHW\I. .I[hl III:IE Ly LII\L'\ llWI\ stuft way
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too seriously. Come on, a society of the dead? Charon? Le-
gionnaires? The wonders that a subconscious can come up
with. It is a bit interesting, but hardly reality. You can't help
bur treat this like a game, and games don’t have consequences,
do they!?

. FL“:I.[‘ = \\“ VOour |i|L' \‘-‘ll‘\ < |‘k‘t"i] Llll'_'l\l roy ||L1i'|| \l\';ITll
and to fear death. You've been raught how lite is the most
precious thing in creation and now you've just lost yours. And
vou are afraid. Very afraid. You are afraid thar this is all there
is. You're afraid thar this isn't all there is, and that you might
have to die again. You're afraid to torm bonds here, because
you might lose them, and you're afraid to let go. You're afraid
to commit. You're afraid to run, to fight, to die, to Transcend,

]‘k‘tlkl\*\‘ any action can l\' ||]L' Wrong one.

Shadowguide Strategies:

Now rthar you have fleshed out the Shadow you'll be guid-
ing, and know both who the Shadow is and what it wants, it
is time to think about session-to-session play. While the
Shadow’s primary goal is gaining Angst (with causing Catharsis
and crafting Harrowings neck-and-neck for second- and third-
most-important goals), the relentless quest for Angst shouldn't
be the sum and roral of the Shadow’s in-game presence. There
are plans to sabotage, allies to alienate, snide comments to
make and hearts to break. If you can pick up Angst by doing
these things, it's a bonus.

The role of the Shadoweuide is a difficult one. Remem-
ber that the Shadowguide has a greater responsibility to the
flow and balance of the game than the Psycheguide does. Af-
ter all, the Psyche is the star of the story. The Shadow is merely
the villain, and therefore, part of the supporting cast.

In this matter you should be assisting both the Chronicle
and the Storyteller. This may mean opring for silence when
speaking or acting would otherwise interfere with the direc-
rion \||1L] ]"J|LL’ of 'ih\' \lkl\ enture. IT Mmaeans |'L""i\|'i”! lllL‘ urge ro
rry for Catharsis at a moment of crucial emorional delicacy,
simply because doing so wrecks a month’s worth of caretul
buildup. It means knowing when to pull back for the sake of
the story and the other I";l\rl'\.

And here we hit a contradiction. Whereas the
Shadowgeuide must be aware of the story at large, the Shadow
is basically selfish and self-serving. Its entire existence is that
of a prisoner in a being under the control and whim of the
Psyche. While a Shadow's existence is a harsh one (watching
the Psyche do everything wrong), its secondary position al-
lows the Shadow to plan, plot and prepare numerous surprises
tor the Psyche to encounter.

-]_]‘I!“ i" \\tl\'l\' |||\.' |.|1|| SCArts l“”] l“(‘ LA;]IAL'i\ll not to ]1;]\ {4
too much fun. After all, the game has to come first. Good old

sadistic, self-serving fun is merely a close second.

Discourage Success:

One of the primary. goals of a Shadow is to discourage
the success of the Psyche, primarily because success builds up
the ego and isn't conducive to either angst or Angst. [t is a
:\'m| I\lL'iI ro ;1”'_-\\' ll]\‘ l‘*\'t.'lh' [|1L'\‘\.kzl‘~lk'll<il |‘i| of success to
create a false sense of security that you can take away at any
moment, but not such a good idea when the successes vive
the Psyche a solid foundation to build upon for future con-
quests.

Success is I\‘]:II Ive. \\-.}lllt‘ 1L 15 Not .II\\'LI\‘\ [\t':.\\'i.l‘lL‘ LQ COr-
rupt the Psyche per se, it is possible to corrupt its actions or
even the perception of its actions until the Psyche’s success

I\'L Omes your own.

For Example:.

Orel Raoney aPuppeteer, takes contratof amortal and
uses thits pawn s-abilitieSearsaveshis (still-living) witefrom a
gang of muggers whio have been failing her. Erustrated by the
Psyehe’s success; @rel’'s"Shadow uses the Thorn: Freudian
Slip toamake the “heroic” mortal ask-Orel’s wife to dinner.
This is done just before Orel leaves the body to head back
across.the Shiaud, so it's too late for him to ma
moveandnullify this gentéel offer from the charming res-
cuer. As-Orel warches impotently, his wife accepts the invi-
tation and a relationship is bérm’that may end up ¢
him in his widow’s affections
While Orel did succeédn-frecing his wife from the
miuggers, Orel's:Shadow quickly subverted that-tsiumph.
(rel’siShadow hassgiven him a series of unpalatable
- choigces: Destroythebudding relati

a counter-

ship angl inflict ps

on his'widow; letthe relationship-develop-but contimie
to-SKinride e mortal, making the ¥or
Sort oftiesOr sit
somegneelse-Neo matter whae'parh he'cl

ance the worse
alls inJove with
5, all the

whileOrelwilthe seethingwiththe sort of negative emo-

d watch as hiswidow

tions his Shadow knewsexactly-how to use.

Exploit Weaknesses

A Shadow knows some, if not all, of a wraith’s most inti-
mate secrets, More importantly, it knows exactly how the
wraith works mentally. It knows best how ro adapt its actions
to greatest effect, as a Shadow is a tormentor with but one
vietim — itself. If the Psyche has flaws, exploit them. If he
has poor skills in a particular area, make it so that his exist-
ence depends on those skills, and then harp on his fepeated
failures. It he has prejudices, get into situations where those
prejudices come up. Don't be afraid to complain to the Story-
teller if your wraith conveniently forgets his flaws (and Flaws).
No doubt your own Shadowguide will do the same for you.
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; But don’t make the mistake of limiring
yourselt to the figures or statistics written on

the character sheet. Fieure our how the wraith
thinks and acts. Try to understand the pattern of

JH'- lil-‘ll‘_‘]H~ ‘lll\l 1Crons ‘IIW\‘ 1|!\'Il \l]*-['ll]‘l ||I\'HI.

for

Tavaisisa Masqiier-in-maining who'smor
fibly good at Moliate yet!/She'sveny self-con‘{h
ious about thisyand-hates-being-asked touse her
" Arcanas in'gublic. This reluctanceé, bfcourse, thmes -
out of fearthaf she'll be embarrassed by messingup &
a Moliatiar{ while people are watghing,, .\
This,of 7COUSE; 1S /theat and drinkire. het
Shadow; He starts 'using Big' Thoms, like Devil’s
Dare (Ll sveger-5-Angstyoucan't make that Speok
over thévelpok bédter than he doesndy . .. Jor Freud- 4
it Slip-(Whaes!Pid-ovr armujist go upto volaies
feerr) or Trick of the Light(Heyids oo face meles
ingl Laoked likelit for aptinuresees)all ith the
| Lofiforeing Alix goulise Moliateiin, public: The
sultSiwpredictably,dwill.be catastrophic, :
Shadow, bartening on the Angst her failure will
[ ) 1erat -in'ha\'e afeast. -

Cause Doubt

Another way of dealing with the

Psyche has to do with causing doubt
making the wraith afraid ro act. Un-
dermine the wraith's self-confidence.
At times, try some psychological war
fare cee her on to an action that you
don't really want her to take, but cackle
to yourself while she's attempting it. Pe
riods when the wraith is trying to make
vital decisions may call for the judicious
passing of notes to the Storyteller, just to
raise the paranoia level a little. The
whole idea is to make the wraith ques
T1on every *IL'}‘\]]&‘ tlHi_'!lI IH:\L\' ‘Ilhi ey
ery action she might take. If vou do this well enough,
after a while she'll start questioning herselt so much
that you won't have to do or say anythine
Another good tactic is to explore and sugeest
so many options that you bury the Psyche in possi
hilities and paths that she can rake. If she actu-
ally stumbles across a sood option to consider,

attack the smallest detail of that option and

. u’.‘uu-‘\\. III‘I‘\,\.‘ ilL‘I L]L'I‘H[L' \\I[ll you ]‘tx'\\\ “.MH\
AREVIRRY O Oy

ADINML N,

screwed up this tiny detail is. (Note:
Don't do this if the Storyteller has

S TN
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things planned or at the expense of other players who
want to continue with the advenrure. Remember that
the focus of Wraith is roleplaying, not quibbling.) I
w‘:\ Can't convinee you on that small puint, '*lu' JLIst

might give up the good idea entirely, and pick

course of action Wiml S I\'-\\ heneticial.

rcanoi to move out on his own.

His Shadow, on thé ather hand,
odstirlike this one bit. If Clayton gets
dgood at handling external threats,

Confuse the fact

[here is no w:‘.h l|am-1 as a ract
[here is only the perception of reality, as seen
through the eves of an individual. When
vou want to create some doubt abourt the
nature of thar reality, lie in that wonder
ful Shadow voice of yours. Many players
of roleplaying games pride themselves on
never telling lics. They use halt-truths,

obscure answers and lies of omission. The

[he Big Picture 19
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funny thing is that they expect that of everyone they deal
with as well.

Part of this expectation of truth comes from

the truism that roleplaying demands that you
arant a reality to the narration of the Storyteller
and your fellow players. People can get confused
about what is real and what isn't when someone
in this shared reality goes about spelling our un-
truths. After all, the only thing you have tying
you to the world you're playing in is the succes-
sion of words coming out of the Storyreller’s mouth.
[f you can’t trust that narrative, what can you trust!
However, the rules you have to abide by as a player
vo out the window when you're Shadowguiding. As a
Shadow, it is your job to make the Psyche distrust real-
ity, and the easiest way to do this is to lie.
Lying works. Mind you, you don’t have o
lie all the time. You just have to lie often enough
that the Psyche is aware that you can lie. Onee
he doubts your veracity, you can start interspers-
g truths that he shrugs off as more mendaciry
at his own peril.

The keys to a good lie are twofold. The first
part is a lack of concrere facts thar immediarely
contradicts what you say. For example, the state-
ment, “The sky is green,” is a rotten lie because
it is immediately proven to be false, no marter
what excuses or rationalizations you use to sup-

port it. On the other hand, the statement,

“Back in the Bronze Age they used thyme as a
preservative,” is a much better lie because rarely
do |1c\l|‘|\' know what actually |‘L.|]‘|‘CHL'L] in the
Bronze Age. Who I'\';l”\ has the expertise to dis-
pute you, and whao's going to want to look like a
fool trying?

Until someone works up the gumption to
contradict you, you have as much claim to the
truth as they do, which brings us to the second
part of a good lie: confidence. You should be
confident when you tell a lie. Remember thar as
far as your audience is concerned, you are stating
a fact. Don’t allow the Psyche the slightest room
for doubt by putting conditional modifiers like “I
think,” “it may,” or “I’'m almost positive.” Also make
sure that lying isn't the only time you don'’t use condi-
tional modifiers in your speech — Psyches aren't neces-

sarily stupid, and they will pick up on such details.
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For Example..

Susan s trying hard to gain the trust of a hew Cirele
of Renegades she’s fallen among. Obviously, they're not
going to trust her until she proves her worth, so she'comes
Wp with the notion of leading astrikeforce into theloeal
Citadel and swiping a fewgwaltiable Artifacts.

Susan’s Shadow sees this as a goldenOpportunity to get -
both sides ofithe law madéat her.Jf she ean somehaw botch
the operatigny both thé Hierardhy and the Renegades e
obing to be [goking fér Susan with'blodd:in their collective
eye. With that in'mind;-Susan’s Shadow/ds
fints about knowifg the layout of the Citade defenses:

Now, therés fiosational way Susan’s Shadow could
have come byshat kriewledge | Mowever, the possibility/is
just so tempting that in the end, Susan just might give in
and listent to her Shadow. After all, the information her
Shadaw is doling out.seems so reasonable. Wid{ Tuck, the
expedifion will bé motinted according to Susan’s drevela-
tions”; the intruders will blunder into the guards, and
everyone’s going to blame Susan for the plan’s failure.

Why? Because the lies sounded good. ;

Engender fear

This is by far the roughest job for the Shadow. It is far too
easy for the Psyche’s player to ignore what should scare her, just by
focusing on the fact thar her character’s reality is just a game.
Oprimally, the Shadow should create a personal horror or hell just
for the wraith; it should arrack the wraith's beliefs one by one and
corrupt the pillars that support the wraith’s efforts to resist Oblivion.

A Shadow is something and someone the wraith can

never flee from — something the wraith can only ignore pe-

riodically. No secrets can be hidden; no actions can be unno-
ticed with the Shadow around. This in and of itself can be
cause for fear — with every peccadillo observed and com-
mented upon, there is no such thing as a secret any longer.

However, there are more overt |\'L'I1|'I|\|l|k'\ that can be
used by the energetic Shadowguide. If you know your Psyche’s
phobias, maneuver her into situations where they come into
P];|\‘_ ‘\l‘]l\k- SUTEe TO |‘\']|'|||]\| lu'l‘uf llll]‘lt'.h.lni Past experiences,
and foreshadow repeat sessions in the near future. Make idle
threats — or not-so-idle ones — about what you'll do once
vou eain control in a Catharsis. With any luck, you'll be able
to divert a wraith from acting on her own to reacting to you,
and then things can get really interesting.

Fordxample..

MichaeLis’a wild-eyed idealist of a rebel haunting
the Pittsburgh Necropolis. Nearly Reaped by the soldiers
of the Bifierald Legion after Kis death in amauge accident,
he Wasamear-incapacitating fear of thoSe arogps /=masked
by am implacable hatred.

Of course, this doesn'tfool Michael’s Shiadow: Belit-
tlmg him by using the diminugive “Mikey" hed@ttacks on
twronts. Primarily, he claims thaeMikey's just chicken.
To spicethimgs up, the/Shadow also plays enfMichael’s
paranoia byscenstantly droppingshints that he’s actually
leading Engerald Legion soldiers to Mikeysdd&tng This
forcesaMiichael to confront the dlways-troubling tssue of
higéwn ¢ourage atithe same timethathesfaced wigh real
concerns @bout his personabsecurity.

Of cgurse, if Michagl proves resistant.tgithe first wave
of the assault, the Shaflow.cafiimpl Wait until the next
round of Catharsisgwalkédown to the Citadel, and enlist....
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Chapter Two:
Systems and
Dirty Tricks

very Shadow is unique. Each has a per- Escalation, anyone!
sonal history to draw upon, an individual
register of pain and humiliation to serve
as inspiration in its quest to drag the ew a OW C e eS
| Psyche down to nothingness. Even worse,
cach Shadowis alone in irs bartle, trapped

som N 3 H 5 %
inside the mind of the enemy with only he Delver — Nothing is as simple as it

brief respites of freedom. It is a thankless war, and one that seems, and nothing is worthwhile unless

surely brings the Shadow little joy in its waging. | it involves some significant issue. This

‘7 B - Shadow plumbs the depths of everything
Well, maybe not, but that's the way many of them feel S ST e 5

i e : and anything, looking for a subtext even
about themselves. That's also why inside the head of every - Y Sl & L

if one doesn't exist. “What are you really

wraith there’s an arms race coing on. = o
: : thinking! is her mantra; “Why did you
The number of types — or Archetypes — of Shadows dwell- i ; o . :
; : , : s i i veally do that?” The Delver's not satisfied with easy or obvious
ing in the Underworld is practically limitless. The bag of dirty : s
‘ : answers; she has to pick everything apart until she drives you,
rricks, nasty tactics and Thorns they have access to grows every :
: , your friends and everyone you encounter stark raving mad.
day, and when Shadows have the opportunity, they compare e _
. . : T . The Delver isn't paranoid in the traditional sense; she
notes. For every stratagem a clever Pardoner comes up with to ) i
! ] ; , Sl : may suspect conspiracies against you, but that’s not her real
countermand a beloved .‘\|1;h|tl\\ |W|HI, somewhere a soul’s less : 3
> . ¢ i focus. No, she just wants to figure out what lies beyond the
pleasant half is coming up with something new and vile. i _ ‘
- , obvious answers, and she will not accept that some things are
Shadows may he selfish, but they're not stupid. Shadows =
i 3 o " exactly what they appear to be. When she rakes control, she
may be trapped, but they're not ineffective. Shadows may be : : .
; : . Shadow asks painfully probing questions, dissects every an-
quict sometimes, bur that doesn’t mean that they're unarmed.
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swer and comes back for more. By secking a root cause be-
hind every gesture, joke or glance, she throws vou into a down-
ward spiral where everything needs a second guess... and a
third and a fourth and a fifth. ...

® The Plague Dog

die. The real curse of your condition is that everything that

— Sickness doesn't end when vou

was wrong with you when you where alive has followed you
to the Shadowlands. Damn that cough — it’s never going away
now. That old war wound still pains you when the war itself is
only memories. And who would have um‘wuf that chronic
tatigue syndrome lasted forever? The Plague Dog knows that
illness is something that roots itself deep in the soul, and he
never lets you forget it.

Unlike the Hypochondriac Shadow, the Plague Dog doesn't

imagine a host of new sicknesses for you. Instead, he latches onto
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some real (or imagined) infirmity from your bygone life and car-
ries it into the Underworld after your body has (theoretically)
left even the possibility of disability behind. When he assumes
control, every move becomes a strugele. If your leg was broken
hetore you died, he makes you limp in pain. If you had a nasty
cold, he forces you to cough up incorporeal phlegm. If you suf-
l\'l\'d trom some kl\l'ﬂl!l\ \]l\zll.‘ilil\ lI'L‘lll or ulln‘l'\\ |~\~“ iu'“ sap

your energy by reminding you just how sick vou feel — often at

the worst times. Through a combination of “physical” pain, weak-
ness and whispered suggestions, the Plague Dog undercuts yous
immortality by recalling the frailties of mortal flesh and all its
attendant aches and pains.

® The Rager — Everything is someone else’s faulr. If
those goddamned (fill in the blanks) just minded their own

business and quit trying to control the world, evervthing would




work out fine. The Rager rants incessantly, imagining schemes
behind every fortune or misfortune you encounter. Nothing
can be done. Someone else is running the show, and nothing
you or anyone else can do will shake their grip. All you can
lIl‘ 1\ |]l.|}(L‘ SUre ||1L|| cveryone l”‘x\]k'l"".l”tl.‘\ ||1k‘ cause of your
mistorrune.

The worst thing about the Rager is that he hides beneath
the skin of the most reasonable wraiths, folks who would never
consider themselves bigots. Yer these same souls hear stage
whispers blaming “those goddamned queers” or “feminazis”
or “the freaking fundies™ when something goes wrong.

Each Rager has a particular group (or group of groups)
that set him off — liberals, blacks, whites, women, men, ho-
mosexuals, communists, capitalists, Heretics, whatever — and

he maintains that every person in that group shares a sort of

hive-mind that is focused exclusively on making your exist-
ence miserable. When he assumes control, the Rager begins
his reign with a stream of complaints against the offending
coalition. Once he gers going, the grumbles become a stream
of obscenities, then tirades, then threats. If Catharsis goes on
for too long, this Shadow might well turm to violence. After
all, if some brave soul like \'¢1|l|'~('|l'.\l;|[1\|n up against the ram-
paging hordes of (fill in the blanks), the tide might turn and
reason might prevail.

The Rager always relinguishes control immediarely afrer
any violent or confrontational action, leaving the Psyche to
clean up his messes. For all his bluster, the Rager isn’t very
brave, and he prefers o ler someone else deal with the actual
dirty work.

® The Victim — Nothing is ever really your fault, you
know. You've had a hard time. People picked on you. No one
can blame you for what you do. After all, if they'd have suf-
fered as you have, they would have done the same thing. It's
not your fault. Really.

The Vicrim rationalizes everything he does as justitiable
reactions to trauma. He's been abused, accused and thoroughly
misused, and hence, isn't responsible for his actions. He an-
swers any accusations with a litany of horrors (real or imagi-
nary) that have caused him to become as he is. He never takes
any blame on his own shoulders and gets hostile if anyone
suggests that he' should. When this Shadow takes control,
excuses pour forth in reaction to any misdeed. Images of past
abuse flicker through your mind, making you break down in
shivers or freeze with indecision. As you try to break the

Shadow's hold, he chides you for trying to rise above your -

fate. After all, a victim never really forgets his wounds. Any
attempt to do otherwise is denial. You deserve nothing better
than abuse, but can justify any atrocity you may commit be-
cause of what you've gone through. After all, whar you've
done is nothing compared to what you've endured.

® The Voice of Hope — You never really died. This is
all a mistake. Once you figure out how to reverse this condi-
tion, you can return to your old life as it nothing had hap-
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pened. This whole thing is one long bad dream. You will
awaken. ... You have to, sooner or later. .. right!

This cruel Shadow denies the reality that is your ghostly
existence. He holds out a bright candle rhat sustains you
through bad parches, but becomes an unattainable torment
as time wears on. How long could a nightmare possibly con-
tinue, anyway! Doesn't it ever end?

When he takes control, the Voice of Hope shuts out any
possibility that the Underworld is anything other than an
extended nightmare. If you ever manage ro convinee him that
you are indeed condemned to this ewilight walking, he shifts
your concentration toward finding a “cure” for your Restless
state. He'll lead you to elder wraiths, living sages, magical
spells and spiritual quests, all of which will supposedly undo
your death and restore you to the living world. Although he
seems relatively cheery compared to say, the Monster, this
Shadow inflicts endless pain by offering up hope, seeing it
dashed, then repeating the process L‘m”us.\'ly.

® The Innocent — This Shadow scems harmless. Tt as-
sumes the best of everyone, to the point of painful ingenu-
ousness. Why wear armor? it whispers. Even if you get caught
the Centurions will just let vou go because underneath it all, they're
really just nice guys trapped in a bad job. The Innocent refuses
to believe ill of anyone at all, to the point where he verbally
abuses the Psyche for daring to suspect another’s motives. By
thinking the best of everyone, the Innocent leaves the Psyche
unprepared to face the worst.

During Catharsis, the Innocent wanders blindly into the
lion’s den. He takes every statement at face value, trusts ev-
ery promise and generally exaggerates the notion of innocence
to a cartoonish level. Although this behavior by itself may
not be that dangerous, it often results in the Psyche regaining
control, having heen hamstrung by the deals and commit-
ments the Shadow struck in perfect faith.

® The Somnambulist — Life was a blur, unlife more so.
The Somnambulist sleepwalks through the afterlife, dripping
ennui. Nothing is worthy of her attention unless it's directly
in front of her, and then she won't do anything to remove the
obstacle. The Somnambulist downplays the importance ot
anything and everything, claiming thar the details are always
irrelevant. It wants the Psyche to slow down and not give it a
migraine worrying about what that growing patch of black on
the wall might mean down the road. For the moment, the
splotch isn't bothering anyone, and that's all the Somnambu-
list cares about.

When in command, the Somnambulist withdraws from
any activities or commitments. It drops the ball, preferably in
the most spectacular way possible (Yeah, I know we needed
those swords forged but 1 just didn’t have the motivation. Oh, wait,
are those Spectres?). On the surface a relatively mild Shadow
to have, the Somnambulist enjoys lulling its Psyche into a
false sense of security, then drawing the curtain on an un-
pleasant surprise.
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® The Stormerow — r\l\\';up the bearer of bad news, the
Stormerow is convinced that there's a land mine under every
speed bump. It is convinced that every wraith harbors it ill
will, that every action is going to be disastrous, and that ev-
ery corner houses a lurking Spectre. More to the point, it will
detail these worries ad nauseam to the Psyche, reveling in ev-
ery gruesome detail it can invent. As far as the Stormerow is
concerned, it’s not enough that a wraith's actions be doomed
to failure. They have to fail specracularly, and in such a way
that the wraith gets the chance to regrer his error for a very
long time.

A dominant Stormerow does its best to dissuade the
wraith’s companions from any actions that might he benefi-
cial to the Psyche. It dourly points out potential consequences
and repercussions, all of which are bound to be catastrophic.
[t also puts effort into booby-trapping all of the Psyche’s work,
making certain thar the dire fate it foresees will inevitably

COme to pass.

Merits and Flaws

| hese new Merits and Flaws all relare spe-
| caifically ro the §
2|l ties and possessions. They can be pur-

Shadow, its powers, abili-

chased at character creation like normal
Merits and Flaws (see Wraith Plavers
Guide for more details). Storytellers can

choose to disallow any and all of these
Merits and Flaws; however, in focusing on the Shadow in-
stead of the l\\tln' i]u'\ can [‘nlcnlm”‘,' add \I\‘Pth to

Shadowguiding a characrer.

Nostalgic Shadorw: {1 - 5 point Merif)

Even Shadows have fond memories of something. A
wraith who possesses this Merit has a Shadow with a trace of
sentiment for one of his Fetters. No matter how easy a target
that Fetter is, no matter how quickly destroying that Ferter
would drag the wraith to Oblivion, the Shadow will not touch
that Ferrer.

The point cost of this Merit correlates exactly to the value
of the Fetter for which the Shadow has those warm fuzzy feelings.

Entittered Shadow: {1 -5 point flaw)

All of those bad memories have come flooding back, and
now there's a particular Fetter that your Shadow focuses irs
resentment on. This Fetrer is the Shadow’s primary rarget,
and it will move Heaven and Earth for the sake of its destruc-
r1on,

The point cost of this Flaw equals the rating of the Fetter
that the Shadow has targeted.
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il Hunger I point Haw)

Tales speak of the hungry dead. You are one such — lit-
erally. Nothing can satisfy the gnawing ache inside your “guts,”
even though you know deep inside that nothing hungers but
your mind. Some wraiths with this Flaw gorge themselves on
nothing, or Skinride gluttons ro rémember the feeling of ear-
ing. Nothing really stops the pangs for long, though. The
hunger never reaches crippling levels, but it hangs around
just enough to irritate you for the rest of eterniry, and your
Shadow keeps nagging you to fill it....

Good Relationship: (3 point Meri)

The Shadow

tionship, insofar as this is possible, and have come to a cer-

and Psyche have established a good rela-
tain understanding. Although they obviously do nor agree on
many things, (including the Psyche's eventual destination)
there is an established level of trust and mutaal respect. The
wraith may not resist the odd bit of Catharsis; the Shadow
may refrain from disturbing the Psyche at a particularly tick-
lish moment.

All rolls made by one aspect of a wraith with this Merit
to influence his opposite number are at -1 difficulty.

Osession: (3 point Merit)

The Shadow is focused intensely on one part of the
Psyche’s personality, so that other opportunities to drive the
wraith to Oblivion are neglecred or missed altogether. The
Shadowguide chooses one of the Psyche's Passions to serve as
the focus ot Ihc obsession and then Z0es to work on it. Hence-
forth, all rolls the Shadowguide makes involving that par-
ticular Passion in any way are ar -1 difficulty. This includes
rolls for using Thorns to frustrate a Passion, rolls ro gain Angst
from a diamerrically opposed Dark Passion and so on. On the
other ]1:111\1. all rolls which the Shadow makes I'k‘l:ll ing Inul|u'r
Passions or any other aspect of the Psyche are at +1 difficulry.

Shadow Haunt: (3 point Flaw

The Shadow has its own Haunt, an place to which it can
travel for sustenance when the Psyche Slumbers. The Psyche
is completely unaware of the Shadow’s real-estare holdings
and will not recognize his Shadow's Haunt if he ever stumbles
across it. Other wraiths may notice the character entering
the Shadow Haunt, however, and decide that his denials of
any knowledge of the situation are merely ingenuous.

While at the Haunt, the Shadow can affect the Skinlands
as a wraith michr, using the Arcanoi of the Psvehe. The Haunt
is always small (equivalent to a level one Haunt background)
and particularly feared by the living. Furthermore, just as a
normal Haunt has a certain pool of free-floating Pathos, a
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Shadow Haunt has a miasma of available Angst, which the

Shadowguided wraith can draw upon.

Warded: (15 point Merit

By dint of luck or hard work, you've tound a place where
your Shadow doesn't dare poke her head our 1o see what's
going on. Perhaps the site is particularly holy, or maybe it just
doesn’t strike your Shadow as particularly hospitable. In any
case, your Shadow simply leaves you alone when you're rest-
ing in the Warded area.

The point cost of the Merit indicates how large the safe
zone is. One point indicares a closer or similar enclosed area,
while five points could give a wraith free rein over an arca of

a mile or more.

Castigation unkie (3 point Flaw

Some wraiths have Shadows who thrive on psychic pain.
These junkies develop a greater resistance to Castigation. Like
the addict who requires more and more of his particular drug
in order to feel the rush, Shadows with rhis affliction are of-
ten more difficult to Castigate successtully. Some believe that
the Guild of Pardoners knows how to break the addiction of a
Castigation junkie, but if they do, they aren’t ralking.

Certain Shadow Archerypes are more prone than others
to become addicted to Castigation. The Freak, the Martyr
and the Perfectionist are more likely to fall prey to the junkie
syndrome, though a Shadow of any"Archetype has the poten-
tial to develop a taste for punishment. This Flaw should only
be taken with the agreement of the Storyteller, the player of
the wraith and her Shadowguide.

The difficulty of any roll to purify a Castigation junkie is
always increased by one, and the number of temporary Angst
points removed by the Castigation is similarly reduced by one.
In spite of this, at least one point of Angst is always lost in a

successful Castigation.

hese new Thorns can be used in conjunc-
tion with those Thorns already listed in
o Wraith: The Oblivion Second Edition.
;
b
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| ation, or with experience larter in a

They can be purchased ar character cre-

[ _J Shadow’s existence.

Nightmares: 2 points

When the Psyche Slumbers, a Shadow with this Thorn
may cause her to have intense nightmares. The visions this
Thorn generates are so horrifying that the wraith must roll
Willpower (difficulty 6) or immediately waken from Slum-
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ber, in the process losing all benefits accrued from Slumber-
ing.

Nightmares cost a point of Angst to inflict. A wraith can
spend a point of Willpower before Slumbering to ensure that
she is immune to this Thorn; only the Storyteller should be
informed that such an investment has been made.

Wrack: 2 points/level

The Shadow is occasionally able ro express its displea-
sure upon the wraith. By expending an Angst point, the
Shadow can send agony shooting through the wraith’s Cor-
pus. This has the etfect of making the wraith less capable of
action, and a number of dice equal to the level of the Thorn
are removed from his dice pool for a single turn as a resule. If
this leaves the wraith with no dice in his pool, he spends the
turn writhing in agony. This Thorn can be activated after the
wraith declares his action, so long as it is done before the
player acrually rolls.

Wrack lasts for a single turn and can be resisted if the
Psyche spends a Willpower point.

Shadow Dice can be offered after Wrack has been used.

Mirror, Mirror: 2 points

Related to Trick of the Light, this Thorn alters a wraith’s
appearance briefly. Whenever a wraith whose Shadow pos-
sesses this Thorn looks in a reflective surface, the Shadow
has the option of activating Mirror, Mirror.

When Mirror, Mirror is used, the wraith's appearance in
a mirror or any other reflective surface (a pool of water is a
great favorite) is horribly distorted in some way. The distor-
tion usually plays up one of the Shadow’s Dark Passions, but
the Shadow has a full palette from which to work when mak-
ing his face monstrous. The distorted visage in the reflection
is visible to all, not just the wraith himself, and it usually
means that he's got some explaining to do.

There is no point cost to activate this Thorn, but as re-
}"L':HL'L! use dims irs effecriveness, wise Shadows save it for
appropriate moments. One of the more popular uses of this
Thorn involves altering a reflection when only the mirror,
and not the wraith himself, can be seen by an observer.

Van Gogh: 3 points

With this Thorn, the Shadow can inflict toral loss of hear-
ing on a wraith for the duration of a single scene. The Shadow
rolls temporary Angst (difficulty: the wraith’s Stamina) and with
a success, renders the wraith deaf. All auditory input is com-
pletely cut off for one scene, and at Storyteller discretion, spec-
racular successes can [t'.hl o ]unucl' ctfects.

This Thorn does make the wraith immune to all Keen-
ing arts as long as it is in operation,

Van UU:]] COsts one point of .-\llj_'\T.
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Cat ood: 4 points

Cat Food gives the Shadow the power to stop a wraith's
tongue for the duration of a scene. While this Thorn is in
operation, the wraith cannot ~|W:|L‘ arunt, groan, chant or
make any other sort of noise. All ability to vocalize is neurral-
ized by Car Food's effects. The Arcanos Keening cannot be
used by a wraith affected by this Thorn, and assorted orher
arts (if they depend upon a vocal component) are off limits as
well.

To initiate a bout of Cat Food, the Shadow rolls tempo-
rary Angst (ditficulty: the wraith’s Stamina) and with a suc-
cess, renders the wraith complerely mute. Sign language and
miming are acceptable forms of communication for a wraith
struck with this Thorn, but the old notepad-and-pencil trick
is difficult in the Underworld. Remember, paper is scarce there,
and the wraith you write notes to today could be the pad you
Write Notes on romorrow.

Cat Food costs a single point of Angst.

Honeed Tongue: 4 points

Your Shadow is almost preternaturally persuasive, and it
can really turn on the charm when it chooses to do so. By
\)\vmlm}.: a point of Anest, and mnin}_' remporary Angst (dif-
ficulty is the target’s Manipularion + Subterfuge), the Shadow
can make any one sentence strangely compelling — and be-
lievable. This covers everything from I'm sure Lucien won't
mind if you steal his relic beer to The Shade won't bite if you just
lean over and pet it nicely.

A wraith can spend a Willpower point to counteract the
effects of this Thorn.

Whispers: 6 points

A Shadow with this Thorn can speak to the Shadows of

other wraiths without the knowledge of their Psyches. This
allows the Shadows to work rogether, sharing information and
stratagems. A wraith can make a Perception + Awareness roll
(difficulry 8) to derermine it his Shadow scems somehow dis-
tracted, but otherwise there is no way for him to pick up on
the fact that his Shadow is talking to someone else.

Manifestation: 6 points

By expending four points of Angst, the Shadow can ma-
terialize as an entity separate from the wraith. While in this
state, the Shadow can converse, affect objects and use Thorns.
The manifested Shadow is in all ways physically identical o
the wraith from which it came, and bystanders may have a

areat deal of difficuley telling the two apart. Even the auras of

the two Corpora are the same. On the other hand, a Legion-
naire coming across two identical wraiths may well shout
“Doppelganger!” and charge in, sword in hand.

A Manifestation lasts for a single scene, and after mani-
festing, the Shadow must rest for no fewer than 10 minurtes.
A wraith can tell the difference between another wraith and
a Manifestation by rolling Perceprion + Awareness (difficulty 8).

Vampiric Nature: 7 points

Related to the Dark Arcanos Larceny, this Thorn enables a
Shadow to siphon Angst from others for its own purposes. Upon
physical contact, n Shadow with this Thorm can roll the Psyche's
contested Willpower (or Being) against any wraith or Spectre.
The number of successes the Shadow achieves on the roll indi-
cares the number of Angst poines that it can absorb.

The Shadow does not need to be dominant tor this Thorn
to operate, and it can gain Angst quite merrily with the Psyche
never suspecting a thing. Should the Shadow's rarger be will-
ing to donate some Angst, the Shadow can accept up to five
poimits l‘f.TL‘l'I]]\Ul‘i%l'\_' Angsrt ar a time.

D‘I t’ T | ](S

?p’ = é7 3 hadows have an entire lexicon of tavorite
L ' .

f @{” 3 JJI stunts and straregies, and undoubredly

: == § have a whole series of methods for spread-

ing the word on those dirty tricks that

work best. Among the 10 hest-loved

methods for spreading discord are:

Note: These are all roleplaying techniques, and they
utilize no Thoms! A clever Shadowguide can certainly

tind ‘ways to make these approaches eéven-more effective
with the judicious sise:6f a Thorn gr-two.

410 invisible Dice

The Shadowguide repeatedly offers Shadow Dice for ev-

ery single roll. In most cases these Shadow Dice are completely
unnecessary, and the wraith will be perfectly justified in re-
tusing them. However, the ritual offering becomes such a part
of gameplay that the Psyche just takes it for granted thae he's
going to be offered dice before each and every roll.

Then along comes the one roll where the character re-
ally, really needs some extra help. This is the perfect time for
the Shadowguide, when begged for assistance, to extend a
hand filled with...

...nothing. As the Psyche sputters, the Shadow can then
lecture him incessantly on how he never listens and there-
fore doesn't deserve any help.

Rest assured TlL‘II. should the wraith make it out of this
particular erisis, in the future he will rake Shadow Dice much
more frequently, just to make his Shadow feel wanted.
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9.1t Too Quiet

Afrer a while, the Shadow can become white noise. One
tou many pointless threats or one too many weak innuendoes
later, the wraith may simply be able to ignore his Shadow. 1t's
hecome old, comfortable and worn, like a favorite pair of slip-
pers, Even its threats are, in an odd way, a tamiliar and com-
forting part of the Underworld landscape.

At rimes like this the f‘;]];lt]kl\\'_ullltl\' should ]‘ll” hack and
take stock, refusing to speak in her role as Shadowguide at
all. At first the player will probably not notice the absence of
malice being whispered in his ear, bur after a while, the pain-
tul silence will become noticeable — then embarrassing —
then worrisome. Hopefully by this stage, the wraith will be so
worried about deviltry his Shadow is cooking up thar he won't
be paying attention to where he's going or what he's doing.

If the player just decides thar life without a Shadow is a bed
of roses, the Shadowguide should turn up the heat. Staying quiet,
but passing notes to the Storyteller and grinning works well.
Referring to the Shadowsheer frequently and nodding also in-

spires terror in the sort of player who meragames just a teeny bit.

*8: Pavlovian Training

Certain Arcanoi generate Angst. These are also frequently
the most powerful and combat-effective arts of the Arcanoi, and
as such carry with them a certain incentive to use them. How-
ever, most wraiths are wary of relying too much on such arts, as
they can imagine (or in some cases, remember) the consequences
of going through Catharsis in a tight situation. By a careful regi-
men of "k'll'kli\LiPli”C, though, most wraiths avoiding using their
Arcanoi to rack up unpayable Angst bills.

From the Shadow’s perspective, this is unacceptable. The
balance between facility and satety is exactly what the Shadow
doesn’t want to see. However, if it can't convince the wraith
to use the art too frequently, it just might be able to turn things
around the other way.

Constantly harping on the Angst bounty that she will reap
from the use of a given art is a great way to force the Psyche to think
long and hard about whether or not the use of that art might bhe
\\Ullll . \.Vllll l’ll\'ll‘_"ll E'L’Illl]hl\'t‘:v ds Lo i]n\\ \I‘Ill'_'t‘l‘\lll.\ Illk' LIse UI‘
that particular art can be (Use it twice move and it's showtime and You
fenonw, if vore actually swcceed in even slowing him down, you've still going
to pick up a lot of Angst. Are you sure that's worth it? are examples of
how the Shadow can play this one), the Psyche can be conditioned
into simply not using it. Anytime the Shadow convinees a wraith to
let one of her best weapons rust, it's a victory for Oblivion.

1. Go fish

Wrairhs often jump at any chance to rame their Shadows,
even patently ridiculous ones. Some will even believe their own
Shadows. much to their later chaerin. Still, there's a sucker killed
every minute, and the Shadowlands are full of them.
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Many Shadows like to string their Psvehes along, offering
them “chances” at respite. However, this Shadow down time is
only offered on the condition thar the Psyche performs some rask
the Shadow sets (I'll shut wp for an howr if youe tell that Centurion
that he looks good in a skire,). Other times, the Psyche might be
asked to guess a certain number the Shadow picks (I'm sorry, it
was 4.6345. You were so close, too; wanna try again?) , or generally
has to jump through whatever hoops the Shadow sets up. The
torment can be strung out for quite some time with the Shadow's
conditions getting more and more humiliating, but many wraiths
cling o the vain hope thar they can outsmart their Shadows.

*6: New Tenant

This technique is risky, and those Shadows who can pull it
oft have bright (albeit brief) futures as Doppelgangers and used-
Artifact salespeople. Essentially, this tactic involves taking the
Psyche over during Catharsis — and then admitting it.

The Shadow’s task here isn't an casy one. What it must
‘|n is convince the l‘\XL'I]\"h circle thar the l‘\\‘L‘I]C is the real
bad cuy. Selected editing of history, bits dredged up from the
Psyche's past and the occasional bald-faced lic all help in por-
traying the Shadow as someone trapped in the head of a soul
tar worse than he could ever be. Admitredly, it's a ditficult
stunt to attempt, but the tacit or overt help of other wraiths’
Shadows (reverse psychology works wonders here) every so
often an enterprising Shadow can pull it off,

#5- House of Cards

Every wraith has dirty little secrets, negative thoughts
about her fellow wraiths that she's kept bottled up where no
one could here them.

No one CXCept the Shadow, I|\;I[ is. A \\\'”-HI‘L‘.mi:L‘J Sll.ldn\\'
keeps track of this sort of thing, and then unleashes it during Ca-
tharsis. A pronouncement of Hi, I'm Cris’ Shadow and T just want
you to know that he thinks whichever ime of yow is the Pardoner needs
1o get that ivon lantern out of Your sensitive storage space can set inter-
party conflict buhbling. The other wraiths of the circle will cer-
tainly attempt to disregard anything the Shadow says, but little,
nageing doubts will always remain. If the Shadow manifests enough
times with one of these verbal hand grenades, slowly but surely
they will gain credibility. This process translates into suspicion of
the wraith herself, and things spiral rapidly downhill from there.

The worst part about this, apart from the fact that it’s ex-
tremely ditficult to silence a wraith (while Moliate does otfer
some options, removing a Shadowridden wraith's mouth rends
to make it difficulr to discern when her Psyche has reasserted
itself), is not the effect this maneuver has on the wraith whose
Shadow is actually performing it. Instead, if the other Shadows
of the circle are clever, they'll pick up on their Psyche's uncase
and start adding fuel to the fire, The prospect of complete hon-
esty — Shadow-style — within a circle isn't a pleasant one.

Note: This also works well in conjuction with Freudian Slip.
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#4: Two Plots Diverged

All wraiths must make choices. It’s the nature of ghostly
existence. However, the myriad of choices every Restless must
make leaves him open to second-guessing from his Shadow.
This can be especially deadly if the Shadow senses any regrets
in the Psyche for a path not taken or a choice not made.

In cases like this, the Shadow rakes the choice the wraith
regrets and starts harping on it. Any mistortune the wraith
encounters surely wouldn’t have happened if he'd made the
UThL'I' L'hnl(c. .‘\I\\' |U\*~L'\ I\\' \lI”lL']'\. any reverses |w ulldlil't\.
they all can be traced to that one faulty decision.

N;lllll':1|]\. the Shadow is not attempting to get the wraith
to backtrack and make a different choice. If nothing else, it’s
usually far too late for that sort of r]xing. Whart the Shadow
actually does want is for the wraith either to fixate on the
decision, or to charge blindly into the future just ro put dis-
tance (and a few other choices) between himself and the de-
cision he regrets. Either way, the wraith isn't keeping his eye
on the here and now, which leads to careless mistakes. Care-
less mistakes, in turn, lead to Angst — and Harrowings.

3 You Owe Me

Not everything a Shadow does is malicious — at first. Some-
times a Shadow will do something for a wraith out of the sheer

goodness of its heart, or at least it won't ask for immediate pay-
ment. These situations are more common than one would ex-
pect. After all, the Shadow isn't evil, just self-centered, right?
If the Shadow plays its cards right, however, these “free”
favors carry far greater a cost than could ever be extracted in
a standard bargain. Every time that a wraith asks for help, a
simple reminder that she already owes her Shadow for one
favor is enough to set up a wondertul negarive feedback loop.
The Shadow, if fortunate, will never actually have to collect
on the favor the ]’\\L']n' owes it. Instead, the Shadow can use
the debe to lever Angst out of the wraith with guilt for years.

*): Scare Tactics

Even if a Wraith player has read the main rulebook cover
to cover, the wraith he's playing doesn’t really know what his
Shadow is up to or what it's actually capable of. The Shadow
is quite willing to play on that ignorance for its own ends.

One of the more devious tacks a Shadow can take is to play
the innocent as regarding Oblivien, filling the wraith’s minds with
horrifying details that supposedly frighten even the Shadow, The
average wraith can handle a bold Shadow, a devious Shadow and
even a powerful Shadow, but a frightened Shadow throws him
complerely off his stride. At the very least he'll start wondering
what his Shadow’s really up to, and a wraith who spends too much
time chasing after his Shadow tends to neglect his other business.
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At the other end of the spectrum, this sort of hehavior might
cause a wraith o decide that his Shadow is in fact insane. A
Shadow who fears Oblivion obviously isn’t playing with a full
deck, and it might be capable of anything. The thought of a

lunatic Shadow is enough to cost a wraith quite a hit of Slumber.

. Lie

Nowhere is it written that a Shadow must tell the truth, the
whole truth and nothing but the truth. Instead, a steady blend of
lies and truth (equal proportions work best) keeps the Psyche off
l‘;il‘lll\\‘. H\ H[I\'I'IHL' t'tulllull I\'JII illlﬁl'!ll;l{lﬁll o i\‘ ll.\l‘“ll K.Iihl o
make the Psyche wary of dismissing everything the Shadow says,)
the Shadow keeps the Psyche attentive to her. Afterall, the Psyche
can't afford ro throw out everything the Shadow says, bur ar the
same time there are enough lies in the mix to make sure that the
Psyche moves on incorrect information far too often. Unable to
trust her information source but unable to dismiss it, the wraith
with a Shadow who lies well is in a great deal of trouble.

An alternare tacric is for the Shadow to tell the absolure
truth, even if this is to her short term detriment. If the Shadow
holds to the truth long enough, the Psyche often comes to
trust her other half. Once the wraith trusts her Shadow to rell
the truth, the Shadow has carte blanche to lie — once — on
the basis of acerued trust. However, if the Shadow picks her

Spot W i.H once 1s .L” "llL"” I]t't‘\l.
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Togstieshelp

" Here ire afew ways-in which-you safh make your ex-

‘perience Shadowguiding both-easier and less stressful:

» — Make a cheart sheet of all of the Angst-producing

-Arcanoiyour Psyche possesses, so you can keep a more accu-

rate reford of how much Temporary Angst you actually have,
» — Don't offet Shadow Dice more than once per
agfion. Even Shadewshave theilimits, and the sightof 2

fistful of dice on every singletoll is enough to dismayeven

the staunchest Storyteller

o = Don’t be afraid to-askeyour Staryteller-forhelp.
Shadowgniding is1i't necessarily dasy

o “Plan, plot afidiprevaricate. Ifyou’te Shadowguiding
the same character Week to week, start setting up-some longs

Srance goals. Thig#will providesyau With @ framework fér

foleplaying headinighinto each session. ‘
s Know what yeur/ Fhoms do dhead, of ime i
ou figcd-to. ook your, Thoths up evely time youwant to |
¢ one,you' Il misssput-of- the-moment opportdnities to |
wreak real havoc.
® — Be willing to surrender or switch the Shadow. If

| your Shado'\'vg_uiding is leading to real-life conflict, swap
out of that character immediately.
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Sorrow. Sorrow.

lear.

Pain.

Hot flashes. Sudden chills.

Stabbing pains. Slow agonies.

“A Weary Song to a Slow, Sad Tune”

arrowings are horrific minidramas, de-

Pain.

— Li Ch'ing-chao,

signed o be part I\h}'cluull‘;lln;l. part the-
atre of the absurd and all nightmare. Such
theatrics call for a star [‘|.‘I\'L'|‘\ a support-
ing cast, a playwright and a director to
bring it all together. Whenever a new play

is written, one of the most important as-
pects in its production is the meeting of minds hetween the
writer and the one who will direct and shape her play. In a
Harrowing, the star is the wraith unfortunare enough to have
landed a major role in her Shadow’s snuff film, and the
\\'l'I;’i‘II iﬁ. of l]\'x‘t‘\\ﬁ\. l]h‘ f‘*rul‘\lullvr.

play-
\\‘I\\\ \Ii'lk'l'llnnk'."\ Il\i'
basic framework in which the drama untolds. All the sup-
porting roles (there are no small parts, only small actors) are
portrayed by Spectres gathered specifically to appear in this
special production. Emerging from the wings to *host” this
This Is Your Death,”

episode of * the wraith’s own Shadow,

[\'I‘.\Ulllr-i\\l by the Sl)llul\l\\‘_';lli\]\'. tulfills the critical role Uf

director.

Before the Harrowing

Storyteller-playwrights who want their Harrowings to be
hoth frightening and effective have a valuable asset in the
Shadowguide. Most Storytellers will have somerhing in mind

tor each player whenever Harrowings are called for, but the

Shadowguide, acting as the director, has an intimate under-
standing of the character whose Shadow she portrays. Since
the Shadow is the “director” of the Harrowing, when it comes
times to Harrow a wraith the Storyteller should consult first
with the target wraith's Shadoweuide. Harrowings should
never be left to chance, random creation or on-the-spot ad-
apration. They need to be planned out and focus on things
that will be meaningful to the wraith involved.

That means the Storyreller and Shadoweuide, with as-
sistance from the other players, should briefly confer and
roughly map out a scenario.

Drawing on her knowledge of the dark secrets, innermost
fears and hidden weaknesses of the wraith whose Shadow she
portrays, the Shadowguide pools her suggestions with those

of the Storyreller and the other players (who fill the roles of

the gathered Spectres for the duration of the Harrowing) o
customize a Harrowing, After all, betrayal is nothing new to

the Shadow, and it is the Shadowguide’s responsibility to “spill
the goods” on the Psyche.

What determines the direction of the Harrowing are the
target of the ordeal and the reason it is occurring. Beyond
this, however, the Shadow often has some goal it wishes to
achieve. Once the Shadow has ascerrained the nature of its
goal, the part it will take in the upcoming Harrowing (or
Shadow Drama) becomes clear. The usual goal is a weaken-
ing of the Psyche through destruction of its Fetters or Pas-
sions; occasionally, the Quarry will be the Psyche itself. Each
type of Harrowing calls for the Shadow to concentrate all its
efforts to achieve a specific goal related o that type of Har-
rowing. Although the wraith will be the star/victim of the
producrion, the Shadow will be far from idle during irs Psyche’s
Hl'LlL‘;II,

Directing the Harrowing

The Shadowguide's work does not end with the planning
of the Harrowing, although how much control the Shadow
will actually have during the unfolding of the drama should
be worked out in the planning stage. In troupes where the
players are borh experienced and responsible, the
Shadowguide might be given enough control to run with un-
foreseen reactions and twists in the plot (though it is sug-
gested that the Storyteller retain overall veto so hard feelings
do not arise berween players). Wherther given much or litrle
control, however, the Shadowguide should try to work in el-
ements that reflect the Archetypes of both the Shadow and
the Psyche of the Harrowed wraith.

Harrowings are, by their very nature, improvisational
theatre. There are no rehearsals! Fortunately, Spectres are
superb at ad-libbing on given themes within a sketchy frame-
work. Nevertheless, Shadows need to cue the Spectres’ en-
trances and exits and make cerrain that their movements are
chorcographed to hest effect. Indeed, the Shadowguide may
literally have to fill the role of director to see that everyone
gets a chance to say her lines, that needed props are ready on
time, and that no one bumps into the furniture. Some players
“villain™ that a director is needed
simply to call them off or keep them from going overboard.

will so relish the role of

Harrowings should have some subtlety to them; merely beat-
i”L’ II'IL‘ \ll}”’ilk‘lL'l' QVEr [I\L' }'It’ilLl |‘L‘]‘k‘&]|k'\il‘,' I‘L\C\‘IHL'H |‘Ulvi“§:
and netfecrive. The Shadowguide is ultimately responsible
for helping the Storyteller keep the Shadow Drama on track.

Participating in the Harrowing

Besides her role in directing the psychodrama, o
Shadowguide should be allowed o take a significant role as a
participant in the nightmare ride. Probably, though, her par-
ticular role will not be as primary antagonist, since she is Ji-
recting the overall pcl‘fnl‘m;mcu of the 5|WL‘(II‘:1| cast. The
Shadow’s Archetype will often determine just what role it
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takes in a Psyche’s Harrowing and how involved it becomes.
Several roles are available for a crearive Shadoweuide; any or
all of them might be appropriate at different times during even
a single Harrowing.

* Tormentor Turnabout is fair play, and now it’s pay-

back tor

No one knows more intimately than the Shadow what really

||| || 105¢ TINnes TII\ II\I\‘\\ |1I‘ |L\'I.‘ Coastigation

gets o the Psyc he \‘lln] the ]'|‘|\\‘1\ or how to p\|~|! those
to I\'*T cltect
® Helper — The Shadow

survival depends on getring through the Harrow-

buttons

may realize its own

ing and may offer advice, help in the form of
Shadow Dice or even the use of Thorns that could be

These

latter might include Shadow Traits, Shadowplay,

ot assistance in the Psyche's current dilemma.

Shadow Familiar, or even
[)L'\'il.\ D;ll‘c

rime outside of (

1 helpfully sugeestive
form of and consrtiture the only
‘atharsis when some of these
powers may be used

¢ False Friend Naturally, the Shadow may
only be pretending to help, fooling the wraith into
making rthe wrong choices. It offers false counsel
to the beleaguered Psyche, tempring the Psyche
to make use of its Shadow powers

Shadow Dice

espec l.l”\
and thereby makes it much harder for the wraith
to escape unscathed from the Harrowing.

* Commentator — Nothing is more irksome than hav-
else mock your best efforts or simply describe

. Not only i

as it frantically seeks the solution

1ng someone

every action as you perform it S a 1Mmog |\I!'I'.1 tone

|I|\L'[\ O annoy Ihl‘ \\lhl‘
to the Harrowing's puzzles, bur mere monotonous repetition
annoying enough to rattle Shadows excel at

can be anyone.

this sort of verbal torment. Shadoweuides should heware of
the dangers of overdoing this particular role, which can quickly
alienate the p|.s\v|‘ rather than the characrer.

® Back-Seat Driver
ments, the

More than simply making com-
y .\1]\1\]\‘\\ Call I"rl 12TEeSs TO ag HI‘|J .hi\ ce JHJ \!\‘Hl‘llhl\
none of them solicited by the Psyche and most of them

coming alrer the fact with all the advantages ot hmdwitth

Some of these "1 told you so” comments may become so grat-

ing that the Psyche figuratively throws up her hands in dis-
]

gust and artempts ro deal with the Shadow rather than con-
centrating on the immediate problem. Narurally, this is wha
the Shadow hopes she'll do. Ir's so much easier to destroy a
distracted opponent. ...

a Shadow has a vested interest in

e Tattletale — Since

having its Psyche lose a Harrowing, it frequently gives the
Spectres involved the low-down on what frichtens the Psyche.
Furthermore, the Shadow often acrs in concert with those
Spectres to undermine the wraith's efforts to save herselt. This
allows the Shadow to take on an advisory role while it sits
back and enjoys the show engendered by its firsthand knowl-

L\li‘_\‘ ot Il‘.\' l\\\\ |!\"‘~ oreatest \\\':1|\|u‘~wm
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® Scorekeeper — Somerimes in the heat of the action,
neither players nor Storyteller have the luxury of keeping track
f the ups and downs or wins and losses involved in the H
rowing. As the scorckeeper, the Shadow takes note of the
Psyche's progress (or lack thereof), keeping a running tally of
her cains, losses and close calls. The Shadowguide’s notes on
p the Sron

T'L"” wamst I'll'_;hll' or ll)\\'\'l' rarget to \\\AI|'\‘ I]L\

these may he yreller derermine if the player must
Harrowing once the drama is through or if she
needs to roll av all. This isn't an adversarial role,
but rather a neutral one.

The

of her role as sc ”"-'I\""'i“‘] to '

Shadoweuide should never take advantage

".wa\ 8]

loctor the

favor the Shadow's cause and undermine the

|\\\\ IW\"*.

The Consequences

7{ ]n‘l'\‘ are Ill\n‘ [\H\IH\‘ conseguences to a
Harrowing: The Psyche emerges in triumph and
with greater confidence in her own abilities and
\(‘IIZ

SOME Wiy Ihl'nuuh the loss of |'\Ilu-‘

the Psyehe is beaten down and weakened in
Passions, o1
( OTPLUS; Or TIW\' Psy L'h\' s \IL"-II\ wed and cithen SLIC L\‘-l

I‘.!L E|

of these requires some response from the Shadow which is in

into Oblivion or transmogritied into a Spectre.

keeping with the Harrowing’s result.

If the Psyche wins hands down, the Shadow faces the

challenge of recouping its losses while trying to avoid the

Psyche's notice for a while. Most likely the Psyche is angry

with the Shadow for its role in tormenting her and might

Sudden Revelation

Wh‘, on earth would the Shadow ever help the Psyche
through a Harrowing?

QOcéasionally, a Shadowiseems to understand, almast as
if a sudden revelation has ¢ome to it, that the Harrowing
migh¢ result in its own destriction, driving it to help the
Psychie at the last minute. This insight mightioccur durifig
eRcHlarrowing, only to be cdmpletely forgotteh by themext,

Jo gimulate the ShadoW's'sénse self-présergation, $te-
fytellers may call for a roll on the Shadow'sPérmanientAngst
pdiffigul §78), Oneiigeess iSall thagisnegessary {6r aShado
o realize diag ifithie Psyche is destoyedigher cushiyiijob as
devil’s adyocAESaIs6 oven Some Aschetypes may Be more
prone tQ cooperate in their awn destruction (Manster or
sMattyr ) Whilgiothers'may have a/stronger sense efiself-press
Vervation(Leech on Child )y Storyrellers méy adjust the Hiffi-
halilry of thié revelaion#B1l accdidingly.
Oncelaware ofithe possibility ofgigs’ dissdlution, the
Shadow may decide wheghet or not to take actidns to pre-
serve itself.




even plan to Castigate her unruly darker halt. With this in
mind, the Shadowguide needs to work within the constraints
of [ll] \l'\ll\l‘}‘a \\Isl]r J]‘]‘(ull'ill'_‘ o f‘\' MOTre A \'wllmlnui.\l
1 session or two. Naturally, this doesn’t

ing and contrite for

actually have to be the case. Some Archetypes (such as the
Director or the Parent) might have the temerity to engage
the Psyche in a postmortem analysis of the Harrowing, point-

mg oul how the Psvehe could have bettered irs l\'lll'lilLHM\‘

(8] \LHHIU‘.: |l\.\ ton Nlli.h]}\_: |]1~||\|: L s1tuation i Ii]L‘ first |'|.H_\_',
The Martyr might complain that the Harrowing was too casy,
while the Leech may just complain.

A partial vicrory generally results in a weaker, more sub
dued Psyche. She has been through hell and paid dearly for
her escape. The Shadow may view this as an opportunity to

rake advantace of its Psyche's demoralization by seeking to

press any advantage vained in the Harrowing. Possibilities
include promising to help the Psyche betrer its chances in
furure Harrowings, o [‘Ll‘. that L-MH \'.L\ll\ ~\"‘|\u' o i".l”\']'l_'ki
Psyche into accepting whatever advantages it can tind to make
up for its losses. Again, the Shadow’s Archetype should indi-
cate the nature of its interaction with the Psyehe. The Fixer
or the Perfectionist may offer suggestions as to how the Psyche
can “improve” herself for the next go-round, while the Abuser
may seek to berate the Psyche into making a bargain with her
inner demon. The Freak or Monster Archerype may convinee

the Psyche that she deserved the “punishment™ of losing some

part of herself, eroding her already fragile confidence in her
own abilities. Conversely, regardless of Archetype the Shadow
may dispense with subtlety altogether and attempr o drive
the weakened Psyche into Cartharsis.

It the Harrowing results in the wraith's destruction, the
Shadoweuide may have one final moment onstage. Presum
ably, the Shadow has been working toward just this end and
now receives its reward — Spectrehood. The Shadow may
rightly feel entitled ro a mocking ery of victory (or a howl of
terror) as it realizes what it has become. The Shadowguide
should make certain, however, thar she does not step on the
toes of the wraith’s player by commandeering thar player’s
final bow or undermining the poignancy of losing the struggle

against Oblivion.

Dark Plfs

(e a— r) !1.\]'1‘-\']\\1.[.:\”\\‘Ifl”llE‘I\"l‘-"\.\.\\.'*\"ll]\'

thing to do with the Shadow. Every ac-
1'!‘!1.'\\LHI‘I“ll\\'\.\'\\'l\ \il‘.‘!\ \"E]\‘Fil‘llxt"

E|'m SE ATk HIL.\*LH'M' .\Il\l UEIHIF\M'\E 1‘\
her Shadow. Every use of an Arcanos can

bring with it a price in Angst, meaning
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that even the most basic of actions can be circumscribed by
the mere threat of strengthening the Shadow.

However, it’s also possible to work Shadows into much
more active plor roles. Just hecause the Psyche/Shadow con-
flict is an intensely personal one doesn't mean that the
spillover can’t impact other members of a wraith’s Circle.
Besides, who said that the Psyche is the only one a Shadow

wants to talk to!

The Shadow as Personalit

Just because a Shadow is a part of a wraith’s personality
doesn’t mean that the Shadow can't form its own relationships
with other Shadows — and wraiths — with whom the Psyche
comes in contact. Should Catharsis occur frequently enough, a
Shadow can even start to interact with other wraiths in a Circle
on its own terms, not on the Psyche’s. The Shadow may decide
to cultivate some of his Psyche’s Circlemates as friends, or at
least try to win them over enough so that they don't run for a
pair ot shackles as soon as it looks like Catharsis is a possibiliry.

Once a Shadow has established his own Jt'I.IIIHH‘hH' with
other wraiths, long-term stories and plots can be spun from
there. The Shadow may specifically targer one particular
wraith (probably one the Psyche is fond of) for destruction,

and use any rapport that develops as a means to the other

36 Shadow Plavers Guide

b AR

raith’s permanent end. Conversely, it the Psyche clearly
loathes another wraith, the Shadow could bend his efforts to
I!L'IE]”\L’ 1]\.\' \\[;H'Il \||L\\‘k‘\i “l\l to I'“% Tll\.' 1"‘\1]1\"‘ ose

in the fact thar his hated rival is prospering.

Loving the Other

A plotline that particularly daring Storytellers may wish to
explore involves having one of the characters fall in love with
another character’s Shadow. This isn't as far-ferched as it might
sound; after all, a Shadow can be witey, charming, seductive and
attractive. It's not beyond the realm of possibility that during a
Circlemare’s interludes of Catharsis (particularly with a subrtle
boaost from his own Shadow) a wraith could acquire first sympa-
thy, then affection for his companions Shadow. The smitten
wraith would of course start to resent his paramour’s Psyche for
keeping his beloved imprisoned, and might even start to look for
ways to bring the Shadow personality to the fore — permanently.

The brew is made even more potent if the wraith whose
Shadow becomes an object of affection had a romantic in
volvement with the wraith who falls in love with the Shadow.
Then again, if the lovestruck wraith has Fetters relating to
love that tic him to the Skinlands (say, a surviving widow),
the internal conflict between the old forbidden love and the

new one can be fertile ground for roleplaying. Don't think

(®

»‘j"“&




that the wraiths own Shadow is going to ignore such juicy
material, either — there's a great deal here for the enterpris-
ing Shadow to work with.

Of course, a wraith who has an attraction to a Shadow is
going to be in for a rough time. Should word of his perversion
get out, tl‘lc ‘\\‘i"lilh is |II\L'I\' o E“\_' l"\H“.IL'I'ZL'LL .I|\lls\'\l‘ l\i\]il\'
drageed off to a Pardoner for therapy, or worse, After all, a
Shadow sympathizer isn't a good thing to have around during
the war with Oblivion. Furthermore, the wraith himself is
likely to have conflicted feelings about his new-found ro-
mance, hindering his effectiveness.

On the other hand, there’s the question of how the sud-
denly beloved Shadow deals with a sudden surfeit of suitors.
A Shadow will likely be suspicious of any wraith who's nice
to her, fearing a serup or trap. The sheer lunacy of a wraith
falling in love with a Shadow should be enough to excire the
Shadow's suspicion — nao wraith in his right mind would be
saving kind things about a Shadow, let alone whispering af-
fectionate phrases — and thar suspicion can force a Shadow
into a reactive, rather than an active, role.

Once the Shadow realizes that another wraith is in love
with her, however, things can ger interesting. The Shadow may
arrempt to use her suitor to further her own agenda against her
Psyche, or she may be contented with simply destroying her
Wi !II]\]-I\' ]\l\ Cr. Th\.'rk‘ is JlN‘ |I|L' |‘\ I.\.\Il’liir\ of \.'n“‘.ll‘\\!'.ll'lnll ]\‘—
tween Shadows, catching the unfortunate wraith berween the
Seylla of his lover and the Charyhdis of his own Shadow.

There does remain, however slight, the possibility of a Shadow
not all Shad-

ows are incapable of love. However, such affairs are inevitably

somehow rerurning affection which is shown to it -

tragic, and likely to result in disaster for all parties involved. The
gap hetween Capulets and Montagues was nothing compared to

that between Psyches and Shadows when it comes to romance.

Gefi Plots into Shadoviy Hends

Just beeatise you want to run a plot/that centers on a
Shadow’s actions doestfemean that you should come-out
and annobunce that: Rather, the best way o g0 is to gét
todethegwith the Shadowguide who's 8ing to key the tew

plog@ind let her in on what's going on. AsSoofi as the play-

ers hear the word“Shadow,!_their characters start expect-
ing tre@éhery. However, if the players don'tknow that the
plot has a-Shadivy centergtieifcharactets’ reactions will
be'normal==and thus | ightinito theirShadows' hands.

Aftefall, secrecy isone of the Shadow's best weapons

Other Ideas

There are an endless variety of chronicle ideas that can
be centered around Shadows that don’t involve romance or
even friendship. Here are a few:

= ’-i'.l.';.-‘r'—.-"\' g " . -.)\ 2 N
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o — Finders Keepers: The Shadow wants something, and -!}

drives the wraith to find it. Maybe it’s an Artifact, mayhe it's a
Fetter that the Psyche doesn’t know about — the details are ir-
relevant. However, the fact remains that the Shadow wants some-
thing, and is willing to drag the rest of the Circle along — kick-
ing and screaming, if necessary — in order to go get it. This isan

instance where a purely internal struggle — the Shadow wants

something that the Psyche may not — spills over into the exist-
ence of the Circle as a whole. Afterall, if a Shadow hauls a wraith
off on a wild goose chase, his Circle has the choice of following
him or letting him wander off, perhaps never to he seen again....

o — Buried Secrets: There’s something the Shadow
knows, perhaps picked up in conversation with a Spectre, that
the Circle desperately needs. Mayhe it's something that the
Shadow overheard during Carharsis, and the Shadow won't
talk unless it’s allowed out and on top again. Of course, the
Psyche may have a few things to:say about his quore-unqguote
friends trying to urge his dark side to come our and play.

This sort of chronicle builds slowly. It starts with the notion
that the Cirele is missing some vital information, then inevita-
bly builds to the horrifying realization that only a Shadow could
possibly have the needed info. What sort of deal would a Circle
(or a wraith) be willing to strike with a Shadow in exchange tor
somerhing that the Circle’s Psyches obviously need so badly? The
price could be steep, or it could be permanent.

o — Spitting Image: The local Necropolis has welcomed
(well, not really) a Doppleganger, who's insinuated himself
into local life by serving as a clearinghouse for all sorts of
unsavory services. While that may be bad enough, the
Doppleganger’s real mission is something far, tar worse: to get
in touch with one or more of the Circle’s Shadows and go to
work, using them to further Oblivion's ends.

In stories like this, there are two levels of intrigue. The
wraiths may sniff around the Doppleganger trying to discover
what he’s up to. The Shadows, on the other hand, have the
ulterior motives of their putative ally to consider and perhaps
counteract. Even if they find themselves on the same side as
their Psyches, the Circle’s Shadows may not want to admit
that they were working with the Doppleganger. This can lead
to all sorts of subterfuge, as the Shadows try to elean up their
mess without letting their Psyches in on the secret...and no-
hody said that Psyches were dumb.

o _ Motive Force: The Shadow performs an act that
seems inexplicable — a murder, an assault, perhaps even a
oood deed — and then leaves the Psyche to puzzle out why. Is
the maneuver part of a larger plot on the Shadow’s plot, or is
she just trying to get her Psyche nervous? An enterprising
Storyeeller, in conjunction with a suirably creative
Shadowguide, can string this plotline out for weeks or even
months, piling up evidence that the Shadow was up o some-
thing, but never quite letting on what.

Then again, when the Psyche finally uncovers whart the
Shadow was really doing, he may wish he didn’t know....
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tyeian wraiths aren't the only ones with
Shadows. Each Dark Kinedom, through
the presuppositions of its populace, has its
own unique species of Shadow. However,
assuming that a Jade Empire or Karran
| Shadow acts in a manner identical to a

Stveian one is to make a grave error. Each
culture creates and defines its Shadows’ role to make those
Shadows something unique and culturally specific. The func-
tion and ambition of a Shadow from the Dark Kingdom of
Clay is very different than the function and ambition of a
Shadow from the Philadelphia Necropolis; a Jade Empire
wraith's p'o’s efforts to safeguard its mortal remains would he
incomprehensible to an African goredenna, who works inces-
santly to have its mortal existence forgotten.

In this chapter are explorations of the dominant Shadow
paradigms in several of the Dark Kingdoms besides Stygia. In-
cluded is information on the unique mindsets of each kind of
Shadow, as well as notes on perspectives, powers and ultimate
coals, Oblivion isn't necessarily what cach and every Shadow is
atter. Some h‘]\ & hl‘_'l]l‘l‘ B ‘JIN \\‘hil\.' some !]1]\ L& |\|\\'k'r.

The information in this chapter is not necessarily com-
]“l‘k‘h\'n‘-l\‘k" NOF 18 1 uny L'|\.|]‘ ll \l!’l“. I]("‘.\'\'\'\‘I" 1£'I"lrl'.‘~k']‘l[ ll“.'

Jominant Shadow paradigm within each culture of the dead.

Chapter Three:
The Other
Dark Kingdoms
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While not all African Shadows necessarily fall into the
goredenna pattern detailed here, odds are that any wraith that
a character comes across — or that a ]11.1\1‘1' wishes to take the
part of — will be part of that dominant paradigm.

arkness on fade: Shadows
e Yellow Sprins
by Ed Huang

M| s | vetioned to the familiar survoundings of
4l the family compound, 1 felt an almost con-

stant desire to wavel westward, My p'o was
screaming; | think the pull affected him much
more strongly than it did me. Good. It was
about time he suffered as much as I have.

A young man hurried past on a bicyele,
and [ recognized him as my great grand nephew. No doubt he was off
to lose move money ar a mah-jongg parlor. Trrning from him, 1 en-




teved the compound. 1 bowed awtomatically three times to the shrine to
the left of the entrance, but I didn't bother picking up the incense sticks.

Things have changed so much. I have spent too much time
attending to the matters of Empire, and not enowgh watching over
my family. The compound was sectioned off, so what was once
comfortable living for one family had now become cramped living
for almaost 10. Only one family belonged heve, and it was mine.
Perhaps if I had taken a more active intevest, rather than allowing
my adoptive grandson Che-Min to be watching over them. ..

I picked my way to the living voom. Once this was a spare
bedroom for guests, later used by my third son and his family when

he failed his exams into government service. The place was a
pigsty. In one corner was an electric box. Frown-
ing, [ examined ir. [ saw where the electricity
should come in from, but the box was silent
and simply gray. Something was wrong. Not
with the box, 1 realized, but with me. The
tugeing toward the west had suddenly got-
ten harder, and it pulled at me with more
urgency. [ knew somehow that it had noth-
ing to do with my p'o’s urges to patrol our
gravesite, to protect our body.
This...sensation...was closer, and vet it was
moving.

[ searched the house with some wrgency.
What was it? | knew the answer was within
these four walls. Frantically, 1 searched. |
knew this house intimately, having spent a
good portion of my life and amlife within its

walls. My first thought was for the safety of
my family, but no one was home.
It was then that I considered what
previously had been unthinkable. Beneath
the floorboard,, under the kitchen I peeked
in and peered at what should have been
our family treasures.
Nothing. It was bare. All of it —
the jade, the jewelry, the paintings (my
paintings!) — were gone. | flashed back
tomy amival. | saw in my mind's eve my
nephew’s urgency to leave, and the bulki-
ness of his bags as he struggled to keep his bal-
ance on the bicycle. [ realized then the howling
of my p’o was mad laughter. ...

The interactions between hun
and p'o are very similar to those
between Psyche and Shadow.
]‘lt‘\\‘&'\'('r. 1|1L‘ way \ll(_l') ilth'll'
acrions are treated by
f_']n\hll\f society at laree, as
well as the motives of and

power strugeles between

the two aspects of the
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soul, are much different in the Empire of Yellow Springs than
they are in Stygia.

In Chinese culture it is believed that there are two parts to
the soul of a person. The hun appears ina person during concep-
tion, and is the part of the soul that secks P'eng Lai — Paradise
(or travels to Oblivion to be reincarnated in a material form).
Balanced against it is the p'o, the part of the spirit that dictates
one’s physical needs and desires. Furthermore, the p'o is also the
part of a wraith that inhgrits the traits of the parents. [tis not evil
or sadistic, merely another aspect of the soul.

According to tradition, if the proper burial procedures are
followed, the p'o remains with the physical body, protecting its
corpse from being molested and warching over its descendants.

Simultancously, the hun travels on to its next destination. Each

part fulfills its function; everything is in balance. Neither parr of

the soul is betrer or worse than the other. Neither is preferable,
or can be labeled “evil” or “unnecessary.” They are two separate
and balanced parts thar creare a greater whole.

In the case of wraiths, however, the p'o and hun splinter
but do not separate. Whereas normally the p’o and hun would
sunder, with each achieving its goals individually, in a wraith
they are forced rogether unnaturally and must have a choice
of destinations: whether to try to scek P'eng Lai, settle in the
Yellow Springs, or allow Oblivion to overtake him in hopes
of reincarnarion. The p'o, however, knows on an instinctual
level thar they (the hun and p'o) should be doing cither one of
two things; they should either be protecting their late physi-
cal body, or embracing Oblivion to be born again in the
family’s offspring. This dilly-dallying in the Underworld is,
according to the p'o’s viewpoint, unnatural. Being a creature
of instinet and nature, it will do its best to end this improper
situation. In other words, the p'o’s urge toward expediency
and purpose is dedicated to removing the wraith from the
Shadowlands, one way or another.

There is no way that the hun can convince the p'o that
Oblivion should not be their shared and ultimate goal; in the
eyes of the p'o, anything else is unnatural. Dialogue with the
hun and circumstances may convince the p'o to delay the coup
de grace, but it will never abandon the notion. While ulti-
mately selfish in its wants, the p'o is not a survivalist. It is

strictly goal-oriented.

The Poand Travel

With the strong connection a p'o has to its mortal body,
travel throughout Zhongguo can, be more complicated than
one might think. As the p'o will not want to leave its re-
mains, any extended trip involves a contested roll of Will-
power against Permanent Angst; should the p'o win it acquires
two points of Temporary Angst. Furthermore, for the entire
time the wraith is distant from his corpse, the p'o will badger
him relent |g'\\|\ to return and assume }_:l;:mli;mnhlp. This roll
must also be made for each month the wraith spends away

from his body, so extended sojourns to the lmperial Palace or
occupied Nippon are not pleasant for anyone concerned.

During Catharsis on the road, a p'o’s first concern will be
to return to the site of its remains. It doesn't macter if fulfill-
ing this urge means abandoning a current dury, forsaking trav-
c]il'lj_: companions or any other behaviors that might have
unpleasant repercussions; the p'o must see to its hody.

There is an upside to listening to the p'o. Whenever a
hun gives in to its other half's entreaties and spends at least
an hour watching over its remains, the p'o gladly relinquishes
a point of Temporary Angst. However, this should not be seen
as a system for random Angst reduction; make too many vis-
its to the body and the po gets greedy. If the Storyreller feels
that a wraith is abusing this method of dealing with his p'o,
she can insist ona Willpower roll (difficulty 6) before he leaves
the vicinity of his corpse. No matter what, the wraith will be
allowed to leave, bur a failure gains the wraith an Angst point
and a botch produces three.

Guarding the remains of its mortal shell is the p'o's pri-
mary dury. Assuming that there are remains to guard, the p'o
will manifest the Dark Passion: Protect My Body and See
That It Is Treated with Respect. In most cases this Dark
Passion emerges from life with the wraith; in rarer cases it can
take up to three years for the p'o to achieve this focus. How-
ever, this is never less than a three-point Dark Passion.

Cremation of the body frees the p'o from this duty, as
does the acr of scartering the carthly remains, Should either
of these be performed (with proper respect, of course) the Dark
Passion should be considered to be Resolved.

In addition, because of the tight-knit relationship that a
wraith has with her own descendants, her p’o may never have
a Dark Passion that in any way calls for harm to or the de-
struction of the living family. The postmortem family is fair
game, but those among the living who are still honoring a
wraith's remains are sacrosanct to the po.

The one exception to this rules comes in the case of de-
scendants who have been grossly negligent in their duty as
regards honoring the dead. In this case a p'o is obligated to
take the Dark Passion: Avenge the Negligence of Your De-
scendants.

PoPeople Got No Reason...

aka. Shadows in Society

Chinese wraiths, like their mortal counterparts, are some-
what repressed by modern American standards. This doesn’t
mean they don't socialize, but rather thar they give some
thought to not revealing intimate derails about themselves to
passing strangers — or even good friends.

This reticence is understandable, hecause one of the
touchstones of Chinese society is a love for discussing some-
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one else’s personal life in intimate detail (preferably with the

other person absent, of course). The speed of information
among these incorrigible gossips is startling. A fact known to
only a couple of friends will spread through an enrire social
circle in days, and faster if the “secret” is scandalous. What
one family member knows, the whole elan will probably know
within hours. Furthermore, during these information ex-
changes, while the cood is often stressed and mentioned in
wossip, it is the bad that gets repeated endlessly.

With this in mind, it must be stressed that the interac-
tion between p'o and hun is one of the most intimate rela-
tionships one can have. Problems with your p'o are rarely, i
ever mentioned, for fear of the social consequences. Inability
to deal with one p'o is seen as a weakness, and any weakness
is inevirably seized upon by gossips and rivals.

This overhanging threat of social repercussions gives a
wraith much in the way of motivation to keep his interac-
rions with his p'o very quiet. Far more so than in a Western
setting, the loss of face can have a profound impact in the
Yellow Springs. Position and rank, both in the family and in
Imperial service can be determined by how much “face” you
show, and an embarrassment generated by problems with one’s
p'o can be particularly damaging to political aspirations. Af-
rer all, such a...concern demonstrates a lack of self-coneral.

TI]\'I‘L'

Here, a wraith is expecred to deal with any problems with her

are very few Pardoners in the Kingdom of Jade.

p'o on her own. A trip to a master of Castigate is an admis-
sion that one's p'o is out of control, and a demonstration that
one is too weak to keep one's p'o under wraps will surely be
taken as a glaring weakness by one’s enemies. Even worse,
problems with the p'o are often considered to be a harbinger
of corruption in a wraith, and a wraith whom rumor associ-
ares with p’o-spawned difficulties will often find himself os-
tracized.

VHM‘ S0 l\'l:li l]k.‘\.'\i 1.|'1' \\.'h‘*ll”!l'l\‘[lt\ \IU\W IIl.I]\\‘ o [1.in\
joh much easier. It's much simpler to attack a vietim who re-
fuses reinforcements, after all. However, because a wraith is
unwilling to show his problem, that doesn’t mean that meddle-
some wraiths within his clan won't interfere on his behalf.
Such help, while often needed, is not necessarily appreciared.

As a’countermeasure against their p'os, most Chinese
wraiths learn at least the basics of the Way of the Soul. Use of
this Arcanos is limited almost exclusively to private moments.
In the Yellow Springs, it is not better to have struggled and
Again, the
appearance ot control over the ,'fu is almost more important

won than to seem invulnerable to base emotions.

than the actual control itself.
A wraith should not necessarily despair if she is unversed
in the Way of the Soul,

there are many “c

though. In the lands of the dead,
loctors™ who will prescribe medicines or ap-
|*|\ m'u”t'\ Or massages to protect a \\'I';Iirh against Ihc \\'hl\-‘
pers of her p'o. These cures have various levels of effective-
ness, depending on, among other things, the abilities of the
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“docror,” the wraith's faith in the cure and the materials in-

volved in the treatment. Indubitably, the most effective
method of taming the p'o is the use of custom-made True Jade
Artifacts, which are draped on the wraith'’s body for the dura-
tion of the trearment. In extreme cases, the wraith must wear
the jade amulets for days, weeks or even monrhs, which is
both ostentatious and a sure sign that she's having p'o trouble.

System: At Storyteller discretion, if a wraith goes to a doc-
tor for help with his p'o, the doctor rolls N
(difficulry
niques. The wraith then rolls Willpower (¢
Angst). It

number of Temporary Angst points equal to the number of suce-

fanipulation + Occult
1) 1o convinee the patient of the efticacy of his tech
lifficulty of the plo's
permanent the wraith succeeds, he may subtracr a
cesses the doctor achieved from his p'o. If True Jade Artifacts are
involved, the difficulty on all rolls is reduced by rwo.

In the case of a failure on the Willpower roll, the p'o
gains a single Temporary Angst point. A horch produces an

Angst gain equivalent to the number of failures the doctor

had on his initial roll. Furthermore, in cases like this the doc-
tor may prescribe the wearing of Trae Jade, to tame and pin
the p'o until such time as the wraith can regain some sem-
blance of control of himself. If the doctor fails his roll, the
wraith must still roll Willpower. Accidents do happen....

Note: While

very effective, it can also get quite expensive.

this sort of treatment can occasionally he
Also, if a wraith
is seen making repeated visits to a doctor, the damaging whis-

pers start immediately.

True jade Amulets

Amulets and charms of True Jade fimscribed wlth
charmsjagainst thelfplo, are the surest defénse a wraith'of
the Xellob Springs hasagainst his other half W hile costly,
such amulets will give reduce a wraith’s diffieulty by two

inallolls relating to his p’o,

Just rtémember that all Artifacts mus€be lieénsed,
andl that there are taxes that must be paid. Flitthermore,
wearing Irue Jade is an invitation to bandits, andiwho
knows what the neighbors will say about8omeone whos
wearing 0 manysamulets?

Doctrinal Views of the Po.and Aum

As a whole, the denizens of the Yellow Springs were a

mystical and superstitious lot in life. The fact that the afrer-
life they all found after death is suspiciously like all the old
stories does tend to reinforce these beliefs, transtorming a liv-
ing human’s superstition into a wraith's unshakahle convic-
tion. While there are different regional beliefs that vary from
rown to rown nor ro mention provinee by province

there are a few basic concepts of the hun and p'o that are




more or less universal, Below are o few notions as to how reli-
L:il"l\ j‘]”ll“\‘l‘l]\'r\‘ 4 bl '\\\‘H As WIse women w |||T TOO MUC ll rnme
on their hands, explain the existence of the p'o.

None of these views are exclusive. Eastern philosophy is
a buffer rable of different beliefs and ideas. Most pick and
choose what they want to believe —and then believe it [t is
possible to be a Confucianist, Buddhist and communist all at
the same time. In fact, it is not at all uncommon. With that
in mind, the doctrinal notions of hun and p'o can be inte-

Y
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grated in fascinating ways. As to who's right, well, that's still

open to \lx‘l‘di\'.

Confucianism

Confucianism isa |1h||w.\x ~}\lm.|l system founded by the teach-
ings of Confucius (351-479 B.C) ak.a. K'ung Fu-tzu. This sys-

tem of thought has dominated sociopolitical life in China since

l’/‘/S"

\\{

the philosopher’s death, and almost all exams for governmental
positions have been hased on the examinee’s knowledge of Con-
fucian classics. Furthermore, at its inceprion, Confucianism was
vague in such a way thar it blended smoothly with all of the
disparate religious beliets of the time, while instilling a strong
and distincet moral code inits followers.

In essence, Confucianism is a way of approaching your day-
to-day activiries in order to achieve a harmony with both your-
self and the society around you. Afrer all, humans are social crea-
tures, and sociery is what separates humans from beasts

In Contucian teachings, one achieves the harmony by
following li, or social rituals that convey your respect for hu-
manity. This means that one should show patience, sincerity,
ll}‘L'\llt‘I]k'L'. :ilhl .‘\M\HIH .I|\\;1\:\ |l|||||| \‘“L"\ l\l‘l!qu 1ONS. [:ill'Ill'
nately, Confucianism also takes time to outline those obliga-
tions. The most important ones are those between parent and
child, employer and employee, and ruler and subject. All of
these relationships follow the same paradigm: The “greater”
member of the relationship provides an example to those un-

der him, for it is natural for people to imitate those ficures

\ A who command respect.
/ With pracrice, and by always acting inaccordance with
[l

b li, one eventually acts in proper fashion instinctively. Once

i \
N
L

)
~
”\ \ ‘ such a state has heen achieved, a person’s narural inclina-
Z | tions are in harmony, which is all to the good. Proper behay-
ior is performed, while improper behavior is eliminated. This
state is called jen ,which is the highest level of moral develop-
ment that a human being can achieve. Once everyone
achieves jen, then the world is ar peace, order abounds, and
the |1.|II|M|I1\ between the natural and the social .\i\]n'l'\‘\ [Ce

sults in marerial well-being for everyone.

Dealing vith the Po

Confucianism relies on the use of [ to control the de-

structive urges of the plo. If one rigorously follows the various

Chapter Three: The Other Dark Kingdoms




rituals of everyday life, there is very little danger of the p'o
heing able to force the wraith to do anything that contradicrs
proper behavior. Afrer all, the p'o only wants to be in its proper
place, so it has a difficult time arguing with a hun concerned
with acting correctly.

|11 IIW‘IJ\'I'!I |‘\\\|1\'||";IL.WI rerms, IIII\ can I\ \ll’TiIT\‘\l das

something akin to conditioning. By accepring the supersti-

tions, customs and rituals of society, the wraith forces his plo
to play within the boundaries of established metaphysics. Es-
sentially, the p'ois compelled ro play by the traditional rules
of what is and what isn’t done. Even if the p'o can somehow
convinee the wraith to consider various improper actions, in
theory the observance of If prevents the wraith from acting

out any of the more radical ones.

H;\Imm”\. the wraith can balance her hun and plo through
the continuous use of rituals. Most wraiths concentrate on
Itluw Customs lh‘H EH\U'\\' social interaction, \llL']I as lI'LL‘
grecting of a guest, the offering and exchange of gifts and the
respectful, though shrewd, banter in the markerplace. True
masters of the use of li, however, know the value of usine ritu-

als to cater to the needs of the ]J‘-‘: bribing it as a way of dis-

tracting it from its long-term goals. Such rituals involve, for

example, bodily needs that a wraith no longer has, but which
the earthy p'o misses. Some examples include Japanese tea
rituals and traditional Chinese wedding banquets or even more
simply, dinner. While the acrual ceremony per se cannot be

performed by a wraith in these cases,

14 Shadow Players Guide

. (‘};, e "#ﬁr pid

ey

The P o' Views on Confucianism

The plo’s view of Confucianism is less hostile than one
might expect. Confucianism stresses the importance of fami
lies, which jibes nicely with the p'o’s agenda of protecting
the hody and achieving one's proper place. The honoring of
ancestors and the filial duties practiced by both the living
and the dead are things to be commended and respected, from
the p'o’s perspective. However, the p'o also knows how sin-
cere the hun's acceptance of these beliefs is in truth, and it
has a few issues with that.

While the hun may claim to honor Confucianism'’s tradi-
tional beliefs, the p’o realizes that the hun'’s piety has very
little to do with family and a lot to do with the balance and
distribution of power. Those who follow their family's wishes
do so, not from a sense of duty, but from a concern over their
status in the family and a healthy sense of ambition. Many of
the elder wraiths of the Yellow Springs have long since given
n;"‘.utn‘ll concern for their oftspring, ¢ laiming that the young-
est generations of both living and dead are so alien and disre-
spectful. In addition, after a while, wraiths just start losing
track of who the by-blows actually are. One’s family’s offspring
are still important in an abstract sense, because they can help
determine how much status your family has. However, the
L\‘l”lll\‘\" }_’IV\lel"_’I\‘;II‘:I:!I]\'\|I|i\]|.‘--[| |'|1|'l.‘|\ ||.|\lk A face ora

personality to a wraith who's dwelled in the Underworld for




LTI
centuries. In these cases the mandated Confucian relation-
ship becomes a charade, and while respect is forced from
vounger wraiths, older ones do not necessarily reciprocate by
setting an appropriate example.

This inherent hypocrisy rarely discourages the plo. Rather,
the p'o sees this sham as an opportunity, and concentrates on
the corrupting its hun despite his adherence to ritual — as-
suming, of course, that adherence is salutary and not evidence
of true piety. Even in the closest adherence to tradition there
is still corruption and there is still greed, assuming one fol-
lows tradition without understanding why. Oblivion is never
too far away for those who blindly follow the motions of Con-
fucianism while blithely feeling that mere robotic ritual is
enough to keep the plo at bay.

However, those who truly believe in and master the te-
nets of Confucianism operate in some harmony with their
plo. It is possible (though not easy) to make the p'o see that
its instincrive desire to protect its offspring can be fulfilled by
protecting those wraiths who belone to the hun's family, as
opposed to the forgerful living. This arrangement, should hun
and p'o be able to reach it, has several advantages. The p'o
finally has the recognition and respeet it deserves, as well as a
more active role in the family welfare. Simultancously, the
hun can concentrate on its wraithly business without quite so

much interterence from the p'o.

& Confucian Pos Views on Corfucianism

Sﬂ THE HUN FOLLOWS THE RITUAES AND SEEKS TOSKEEE ME AT BAI'WITH
LLAND HOLLOW OBSERVANCE?. S0 1iE“ATTEMPTS 0. FEACATE ME'S( MUMBLING
WORDS OF PIETY AND TOTING UE HIS OFFSERING-UIREZRHEY ARE LIVESTOCK?
THIS, HE CLAIMS, 1S THE WAT 70, /6. FAIS 18- WHATSHE ZHINSS 15 BALANCE,

FKNOW BEPYER.

Now AVEREME TRULCEIOLS, WERE HIS ATTENTION T0°HIS DESCENDANTS
AND DISFIATS O RESTRGH SINCERE, THEN Twoutd, 5t MoswSATISRED. | no yor
SEEK CONFLICT WITHADF. IAMEKERL-ISH HIN T0 ALLOW-ME TO FULFILE MY
DUTIES EVENAS.4E FUIFILIS:tiS. THiS, HOWENER, THIS MOCKERT OF THOSE
THINGS THAFCALLAMENIGHT AND DAY — THIS ASAN INSULT, | SHALL NOT BEAR
IT.

HE stk BE-TAGHT Resrecr. Tris/100, 1s A DUIY.

Buddhis

The founding of Buddhism is ateributed to Siddharcha

Gautama, the Buddha, or Enlichtened One, who lived circa
560 to 480 B.C. Buddhism has its roors in Hinduism, and the
first trickle of missionaries for this new faith made their way
into the Jade Kingdom during the first century A.D. How-
ever, Buddhist wraiths had not started appearing in great num-
hers in the Yellow Springs until the third century A.D., when

they suddenly became a major threat to the Emperor’s reign.

<htm-

It was the tremendous influx of Buddhist wraiths that finally
convinced Yu Huang to construct his own version of hell, so
as to control his increasingly restive Buddhist subjects.

What exactly COMPrises liu‘ Ulm}"vlu lv.ullin‘_‘_\ of Bud-
dha is a matrer of contention, and the mystery is shrouded in
two millennia of historical contradiction and misdirection.
However, the central docrrines of the Four Noble Truths are
:!ll'lll"\l LIy L'|\\§|“\_' ;l(‘l\n”\\'l‘.'Liuk'\.I,

The First Noble Truth is suffering. In other words, every-
one, whether human, animal, wraith or other supernarural

being, is caught up in samsara, the cycle of rebirth and rein-
carnation, Samsara is a maze of sutfering and physical exist-
ence where one’s path is derermined by one's karma (actions.)

The Second Noble Truth is that sufteriny has a cause.
The cause of suffering is desire, or the craving of material things
in a material world. By desiring things in the “physical” world,
one becomes tied to that world and the changes that oceur
within it. As a result, one suffers.

Ihe Third Noble Truth is thar suffering can cease. The
escape trom the constant trauma of reincarnation and suffer-
ing in the samsara is called Nirvana.

The Fourth Noble Trurh is thar Nirvana can be reached
by practicing what is known as the Eighttold Path. Following
the Path requires changing one's existence to revolve around
certain ethical and disciplinary ideas, to train in the arts of
concentration and meditation, and to develop wisdom as a
step in the eventual achievement of enlightenment. The cight
paths that comprise the Eightfold Pach include: right views,
right intention, right speech, richt conduct, right livelihood,
right effort, right mindfulness and right concentration.

Buddhism is not an evangelical religion. While Buddhist
priests are more than happy 1o discuss religious marters with non-
Buddhists, there is no active recruitment or attempt to coax out-
siders into the fold. Buddhism is not exclusionary, allowing it to
be adapted to coexist with whatever religion you may believe in.
Most Buddhist teachings are personal in that you have to decide
for yourself how much you wish to be involved.

Buddhism and the Po.

Buddhist doctrine provides for two main views of the p'o,
as well as thousands of splinter opinions. While the two schools
of l|mll}_'|1l run counter to each other on several levels, there
is no conflict or open debare between the two. Time will sim-
ply prove which is correct.

The first prevailing opinion is that Yellow Springs is the
soul’s final stop before achieving Nirvana. At this point, the
only thing preventing the soul from achieving Nirvana is the
plo, defined as the part of the soul which desires and secks
samsara. Oblivion represents the entire rebirth process, one that
represents a step backward for any wraith who has already

reached such an advanced stage in spiritual development.
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By foltowing the Eightfold Path, by denying the plo
through meditation and what can be best described is goad
living, one finally triumphs and casts the plo aside. From here,
the vicrorious soul journeys into Nirvana, :I'lhlliun:!lrh. the
{'.l' s \\'lll']\.‘ llil\ I-‘C\.'ll \\.'l-\ SLCC L"'\“Illl i |“I'in'_j||1\_: SAmsard to
the afterlife. According to those who accepr this notion, the

entire sociery of the Yellow Springs is a dark mirror of

/|:n|u'_f|\n.

Perhaps it is hest that way.

After all,

attaining Nirvana was supposed to be easy.

no one ever mlfxl

Chis school of thought reviles the plo and seeks to deny
it in all forms. However, its followers tend not to be very sood
at keeping track of their Ferrers. Such wraiths do not even try
to make conciliatory gestures to the p'o, preferring instead to
find a way of separaring themselves from any urges ir recog-
nizes as part of the samsara. The urge to protect one’s Ferrers
(and tollow any Passions related ro the Skinliands) is unmasked
as the workings of the p'o. As a consequence, such wraiths
actively neglect their Ferrers and Passions, often with disas-
trous consequences. Faced with total abnegation, the p'o feels
no compunctions about fighting dirty.

Followers of the second school are o bit more pragmatic,
knowing thar they are in real trouble. A Tand where one might
accidentally ger melred down into white jade for all ererniry
is about as far away from Nirvana as one is likely to get,

Tn i|u‘~v “Ihlx”l!\l\ lllk' [’.ll Jt WS NOT represent samsard, !‘lll
rather the only thing holding them back from reincarnarion.
Oblivion is not reincarnation. Oblivion is. ..oblivion. Nothing-
ness. It is not reincarnation; it is destruction. Existence in the

Shadowlands is a horritic detour from the soul’s real journey, and

Abucddhist 208 Views on-Biddhism

There are Anties and obligations that pne Aas to pne’s
framity. There are cravings and Aesires that mnst be satis-
A _tieen hse. pvee T RimannJE Vs ensy for my Aunto evax
poiERBINE the [rAICERE Bfthe (Lesh aridBhetetit s Achieve
Vlirbasea, ‘nt to Aany Aesiré, to Aewy Sbiildray this is o
esy eistence. TKORRT Abnial TBiheiiir s qonlyit is bnt 4
Simgile matter form.c (o finish u9 dntics nnditoitend the
Vs COIEh se tnto Oblivion,

The reality of the SitwAtipn is that chile BnAAkist cyraiths
daim to be on_the road to Vlirvann, the Cizhtfold Path is
insgoo ssiple B, followy v the Y ellooh Lprings. They stunble;
they Allstumble, A5 to b traty mceufut b, (ollorving the
Pt rtnst Acrpeversel (-Acfense, Vidmatier cvinl'y ioly
mdn’s thepries ﬂf this ﬁfﬁerﬁfe and its Phrgsse mfgﬁt e, he
Cp i LESELL figFit tosth avd élacy b proteet Histsel { froud Vibler gt
twher push comes (6 shove. J mid sy ki menke sure of that,
evert if 0ir Ampssfivished i bvere othersvise.

A A sothey Ab ot find the Cightfold Path, b

. cAnSEitpe Arehere, gl pve solllnnt surreiler.

it is every wraith's ealling ro end this side trip as soon as possible.
Reality demands that it is necessary to use karma (defined by
these wraiths as one’s actions) to escape from this nightmare ex-
istence rejoin the normal flow of samsara.

['hen again, it may not the p'o holding the wraith back
from reincarnation. It could be the hun, as obviously the
wraith's Fetrers and Passions still mean something. Those at-
do nor allow a

rachments, if not renounced (or Resolved)

wraith to move on from the Yellow Springs. In the end, if the
hin dominates the shared Corpus of the wraith, it is the hun's

karma that will have to resolve the predicament that the

The

at all, no mateer how much the hun mighr like to blame it.

Shadowguide Strategis in the Jade Kinedom

[here are several LIJ h.'l'cl]l strategies one can use in playing a

wraith finds himself in. o has nothing to do with that

p'o ina Jade chronicle. The key thing to remember is to rake ad-
vantage of the societal L|lm'l\~ and rraditions as much as possible,
hiding your activities under the hanners of acceptable hehavior.
Whereas Western play tends to focus on modern problems, Far
Eastern play tends ro have a much more traditional flavor, and as a
p'o guide, you can make those tradirions work in your favor,

[nstead of having the hun tocus specifically on you, your
motives and your desires; play the wraith off against his di-
vided loyalties. Country, family and friends will all tug him in
differenr directions, and by ;‘|.|\ ing up his obligations in first
one area, then another, you'll drive him mad. Try to set up as
many conflicting goals and motives for him as possible, while
making sure he knows he's obligated to follow through on
everything you trick him into doing. Then, when he’s wound
into a rizzy, remind him of your obligation to protect your
grave and body. [t may be just enough to push him over the
edee — or to get him to do what you say

One important thing to remember about the Kingdom of
Jade is that here, the word “family” is actually inrerpreted very
loosely. The average postmortem “family” resembles a politi-
cal entity more than an acrual generic bloodline; new mem-
bers are recruited based on talent and wealth, while unwor-
thy blood descendants may find themselves disowned. This
makes for a vibrant and competitive “family” setting, which
can provide fertile ground for a cuniiing p'o.

While & p’o may not have active ties with a group of Spec-
tres in his immediate area, he doesn’t need them to wreak
suitable havoe. Often, a p'o will conspire with other p’o from
his tamily, always with the ruin of the hun in mind. By gossip-
ing with other p'o, a wraith’s dark side can pick up quite a bit
of usetul intormation. The juiciest bits, the p'o can leak 1o
the hun — adding details and highlighting pertinent infor-
mation about the family’s history and current politics.

Don't be afraid to blackmail the hun with details of her past
or present personal life. Learn to trade for small favors; it's surpris-




ing how many rimes they'll make a “harmless” swap for a moment’s
eratification. The hin has more to lose than vou do, (after all, she
is in charge) so don't be atraid to push your advantages. However,
..l‘ 'H‘l \i\: VOur own grave, -Hh! ‘l‘ ‘H.‘ \ll‘\”\\\ Vour own |4|||||I\ \\IHIL'
putting your hun back into her place. Some things are beyond the
pale, even for a p'o. Destroying individual family members is ac-
ceptable; destroying the family as a whole is not.

The p'ois a physical and earthy part of the soul, and this
cannot be overemphasized. While you are not as conniving as a
Western shadow might be, you are more forceful and stubborn.
Still tied into the physical world and physical sensations, you are
relentless in the pursuit of conerete sensuality. If your hun allows
you access to the physical world, you are much more likely o
cooperate with his requests. However, in the end, the him is keep-
g you from doing what you need to do, and it must be subdued

in order for you to perform your charges properly.

New Merits and Haws

improper Burial: (2 point flaw

Your bady was improperly buried. It doesn't matter

whether it was bad fene shui or your corpse was dumped into a
mass grave; your p'o is still going nurs. Something must be

done, this shametul state ot affairs must be rectified and some-

one has to pay for the indignity, otherwise you'll never get

o T~ :

£ }Q\‘k\\\\\\\\\‘.\‘.\
l‘ \ 3 . Y 3

—
e ——

\V] ¥ =
TR e

any peace from your p'o’s naggings.

For wraiths with this Flaw, all Harrowings have the same
theme: improper burial and its hideous, soul-rending conse-
quences. In addition, an Improperly Buried wraith’s p'o has

its difficulty reduced by one on all Catharsis rolls.

’
Kueipo: (4 point flaw

Your p'o is actually a mindless, ravening kuei. When she
takes over, she almost immediately goes into a rending, tear
ing frenzy. Even your appearance becomes savage and bestial.
As the Imperial army’s reaction to rampant kuei is usually both
swift and harsh, if your p’o comes out at the wrong time you
could be in a great deal of trouble. If you have this flaw, you
need either a safe place to be locked away during Catharsis or
some friends in high places to keep you trom being hammered

into White Jade the next time your p'o comes out to play.

Exceptional Burial Site: (3 point Merif

You have an exceptional burial site, one with superb ferg shud. It
.HI\"!!H'I‘_‘ Vour f‘.“ seems more content ”W.IH JH‘.II]]”‘_’ \'i“‘\' 1S 1"%
has been taken care of, after all. Ir 1s nor as msistent as an average
wraith's p'o is about the safety and well-being of your physical re

mains, and it actually leaves you in peace a good portion of the time




IS
{0

=

T

You can be destroyed by mortals through the use of saliva
and blood. You flee ar the sound of firecrackers. Mirrors turn you
away. In other words, you have all the vulnerabilities of a kuei

without being a mindless ||.||'1Wi113_'x'1' of chaos.

See Dark Kingdom of Jade for more information on kuei
and their weaknesses.

4 Shadows in the layed Land
by Tim Akers

[ I]'IL' heart of all :\‘\'\L).illlul'i\'ill‘l L'Mhl]ll‘l'

ogy is the concept of duality. The forces
of Light, Life and Fertility stand arrayed
against Darkness, Death and Sterility. In
this paradigm, however, these are not
forces in conflict. Rather, they are oppo-
sites working in conjunction for the bet-
terment of all. Reality is seen as existing in a state of flux,
with this world and all its inhabitants dwelling in a continual
process of change brought abour by the two balanced sets of
forces. T 1ll~ creation is E‘ll'[ One in a series Uf- IL‘.\\&‘I' creations,
all leading roward the creation of a perfect world.

In this process of worldbuilding, the various dualities act
to hone creation itself, building up reality and then tearing it
down in the quest for perfection. One or the other of the
extremes might achieve a temporary superiority, but then a
resurgence of the minority inevitably brings everything back
into equilibrium. The ancient Aztecs, Mayans and Toltecs
saw this alternating pattern of domination in the world around
them in everything from the changing of the seasons to the
cycle of a human’s growth from helpless infant to self-suffi-
cient adult to weak old age. They characterized these forces
of Life and Death, Light and Dark, as gods
they gave them were Quetzaleoat] and Tezeatlipoca.

Quetzalcoatl: The feathered Serpent

Quetzalcoatl’s name means “Feathered Serpent

. The names that

Jand in
his day he was the personification of everything good and
life-giving. He was the Morming Star, which guided the sun
the Lord of the Winds, who

into the sky. He was Ehecatl,

brought the rains to feed the crops. He was the protector of

all things that grow, and was symbolized as a source of ferriliry
and life. In addition, since disease was thought to be an aber-
ration of life brought by wind, he was thought of as a spirit of
healing. Quetzalcoatl’s very breath brought life and beaury to
the land, and he was tied to spring and the harvest. All art

Shadow |’|ayer's Guide

A Questiorof Cosmology

Stygian researchers have attempted — with limited
success — taiteconcile the Mesoamerican canception
of Life and Death with their own experiences. A school
ofthought currently in vogue holds that the Quetzalcoat]
~ Tezcatlipoca duality is simply another way of explain.
ing the Triatpbuethis opinion is hardly universal. Other
voices ¢ldim that the two feuding forces were merely
powetful bgings or éven just powerful wraiths.

Thissquabble is limited to the-back rooms of Stygta’s
dustiest librasiés and aeademies. Even the participants

in the debate agree-that they're arguing over something
that's ‘essentiallypointless, and that the finer points of
the cosmology of a society of wraiths that has essentially
vanished is'of litele importance.

They have no lidéahow wrong they are.

was dedicared to him, as it was considered to be simply an
unfolding of his spirit made material.,

Toltec
[\\’\ll\lt‘, a great ¢ 1\'i|ii.lii\'ll which prec \\lm\] the Aztecs. It was

Quetzalcoat] was strongly associated wirh the

believed that he founded their race and gave them superior-
ity over all the people of the land. Under his loving hand,
they built a areat empire. Unfortunately, Mesoamerican cos-
mology does not allow either of the grear powers to maintain
dominance for long. Quetzalcoarl was disgraced in the house
ot the gods, and consequently was exiled. He threw off his
robes of quetzal feathers and marched east to the sea. There
he boarded a rafr and sailed away, vowing that he would re-
turn to overthrow Tezcatlipoca and bring the universe back
into order.

During this period of exile, Quetzalcoatl continued to
influence matters in ancient Mexico. Exiled, however, he
played a minor part in the pageant of life. His nemesis,
Tezc: nlipnu became the central force in the land. The bal-
ance had shifred the other way.

Tezcatlipoca: The Smoking Mirror

He is the Evening Star who crushes the sun under his

foor and drives light h'um the land. He is the trickster, re-
sponsible for the wound that keeps the earth monster on the
surface of the sea, and it is because of the wound that
Tezcatlipoca inflicted that humanicy must sacrifice its own to
sate the monster’s hunger. He is a deformed beasr, cruelly
twisted by his own corruption, and since Quetzalcoatl’s exile,
he has been dominant force in this kingdom.

His very name means “Smoking Mirror,” symbolizing the
A priest would

stare into a smooth obsidian mirror until he fell into a trance.

method by which he spoke to his subjects.
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Upon entering this meditative state, the priest would see

smoke rising from the mirror. By studying the plumes of smoke,

the priest would be able to discern the future, sometimes even

seeing visions of things to come.

Tezcatlipoca is not a simple force of destruction, wan-
ronly slaughrering the innocent and laying waste to the land.
Such simple destruction offers him no enjoyment, for
Tezeatlipoca is a subtle god, With the exile of Quetzalcoatl,

Tezcatlipoca was free to rise to power, in accordance with the
natural course of things in the cyclic cosmology of
Mesoamerica. But Tezcatlipoca was not content just to sim-
ply be a cog in a great machine, knowing that inevitably the

Feathered Serpent would return and crush him. He was de-

termined to break out of the pattern and strike his own path

.

across the sky, even if it meant tearing down the universe to
L{‘) h18 1

As the master of mysteries and the oracle of the
Mesoamerican people, Tezeatlipoca knew when Quetzalcoatl
would return to land berween the waters. Soon, his mortal
subjects were asking him for the answer. Tezeatlipoca com-
plied with their request, revealing the month of Quetzalcoatl’s
return as well as the method. Quetzalcoar] would arrive, he
ANDOUNC L'Ll. ina arear }‘l it Trl'( AN Il'IL' ¢ast, Lllhl hihi]l']‘i\'.]l \\'l\lllki
sienal the end of the rule of the Aztecs. However, Tezeatlipoca
did not bother ro reveal the year of his enemy’s victorious
arrival — only the month.

When Cortés and his fleet landed in Mexico in the same
month as Querzalcoatl’s predicred return, Tezeatlipoca chuck-
led. He had planned this, having manipulared events in such
a way to ensure the destruction of his people. When Cortés
was welcomed into Tenochtitlan by Montezuma, Tezcatlipoca
smiled to himself. When the Heretics who had followed the
conguistadors over from Spain incited violence and began the
abomination later known as the “Flaying,” Tezeatlipoca
howled with |‘[c.‘|>~liru He collected all the anger of the J\‘il‘m
Aztecs, all the fear and hatred of Ix Chel and his doomed
band of defenders, and gathered it under his dark banner. As
the ground of the Fifth Sun tore open and Ix Chel was cast
into the Tempest, Tezeatlipoca redefined his very role in the
universe. No loneger a necessary and balanced force of change,
he remade himself into a force of Oblivion. He ripped history
from its predestined track and pulled it into a downward spi-
ral, aiming all creation at the Void so that he might escape

his predestined fate.

Shadowplay Today

The modern Shadow in the Flayed Lands traces her ori-
uin to the time of the Hereric triumph. Before Ix Chel was
cast into the Tempest, the Shadow was merely a player in the
AT~ nH COSIMIC game, inl]m'm‘inu a \\‘l‘:llth lmr never ;lL‘ti\'L‘l\"
coercing him roward Oblivion. Balancing the creative aspect
of each wraith (as associated with and perhaps empowered by

Chapter Three: The Other Dark Kingdoms
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Quetzalcoatl), the Shadow did whar was necessary to rein in
its other half's excesses. However, in the wake of Quetzalcoatl’s
exile, Tezcatlipoca assumed absolute domination in the ereat
game, and the notion of balance became obsolete. Individual
Shadows tound themselves in a position of power without the
fl.'“'l‘”ll‘ll‘]l”\ of hk'll\”l“.: O matntarn l'\Il“I]l‘]'llI!l!. N‘l ](‘!]‘_’l"\‘
were tentative shoves toward destruerion canceled out by the
constructive forces of Quetzalcoatl. The universal balance was
askew, and in the Shadow's favor.

The burden of righting this balance now lies in the hands
of cach individual wraith. What was once a cosmic strugale
through which all of creation was slowly changed for the het-

ter had become a |‘\‘I\\1I1;II battle, fought in each wraith's soul.

Playing the Shadow

There are a few subtle differences between Styeian Shad-
ows and their counterparts in the Flayed Lands. Where a Styvian
Shadow is merely a part of cach wraith, that portion of the un-
conscious that yearns ftor K”"I\Jnm. Flayed Shadows are truly a
part of Tezeatlipoca. They are an unfolding of all the hare and
pain that was garnered at the time of the Conquest, and an ex-
pression of Tezeatlipoea’s desire for destruction. In the days be-
fore the Conguest, Shadows were simply players in the pageant,
pawns that Tezcatlipoca mancuvered in his bid for momentary
power. Now the endless cycle has been hroken, and Shadows are

expressions of destruction personified. Each is more a piece of

[ezcatlipoca itselt, vibrant and hating, than it is a part of the

wraith who wishes to serve Tezeatlipoca.

Society in the Ranks
of the Smoking Miror

| ack in the days when the forces of

e |\-..t.|r|i|mgx| stood arraved against
W Quetzalcoat! and his minions, a Shadow
represented the forces of death and disin-
tegration, but in a limited, conerolled way.
Each “Player” on Tezcatlipoca's side in the
cosmic strugele had a counterpart on
Querzalcoatl’s team; one who balanced and matched her,
When the Feathered Serpent was exiled, his Players lost their
power and only humankind stood against Tezeatlipoca on the
wlf of Quetzalcoatl
now rests with the individual wraith. It is his own sense of

ficld. The responsibility of playing on be

what is right, and not the aid of a supernatural agent, that
drives a wraith of the Flayed Lands forward against the night.

The model of the team has carried on into this modern age.
Each Shadow continues to play the role thar she played prior to




The métaphor of the CosmifeyGame. js integral ta
understanding-thetoleof-Shadaws in ghe:Flayed Lands.
The ctontest between Suetzalcoatland ezeatlipoca-is
implicitly andersig6d as a combinatien chess game/ath:
letic contest, and theirrépresentatives.are thought ef as
Players: Ergoqindividual Shadews are-defitied as pawms
or Players oitfescatlipoca’d side. Each Shadw:Avche:
type is.a type-of “Player” fOr the SmdkingaMirrot derng
and movingaccording to'type andipateern.

For this seGtion, -Player, when capitalized, mearis a
specific MesoamericansShadow: Archetype. When not
capitalized, player keeps its traditional meaning,

the Conquest, even though her traditional opponent has left the
field. In the original game, Players were restricted to merely influ-
encing the conditions around the person whose soul was being
contested. The individual was free to make the decisions that would
save or condemn him, with only hinrs and nudges from each side
in the Grear Game. Now that Tezeatlipoca has managed to throw
the universal balance our of whack, Players (primarily the Smok-
ine Mirrors) are no longer limived in this way. While Shadows still
prefer to he as subtle as possible, they are now capable of raking a
much more active role in the existences of their opponents/hosts.

The ranks of Tezeatlipoca’s Shadows are organized into
Player types. Originally, these Players simply represented nega-
tive forces that would influence humankind. In the post-Con-
quest Flayed Lands, the Players have become personifications
of the forees thar they once symbolized. Futthermore, each is
now able to tap into the primal power of the force it repre-
sents to alter the course of its Psyche’s afrerlife.

Each of the Player roles below is organized into a briet
«|m"~\'l'i|‘| ion of the ]‘1}I\L'l" ~LI'_:‘_'U‘-I\\| types of Dark Passions that
a Shadow who assumed this role would be inclined to take,
and one or two Thorns in which that Player specializes.

Miquiztl: The Skull

The most primal of all degenerative forees is death, de-
fined not just simply the ending of life itself, bur more accu-
rately as the ending of the patterns that life ereates. Miquiztli
concerns itself with chaos in all its forms, from the decay of
material things ro the disruption of organized factions and
the dissolution of ideas. Miquiztli is not happy tor as long as
any force of order exists in the wraith, and it will do every-

thing in its power to disrupt that order.

Dark Passions

Shadows who acr out the part of the Skull tend to focus on
bringing chaos into the afterlife of a wraith. Skull-Shadow’s Dark
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Passions always targer the pillars of stability in the wraith's exist-
ence, be they the commumity in which the wraith lived or some
Ferter that he holds especially dear. Miquiztli is a patient Player,
slowly chipping away at any support structure a wraith is able to
create for himself, This patience ofren manifests itself as a Pas-
sion which may seem beneficial to the wraith, but which ends up
resulting in chaos, For example, a Shadow may strive to increase
the wraith's status in her community, bending its will to maneu-
ver her into a position of influence. While this may at first scem
to be a positive thing for the Psyche, Miquiztli’s reasoning is that

it is casier to destroy a community from the top.

Thorns

Corrupting Touch: 7 points — Oblivion is the embodi-
ment of passive destruction, and Miquiztli is the master of
decay. The Shadow can use this Thorn to corrupt anything
that the wraith rouches. By spending two points of Tempo-
rary Angst, the Shadow may attempt to corrupt an object,
introducing the force of decay into its very structure. Once
the Angst has heen spent, the player rolls Temporary Angst.
Difficuley is at Storyreller discretion, depending on the im-
portance or strength of the object. A building that has emo-
tional ties to many wraiths would have a difficulty of nine or
10, whereas the ditficulty to affect a relic ashrray would be
three or four.

If the roll is successtul, then the object is infected. An
infecred object will immediately begin to decay at a height-
ened rate, depending on the number of successes rolled. One
success will result in a slow process of decay that might take
years to complete, whereas five successes would bring about
destruction in a few short days. This power may be used on
relics, Artifacts or objects in the Skinlands (if the wraith
Embodies first), but it may never be used on living creatures
or other wraiths.

The Shadow can only use this Thorn during Catharsis.

Acatl: The Cane

An cmply cane represents a h'lll['c.“xl‘up. and it \\'l]l]\n|-
izes emptiness and meaninglessness. While this Player was
fairly important in the Skinlands during the days prior to the
Conquest, it has reached its tull potential in the Maclstrom-
swept desolation of the Flayed Lands. Every wraith knows the
feelings of loss and empriness that plague the Flayed Lands,
and Acatl thrives on these emotions.

Dark Passions

Acatl is bent on reminding a wraith of all that she has
lost, constantly pointing out the fruitlessness of her afrerlife
and reveling in the destruction caused by the Hereties during
the Conquest. The Dark Passions of a Shadow that follows
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the path of Acatl center on revealing the empriness of the
wraith’s surroundings, revealing the corruption of those around
her and quashing the dim light of hope in her soul. Some of
these Shadows thrive on simple depression, while others seck
to bring a wraith to disillusionment and active self-destruc-
tion. A Shadow of this path may seck to berter the wraith’s
situation temporarily, but only to bring her crashing abrupely
down later. As with all Shadows in the employ of Tezeatlipoca,
Acatl is a subtle manipulator, and its motives are nor easily

deciphered.

Thorns

Enigma: (3 points) — Tezeatlipoca is the master of mys-
teries, and Acatl has access to its master’s knowledee. Use of
this Thorn allows the Shadow to reveal some tidbit of infor-
mation about the wraith's future to her Psyche, though this
information is usually sketchy and always nebulous. The
Shadow uses these portents to inspire false hope in the wraith,
usually with the intention of setting her up for a fall. Alrer-
nately, the Shadow may twist the details of its vision of the
future, allowing the wraith to believe that better days are just
around the corner, when, in fact, the worst is about to arrive.

Repercussion: (6 points) — Acatl is a master of making
a bad situation appear even worse than it really is, and can
often draw more power from the Psyche’s actions than the
wraith intended. Whenever a wraith does anything thar causes
him ro gain Angst, the Shadow may spend a point of Tempo-
rary Angst and roll his adjusted Temporary Angst against a
rarget number of nine. For every suceess that the Shadow gets,

the wraith receives an additional point of Angst.

Cozcaquauhli The Vilture

Vultures are ultimate scavengers, fighting over the re-
mains of other’s victories. It is because of this that vultures
came to be linked with rotting flesh and other refuse.
Cozcaquauhtli is the Spoiler, who rakes good things and per-
verts them into something horrible. In the days before the
Conquest, this Player strove to corrupt the good actions of
others and reap the worst effects from the best intentions, In
the Flayed Lands today, a Shadow that takes this Player role
does everything in its power to turn the positive accomplish-
ments of a wraith against him.

Dark Passions

The Vulture is a conniving crearure, gaining personal
henetit from the deeds of others. It is because of this that Shad-
ows of this calling will often have Dark Passions that are close
to the Passions of the wraith, but which have been rwisted
slightly in their intent. For example, if a wraith has a Passion
thar calls for ]wl' Lo protect a loved one, the H]\;IJH\\' would
want to smother the subject of the Passion with protecrion,
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so much so that the attention becomes unbearable and the

]H\'L'\I one is L]I'i\ cn H”A

Thorns

Means to an End: (6 points) — This Thorn allows the
Shadow to ruin the actions of the wraith. It is often used while
the wraith is attempting to gain Pathos from some source, or
while he is performing some action that would fulfill one of
Ili\ l‘zl"'."\i(]l‘l"\.

Whenever the wraith rolls dice, the Shadow may spend
one point of Temporary Angst and use this Thorn. The
Shadow then rolls a number of dice equal to his adjusted Tem-
porary Angst with a difficuley equal to the difficulry of the
action that he is trying to corrupt. For every success that the
Shadow gains, one of the wraith’s successes is canceled out. If
the Shadow rolls more successes than the wraith, a borch is
the result.

Should this Thorn produce a hotch, the resule of the al-
tered action should favor the Shadow in some way. Usually
the Vulture's interference produces a result that furthers his
Dark Passions by simply twisting the direction of the intended
action. For example, if the wraith were attacking someone in
the Skinlands who was about to harm a loved one, the attack
might instead misfire horribly, thereby damaging the person
whom the wraith was trying to protect.

Tochtli: The Rabbit

Tochtli represents everything weak in the animal king-
dom. Rabbits do not fight, nor do they defend their territory.
Shadows who follow the path of Tochtli seck out the weak-
nesses of their wraith and exploit them, and point out the
shortcomings of others to erode the wraith’s trust in her com-
patrriors.

Dark Passions

Tochtli is concerned with the faults of others, as well as
constantly second-guessing the actions of its Psyche. A suc-
cessful Tochtli will frighten its Psyche into inactivity, con-
vincing it that none of its actions will be sufficient to stave
off impending doom. Tochtli's Dark Passions focus on digging
up the secrets of the wraith and displaying her faults for the
world to see. Tochtli is also interested in the taules of others,
hoping to expose the weaknesses in everyone else as justifica-

tion for its own.

Thorns

Enfeeblement: (5 points) — Sometimes a wraith ignores
Tochtli’s silent urgings toward caution, and instead attempts
to do something spectacular. It is at these rimes that Tochtli
must prove that its warnings of failure were not merely hys-




terical ranting, and that the wraith is too weak to survive on
his own. Whenever the wraith attempts an action that the
Rabbit feels is inappropriate, Tochtli may use this Thorn. By
spending two points of Temporary Angst, the Shadow may
roll a number of dice equal to its adjusted Temporary Angst
(difficulry is Willpower). For every success that the Shadow

vains, the wraith effectively loses one level in the Ability that

is about to be tested. For example, if a wraith were about to
strike a blow in combat, the Shadow could use this Thorn to
reduce its Psyche’s Melee rating. This loss is remporary, and
only lasts for one Scene. Ar the end of the Scene, all Ahili-
ties return to their normal value. The Shadow may use this
Thorn multiple times, so long as it has the Angst to pay for it.

Escape: (4 points) — What good is it to point out the
weaknesses of the wraith if the wraith gets herself destroyed
anyway! This Thorn allows the Shadow to provide the wraith
with an escape when things ger desperate. Escape works in a
way similar to Argos, and may well be a limited form of that
Arcanos. To use Escape, the Shadow must offer a quick way
out of a situation to the Psyche, who may refuse it. If it ac-
cepts, the Shadow rhen opens a port al to a safe p|:n e, through
which the wraith may escape. Only the wraith whose Shadow
opens the portal may make use of it, and all others (wraiths
and Spectres alike) remain left behind. The portal opened is
not a Nihil per se; instead it is a direct link to the wraith's safe

destination
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Once the wraith has agreed to let his Shadow get it out,
the two personalities have precisely one turn to agree upon
two Hnnu.\: their shared \il‘\fi11<llllll! and the cost of the
Shadow's help. The price for Escape is paid in both Pathos
and Anest, and the exact amount that each contributes is left
up to the two personalities to decide. A rule of thumb is that
one or two points sacrificed will get a wraith out of immedi-
ate danger, but maybe not far enough away to insure that dan-
ger won't come looking for her. Three or more may well be
enough o get the wraith to a safe place long enough for her
to rest and heal up.

As for destination, the time limit on deciding where the
wraith is escaping to is absolute. Should a turn expire with-
out an agreement having been reached, the Shadow gets to
decide where he's raking the wraith. The only restriction on
the Shadow at this point is that.the destination must be safe.
However, this gives Tochtli an awful lot of latitude. “Safe”
destinations meeting the Rabbit’s criteria have ranged from
the top of the Empire State Building to a chamber in the Laby-

rinth with Spectres waiting 1\1Iiumi\ at every exit.

Ehecatl: The Windstorm

Ehecatl most t‘||"«t‘]\‘ resembles T\.':LL”IH‘-UL.I“* true self
incarnation as the destroyer. The Windstorm is the personiti-

cation of senseless violence, and represents the obliteration
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ot things hoth material and immaterial. In the Flayed Lands,
Ehccatl was glorified in the destruction of 1x Chel and his
minions, and has only grown in power since those dark days.
Shadows who play the part of the Windstorm urge their Psy-

their lands, and these Shadows sometimes go so far as to pro-
vide their Psyches with the means to exacr this revenee.

Dark Passions

These are simple enough: Destroy, destroy, destroy! When
Ehacatl is the Player, the Shadow is rarely concerned with
the exact nature of the destruction it wreaks, nor with the
identities of the victims of its fury. It is far more interested in
l]l\.' act of :‘|‘1IIL'I'.I1it)Il it‘\l.'“. Tlh’ f‘*]\;hln\\' may receive more
pleasure from the annihilation of objects or people that meant
a lot to its Psyche, but its overriding concern is to sow as

much destruction as possible while it can

Thorns

Xipe (The Flaying): (6 points)
tent Thorn commonly used by Ehecatl Shadows. It is a spec-

- This is the most po-

tacular display of power, tapping directly into the destructive
torces of Oblivion to fuel it. The Shadow may offer the use of
the Thorn to the wraith at any time, and its use is hoth addic-
tive and dangerous.

When offering Xipe to the Psyche, the Shadow dicrates
precisely how many dice it offers, and the wraith may not
negotiate this number in any way. If the wraith accepts the
Shadow's offer, he may enact the power of The Flayine.

When using Xipe, a player chooses a target within line of
sight and rolls the dice that the Shadowguide offers her (dif-
ficulty 7). Each success scored causes one level of damage to
be done to the target. If the wraith Embodies, she may use
this Thorn on a Skinlands target; ortherwise the choice of vie-
tim is restricted to the rest of the Underworld. Furthermore,
the damage Xipe causes is unsoakable, as it is the raw stuff of
Oblivion that causes the wounds the target receives.

In exchange for this power, the Shadow gains one point
of Angst for every two dice rolled, and an additional point of

[" that comes up on the dice, If the roll

A Note About Other Thorns

Shadows in the Flayed Lands are by no means lim-
ited to the Thorms listed abave. They may usé any/of the
Thotns fromdWraith:' The Oblivion Setornd Edition, as
well as thése contamed elsewhiere in this book, assuming
that théy paythe nofmal prige forthem. [he ones listed
in this chapter are simply those Thorns that the Player
toles specialize in, ot that” Tezeatlipoca has creared spe -
cificallyforthe use of hisServants.

Angst for every

ches to take revenge on the Hierarchy for the destruction of

resules ina boteh, then the winds of Oblivion target the wraith
himself. He is immediately stripped of all temporary Corpus
and falls into a Harrowing.

This Thorn can be used during Carharsis, but that the
dominant Shadow pays the ,--\ll;_'\l it would normally have re-
ceived for calling upon Xipe.

Quetzalcoatl s Players

[n the days before the Exile, cach of the Players listed
ahove would have been opposed by one of Quetzalcoatl’s own
Players. Now that the Feathered Serpent has been forced from
the field, it is up to individual wraiths to carry on without his
guidance. Only faint echoes of the Feathered Serpent’s pres-
ence remain, and it is these resonances that serve as an Eidolon
to a wraith in the Flayed Lands. A Mesoamerican wraith un-
derstands her Eidolon to be a remembrance of one of
Quetzalcoatl’s Players, and will refer to it as such.

The Bush of Ghasts

by jackie Cassada and Nicky Rea

If we lose (our) love and self-vespect and respect for cach
other, this is how we will finally die.

— Maya Angelou, Essence, December 1992

he Bush of Ghosts is the true name of the
| African Underworld. Though many believe
&) that ir comprises only the rural or pastoral
VeI part of the Underworld, excluding the cit-

| ies, in fact, the Bush encompasses the whole
_‘;] of it. Existing hefore the rise of villages, the

Bush still underlies even the greatest of me-
tropolises. The kingdoms which comprise what Westerners erro-
neously call the Dark Kingdom of Ivory may conrain great and
powerful cities wrapped in decay, but beneath them lies the Bush
— seemingly eternal and therefore, patient. Surrounding the Bush
and lying between many of the kinedoms is the ereat Ocean,
which corresponds to the Tempest.

Still, much of the Shadowlands remain similar to its mir-
ror image in the living lands and the wraiths who inhabit
them retain their ties to the livine even more closely and jeal-
ously than do those of the west.

Playing a wraith (and that wraith’s Shadow) in the Bush of
Ghusts presents several roleplaying challenges. Chief among them
are understanding the differences in culture that vive the Afri-
can Underworld its unigue shape and how those cultural beliefs
create a wraith that is not a dual entity, bur a quadruple one.
Because of these differences, the Shadow fulfills a slichtly differ-
ent role here than its Western ¢ unterpart might.
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First, it serves to coad the wraith as those of the Western
Underworld do. Second, it alienates the wraith from those
who remember her. This weakens her ties to the world of the
living and hastens her dissolution or rransformation into a
Sinkinda (Spectre). Many Africans believe in reincarnation.
They see life and death not as mutually exclusive, bur as rwo
sides of the same thing. Each is regarded as simply a ditferent
state of being. Rather than viewing dearh as the end of life,
Africans see it as a transition state herween their former lite
and one they have yet to live.

Each soul enters the e Aive or House of Life — the ma-
terial world — with a particular purpose to fulfill. A person
who dies before doing so retains her responsibility for achicv-
ing that end. As a wraith she must continue to use her abili-
ries and enlist her descendants in fulfilling her lifework. Some-
times. the nature of her task on earth only becomes clear af-
ter death, when the new wraith suddenly realizes that she
cannot complete her passage from the e Olokim or House of
the Deep (another term for the Bush of Ghosts) to the Ile
Orun or House of Heaven (similar to the Far Shores) from
which she may experience rebirth as one of her own descen-
dants.

The intrusion of nonnative religions and belief systems,
such as those of Islam and Christianity, has caused drastic
changes to this once continuous cycle of the soul's journey
through the three Houses. Rumors have proliferated within
the Bush of Ghosts that the passages between these three
realms have closed, if, in fact, they ever existed. Suspicion
that the only future for an African wraith lies in its dissolu-
tion in the swirling depths of Ocean fosters a growing anger
and frustration for the Bush of Ghost's Restless Dead. Wraiths
who inhabit the Bush of Ghosts now cling ferociously to their
connections with the [le Aive, fearful of what awaits them
once they are no longer remembered by the living. Shadows
of African wraiths thrive on this terror and seek to drive their
wraiths closer and closer to Ocean’s edge.

Remembrance

Abambo, as African wraiths call themselves, expect to be
remembered by their families. What is often mistaken as an-
cestor worship by outsiders unfamiliar with what they are see-
ing is actually simple recognition of the place the dead oc-
cupy in the current lives of their descendants and loved ones.
Maintaining this connection and using it to complete unfin-
ished tasks (as a pretace to eventual rebirth into the living
world as one of their own descendants) forms the primary
coal of wraiths native to the Bush of Ghosts.

Like their Western counterparts, abambo (the singular form
is ihambo) face an inner-strugele to achieve their aims and to
retain their connection with the world of the living. Unlike the
duality inherent in western wraiths, however, abambo have a
four-fold nature. The goredenna (literally “black cloud™) or
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Akiia-and Sikhutﬁbuzd

Abambo start with onefreesdor, ifdEidolon, reflect-
ing the presence-of theirakuamas a'separate and distinct
part of their fourdold seul Unless thére. is $6me over-
whelming feason why theywould hetde'so, akuaalways
manifese a5 the ibambo’sttue Natuirey rathet than its\De-
meanor: When attefipting to stave'off the garede
tedations, af ibambo’s player may.roll on henEidolorn(dif-
ficulty 8). Succes$ Causes the akua to manifest’ (Story-
tefec-discretion. as to-how) for a single scene) fowerifig

17 all difficulties in attempts &0 resist: the-goredenna,
THe akua eanndt manifest more often in a session-thaf
an ibambe has levels in' Eidolon. 'When harvésting Pas
thos ordefending a PaSRion. the manifestation of the akua
adds-Onie Autematic su

ess to those actions.

Sikhvimbuge appear as the idealized mefoRy athers
hav€ afghem. Rather thanibeing a distinct, Sépariite per-
sondlity, the Sikhumbuzo 'embadi€s those qualities most
prized bjetheabambo’s morral Fetters. (Fabexample: If a
gréat leddens followers remember her askind, gémetous
and’brave, hetsikhumbugiappears to have those attribites
wheénit manifests o thems) The strength of the ibambo’s
Fetters decermines thelappearance of the sikhtimbuzo. If
the tbamboihas few Fetters, the sikhumbuzo isHazy and
indistinct; mamy Fetters or\a few strong ones impart an
appearance almost indistinguishable from thitof a liv-
ing personkven abambo who lack the Embody Atetitios
canJuanage brief manifestations inthe presence.of théir
Betters by spending two poings of Pathos and one poi
of Willpowet.  Stkhumbuzo only appear when the ibambo
isiitteontace with'her material dr familial Fetters of when
a Fetter is threatened during a Harrowing. Whefi the
sikhumbuzo miafiifests during a Harrdwing,sthe difficuley
to'overcome the nightmare ride is lowered by 1

Shadowself of an African wraith makes up only one part of a
four-part entiry, existing alongside the chioneso (“guiding light™)
otherwise known as the Psyche, the akua (literally “sweet mes-
senger”) or dreamself, which connects the ibambo with its Pas-
sions and the sikhumbizo (“reminder”) or heartlife which epito-
mizes the ibambo’s relation to its Fetters or family.

The chioneso and goredenna correspond with the Psyche and
Shadow of Western wraiths, having distinct personalities and
motivations. The akua functions as a manifestation of the ihambo's
Eidolon, overseeing the harvesting of Pathos and acting as a spiri-
tual bulwark against the goredenna’s assaults.
serves as the link berween the ibambo and the world of the living,
handling communications between the ibambo and her mortal
kin or followers. It draws its strength from the thambo's Fetters.

In essence, the QHT\'JUH?M seems to be ournumbered three to

one. In actuality, however, this divided state of self makes it poten-
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The sikhumbuzo

tially casicer for the goredenna to do its job — sundering the connee-
tions berween the soul and those who remember it in the world of
the living. Should all an ibambo’s Ferters be destroved rather than
tesolved, the sikhumbuzo can no longer manifest, trapping the wraith
1 the deeper Underworld. Should the govedenna successtully sub-
vert or weaken one of the ibambo’s Passions, this also diminishes
the alaw. The akua is unable to manifest again until the chioneso
gains a point of Pathos. This n|\m~ the ithambo to more potential
attacks during which she is unable to use her Eidolon to resist.

All abambo begin as “remembered dead™; their primary Fet-
ters are their familics, or in the case of great leaders or heroes,
those who followed them while they lived. Abambo are consid-
ered to be vital parts of their family (or following) and communi-
cating with the living is not forbidden, as it is in the Shadowlands
of Stygia. The Code of Charon does not apply in the Bush of
Ghosts. Remembered dead are honored by their families and
friends, who offer them gifts and regularly seek their counsel re-

arding any important family or tribal decisions. Tasks which the
.u'mnlm failed to complete in life are passed down to their de-

scendants to accomplish, so that their ancestors’ lives may have

Memoriam and Lifetak

All abambo must begin with Meforiarii scores of at
least 2, reflecting théir importange 1 these who remember
them. Furcher, their Betters and Passions-must teflect ‘the
unfulfilled obligatiéus or unfinishéd business thatthey left
behind at their deaths. For example, rather thanchaving a
Passion of Protect Children (Love) 5, ah ibambo would

‘have a Passion-such s Protect childfen by workingto
bring famine rélief to my village (Love) 5. This nat bnly
provides mofe tolcplaying opportinities by clarifying who
and, what ghe-ibairibo cared mGst-about; but helps-define
moreeleatly what e wraithiwadlikein life:

: In addieion, abambohave @ Biferask which mustbé
selected dufing’ the/process of charagtes creation: While
this'should servé primarily asa toleplaying tool, Storytell-

—ersmay.choose to lower thedifficulty of tasks related to'the
achievement of the/lifetask: Possihilities for Lifetasks in-
clad¢ such goalsias Create something thatwill odtlive my
personal existence or Returd traditional” African tribal
vilues tothe modern.world. Any task that is dnlikely to
be completed in/one lifetimie, add thaf is essentially posi-
tive innature may be'appropriate. Negative goals (Such as
Eradicate all non-Africans) ot tisksthar are ridicalously
easy 1o fulfill (like Get my fiephéw a joh) are hot Lifetasks
and should be disallowed.

Naturally, the goredenna seeks to Preveritthe-chionese
from completing her Lifetask. It should therefore'be given
aShadowtask of its own to fulfill. Fhis may either be in
direct opposition T8 the Lifetask;aia rask which more $ub-
thy-preclides the-complétion of the ibambuswork.




been fruittul. The thamba is, of course,
consulted concerning these tasks as
\\‘L'”.

As the friends and relatives and
who knew the ibambo in life die, how-
ever, and even those later descendants who
|'|.|\'\.' |!H|\' llL';]]'kI stories of ||1k‘ Ancestor I‘:l\\
on, the ibambo is eventually forgotten. Fam-
ily members neglect the shrine set
|1P o |1()ll\]]' 1]1&'“' ANCCStor,
no more gifts are given, and
no stories are told of their
deeds. This is what abambo
fear most, for if they are for-
gotten before they can re-
incarnate, they dissolve
into norhingness (in effect
entering Oblivion) or be-
come either hagundo (“the
foreotten” — ghosts who
nobody remembers, usu-
.l”\' .\ll\}‘l't'[l'tl of I\L‘illj_'
harmful or ar least porentially dangerous) or
Sinkinda (“evil ghosts”™ — called Spectres in
the western world). Abambo strive, there-
fore, to have their unfinished rasks com- @ { :
pleted quickly so that they may be reborn. {/ W

e

Until those rasks are finished, they

o

must rely upon others’ remem-

‘-J b

brances of them to hold their
dissolution or transforma-
tion at bay. During this pro-
cess, however, the goredenna
realizes that it is destined
over time (usually within
ﬁ\'k' generat ions) to be for-
ootten. Its anger works in "~
sometimes paradoxical ways

to hasten its own destruction.




Goredenna are jealous of the living, Although rthe thin-
ness of the barrier thar separates the living world from the
Bush of Ghosts allows abambo to exist alongside their families
and even interact with them in a limited fashion, goredenna
resent this limitation. Their desire for immediare sensual and
tactile gratification overwhelms their respect for the traditions
that sovern their existence. Moreover, ||w\' dare ‘II!L'-.‘I'L‘\{ l‘\
the process that requires them to fulfill certain conditions he-
fore reentering the lle Aive (i.c., before being reborn). Ru-
mors that such a reentry is no longer possible only serve to
increase their anger. As the thambo races against time ro be
reborn, the goredenna secks to make sure they lose that race.
Because it cannot have everything it desires, the goredenna
childishly wants its higher self ro have nothing ar all.

In essence, p|.|\mf_' a goredenna is not very different from
taking on the usual role of a Shadoweuide. Many of the tricks,
manipulations, Dark Passions, Thorns and temptations remain
the same. The major difference comes from the unique
mindset, the reasons behind whar the goredenna is trying ro
do and the goals the goredenna’s ibhambo is attempring to ac-
complish. Because the goredenna can “win” by eradicating the
wraith’s Memoriam score, its primary purpose is to garner Ori'bi

(Angst), and most of its actions are bent to that purpose.

0 bt
Although the:concept of inner/turmoil or Angstap:-
plies to abambo just as it.does|to Western wraiths, the word

igelf has:no significance in the Bush of Ghosts. Ingtead,
the word @r1'6i, or “bad-head™better porcrays this-sense

of contrary-behaviorand self< destrictiveiactions result:
ing from fearandanger. Ori’bi embraces the idea that it is
the ibambo herself who has hecome twisted \or wrong-
headed in suchia fashion as to-cause-herita workagainst
her own, and her Liferask’s, best interests. The rules that
govern Angst also apply to gaining and lesing.Ori'bi.

Becoming forgotten

The goredenna attempts to obliterate its ihambo’s memory
in the living lands. It does this through several means: At-
tempting to harm or discredit the tbambo’s family, giving bad
advice, helping others destroy material objects that serve as
its thambo’s Fetters, and frightening other members of the tribe
so they will want to drive out the “evil ghost™ are only a few
of its tricks. Whenever the .{;Hi"k‘([ﬂlllhi is able to take over, it
immediately secks to destroy the ties between the wraith and
her family and Ferrers, and ro sap the will of the ibambo. As
with Western wraiths, threats to and destruction of Ferters

and Passions bring on Harrowinges.
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The govedenna’s actions result not only in the accumulation
of Ont'hi, but also deereases its thambo’s Memoriam score, thus weak-
ening its connection with tamily or followers. At the same time,
the resulring loss in respect paid to it only adds fuel to the fire of
its anger and causes it to seck revenge for not being remembered.
The Shadowself [‘i‘_‘i]l\.l losing bartle: as it \\nl‘LsinLvt']‘ll'u‘ ihambo
from being remembered, it dooms itself to become one of the For-
gotten Dead or consigns itself to Ohlivion in Ocean.

System: For every permanent point of Ori'bi (Angst) the
coredenna gains, the ihambo’s Memoriam score s reduced by
one. Additionally, as each generation goes by (approximately
every 20 years), the ibambo’s Memoriam score is automati-
cally reduced by one. Conversely, whenever an thambo man-
ages to fulfill an unfulfilled obligation or finish one of her
unfinished rasks, she is awarded a point of Memoriam or one
that was previously lost is restored.

Gorederma Archetypes

Although players of abambo may choose from existing
Shadow Archetypes for their characrers’ goredenna, the fol-
lowing alternatives provide a better model for African wraiths.
Storytellers and players may come up with other possibilities
for customizing the |\'rmn‘|!|lim ni"\_{rn‘u;f.'nmr to reflect more
accurately the atmosphere of the Bush of Ghosts.

® Beast — This Archetype secks destruction, pure and
simple. The ravaging ferocity of the marauding beast powers
its actions. The pleasure of rending and rearing drive it to
attack his thambo’s comrades physically at the slightest provo-
cation. When the Beast is in control, it will physically assault
whatever or whomever is closest to him. [t will even attempt
to do this across the border hetween the living and the dead,
provided it has the opportunity to affect the physical world.

® Dictator — The goredenna with this persona needs to
control every aspect of her ibambo’s existence. It acts as more
than an advisor, seeing itself as an absolute ruler. The polite
request is unknown to its vocabulary. It orders, rather than
asks, and grows angry when its Jemands are ignored or re-
'It\k'ml.

When the Dictator controls the ihambo, it attempts to
take over the |c;|-\|c|‘~11i;~ of the group, giving directions like a
aeneral in battle.

* Hermit

sees itself as totally self-sufficient and refuses help from any-

— The Hermit takes orders from no one. It

one. It dislikes the company of others and seeks to disassoci-
ate its ibambo from anything and everything around it.

When the Hermit has the upper hand, it does whatever
1S necessary 1o \I!'I\ Lid HI]]L'IT\ away from ir. IT I\'ﬁl:-t'.\ TO (Ul‘l"l.'r’
ate in group activities or missions and constantly attempts to
find a place where it can be alone (not a good idea for sur-
vival in the Bush of Ghosts).

® Qutcast — This Archetype feels that others have con-

spirml against him and are ro\]mnﬂHv for curting him off from




at c.ventually becommf., forgorten b'f the lwm
grn'z_ckrm Into a self~dt‘s[rL|Ltl\' i

Sinice partiof.its anger comes from t}
Eonger dweﬂb in th(. world of the lwln

f mg them @gBich torment as pmslhle
SEEpUitatipn of the ibambo in the processt
= The goedenna knows that ev entua}ly, mrhm
‘erations (opl00years) it Will have its Way, 88 all thosesyhi

r‘emember her tbambo die off : and jUin the_'ranks of abambd in

shou]d avo:d canstant hamasmt-nt of its lbambos plé
the puidelines for, Shadowguides ig 8
~ Second Edition fgBamplification gf this pfecept.
Conversely, the goredenna s e e that if the ibambo
can accomplish hls Lifetask and Gmplete hlb dnfinished

his rightful |‘|;1\\' in the family and the tribe. He blames ev-
eryone around him for his own sense of isolation and secks to
avenge himself for having been ostracized.

When the Ourcast takes control, he deliberately seeks to
make those around him suffer, He believes that he has heen cast
out of “sociery” and exaces punishment on those who are still
considered to he part of the group. Because he has no respect for
the traditions or customs of those who have exiled him, he drives
his ihambo to act in ways that retlect his own lawless nature.

® Sorcerer — The Sorcerer desires personal power over
both living and dead. She will push the ibambo to learn as
Many .'\l't.illn! as i‘nwil"m', L‘\]\‘&I.I”\ I}ln‘w‘ \\'hl\]] INCcrease
Angst, so that they may be used to increase her strenath. She
is not above bargaining with evil ghosts and exchanging fa-
vors to betrer her own position.

When the

]*l.l\\ ol power (i.e., use IIL‘I' Arcanot) as e |“IH\‘. \‘\'I\\H: O Cow

» Sorcerer is in charge, she will put on as many dis-

" théir gverall concept. THeBeast Adche
: probahly (huu\e The

business, he will pass on to the' lef Oy Wierehe will
redgiye permissioh from hisjprgspectige new mother to re-
incagmate as a child of her familys Thils, tHe gofedenna can-
not afford to whit too longorsfail to mterfete and avertlirn

“\BaINs made by the ibambog

- Most goredenna hav¢ & particular favoteddmnethod for
ag.hlevmg their aims and gheosePRomsdesicngd o fir in with
g forexample, would
thath_ direct, physmql effectsPwhile

ole, persuade or for\_e abambo to nt(.p
:m and lav themselve:, open to losing Lorpus

p[dymg Off. agamst then:‘ Gh_lon(.so.

everyone around her. She relishes any harm caused by these dis-

plays, as they undoubredly cause Ohi'bi to grow within her ibambo.

Thorns

Maost of the Thorns that are specitic to goredenna are temp-
rations to do evil things or gain improper advantages. As such,
whenever they are used to better the ithambo's position, she gains
a point of temporary Ovi'bi. Players should feel free to choose
from cither these or standard Thorns when ereating a goredenna,
1 point/level — A goredenna with this power can
call down mistortune on another ibambo, raising by 1 the diffi-

Curse:

culty of a particular task specified at the time the curse is spoken.
The curse will rake effect the next rime the targeted ibambo must
perform the named action. The number of points invested in
this power determines the number of times the designated activ-
tter which the curse is removed.

ity 15 affected, a The govedenna

must spend one point of temporary Ori'bi to activate this power,

Chapter Three: The Other Dark Kingdoms 59




Sweet Tongue: 1 point/level — Possession of this Thormn

allows a goredenna to coax or cajole its ibambo into do-
ing something that would he harmful to her or against
her best interests. The ibambo must roll her Will-
power (difficulty 7) to resist considering the advice
or counsel in its hest possible light and attempting
to act on it. The goredenna may use this Thorn as
many times per game session as it has levels taken
in this ability.

Corrupt Passion: 2 points — This abil-

ity allows a goredenna to attempt to alter one
of its tbambo’s Passions, changing it so that it
more closely resembles a Dark Passion. The
ibambo may not realize this has happened un-
til the next time she atremprs ro feed the Pas-
sion and fails. By expending a point of Will-
power and performing an action ap-
propriate to the original
Passion, an ibambo may
arrempr ro restore the
corrupted Passion to
its preferred form.
Until this happens,
any attempts to work
4 with the Corrupted
: j\nl.\\il'n |'t'.‘-l||| naone
point increase in tem-
porary Oni'bi per use. The
goredenna must spend two
points of temporary Ori'bi to
subvert a Passion and may only do
so when in control. By spending an extra
point of temporary Ori'bi, a goredenna may attempt
toalter the Passion of another thambo, provided she knows
the exact nature of the targeted Passion.
Harried Pursuit: 2 points — The govedenna
may use this power to convinee its ibambo that
’ she is the victim of pursuit, instilling in her a blind
panic which causes her to flee unthinkingly in
3 one direction. It is possible that in doing so, the
ibambo may abandon her companions, incur in-
jury to her Corpus, encounter dangerous oppo-
’ nents or otherwise harm herself or her reputa-
tion. An ihambo falling victim to this ability auto-
matically gains a point of temporary Oni'bi.

Assume False Face: 3 points — This ability resembles
the Thorn Shadowed Face in that it allows the goredenna to
disguise itselt as someone else when it is in control. It differs
in that the False Face must be known to the ibambo's com-

panions. If the characrer possesses the ability to Materialize,
this power will allow it to appear as a member of the ibambo's
living family, thus enabling it to spread misfortune in the Ile
Aiye. In this case, the False Face must be known to those with




whom it interacts. Harm caused to others through use of this

Thorn garners Ori'hi tfor the goredenna.

Summon Abiku: 3 points — This potent power allows

o
el

goredenna to eall a particular form of Simkinda, known as an Abika.
This malevolent and cowardly creature possesses the ability to en-

it
ST

ter the body of a newborn infant, snatching its soul and whisking it
off to “drown” in Ocean, thus causing stillbirth or carly death in
the tbamba's tamily. When this happens, the ibambo either suffers a
loss of 1 point in Memoriam or else an appropriate familial Ferrer
is lowered by 1 point. (Note that the Abiku's success depends on

many tactors not under the goredenna’s control. Certain amulets
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and charms may protect the living from possession by an Abilae) &
The goredenna must spend 3 points of temporary
Oni'bi to summon an Abika.

Zombie Master: 4 points — When
it is in charge, a goredenna may use
thisability to attempt to control an-
other thambo, driving ir into Slum-
ber and forcing its “sleepwalking”
form to obey certain simple com-
mands (i.c., Walk over there; Spit on
NOur L.’do.fu‘?'; Do not d JLI‘.,’L' the attack).
The goredenna rolls on her permanent
Oni'bi against the permanent Willpower
of the victim. The number of successes
equals the number of commands the goredenna

may isstie to her target, at a rate
\ .

of one command per round. S )
All commands must take place ’
within a single scene. At the end of ™

the scene, the victim awakens and
resumes control of her Corpus, re-
gardless of whether or not the
goredenna has exhausted its quota of orders.
Shapechange: 5 points — This allows
the goredenna, when it is in control, to as-
sume the form of a I;n‘f,’u Pl'\'\]ill\!l'\‘ beast such
‘l\;l}L‘nl‘:ll'xllil'lll\llilllll'xlx'l'I\lL';Ill.\L'ml )I'L'ki.llli- ~ ; i

age in combat. All Physical Traits are increased M

by 2 points (to a maximum of 5) and the creature

gains one additional Corpus Level. The govedenna must spend

one point of temporary Oni’bi to activate this abiliry.

Lexicon

i
Abambo: Plural form for African wraiths. l
Abiku: A particular type of Sinkinda that specializes in entering i
the body of an unborn child and causing stillbirth i

or sudden infant death, Abiku often haunt the
Same womat ovel .l”\l OVET.

Akua: Literally “sweet messenger,” or the
dreamself. One quarter of the four-fold soul of the
wraith, the akua enables the ibambo to collect and utilize Pathos.

Chapter Three: The Other Dark Kingdoms
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Chioneso: The Psyche. The word chioneso means “euiding licht.”

T

Goredenna: The Shadow, the gquarter of the soul that direct
opposes the chioneso. The word goredenna means “black cloud.”
Hagundo: “The Forgotten.” These wraiths form the majority of
Restless Dead in the Bush of Ghosts. They are those who failed
to reincarnate within five generations, and whose families no
longer remember them. Seen as harmtul and porentially evil,
hagundo still occasionally seck reincarnation. However, most have
given up that dream, instead settling in ro torm the major societ
ics of the Underworld. They are the elder wraiths m the Bush of
Ghosts, roughly corresponding to Gaunts.

[bambo: The singular form for an African wraith. Each ibambo
is made up of four parts, the chioneso, the govedenna, the akua
and the sikhumbiczo.

lle Aive: The material world. It means *House of Life.”

Ile Olokun: Meaning “House of the Deep,” this is another
rerm for the Bush of Ghosts.

lle Orun: This is the “House of Heaven,” and as such, is similar
to the Far Shores. Ibambo go to the He Orm to await rebirth.
Ori'bi: This corresponds to Angst, although the coneepr is
slichtly different. Literally this means “bad head.”
Sikhumbuzo: Literally, sikhwmbuzo means “reminder” o
heartlife. It is the quarter of the soul that relates the ibambo
to her familial and material Ferrers.

Sinkinda: Malevolent spirits known in the West as Spectres.
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You cannot do these things casually. Everything carries its

es: The Mai
e Loa

price. There ave things to know and things best left unknoun
Wade Davis, The Serpent and the Rainbou

!F; | Creole wraith’s Shadow is both his ally

A Sl

|l g and his nemesis. He has a relationship

[ : Al with it tha allows for them to work to

. A\

Ik . i cether instead of against one another

'p, ' |~ However, the Shadow still has its own
‘_ﬂ

|

| acenda, and the coals contained therein
E E - can come into conflicr with the goals of
the wraith himself. The relationship between Psyche and
Shadow in this paradigm is complicated and not casily under-
stood by outsiders, and only distortions and half-truths have
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The Cosmic Mirror is the Creole metaphor for all of re-
ality. It has three parts: the Visible, the Surface and the Invis-
ible. The Visible is where mortals live, and corresponds to
the Skinlands in Stygian metaphysics. When a Creole dies,
his “soul,”™ or gros-bon-ange, crosses the Surface (essentially
the Shroud) mto the Invisible. Thus, the Surface separates
the Visible and the Invisible.

However, rather than abruptly dividing the Cosmic Mirror,
the Surface merely keeps the living from seeing the dead. Creole
mortals and wraiths still interact with one another often, and
such interactions are considered to be reasonably natural. The
MOSE common cx;lmp]rui this sort ni'|1.|m-f'n-r Interaction comes
when a gros-bon-ange possesses a the hody of a mortal through
Puppetry. This practice is called mounting, for the gros-bon-ange
mounts the mortal like he would a horse, and causes no great
excitement to the mortal thus mounted. Because of this arrange-
ment, Creole mortals are called Les Chevaux by their ghostly
compatriots, while mortals refer to the unseen bur omnipresent
wraiths as Les Invisibles.

Most of Les Invisibles exist in the Mirrorlands, which
are the Creole equivalent of Shadowlands. Beyond the
Mirrorlands is the Abyss (known to Stygian citizens as the
Tempest), a rerrifying swirl of chaos that belches forth de-
structive storms during hurricane season. However, there is
an area of safety within the Abyss. The Island Below the Sea
is the home of Les Mysteres, powerful beings Les Invisibles
have allied themselves with. The Island Below the Sea is a
haven for Les Invisibles traveling through Abyss, and while
there a gros-bon-ange may even make a deal with one of the
Mysteres who dwell there. A gros-bon-ange who swears him-
~L'IT toa \1\\(&'I‘L' 1S ¢ ;|”m[ il ].\Ll .lln] receives ‘~|‘L‘L‘i:l| POWCETS as
a result of his bargain.

When a gros-bon-ange passes into the Invisible, she un-
dergoes a metamorphosis. The “conscience” of the person,
called the ti-hom-ange, separates from the gros-bon-ange and
passes on to whatever reward awaits it. Occasionally, the -
bon-ange leaves part of itself behind, and this fragment of the
higher soul serves as a wraith’s Eidolon. However, in most
cases the flighe of the t-bon-ange is disastrous tor the gros-
hon-ange. Without the ti-bon-ange, the gros-bon-ange is unable
to determine right from wrong,

Many Creole wraiths — the unwanted, the unloved, the
hated in life —unfortunately never pass bevond this stage in their
development. Amoral and directionless, they also have no Pas-
sions and Ferrers to shape their post-mortem existences, More to
the point, a gos-bon-ange withour any Fetters immediately falls
into the Abyss. Unable to return to the Mirrorlands, a wraith
stranded thus becomes casy prey for Baka.

However, if the gros-bon-ange had been important to her
family in life, rather than let her wander her survivors perform
the ceremony called retiver d'en bas de I'eane. This ritual changes

@

Mirrorlands. During the course of the ceremony, the family cre-
ates a Fetter for the gros-hon-ange called a govi, which binds the
dead family member to her family so that they may aid each
other. So long as the family protects the govi, the gros-bon-ange
will always be able to exist in the Mirrorlands,

Les invisthles and'Fetfers

Q@ther Berrers sometimes sprout aftén the goti
credted to anchorthe gros-bafi-ange. However ‘many, of Les
[nvisiblés have only agovi@s a'Fetter. I these.cases, the
rating of that solitaryHetter can in fact be ashigh as 10t

In some cases, the family also calls upon the Loa with
whom they have the closest connection to aid the newly
fledged gros-bon-ange. (Note: Les Chevaux know little if any-
thing abour Les Mysteres' true nature. Because Les Mysteres
never leave the Abyss, the Loa are the only contacr Les Chev-
aux have with these beings.) The Loa’s Mystere then reaches
out and helps the new gros-bon-ange deal with the loss of her
ti-bom-ange. Essentially, a ghostly mentoring system is in place,
providing a new gros-hon-ange with a support system of living
and dead until such time as she has accepted her new condi-
tion and is ready to begin her new existence.

This is the stage where most of Les Invisibles end their
|“L'|A.\L\IT=|1 \.'\'\'IllTl\!H. —r(’ Tl]L'.\l' \\'lvillllrl\, ‘hk' Hl\‘ltl\i\\‘ i“ not a lli?"
tinct entity. Instead, it is a part of the whole, and regarding it
as an enemy or “other”™ is self-destructive. “Taming” or “de-
stroying” the Shadow is the same as subduing or destroving a
part of the self, and what sensible wraith wants to do that?
Instead, Creole wraiths strive for self-integration, recogniz-
ing the Shadow's wants and needs as their own.

Some of Les Invisibles do lend too much eredence to their
darker desives and spiral down to Oblivion. The trick, and
one that many Creole wraiths never master, lies in recogniz-
ing that just because a Shadow's wants are actually one's own,
doesn't mean that one should necessarily fulfill them. Denial

can be good for all aspects ot the soul.

Beconing Loa

Some gros-bon-ange delve deeper into the mysteries of the
soul, however. During a journey to the Island Below the Sea, a
aros-hom-ange can sign a pact with a Mystere and thus become
a Loa. This agreement has profound consequences on hoth
the wraith and her Shadow. As part of the \{Lxli. a Mystere
ll”l-‘l'l'\.\k’.\ ]]l.\ OWI I‘L'l\’l‘nll]ll"’ N r]](‘.\\' \I.‘]l’]\L'f LIFEes TI'I.H \\l‘lllli
normally serve as the wraith’s Shadow. By giving those nega-
tive impulses a distinet personality with goals, Les Mystere
keeps the Shadow from instead focusing its malice upon de-
stroying the gros-bon-ange. Part Mystere and part gros-bon-ange,
this newly formed personaliry is called rthe Mai' Tete.
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the gros-hon-ange a second time and allows her to remain in the 3




= ; o i
;- o .@S ":\\ e A
N i‘%n o v
The Mait" Tete serves as the Shadow tor Loa, and offers
both more and the potential for disaster. Normal Invisibles'
Shadows function in ways similar to those of Les Morts.
For more information on Les Invisibles, see pages 105-
11 of the Wraith Players Guide.

Lexicon

Abyss: The dark and chaotic region of the Invisible; the Tempest.
Baka: Wraiths dominated by their darker sides; also known
as Sl‘\.’(“'k‘\

Connaissance: The Arcanos used by a Serviteur to manipu-
late Baka and his Mait™ Tete.

Cosmic Mirror: The Creole term for all of realiry.

Creole: Term used to designate anything native to the Carib-
bean, especially Haiti.

Govi: An earthen pot used as a Fetter by Les Invisibles; see
retiver d'en bas de ['ean.

Gros-bon-ange: The closest Creole approximation to “soul,”
Or I‘\\L‘l‘n‘.

Invisible: The part of the Cosmic Mirror made up of the
Mirrorlands and the Abyss; in essence, the Underworld.
Island Below the Sea: The home of Les Mysteres, located
deep within the Abyss.

Les Chevaux: “The Horses”; the term used by Les Invisibles
to describe Creole morrals.

Les Invisibles: “The Invisible Spirits”; the rerm Les Chev-
aux use to describe Creole wraiths.

Les Morts: “The Dead”; the term used by Les Invisibles to
Jescribe non-Creole wraiths.

Les Mysteres: “The Mysteries”™: beings of great power who
reside upon the Island Below the Sea.

Loa: A gros-bon-ange who has devoted her existence to the
service of a |‘;Il'lik'll|.ll' .\1\.-IU1‘\'.

Mait’ Tete: The Loa equivalent of a Shadow; the unique com-
bination of the personality of a Mystere and the Dark Pas-
sions of a gras-bon-ange.

Mirrorlands: The shadowy reflection of the Visible; the
Shadowlands.

Mount: The Creole term for possession.

Nanchon: A group of Creole wraiths bound to the same fam-
ily: a Circle.

Retirer d’en bas de I'eau: “Reclaiming the soul from the wa-
ters of the Abyss"™; the ceremony that fetters a Creole wraith
to a govi and creates her Mait” Tete.

Serviteur: A Creole wraith who vuses Connaissance.
Surface: The mystical barrier berween the Visible and the
Invisible; the Shroud.

Ti-bon-ange: The “conscience” of a person that separates from
the gros-bon-ange immediately atter death.
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Visible: The part of the Cosmic Mirror populated by the liv-
ing; the Skinlands.

M 2 14
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Gireat gods cannot ride liede horses

- Haitian proverh

The personality of a Mait” Tete is a unique merger of a gros-
bon-ange and a Mystere. As a result, the personalities of indi-
vidual Mait’ Tetes vary greatly. Because the Mait” Tete of a gros-
hon-ange is determined by his family’s relationship to a particular
:\[\\lcl‘u lilc l'c.\uh of |||i~. merger ulllH l’L‘ umu] or |‘:iJ. Some-
times, a Mait' Tete will fit his gros-bon-ange pertectly. In other
cases, the gros-bon-ange and the Mait” Tete may be antagonistic
toward each other. Moreover, a Loa often has a Mait” Tete of a
Mystere other than the one she serves personally!

A Note on- i Tefe Creation

In order to facilitatethe creation of a detailed, play-
‘able character, the pérsonalities of the six most.powerful
Mysteres in their aspects as Mait" Tetes are detailed be-
low: The information given here is intended to serve only

as inspiration. Mix the personalities of your gros-bon-ange

and your chosen Mystere as much,asyou li

In addition, a Mait' Teteimay offér his gros-bon-ange
cettain umigue abilities. Fhe rules for including these
abilities are provided, should the ‘Storyteller wish to in-
clude thenvinchér chronicle.

Agwe — Sovereign of the Abyss

Agwe claims the Abyss as his domain. He believes he is
the master of the Island Below the Sea and that the other
.\{\'NIL‘I'(‘.\ are his uests. However, he never receives the re-
spect he craves, as there is no true sovercign of Les Mysteres.

Characteristics: Agwe is handsome and stoic. His voice
aurgles when he speaks, as if it were coming from the bottom
of a pool of water.

Personality: Agwe is the essence of nohility. He is both a pro-
vider and a protector, and expects respect tor his aid. Agwe’s reac-
tion to any disrespect displayed will depend on the personality of his
oros-bon-ange. However, self-loathing and righteous anger are the two
most common responses for Mait” Tetes that include Agwe. In truth,
Agwe’s response is never predictable. He might begin ro weep un-
controllably, or he could artack mindlessly the person who insulred
him. However, he always defends anyone tor whom he feels respon-
sihility. Whether his devotion to protecting his charges stems from a

sort of martyr complex or a fierce sense of duty is never certain,




Agwe often attempts to prove thar he is worthy of respect
when dominant. Again, his methods of “carning” respect differ.
In some cases, Agwe buys the respect of those around him with
the treasures of his oros-bon-ange. In others, he uses intimidarion,
&,HI!]I\II\L'\I \\1I|I i E]u\\‘lll\;’ II!W.WI of Vi ']\.‘HLL‘

Examples of Dark Passions: Buy the respect of others
(Self-Pity): Force others to acknowledge my authority (Arro-
aance); Sacrifice myself in defense of my wards (Self-Loath-
ing): Protect that which is mine (Greed).

Common Thorns: Spectre Prestige, Shadow Call, Shad-
owed Face and Shadowplay.

Spccinl Ability: Agwe may provide his gre is-bon-ange with
the location of any one person, place or thing within the
Abyss. Any Orientecring roll made following the use of this
ability has one automatic success. The use of this ability gives

the Mait” Tere one Temporary Angst point.

i

iy

h

J

g u:___a_:'g;: . w°
i /
o=
-

7 W~ —1
’ pp——— - -

_—w
C
»
J &
s

Alternately, an angry Agwe may spend a temporary Angst
point to cause his gros-bon-ange to become disoriented within
the Abyss. Any Orienteering roll after Aewe has acted thus
should have an automatic one attached to it. The confusing
t‘HL’L T contimues l\IlIIl 11]\' 0108 -l\HH-tIHL{L‘ Cil |1t!' reac IIL" lll‘- J\'\"

tination within the storm or exits the Abyss.

Damballah — Ancient Serpent

Damballah is one of the oldest Mysteres. His age gives
him dominion over Knowledee and Lore. Furthermore, his
uncontrollable urge ro climb is notorious enough that the Sky
15 .II\U \'Ul'l‘*l\IL'l'\'\l |'|l~ l,i' NI,

Characteristics: Damballah loves high places because
they grant him vantage points trom which he can observe a

laree area. His voice is an almost unintelligible hiss.
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Personality: Damballah is a wise hermit. He has acquired
avast amount of knowledge during his centuries of existence,
and there is very little that he does nor already know. Unfon
tunately, Damballah became jaded as the decades spun past
He is not interested in anything that he already knows all
about, and this covers most topics of conversation. As a re
sult, Damballah often appears detached and only vaguely in
terested in his surroundings. Only the pursuit of new lore still
holds his attention. Damballah's reaction to the possibility of
discovering something new depends on the personality of his
oros-bon-ange. Arrogant in his knowledee, he cither stubbornly
blusters that nothing new could possibly exist, or he becomes
obsessed with searching for this new grail dangled betore him.,

Onie aet Damballah to

ros-bon-ange may be challenged to
speak with her while another cannor ger him to be quiet. Keep
in mind that Damballah becomes very angry with his gros
bon-ange if falsely promised new lore.

Damballah mindlessly, and sometimes dangerously, pur
sues new information when dominant. It he cannor find any
rrace of \\"]H\'lll”\‘_' new 1o \I.|1\L' ]‘ti\ |*\‘|\'\t\||!|‘ hl‘ \|I>[‘\ .|||\]

calmly observes his surroundings. Inevitably, Damballah

climbs any tall object he can find in order to get a superior

vantage point, regardless of the inregrity (or inhabitants) of
the structure. Once at the top, Damballah perches there and
scans his surroundings for anything of interest. If nothing he

views interests him, he relinquishes control to his gros-bon

Shadow Players Guide

ange to brood in boredom. As a result, many a gros-bon-ange
has recovered himself, only found himself stranded ina pre
carious place by this Mait" Tet

Examples of Dark Passions: Dossess new lore (Lust);
Prove there is nothing new to learn (Despair), Flaunt my
knowledee (Pride); Hoard my knowledee from those unwor
i}\\ to recetve ir (€ i\uxl\

Common Thorns: Shadow Traits (Athletics, Intelheence,
Knowledees), Pact of Doom, Shadowed Face, Shadow Lite
Special Ability: Damballah, if he chooses, may share his
In doing so, he reduces the dit

1 Knowledge by

lore with his eros-bon-ange.
culty of any roll involving Intellicence on
one. As payment, Damballah gains one Temporary Angst

Howeyer, an angry

point for cach roll thus moditied.
Damballah can muddle the mind of his gros-bon=ange He many
spend one Temporary Angst point to raise the ditticulty of
any Intellicence or Knowledee roll by one tor the duration of

I‘E\ sCene. !EH'- ADTEY g \'lll‘\ |‘L H‘i‘.l\llltL Per scene.

Froulie — High Priestess of Love

Erzulic is the Mystere of Love and Desire, embodyime her
role by being hoth Agwe's bride and Ogoun's mistress. She s
always aware of hoth the finer points of social mteraction and

the \h'\'l’vl currents of pisstonate l\'l.t|!ﬂ|1‘-hi|‘.~‘
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Characteristics: Erzulic loves to dance and flire. She
showers affection on anyone and anything thar catches her
eye. Unfortunarely, Erzulie is fickle, and her attention rarely
stays in one place for long,

Personality: Erzulie is the high priestess of Love and Beauty.
However, she does not care for anything as much as she cares for
the relationships between individuals. Family ties and friendships
arc important to her, but the relationship berween lovers is dear-
est to her heart. Untortunately, Erzulie experiences her aros-bon-
ange’s emotions of loss and abandonment just as keenly as the
emotions of love and friendship, which can cause her to take any
sort of rejection extremely hard.

Erzulie’s reaction to negarive emotions depends upon the
personality of her gros-bon-ange. It teeling slighted and ignored,
Erzulie will cither distance herself from her gros-bon-ange.
However, is she senses that the gros-bon-ange is pliable, she
can become obsessed with the lost feeling and will harp on it
endlessly. Only through cajoling and the giving of gifts (read:
time spent pursuing Dark Passions) can Erzulic be convineed
to return her atfections to her gros-bon-ange.

While mounted, Erzulie either attempts to form new bonds tor
her gros-bon-ange or to recaprure the affection of a loved one when
dominant. She tries to form new relationships with anyone not al-
ready known to her gros-bon-ange. The more alien the individual,
the more valued the relationship to Erzulie. However, she is most
dangerous to her gos-bon-ange when pursuing a lost relationship.
Erzulie feels o change of heart like a dageer in the back. She will do
anything and pay any price to rerurn her gros-bon-ange to the good
PTACes o I;‘l'lllk'r |‘.‘\'\.\1 One, .IHJ \l]\.' \\‘i” move |>lk.'il\‘|.'|'l A]“\.I [5‘:”‘('1 ro
et o wraith who has ended a relationship to change his mind.

Examples of Dark Passions: Maintain any relationship
regardless of the cost (Love); Ger back the affections of a lost
love (Pain); Harm anyone who spurns my affections (Pride).

Common Thorns: Shadow Traits (Charisma, Appear-
ance, Empathy, Etguette, Performance, Polities), Shadow
Call, Pacr of Doom (Lifeweb), Trick of the Light, Shadowed
Face, Freudian Slip.

Special Ability: Erzulic may subtract one from the Jitfi-
culty for her gros-bon-ange to draw Pathos from a Passion. This
ability also gives her one temporary Angst point for each time
it is used. Alternately, a despairing Erzulic may raise the diffi-
culty for her gros-bon-ange to draw Pathos by the same amount.
This is done by spending a Temporary Angst point.

Ghede - King of Oblivion

Ghede has close ties to Oblivion, and his abilities are both
numerous and potent. Both Death and Resurrection are his do-
main. No other Mystere will dare intrude upon Ghede's authority.

Characteristics: Ghede dresses in black and often wears a
top hat. He is both a glutton and a jester. He is especially fond of

using of foul language, and he never :I|‘U|\l}_'irs for being crude.
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Personality: Ghede is a prankster and a bully. He loves telling
toul jokes and disgusting stories, and he often uses his pranks for
material gain. Ghede loves to be rude, crass and disrespectful. He
derives special pleasure from causing a moral and upright individual
to lose his composure. However, other than his affinity for crude-
ness, Ghedes agenda is a total cipher, even to the other Mysteres.
He is powerful, guards his secrets closely, and only confides in a
select few. Ghede favors Creole wraiths with a mastery of the Arcanos
Puppetry, and it is rumored thar the ritual vetiver d’en bas de I'ean was
his creation. The connection berween this Mait’ Tete and the leg-
endary vampiric founder of the Samedi bloodline is tantalizing, but
the details of any possible connection remain shrouded in mystery.

Ghede is a nuisance to everyone when dominant. He par-
ticularly likes to interrupt ceremonies intended tor other Mysteres
and demand gifts from the participants. Moreover, he will not
allow the ceremony to continue until he has been appeased.
Ghede knows that his presence unnerves those around him, and
that they will forgive his indiscretions. However, this does not
slow him down in the slightest, and he takes a perverse pleasure
in the discomfort he causes. An intelligent gros-bon-ange will never
make the mistake of angering this Mait' Tete.

Examples of Dark Passions: Disgust everyone around
me (Pleasure); Demand gifts from everyone around me
(Greed); Intimidate everyone around me (Hate).

Common Thorns: Spectre Prestige, Dark Allies, Aura
of Corruption, Pact of Doom, Trick of the Light, Shadowed
Face, Tainted Touch, Freudian Slip, Devil's Dare.

Special Ability: Ghede may add one to the difficulty for
the roll of any Shade power or Dark Arcanos used against his
gros-bon-ange. Using this defense feeds him one Temporary
Angst point. On the other hand, a malicious Ghede may spend
one Temporary Angst point to subtract one from the diffi-
culty of any Shade power or Dark Arcanoi used against his
aros-bom-ange. Which power Ghede calls torth depends on how
Ghede is feeling at the moment, and nothing else.

Neither of these powers 1s available more than three rimes

per scene.

Legha — Old Man at the Crossroads

Legba is the oldest of Les Mysteres. He is the fraternal
twin of the Cosmic Mirror and once claimed the Sun as his
domain. His intimate connection with the Cosmic Mirror
grants him influence over the Surface and all that passes
through it. Unfortunately, Legha's power is waning as he ages.
His weakening power forced him to relinquish his lofry claims
on the Sun and retreat into the Invisible.

Characteristics: Legha is old and he walks with a cane. He
is physically weak and his skin is covered with sores. Often he is
seen smoking a pipe that glows with a mysterious fire.

Personality: Legha is aged and frail, and his power is
waning. However, his extraordinary age grants him a great
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deal of respect frrom all inhabitants of the Invisible. Legba
enjoys this [‘\“-\iTh'H ot respect, but he does not vo out of his
way to demand whar he sees as his due. Instead, he simply
expects thar it will be given freely, without any hints from
him. Legba calmly refuses to grant any favors if the petitionet
has not granted him his proper respect.

Unfortunately, Legha continues to age, and he fears that a
time is approaching when he will cease to exist. He will panic if his
gros-bom-ange is confronted with a real threar of annihilation, and
one can only placate him by spending time in a safe area.

When dominant, above all else Legba will try to protect him-
selt. He often mounts I':Iyu‘-'r-\- f!:ur-un-_[u when threatened
with Oblivion, and when he does, he always flees by

the fastest means available. However, Baka do not

frighten Legba, as his sta- tus protects. him and

gives him influence over ‘ them. Unfortunately, as

Legha's power continues to diminish, so does his

influence over the Baka. Recently, there

have  been some Baka who no longer

recognize Legha’s authority,
and he sometimes must flee
from them.

Examples of Dark Passions: Live
forever (Greed); Flee from Oblivion (Fear);

Make others acknowledge my age (Pride).
Common Thorns: Spectre Prestige, Dark Allies,
Death’s Sigil, Shadow Call, Shadowed Face, Freudian Slip.

Special Ability: Legha may subtract one from the local
Surtace rating when his gros-bon-ange attempts an action across
it. Creating this effect garners for him one Temporary Angst
point. However, if feeling slighted Legba may spend a Tem-
porary Angst point to raise the difficuley of his gros-bon-ange’s

attempt to pierce the Surface by one.

Ogoun — Warrior and Hero

Ogoun is the Mystere of war, triumph and bravery. Al-
though Ogoun has some political savvy, his real domain is
conflict and martyrdom. Therefore, he is considered a Mystere
of great power, but not of great intelligence.

Characteristics: Ogoun is strong and filled with fiery vital
ity. He enjoys conflict and reaffirming his honor, preferably on
the bodies of his foes. His symbol is a saber or machere.

Personality: Ogoun is a military ficure, through and through
— commanding and authoritative. He seeks glory and prestige
through conflict. His wounds are badges of honor and he often
speaks at length of wounds long since gone (and how he received
them). Naturally, Ogoun values courage and bravery and despises
fear and cowardice. He is willing to give his life in defense of
those who cannot defend themselves and expects others to do
the same. Ogoun invariably becomes insulted if his oros-hon-ange

trics IU(IE".IIMIHH soumeone 1in lIL‘l‘\.l ol ac iW.HI]|‘h!H




L)L'l‘“n r‘il‘\'q]\‘\ r'f-ik" to prove hl“ hl‘n\jr \\‘IIL'” kll‘l”“l-ll-”,
and he does nor hrook the slighrest insult. If Ogoun’s gros-

hon-ange attempts to back our of a challenge, then he assumes

control and shows the coward the true meaning of honaor. If

Ogoun becomes dominant during combat, he remains engaged
until his opponents retreat or are destroyed — or until he
himself is overwhelmed. Ogoun flees only if he can do so with-
out stain to his honor. Otherwise, he fights to the bitter end.

Examples of Dark Passions: rove my honor (Pride); Destroy
my enemies (Anger); Punish anyone who insults my honor (Ego).

Common Thorns: Tainted Relic (Saber or Machete),
Shadow Traits (Any Physical Attribute or combar Abiliry),
Shadowed Face, Shadowplay.

Special Ability: Ogoun may subtract one trom the ditfi-
culty of any one damage roll made by his gros-bon-ange. This
ability gains him a Temporary Angst for each roll thus madi-
fied. However, an angry Ogoun may spend a Temporary Angst
point to add one to the difficulry of any damage roll made by
his gros-hbon-ange. The wraith's bravery in combat goes a long

way toward determining which option Ogoun chooses.

New Arcanos —
Connarssance

Serviteurs

o you want to leam the secret of the Loa? First,
you mutst understand yowr place in the Cos-
mic Mirvor, as | do. | am both a master and a
sevvant. | exist to serve and be served. Les
Mysteres guide the Loa, who guide Les Chev-
aux, We hold a special place in the Cosmic
" Mirror, and have a duty to fulfill. Without
each part in its proper place, all of us would suffer. Do you under-

stand? 1 have merely given you the description of your destination.
However, the journey is yours to undertake — and yours alone.

Connaissance originated as the Arcanos of the Loa. Given
to them as a special gift over 200 years ago in return for their
|\|L\|uc of eternal service ro the x\iy‘hl‘ﬂ'r\. it granted them control
over the Baka that swarm in the Abyss and infest the Mirrorlands.
Since that time, others have dabbled with this Arcanos, but only
the Loa have truly mastered it. The most common method by
which a non-Loa learns this Arcanos is through the Thorn Pact
of Doom, though this is extremely rare.

As both Loa and non-Loa initiates of Connaissance have
made pacts to learn this powerful art, the noninitiated refer

to any user of this Arcanos as a Serviteur, or *one who serves.”
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S0ciety

Serviteurs play an important role in Creole society. Their
Arcanos has two mijor functions: It allows them to control
and influence Baka, and enables them to temper and commu-
nicate with their Mait” Tete. As these powers, understand-
ably, are in great demand, at least one member of every
Nanchon will become a Serviteur.

However, all Serviteurs must pay a price for their power. In
order to utilize the arts of Connaissance, a Serviteur must in a
sense bond with her Mait' Tete. Because the dark desires of the
@ros-bom-ange are personified by her Mait™ Tete, this relationship
makes other Creole wraiths very uncomfortable. Furthermore,
the bond between gros-bon-ange and Mait” Tete causes a Serviteur
to appear as a Spectre to those using Soulsight.

Revardless, a Serviteur's greatest ally is her Mait' Tete.
Because it is the source of many of the Conniassance arts, the
Serviteur must ensure that her Mait” Tete remains content. In
an effort to placate it, she frequently secks its opinion and
values the advice it gives. As a result of this intimate rela-
tionship, a Serviteur always displays a physical trademark of
her Mait" Tete. For example, a Serviteur with Damballah as
her Mait’ Tete may always hiss when she speaks.

A non-Creole wraith with Connaisance also manifests an as-
pect of his Shadow, usually related to the Shadow’s Archetype or
strongest Dark Passion. However, Stygian culture isn't quite so ac-
cepring of this flaw as Creole society is, and a Serviteur in likely to
mect \\'Il'l] .\U\Pil.'i\‘ll on NL'L'lt‘l‘l\ll.\ SIrects., 1\[\'5{ :‘;I\ﬂiLIl‘l Serviteurs
also have ar least some knowledge of Castigate, as they prefer blud-

geoning their Shadows into submission to talking with them.

A Quick Note..

Les-Serviteurs are not, and nevefhave been-cbnsid-
ered a Guildin any wayssh
aname for all those pos:
andichereis:no structure (formal or otherwise) t
titioners of this Afcanes togéther. While theservants.of
the same Mysterémay knew ot work-with each other; they
do so out of shared loyalty to a'Gertain Mystere;
réfererice to a shared secret.

Botches

The Arcanos Connaissance deals directly with the torces

t form. Serviteur is merely
nnaisance,

fig the secrets of

\ding prac-

ytott of

of Ohlivion. As a resulr, a botched Connaissance roll can spell
doom for the Serviteur. Because so many of the Arcanos’ arts
involve the aid of the fickle Mait” Tete, by botching a Serviteur
may end up on the wrong side of his closest ally. For example,
he may lose control of himself to his Mait” Tete, or find him-
self on the receiving end of fatal misinformation.
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Some of the worst repercussions of a botch have nothing
to do with the Mait’ Tete. A Serviteur botching a roll involy-
ing Baka will find himself without protection from the Baka
he was trying to manipulate. Baka, it must he noted, are

legendarily resentful of any attempts to manipulate them.

Basic Abilities

Eyes of the Abyss: A Serviteur may “horrow the eyes” of
his Mait” Tete to detect the presence and concentration of
Oblivion around him. Although this art is commonly used to
locate Baka, Founts and other Serviteurs it was first used to make
navigation of the Abyss safer. A Serviteur uses this special vision
to find Byways by searching for the areas in the Abyss with the
lowest concentrations of Oblivion. If an initiate of Connaissance
can navigate the Abyss on his own, this art will also increase his
chances of reaching his destination safely.

System: A successtul roll of Perception + Connaissance
(difficulty 8) will locate the presence of Spectres, Shades,
Nihils, other Serviteurs and wraiths whose Shadows are domi-
nant. The number of successes scored derermines the size of
the area the wraith can “scom” in this manner.

Note: A successful use of this art does not auromarically
allow a Serviteur to navigate the Abyss. Argos must be also
used, else the Serviteur will lack any sorr of locomotion in
the erernal storm. If Eyes of the Abyss is used to steer in the
Tempest, the Connaisance roll must be made first. The player
may then subtract the number of successes he scores on the
tirst roll from the difficulty of his subsequent Orienteering
roll (but never below a 2).

Langage: A Serviteur may use the Mait’ Tete as a transla-
tor to communicate in the secret language of the Baka, Loa
and Les Mysteres. Indeed, it is not possible to use this art with-
out the aid of the Mait” Tete.

When utilizing Langage, a wraith suddenly speaks in the
toul language of the Spectral hive-mind. While his cries are be
vocalized, they are utter gibberish to any not in the service of
Oblivion. Other Serviteurs can, of course, eavesdrop, but other-
wise the only people likely to understand a wraith using Langage
are Spectres and wraiths being mounted by their Mait' Tetes.

System: By rolling Manipulation + Connaissance (diffi-
culty 8) the Serviteur may communicate with any spirit of
Oblivion. This includes Spectres, Shadowauided wraiths, and
even wraiths' quiescent Shadows. The number of successes
rolled determines the length of time for which the Mait” Tete
will deign to act as interpreter. One success provides transla-
rion services for a single turn, while five successes will allow
the Servireur to communicate tor up o a week.

[n the case of a botch, or even the expiration of the al-
lorted time period for the art, the Mait” Tete may deliberarely
garhle its translation. The results of this sort of deception are

rarely uncovered before it’s oo late.
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Regler Mait’ Tete: A Serviteur may invire his Mait” Tete to
mount him tor a period of time. The host remains fully aware of
what actions are being taken by the Mait” Tete and may attempt
to eject the guest at any time. The use of this art sates the Mait’
Tete somewhat, and therehy decreases the chance that ir will
torcibly artempt ro mount an unwilling Serviteur.

System: The player rolls Wits + Connaissance against a
difficulry equal to the permanent Angst rating of the Mait'
Tete. The number of successes derermines the length of time
the Mait" Tete will be allowed to e active. Once rhis roll is
made, the Serviteur is commitred to hosting the Mait’ Tete.
One success is an invitation for an indefinite period of time,
while five successes will allow the host to safely eject the Mait”
Tete ar any time after the first round without contest.

It the Servireur wants to eject the Mait” Tete before the invi-
tation has expired then there will be a contest for control. On a
contested roll, the Mait’ Tete rolls temporary Angst score against
the Serviteur’s permanent Willpower. If the Serviteur scores more
suceesses than the Mait’ Tere, the guest is ejected immediately,
However, if the Mait” Tete scores as many or more successes than
the host, the mounting continues. A new attempr to eject the
Mait" Tete may be made the following turn.

Successful use of this art causes the Mait' Tete to lose an
Angst point. However, each attempt (even a successful one)
ro eject the Mait” Tete prior the end of its allocated time costs
the Serviteur a point of Willpower.

* Reler Baka

A Serviteur may use this art to summon Baka. The Baka
will use the quickest means available to travel to the summoner.
However, just because a Baka has been called does not mean
that he will arrive with good will on his mind; there is nothing to
say that a summoned Baka will be friendly. Summoned Baka are
just as likely to atrack rhe Serviteur as to talk to him.

Despite the obvious dangers of using this art, Serviteurs
have pur it to a variety of uses. Among the more common
uses are: to summon Baka who have possessed a Chevaux —
the art causes them to leave the possessed body immediately;
to lure Baka into traps so that they can be caprured with Marrer
Baka; and to decoy Baka when one is traveling to or from the
Island Below the Sea.

System: The player rolls Charisma + Connaissance (dif-
ficulty 6). For each success rolled, one Spectre will heed the
summons. This art cannot be used to summon a particular

5]\.‘([11" and costs a point of Pathos to use.

“Renvoyer Baka

This art is used to frichten Baka away by making the user
appear more powerful than he really is. Just like an animal
raises its hackles to intimidare an artacker, a Serviteur uginge




this art expends energy to make himself appear larger, more
potent, and ultimately more dangerous. Renvoyer Baka does
not last forever, but it usually holds long enough for the user
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e i"/ % Renvoyer Baka also temporarily inhibits communication
ine rhe Shadow from calling the wraith’s bluff.

System: The wraith rolls Manipulation + Connaissance

(difficulty 8) to repel a single Spectre from the immediate

area. | h\‘ tlllll]l“\'l OfF successes \.lk'lt'll!ll!u'\ the size of WIIL arca
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area, However, the effect wears off after a single scene, at which

point the object af the art is likely to recurn with reintorce
ments to handle the mythic al enhanced threat.

Using Renvover Baka eives a wraith a point of Angst.
]

 Engagement

A Serviteur with this level of Connaissance can manipulate
Baka, forming a connecrion between her mind and the hive:
mind of Oblivion. Essentially a form of relepathy, Engagement
enables a practitioner of Connaisance to transmit thoughts and
commands to the mind of a Baka (or group of Baka) within sight.
The genius of this arr, though, is that the Serviteur implants her
orders so subtly that the targers will believe thar the thoughts
were their own. Initiates of Connaissance receive harsh criti-
Cisin l\‘f‘ |hk' use of I|1|“ AT, a5 Many w LIH'I\ ’l‘\‘l 1}‘1\” 1\\ Wiu"\”]‘:
into the hive-mind, one allows the hive-mind to tap into you.
[he Rada faction, in particular, ¢laims thar the mental connec-
ron operates in hoth directions, and blusters that the users of
Engagement run the risk of becoming Oblivion’s puppets. As a
counterargument, Serviteurs point out that no one complains
about their effectiveness.

System: A Serviteur may attempt to control a group of
Spectres by rolling Manipulation + Connaissance against a
difficulty of 5 + the number of targers (maximum number of
targets: five). The number of successes determines the amount
of \\HHIH' I]}\' Usel |LI~ over IIH.‘ targets. One success means
thar the manipulated Baka will respond o suggestions along
i|1«' !mw ol \‘\‘lLII l|u‘3 \\ullH lm\\' \]nlu' anyway l,\u.nu'\' rhu
oy on the left first, not me) while five successes is enough to
convinee a Baka to rend his own Corpus and laugh.

The user of this art spends a Pathos and carns an Angst

point for eac h rarget he attempts to control.

o Reler Mystere

Only a Loa may learn this art. Les Mysteres are ancient
and powerful beings who have existed from time immemorial
and are jealous of the many secrets they have hoarded over
the centuries. Even now the trade route from the Mirrorlands

to the Island Below the Sea continues to bring them new lore,
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which they share only with their servants. With luck, a Loa
may tap into this vast library of lore through her connection
with her Mystere, in order to gain access — temporarily — to
the information which rthe Mysteres guard.

System: The player rolls Intellicence + Connaissance
(difficulty 8). The number of successes may be used in two
different ways. The primary option for this art is to distribure
the successes as points among any Talents, Skills or
Knowledees the wraith POSSEeSses for the duration of the scene.
The only limitation on this is that the rating of a.modified
Ability cannot exceed five, All of the successes must be as-
signed immediately upon making the roll, and extra levels
cannot be switched from Ability to Ability.

Conversely, the Loa may use Reler Mystere to attempt to
find the answer to a single, deeply troubling question. The
|‘E}l\t‘l‘ may trade in all of the successes scored to ask the Sto-
ryteller one question. The Storyteller must answer truthfully
and in as much detail as the number of successes suggests.

Reler Mystere may only be used once per scene. This art
costs two Willpower to use, and earns its user a point of Angst

tor each success scored.

wMarrer Baka

A Serviteur may use this art to restrain an angry spirit
through a battle of wills. If the targer loses the contest, it
becomes incapable of taking any action or defending itself for
anumber of rounds equal to the Serviteur's current Willpower.

Onge defeated, the subject of this art mindlessly follows
wherever it is led, so long as the Serviteur remains near. Should
a Spectre tamed with Marrer Baka be abandoned by the one
who tamed him, he gradually comes out of the Arcanos-in-
duced fog and return to his old self. Such Spectres are hell-
bent on vengeance thereafrer.

Marrer Baka is commonly used in order to capture Baka
for raw materials.

System: To use this art, the wraith rolls Strength +
Connaissance vs. the target’s Being in a resisted roll. If the
Serviteur rolls more successes than the rarget’s Streneth rat-
ing, the victim is suddenly paralyzed (though aware of its sur-
roundings). The restrained doomshade loses all of its actions
but may try to escape once per turn. Any attempt to escape is
made by spending a point of Angst and rerolling as above.

At Storyteller discretion, Marrer Baka can also be used
to subdue Shadow-ridden wraiths.

This art costs 2 Willpower and 2 Pathos to use, and gives
the user 2 points of Angst.
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The Shattered Promise

by james A Moore
The Pathway to v

here are no guarantees, not in life and nor

in death. Despite this simple idiom, people
still hold to the promises of the afterlife
I offered by the faith they follow. Some may
actually achieve thar promised, so-distant
ooal, bur for many the truth is far darker.
In the Deadlands of India, myth and
Oblivion have been wound into an insoluble knot, with all
the wraiths of that land hound up in ir.

The lies begin with Swar itself. The ultimate plane of Heaven
saved for those who lived their lives properly, Swar beckons to
all who die in these lands. [t is a place where a soul can rest and
enjoy the pleasures of existence while waiting for the great wheel
to turn again and deposit him back in the world of the living. In
one form or anather, by one name or another, it is the goal of the
Hindu Dead. It is the City of Delights, and immediate entrance
to its wonders has been promised ro all those who have lived
virtuous lives. This promise, alas, is not kept.

[nstead of sweeping into Swar, newly fledged wraiths must
wait in Bhuvar. This is the first disappointment of the lokas,
but it is a relatively minor one. Wraiths of India are either
more patient or fatalistic than their Stygian counterparts, and
as such can afford to wait out this first delay. Having waited a
lifetime for Swar, they reason, they can wait a little while
longer. And so they stand in Bhuvar, using their time there to
acclimate to the afterlife and compare it to the myths.

This long wait, however, is not the delay at the gates of

Swar. Rather, it is the wairt for judement from Yama, who must
judge all before they are sent to their next destinations. Piled
upon this deception is another lie, for Yama does not make the
final decision as to a soul’s final destination. Instead, wraiths are
evaluated by other wraiths, judees who have allegedly been ap-
pointed by Yama and who speak with his divine authority. Such
iudges claim thar Yama is among them, but again all is story, all is
conjecrure. Only one thing is sure: The legend has been betrayed,

and worse bet l';lyillh are soon to come.

The Gateway to Swar

Swar should be a paradise; it has long been promised to
be such. From a distance, it does appear that the promise has
been kept. Those wraiths waiting patiently for entrance to
the City of Delights can hear the sounds of beautiful music
and smell the sweet perfume of ripened fruit drifting over the
walls to tantalize them. Laughter and the sound of water
splashing in fountains can be heard, reaffirming that Swar is
indeed Paradise. For the promise of such joy, the dead of In-
dia are willing to endure the long slow wait in Bhuvar and
the prospect of an unfavorable judgment. However, their pa-
tience is not infinite.

Long before anyone can reach the massive stone wall
surrounding the city, the next lie is revealed. Here, in the
shadow of the city, all who have passed the first round of judg-
ment must now wait for a second. Here the lines are even
longer and the judges fewer. The patrolling Rhakshaza are more
numerous than hefore, but they are no friendlier. All that is
offered instead of Paradise is another delay, another excuse.
This second wair can take decades, and it is during this time
that the patience of many finally wears thin.

That is where the Shadow finally makes its presence
known. The followers of the Hindu faith are taught patience
by a lifetime of inconvenience. There are few who can aftord
to live in luxury, and most have endured poverty as a part of
everyday life. They have grown accustomed to waiting, in part
hecause of the expecration of postmortem rewards for virtue.
When the expectation of bliss is frustrated again and again,
though, even the deepest piety can begin to sour.

The Shadow knows this, and fully comprehends the rage
and frustration felr by wraiths offered frustration and delay
when they should have received Heaven. Even the most tol-
erant soul begins to feel the bitterness, begins to resent that
some are allowed casy access (for there are always those who
are escorted into Swar wirth much pomp when first they ar-
rive in the afterworld) while others must wait. Rage, resent-
ment, suppressed anger and even self-loathing are not uncom-
mon responses to the interminable wait outside the gares of
Swar. No self-respecting Shadow allows such juicy dark emo-
tion to slip away; it is during the delay beneath Swar’s walls
that many Hindu wraiths take their first steps toward Oblivion.

For the Hindu wraiths who end up in Swar's suburbs, the
very idea of surrendering to Oblivion is repugnant. A lifetime
spent waiting to reach the City of Delights, followed by an
endless waiting period, are enough suffering for anyone. None
wish to risk Oblivion and a possible descent into a lower in-
carnation by demonstrating a less than perfect faith-so close
to Swar itself. That, at least, is the conscious decision that
these wraiths make. Subeonsciously, the hammer blows of
disappointment from delay after delay provide openings for
Shadowy intervention. Would not rebivth be more interesting
than another decade of waiting? they whisper. If you were truly
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worthy, wouldn’t you have been accepted into Swar before now?

Why delay the imevitable rejection?

The Muslim Contingency

If Swar and Bhuvar are a disappointment to the wraiths
who followed the Hindu faith, in the eyves of the Muslims of
the subcontinent, things are substantially worse. These wraiths
too have devoted themselves to their faith, bur their faith
holds no place for a city of judges and Soma. For them, Bhuvar
as a whole is little more than Hell.

Many of the Muslim wraiths feel that being thrust into
Bhuvar is the spiritual equivalent of a slap in the face. Fur-
thermore, no Muslims have ever been allowed into Swar. The
judges always discard Islamic wraiths to one of the talas, the
lower worlds. There, the judees instruce them, they are to
examine their mistakes before being reincarnated. As these
“mistakes” generally can be boiled down to the fact that the
banished wraiths did nor follow the faith of the judees, this
cavalier treatment breeds no lictle resentment.

Inaddition, the talas are hardly hospitable places. Wraiths
banished there they must fight constantly Spectral incursions
constantly or suffer the consequences. Most of the Muslim
wraiths refer to the areas where bartle is done as the Forge,
for Tll\‘H experience IilL'T‘L‘ rempers :Ilhl ht‘”l'\ ||H‘IH I||‘\\. ‘-l\.‘L'l‘

Wraiths who manage to outlast their first few combats are
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have no room for weakness. Most quickly join with the Nagas
or the Asuras, |‘I-.'|‘.t|n] to Jdo all they can to destroy the inti-
dels in charge of Swar. Many of the Nagas are convineed that
they have been held back from their rightful place in Heaven

toolishly mistaken for Swar by the Hindu — by the wraiths
who rule over the Ciry of Delights. On the other hand, those
Muslims who join with the Asuras believe thatr Swar must he
destroyed, erased from even the memories of those who dwell
there betore any can go to their final resting places.

For the Asuras of Muslim faith, the simple belief that
Swar stands berween them and their final reward is enough
to convince them that Swar must be destroyed. For the Mus-
lim Nagas, Swar is oftren seen as the only true gateway to
Heaven. That portal is currently held by infidels, and that
cannot be tolerated. In either case, the current regime of Swar
is intolerable.

Larely the attacks from the Nagas have grown more tre
quent in number, and the He Who Serves Indra has begun to
grow worried that someday soon the denizens of the Lower
Worlds might actually have a chance to usurp_power in the
City of Delights. For that reason, the great eates have been a
little more accessible of late. More wraiths are moving into
Swar than have ever entered before.

.\INHI dare never ih',ll'\} from again.
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Shadow Tacis Beloe the Wal

The Shadowsiof Bliuyarmost df@iteniploy the Thors,
Shatlow Call, FreudiatiSlip-and Dedil’s Pare:Shadow Call i/
employed to add a sénse of urgency t6 the Wraith’s désire to
getinto Swarwhere she! believes she will 'be'safe front” the
Speetres her own:Shadow has summoned: Fhe Shadow.utiy
lizesEreudian Slip'to énsure that @ivrailiimakes a poor jm/
pressionwhen shie finallygetsa chance tospeak before a judge.
Notorigusly short-tempered;: Yama's setvants do nor take
kindly td the sort of insolence thata Shadow can préduce in’,
even asingle sentence: Devil’s Dare is often practiced toforce
a wraith attempt to'make it into Swar - without. waiting for
judement; usually suchyeffortsion the Shadow's part are primed
by monthsior even yéars of whispers & to how the Rhakshazw
can’t keep th&wrdith away from theeward he's eatned. Fhe
guards of course see itdifferently;@ndare quite happy tasend
antintruding wraith to the feward thiey feel I8 appropsiate.

Almost evéry attempt to'fake Swat from outsidegan’be
attributed o the ShadoWs of#raiths beyond the gatéswork:
ing i randem and utilizing combinavior gfthcse“Therms, /¢

Asuras

The Islamic Asuras have tar fewer of the Oblivic m-tainted
among them. They have a goal that is achievable with effort,

and one that they work roward relentlessly.  Swar must be
destroved at any cost, even if it means the ruination of their
[he infidels who elaim that Swar is Heaven must

fall, for only then will Allal

own souls.
1 be satistied and Heaven achieved.
There are rumors that the Asuras have heen \\ul'i\lnu To-
sether to develop a new Arcanoi, one that will allow them to
undo the work of the Tvastriyas and bring the demented illu-
sions of the Holy Regent and his mad demon-god Indra to an
end. While the evidence that such an Arcanos exists is lim-
ited, it exists just the same. Numerous witnesses have claimed
Artifacts.

In cach case the wraith reformed by this tremendous power

to see the mightiest among the Asuras “uncreate”

disappeared immediately thereafter, presumably moving on

to his next incarnation immediately.

Shadows

The Sha

direct than those of their Hindu compatriots. Where Hindu

dows of Muslim wraiths in India are far more

.H-ll.ll.llﬂ\“ must i"l'\llflt (S ‘*“1“['('[\ \\'Hl'l [l]L' ‘l\\” ol a neurosur-
geon, Muslim Shadows tind it much casier to simply promare
the underlying resentment that their counterparts have al-
cun to suffer.

Adding
Muslim wraith can be easy for a Shadow. Everything a devout

i o hl\ l‘\

fuel to the fire burning within the heart of a

.\1l1hlllll exped l\'\i TO thl on lll\' Hll\\_'l' \i~.|u of \!L'.th\ kl\h‘l' 15

missing here in the Underworld. Infidels have the upper hand
in the lands of the Dead, and they flaunt their power with
vicious case. Beine judeed by a Hindu to be unworthy is more
than just an insult, it is an abnegation of one's faith and it is
often

tions. When this emotional fever

enough to drive many Muslim wraiths to extreme ac-
pitch has been reached, a
Shadow need only agree with the Psyche and offer its aid.
The rest comes easily.

e Shadows of the Muslim Dead tend o be patient. They
offer their help often and freely, all the while gaining power and

their Psyches’ trust. Few among the Muslim have been able to
resist I]N‘ ofters “’— assistance from fl‘u‘il' .\‘ILILI\ Wy counterparts,
not when the need is so pressing. Many of the Islamic wraiths in
[ndias Shadowlands survive only a short while before they find
themselves meeting with Oblivion, driven there by their own

actions in the name of all that is holy.

The Sikh Dilemma

Sikh

and Hindu philosophy. Guru Nanak, the founder of the faith,

belief is founded on a confluence of Muslim taith

sought to foree the best ideals of hoth into one unified heliet

Shadow Strategies

Many of the Muslim Nagas make bargains with. their
; 'Shadows, agreeing 4 Pact of Deom withous hesitationito
. gain the necessary strength to storm the gates of Heaven. A
fair number also/eome to rely on their Shadows for'extra
strength, ignoring the risks of théShadowplay and consid=
“ering the bargaingmade with theigShadows to be little more
‘thiilva marriagesoficonivenience, to b sundered when Swar
is overthtewn.aThe number of ificipient Bhuta among the
Nagas who haveade these bargains |is staggering (though
Tiewhetenear the numbers clainied in the propaganda that

flows forthefromiSwar's gates).

The Shadow of an Islamig wraith|banished tafthe
talas most frequently plays on it§ Psyehe's justifiable rage
and frustration at this unjust bapishment. ¢ stokes|these
emotions to jrrational levels and refuses|to let'its Psyche
dwell on anytHing else. This enforced obsession can have
severely detrimental effécts, and moté than anythifigelse,
is responsible for the constantiwaves of ill-prepatedias-
saults on Swar itself. Without ihcessanfShadow tirginhg,
many of the wraiths heading offto lead thechargésivould
be more content to watch, wai and plan.

Indeed, it is somewhat ironic that Spectré attacks;
of all things, are about'the bnly thing in the Forge that
provides surcease from'thie constant Shadowpnagging:
With a concrete opponent in front' of him, a wraith can
take out the frustrations that his Shadow has carefully
tended on another rather tharthimself.
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that incorporated a belief in god, rejection of idol worship
and a rejection of the traditional caste system. He felr that
only through the unification all of mankind could there he
any hope of achieving spiritual perfection.

The best laid plans often fall to the wayside, and death tends
to slow the progress of a dream into reality. Since the founding of
the faith during the 15th century A.D., the Sikhs have faced
numerous trials in the Skinlands. Their tribulations in the
Shadowlands have been na less numerous and no easier.

As the Sikh faith differs from both of its progenitors in fun-
damental ways, Sikh wraiths have no desire to enter into Swar.,
They also have no wish to be judged by the ruling parties in
Bhuvar. When the first of the Sikh to enter the Indian realm of
the dead, Nanak Salmatt, was judged and found unworthy, he,
like countless non-Hindus before him, was thrown into the talas.
His arvival in Vitala was unremarkable. What he chose to do
afterwards, however, was indeed noteworthy. Where many be-
fore him had lamented the harsh fate meted out by the judges,
Salmatt chose to accept his new circumstances as simply another
test from God. Unlike those who had gone hefore and sought
escape, he chose to remain, and ro make the best of what God
had given him. Salmatt came to know the lay of the land. He
learned its pitfalls and dangers, as well as the best places to pro-
rect himself from the ravages of Maelstroms.

He learned to know the tala he now calls Gurdwara, the
Holy Place.

As other Sikh were judged and cast down into the ralas,
Salmatt sought them out, finding routes thar connected the
numerous talas and building a network of outposts to protect
the spirits of his coreligionists. In time, he managed to gather
huge numbers of the Sikh dead rogether and built a commu-
nity of the dead.

Salmartt was hardly the best wraith for the job, or at least
that was how he felt about the matter. Others disagreed, and
in rime |](.' came to l'lllu over a unN;mlIy 1 m'inu nation ot

Sikhs. Despite his own protests, Salmatt was better prepared
“than most for ruling the dead. Secing his own flaws clearly,
he chose to delegate authority to the grateful souls who joined
in his community.

He chose well. The centuries since the founding of
Gurdwara have been less troubling than many might expect.
The founding of the Khalsa, a powerful military force within
Gurdwara, helped make certain that no one who did not be-
long within the underworld city ever managed to enter and
remain safe. The wraiths of Gurdwara share a unified vision,
and have worked hard to make certain that their ideals are
met and their practices kepr.

The laws of Gurdwara arc identical to the laws practiced
by the Sikh peoples in life. There is only one addition: Re-
solve your Fetters as quickly as you can. In this way you honor
god and prove yourself worthy. As a result, the turnover in
Gurdwara’s population is substantial.
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There are necessities, even for Sikh wraiths who don't
intend to stay long within the Deadlands. Souls needed for
the creation of Artifacts are harvested from rhe nonbelievers.
It is usually very easy ro tell the differences berween Sikh and
non-Sikh, as the followers of the Sikh faith all adhere to cer-
rain codes of dress. The properly attired Sikh must never cur
his hair but should always wear a turban. As self-perception is
a vital part of any wraith’s appearance, all Sikh wraiths coa-
lesce in the Underworld garbed properly, and can thus be iden-
tified for what they are.

Just the same, there are judges in Gurdwara as well. These
judges ask a series of question to each newcomer. All of the
questions revolve around the Sikh fairh, and if the petitioner
is judged knowledgeable enough, he is allowed into Gurdwara.

In all of India’s Shadowlands, there is no other area as
stable and well controlled as Gurdwara. Here the Sikhs have
what they have often struggled for in the Skinlands. They
have a homeland.

Shadows

The Shadows of Gurdwara are almost unique. They have
very little open communication with their Psyche. Indeed,
most tend to remain silent, allowing the Psyche o helieve
that he is untainted by a darker side. to make up for this re-
straint, Sikh Shadows do tend o use the Thorn: Shadow Life
with great enthusiasm. Many of the Shadows in Gurdwara
merely wait until their other selves have gone into Slumber
and then undo all thar the Psyche accomplished during the
previous day. Despite the best efforts of Sikh wraiths to build
an indestructible haven in Gurdwara, very little ever really
vets accomplished in the vast city. The brick that is laid dur-
ing the \l;n is cast down by night; the rower that is built by
the Psyche is laid low by the Shadow. The frustration felt by
these wraiths is slow in building but powerful, and once anger
has been kindled here it is never put out.

However, by far the worst problem the Shadows promore
in Gurdwara is the great influx of Spectres into the area.
Employing the Thorn: Shadow Call, they summon veritahle
armies of Spectres, using both Spectre Prestige and Dark Al-
lies to persuade the agents of Oblivion to wait patiently until
enough of the Shadow-earen have gathered to wage full-scale
assaults on Gurdwara. The Khalsa are kept hattle ready, but
their job of protecting the Sikh refuge is made more difficult
by their Shadows, who are normally the anes best prepared to
call in the forces of Oblivion.

\Within the City of Delights

Swar is indeed a City of Delights for those who please
the Heavenly Regent. The ripened fruit, the sweet, reviraliz-
ing waters of the rivers and the glorious music constantly per-
formed are enough to make the wrairhs believe they are truly
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blessed and that all the waiting and suffering was worth the
time invested before the city walls. The Soma is as delicious
as it 1s intoxicating, and none who dwell within the ciry has a
right to complain. None of the favored, at least.

The great park of Indra lies at the very center of Swar,
and when viewing the heavens from the park, all is beautitul.
TI]L stars hlli-“ !‘!"L:l” L\ I\L'll', 4||!l{ W |1||] few L’]('“\l.\ dATC SCen dare
little more than delicate laces of white against the sky. The
magnificent castle of He Who Serves Indra is nestled in the
center of the gently sloping hills of the park. Even those wait-
ing for an audience with the Heavenly Regent wait in com-
fort, surrounded by beauty. As nowhere else in all of Bhuvar,
the park of Indra knows serenity. Many of the city's wraiths
spend their time in the park, supping on spiced fruit and sip-
ping the rich Soma. Beautiful birds in an array of colors sing
amidst the trees, and Gandarvas play their music while the
Apsaras dance and sing. Truly this is a paradise worth waiting
tor and worth keeping at any price.

For the others who come to Swar, though, the Ciry of
Delights is a charnel house of pain. Those who offend He
Whao Serves Indra soon learn that they should have been
happy with what they were offered. They should nor have
questioned the cooling waters of the rivers that flow from
beneath the ground and return there before reachine the edee
of Swar's walls. They should have accepred the Soma as a gifi
and not wondered aloud how it could be so potent.

Perhaps then they would nor join the river or be con-
sumed by others in a goblet of Soma. Perhaps then they would
not be added to the wall of Swar or forged into powerful weap-
ons with which to tend off the Nagas,

None learn the truth of Swar until it is too late. There is
no river, and the Soma is lictle more than a distillation of
another’s soul, warped and twisted beyond repair. The beauti
ful music that fills the air hides the whispered sereams of the
tortured dead. The incense of fruit that wafts through the air
masks the stench of the hutcher’s block and the Soul-Forge.

Swar is a lie, and one of the best-hidden secrets in all the
Underworlds. Those who know the secret normally keep their
silence for, again, the Shadows of Swar’s wraiths are subtle
and vicious. Silence is the price for staying in Swar. Even the
worst of the talas is considered preferable to the final fate of
those who complain. The City of Delights is only allowed to
those who do not reveal her secrets. The Shadows of Swar
keep the secret as well, for in Swar they have found the ulri-
mate source of power. Here, they consume the souls of others
and in the process grow stronger.

[he caretully crafted lies of Swar hide more than one secret.
They hide the power of the Shadows in Swar as well. The hatred
and tury of the reforged souls in Swar is locked within the areat
city, drawing like to like. The magnificent City of Delights is a
magnet of Oblivion, a storge cell for Angst and suffering. For
cach wraith who inhabits Swar, a dozen more have been Sun-
dered, adding to the power that the city holds. However, in the

Chapter Three: The Other Dark Kingdoms 7
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midst of plenty for the ghosts of the Hindu dead is abundance of — escape the hellish Bhuvar, Swar arows ever stronger. Those
dark emotion for their Shadows as well. who sup on the treats of Swar are in turn the treats of the city.
He Who Serves Indra has long since fallen to the power — Darkness hides best in a place where light dwells, and the
of his own Shadow, but none around him have noticed the — light is pure and sweet in Swar.
change. In truth, the Regent’s wishes matter little these days,
as he is only a pupper, made to dance by the power of Swai The BOWEIS 0[ Swar
itself. Swar has attained consciousness, and is a very greedy
master. Indeed, the City of Delights causes many of the at- The very land where Swar rests 1s gone, devoured by Swar
tacks that come from beyond the walls so that its hungermicht s i grew into a mockery of sentience. Beneath the palaces
be assuaged. Swar has grown so much in power that it might — and vilded buildings of Swar is the heart of the Malfean, mani-
Il'lll\' |\L'L;l“l\lll :\Ll“k';tll,l]hﬂi‘_‘]l i i“]‘k‘l‘i]ilP\ll‘ﬁk‘l‘llh‘ |\11|“’\‘ilﬂ ll.'.\h.‘\l as th' L'I\‘.II'III"L"!'.'- n \\h“h ||“- "|_\_‘|~||'|\‘|~, |;||1‘||' k'l'l\l'
that need never move to gain its nourishment. lessly. In the bowels of Swar the Corpus of wraiths is churned
[he wraiths who dwell in Swar are happy. They converse,  and fragmented, destroyed and regurgitated into beautiful flow-
they dance, they sing, and they feast. The glories of the prom- — ering bushes and fruiting trees, The waters of Swar's rivers are
ised afterlife are theirs, for as long as their Shadows feel like — filled with the essence of countless wraiths and allowed to
tolerating them. However, every Shadow tires of the game  flow past beneath golden bridges and opulent homes. The
eventually and chooses to end it. When the time comes to Shadowy essence is removed from the flowing mass, drained
destroy a wraith, that soul’s Shadow need only communicare — into the buildings of Swar and forged into simulacrums of the
with Swar and the arrangements are made. All that is Savta  wraiths it once was part of. An army the likes of which has
in the Wraith is destroyed, while the Shadow and its Tamas — never been seen waits within the very walls of Swar, prepared
are added to Swar. When necessary, the Ciry of Delights can o defend against any attack that threatens the city iself.
even animare that aspect of itself to mimic the wraith who Not all of the denizens of Swar have been destroyed. In
once was. In this way ;the charade lasts even longer. truth, over half are still wraiths. Swar is patient. Swar need
For countless centuries, Swar has grown. In feeding on not glue itself, when the flow of nourishment is always close
the fevered hopes and dreams of the wraiths who strugele o at hand. In this, Swar ditfers from most Malfeans. Swar hides
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its atrocities behind a veneer of heaury, luring its food into its
hungry jaws much as a Venus flytrap waits for its prey.

The wraiths of Bhuvar are always glad to take the bait.
IHIL'\ I‘Iulﬂ g |W l.lIIW\‘I ;Ilhl ANy enemy in HI\!\,‘I' for a (ll.l'[]LL‘ ro
enter Swar, conveniently forgetting along the way thar Swar
is merely supposed to be a place of waiting until rebirth into
the lands of the living. In this way Swar serves Oblivion, and
the Shadows of those who dwell in Bhuvar in turn serve Swar.

[here is a place of eternal beauty in Bhuvar, a City of
Delights where every dream is supposed to come true. Be-
neath the stunning landscape of Swar a cancer grows, un-
checked and unharmed. The malignancy spreads slowly, but

it spreads just the same.

Explaining Disappearances

On the rare occasions when a wraith of note disappears from
S\\ ar, Ilh‘ CUTTOUS .I“ recenve Il!c SAME ANSWET TO ANy queTics lll\"}‘
might make. They are told that the time had come tor the missing
wraith either to return to the world of the living or to Transcend.
From time to time a list of those who have moved on to their next
Incarnarion 1s ]‘I;l(n' On Ill\‘ C |H\\| J\" s UTIS\\;II'. \\IIL‘I'L’ anyone
can see them. This official explanation sarisfies most questioners.

Perhaps most of Bhuvar's denizens would find the tales told
by the Asuras more believable than the postings by the suards of
Swar if not for the passionate hope that they can one day enter
the City of Delivhrs. The Shadows of the Hindu wraiths waiting
outside promaote this beliet, adding o the tensions of existence
beyond the walls of Swar by pointing out that few have ever
needed to wait for entrance as long as they have.

If the Psyehe seems the least bit amenable to this sort of
persuaston, a Shadow immediarely l|.1|'|‘\ on the wraith to de-
stroy his Fetrters. Those who are less artached to the real world
are considered to be more worthy of admission to Swar, at
least according to a sufficiently cunning Shadow. The ben-
efits of getring a wraith to attack his Fetrers voluntarily are

mcalculable, at least from the Shadow'’s perspective.

Transcendence in Swar

The choices are simple for a wraith dwelling in Bhuvar.
She can wait until the time comes for her to he reborn, or she
Ciln \'\E‘l‘\ll'\' ||]\‘ I‘li‘\ £35S l‘\ \]t\ mne mnto ||1\' waters ol ||\L' SL'.|
of Shiva, hoping that her next lite will not be too painful.
Most prefer to wait, seeking reincarnation in a higher torm or
perhaps even Transcendence. Aftrer all, they now know what
awaits them after death, and they have no desire to experi-
ence the interminable wait for judement again.

Unfortunarely, there is no simple path to Transcendence
in Bhuvar. The decisions to be made on that path are many,
and all require an element of faith. As faith can come in short

supply during the endless wair, few indeed are the wraiths of

Bhuvar who Transcend. However, all of those who have been
known to Transcend before the city’s walls have turned their
backs on any hope of entering Swar. Only when this ambi

tion for transient luxury has been resolved can the true search

for spiritual enlichtenment beein.

Asuras-and Jtansoendence

The Asuras have long elaimed that Swar feeds on
the souls of those whadwell within'its gates. There is
absolutely no evidenice extant fof these claims, but the
voices of the Asuras willnotbe stilled. Indeed, they are
getting louder, and evertWithimthe walls some are be-
ginning to question,

However, dierels @nother téason for the Holy Re-
gent to be congevhed with the Asuras. The alleged abil-
ity to force Transcéndence upon thoseforged into A

facts that these wraiths suppesedly possess is not some-

thing that the ruler@f Swar can afférd'to take lightly. Of
ledided thar the Asufas aré.too dangerous by

late he hs
far, and |

dered be

s ordered that each eaptured Asura be Sun-
re being brought’ into:the'City of Delights.

Judemen

The judees of the dead have been in Bhuvar so long that
they no longer remember who were when the walked the lands
of the living. They simply answer to the title judge or, in some
cases Vharuna, and continue to administer their sacred du-
ties. Unsurprisingly, the judges maintain that one of their ranks
15 Q¢ Tli.lll\ \.”l].l ]]!l]l\l‘“‘ l}]('ll_L_'ll lllllTl.\ 15 ||1l‘ case, l]L' E]‘I"- ol
revealed himself yer.

Most judges take their duties very seriously, but some can
be bribed. The usual favor a judge grants involves arranging
that a new arrival be sent somewhere that his loved ones al-
ready dwell — or to a place where his enemies don't.

Each judge is plnluuﬂ by two guards armed with Arti-
tact bows and quivers of arrows. Each also carries a long Arti-
fact dageer. These guards are referred to as Rhakshaza, a name
aranted for the tiger’s head masks they wear. Physically im-
posing, the judges’ guards rarely speak. They seldom make
any response at all, save to attack any who would dare con-

front a ||uiuL',

Vharuna Statistics

The followine statistics are for a Vharuna, or judee. These
are representative for an average judge, but there really is no
such thing as an “average” Vharuna. Each is an individual,
with his own strengths and weaknesses. Furthermore, many

are far more powerful than they let on.




Nature: Bureaucrat

Demeanor: Judge

Physical: Strength 3, Dexrerity 4, Stamina 5

Social: Charisma 4, Manipulation 5; Appearance 2

Mental: Perception 3, Intelligence 5, Wits 5

Talents: Alertness 5, Athletics 2, Awareness 3, Brawl 2, Dodae 2,
Empathy 2, Expression 4, Intimidation 3, Streetwise 3, Subterfuge 5
Skills: Crafrs 2, Etiquette 5, Leadership 5, Meditation 4, Me-
lee 3, Performance |

Knowledges: Burcaucracy 5, Enigmas 3, Investigation 4, Law 3,
Linguistics 3, Medicine 4, Occult 4, Politics 5

Backgrounds: Allies 5, Contacts 5, Artifact 5 (Omamental
Garb, Mask, Throne. See Below), Status 5

Passions: 10 points, often related to justice or pride
Arcanoi: Castigate 3, Fatalism 5, Lifeweb 4, Mnemosynis 4,
Moliate 3, Usury 3
Permanent Corpus: 10

Willpower: 10

Pathos: 7

Shadow: Perfectionist

Angst: 5

Thorns: Shadow Life, Shadowplay

Dark Passions: Destroy all that the judee has so caretully
orchestrated (Hate)
destinations (Sadism) 5

3, Deliberately send souls to incorrect

Equipment: The Mask of a judge allows him to see the Liteweb
of each wraith who stands before him in perfect detail. The
Garb worn by a judge affords him five extra levels of Corpus
above and beyond whart he already possesses, and also grants
+3 Stamina for the purpose of soaking damage. The Throne
of each judge protects him from the ravages of a Maclstrom’s
fury whenever a storm comes through the area.

Image: The judges all wear masks bearing the face of a water
buffalo and are appointed in finery the likes of which few
|‘L‘U|*IL' h.l\ C eVer seel. .*\\]HI'I‘ICJ with }_’\!IL] and [‘I'L'(il)llH aems,
Vharunas wear robes that cover them completely. No one has
even caught a glimpse of a Vharuna's actual Corpus; when-
ever they go forth they are robed and masked into anonymity.
Impassive and impressive, cach appears to be roughly eight
feet in height when seated upon his throne. There is no way
to measure a judge’s actual stature, as no wraith (save perhaps
the Vharunas' servants) has ever seen a judge anywhere but
On l}w seat of ]Ihlulllulll.

Roleplaying Hints: You are right, and on that there can be
no argument. No matter what the merits of the case might
be, your decision is final. Listen impassively to whatever pleas
a wraith might make to you, but tap your fingers impariently
At the
ment or complaint, send your Rhakshaza to remove the fool

it a wraith begins to get redundant. tirst sign of argu-

and send him someplace where he'll have a good long time to

contemplate his foolishness. Under no circumstances do you

L { i v
ever apologize for any of your actions. You are here to do as
Yama commands you, and thar dury rakes precedence over
all.

Never forget that the promise of Swar is yours as well, if you
serve Yama dutifully and pay heed o his mandares.

Rhakshaza

Not to be confused with the legendary tiger-spirits, the
Rhakshaza of the Underworld have been given their name
hecause of the fierce-looking tiger masks they wear to con-
ceal their features. Bound into service tor erernity or until
they are granted entrance to Swar, the Rhakshaza never re-
move their masks. To do so would be equivalent to refusing
the office the mask symbolizes, and would mean stepping out-
side the ranks of the Rhakshaza.

Loyal to a fault, a Rhakshaza gladly taces Oblivion for his
judee, because each tiger warrior knows that his only hope of
ever earning a place in Swar is by following the commands of
his master explicitly. Each Rhakshaza is hand-picked from the
petitioners hetore a judge, with the criteria for selection be-
ing his potential for lovalty and his ability ro cause grievous
harm to any who cross him. These are not merely soldiers,
they are the elite of the judges. There are a full complement
of 10 Rhakshaza for each judge. At any given time six are
working around the clock to see that the judae is protected at
all times. The remaining four serve as messengers and Reap-
ers, as well as running any other errands the judge might have
for them.

Nature: Follower

Demeanor: Bravo

Physical: Strength 5, Dexterity 4, Stamina 4

Social: Charisma 2, Manipulation 1, Appearance 2

Mental: Perceprion 4, Intelligence 3, Wirs 4

Talents: Aleriness 4, Athletics 3, Awareness 2, Brawl 4, Dodge
4, Empathy 3, Expression 3, Intimidation 3, Streetwise 4,
Subterfuge 3

Skills: Fircarms (bow) 3, Leadership 2, Meditation 3, Melee
5, Performance 2, Stealth 3

Knowledges: Burcaucracy 3, Enigmas 2, Investigation 5, Law
4, Linguistics 1, Medicine 2

Passions: 7 points, usually involved with dury, service, honor
'.llhl u;llllin}; ¢entrance to 5\\';1]'

Backgrounds: Allics 5, Artifacts 2 (Bow with Relic Arrows,
Dageer +2 damage)
Arcanoi: Argos 3, Lifeweb 4, Moliate 3, Outrage 2
Permanent Corpus: 10

Willpower: 6

Pathos: 9

Shadow: The Pusher

Angst: 4
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Thorns: Aura of Corruption, Shadowed Face

Dark Passions: Usurp the power of the judges (Greed) 2,
Create chaos in Bhuvar (Hatred) 3, Make certain that the
Rhaleshaza loses in any fight (Self-hatred) 1.

Equipment: Each Rhakshaza carries a longhow, quiver of ar-
Fows i\”\l L|<Iu'_l{‘." i” J\Ll”'l‘” o |Wi.\ I(l” hl‘l!l] Il:L'l‘." IM"hl Illi\“}\.
Image: The Rhakshaza are powerfully buile men, often
Moliated to look even more impressive than they would oth-
erwise. They are silent and brooding, and carry themselves in
a way which demonstrates that they are quite capable of han-
dling themselves in a conflict. On the rare occasions when a
i\)J‘]((J\\j]II:‘\l \]I)\‘“ \I-!\'Hl\. I-ll\ volce 1S a ~I\'i.‘|‘, \i.‘”\‘__'\'l‘l”.l“ Lfll!\\‘l
not unlike that of a tiger.

Roleplaying Hints: [f somebody wants directions, point in
the direction she should 20, If someone wishes to converse
with you, ignore him until he becomes annoying, then dem-
onstrate your displeasure on his Corpus. Swar is yours if you
perform your duties well, and you have no intention of failing
and letting paradise slip away. Outside the walls, you are bet-
ter respected than most, but it is not enough. The music from
Swar and the scent of Soma wafting over the walls is enough
to make you eager for the day when you are finally allowed to
enter the City of Delights irtself.

Most Rhakshaza do not gain entrance into Swar., They are

delegated to other lokas. Those who are granted admission
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into Swar rejoice and celebrare, right up until the time when
they discover the true nature of the City of Delights.

Lexicon

Apsaras: The female class of courtesans in the City of De
lights. They are particularly esteemed for their dancing skills.
Asuras: Name given to wraiths who oppose the enforced ser-
vitude of Swar.

Bhur: The loka of the living.

Bhuta: Indian spirits roughly equivalent to Doppelgangers.
Bhuvar: The loka of wraiths (the Shadowlands).
Gandharvas: The male courtesan class of the City of Delights,
renowned for their musical ability.

Gunas: The atrributes of the “soul.”

Gurdwara: The loka of the Sikh dead.

Khalsa: The warrior caste of the Sikh Restless.

Loka: One of the seven upper worlds in Indian cosmology.
Nagas: Name given to wraiths who wish to enjoy the fruits of
Swar without serving the Holy Regent.

Pisacha: Evil, malformed wrairths; Shades.

Rajas: The Guna pertaining to active attributes, correspond-
ing to the Passions and Pathos.

Rhakshaza: Guards of the Vharunas, adorned with tiger's-
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Satva: The Guna of refinement. It corresponds to the Psyche
and Eidolon.
Sea of Shiva:

Soma:

Ihe Indian rerm for the Tempest.
An intoxicating beverage much soughr afrer by wraiths
of Swar.

Sthula Sarira: The physical body of the living.

Sukshma Sarira: The Corpus of a wraith.,

[he loka of the Host of Swar (similar to Styeia).

[he talas

Swar:
Ti]li]: Tl-;‘\il]lL.[.ll‘Il\. one l‘T.ll-l\‘ seven l!‘\\ Cl \\l)!rlt]\.
are the lesser realms surrounding Swar.

Tamas: The Guna of coarseness, corresponding to the Shadow
and Angst.

Twvashtriyas: An artisan class of wraiths, responsible for main-
taining the Ciry of Delights.

Vharuna: The judges of the dead, who claim to be servants

of Yama.

Yama: The cod of death who is believed to judee all souls.

[he judees claim to be servants of Yama.

Outlines on a Cave Wall:
e Shadows o

: k‘ngdomo :
by Ben Chessell

| raiths in the Kingdom of Clay lead a
mournful existence in which guilt, more

than any other Passion, defines their days.
The Restless are made ro feel guilt acutely:
| quile for deeds committed in breathing
Llii\\ as '\\L'“ s Ill\‘ l;Lllll of ||1\‘il' ANcestors.
The job of assigning, amplitying and en-
couraging guilt falls to cach wraith’s Shadow. It is an assign-

ment that each Shadow relishes.

Location

Karta, the Tempest realm of Australia’s wraiths, is a deso-
late place of rock, hear and clay. It rests within the eternal
storm, far removed from the Shadowlands. There are no

The aboriginal Restless of Australia remove themselves
from the Shadowlands and do not mingle with the souls ot
newcomers to the continent. In the Australion Shadowlands,
one finds only immigrants and descendants of immigrants,
tor whom the Dreamtime of the aboriginal wraiths is mean-

IIlL_’ll’*\ i\lhl LINTCH !l.l}‘ll‘

'Iheoreucally. the Hlerarchy controls the Austml:zm ]
:"Deadlanda, but lts mﬂuencc is ccmc ntrated inVery few ’

‘there S To-access and nio Teason to-go there: Unoﬁ"mmliy. :
high=ranking-Hierarchy sources confirm that there have
been megotiations with-certain-aberiginal wraiths — or
their Shadows — to provide the legions with ac
the Karta. What ¢hé Kartan wraiths would get out of this
desecration is unknown.

Hierarchy wraiths\ i AusEliatend to be regarded
with suspicion, byzzhe home offige in’Stygia. The unique
interactions Ausn-ahan wraiths have with their Shadows
(not to mentigii the lingering effects ofidhie Well of Guile)
leaves Australian Restless acting a bit-odd, in the eyes
of their StygignCounterparts.

ess to

While there-ate soedféW abgriginabwraiths.remain-
ing in the AustralidneSiadowlands, they/are few-and far
between. The, vasgrmajoriry of abdriginal Restléss have
passed on to thekarta-tifnof thesDredintime ), and dwe]l
there. Only a féwswander the-Shatlowlands|en a regular
basis, for reasongoftheirown whichithey areinot ' willing
torelate to-otherss Obhersiake visits, but, véty few activ
ally stay in the:Shadewlands:

The landscape of the Australian Shadowlands superfi-
cially resembles Karta in many respects, but it has been
changed and shaped by the wraiths who live there: Inan at-
tempt to shut out the harshness of Karta, the Europeans who
died carly in the history of Australia and came ro the
Shadowlands tried to build their own world in the afrerlifc
attempting to colonize the Shadowlands way they had Aus
tralia. Their attempts were only partially successtul and today’s
:\‘llil\l()\\ l;l]]\l‘* ATC a1 MIXTUre of trmes, sty Il"'\ ‘||1L] cnvironments.

This fa

ronment Tllk‘\ dk"\l]\‘nl Is \[IIL‘ 1 most part to ||H.‘ IHIIH&‘H& ¢ ol

tlure on the part of the newcomers to create the envi-

their Shadows.

Although the nonaboriginal Quick of Australia have, for
the most part, forgotten about the former inhabitants of their
land, it is different for the Restless. Memory is more impon
tant among the dead, and the past is viewed through a differ

ent fileer. Australia’s Restless live an unlife of penance for

NV\ I'Up«lll IIEL'H'. nor are [}]L‘]\‘ ciries ol any l\llhl. l |‘n'|'t.‘ 1s [lu'll‘ own \IL\\[\ 15 W L” HEY [|1u~r of [ln‘]]’ ANCEeSTOrs. Thg\ Can
only the hope of the endless Dreamrtime. not ignore the 50,000- year history of the aboriginal people
9 . d
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of Australia. Things in the Shadowlands change |n|ml=\||\
slowly, and the rwo centuries for which Europeans and others
have been in the country have made only the slightest im
pression on the Underworld

Besides, even if the landscape ler the interlopers forger,

their Shadows do not.

The Individual Sou

[he Shadows of Australia have a group consciousness.

Not only responsible for the personal harrying of his wraith'’s

Psyche, cach Australion Shadow sees itself as part of a group
with a joint responsibility. This shared task is nothing less
than imbuing the inhabitants of the Australian Shadowlands

h some of the immense unfelr ‘HL“ which reverberares in

the Maelstroms of the ghostly outhack. Generations worth of

cuilt and shame are owed by the people of Australia, and it is

the Restless whom Fate and their Shadows have chosen to
bear that burden.

This pit of emotional debt exists in real terms in the Tem-

pest surrounding the Australian Shadowlands. A Black, seeth

L, \\MIIMII‘,‘ mass, It '-h\luhll‘]"- \‘I1~H\"-‘|‘\ 1n ||l\' STorm

Shadowguided wraiths tlock here to regain sustenance, eliminate

doubts and congregare. To them it is almost a deity, grear ang
terrible, even though rthey work for its destruction. Every time a
Shadow succeeds in imbuing a wraith with shame, motivating a

wraith to act to redress guilt, or causing a wraith to accept re

sponsibility for deeds not her own, the pit shrinks. This change is

almost imperceptible but real. Centuries of work remain, but ther

is vague hope thar perhaps, someday, the debr can be paid

This entire process is only guessed at by the wraiths of Australia’s

Shadowlands, who spend their nights clinging \\myu.m v to the
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vestiges of civilization which have

manifested there. Some know of

this great work instinctively,
others have learnt much from
conversing with their

3 Shadows, but none com-
pletely understand. Not even

]I]\.‘ HI‘I.I\]U\\"‘ ll!L'll].\L'i\'L“* klh\\\'
what will happen when the store
of guilt and shame is used up, and
the final debr is paid in full. Some
helieve that when such an event fi-
nally oceurs, aboriginal wraiths will
reconcile with the spirits of those
who came after, and the path o
Karta (and the Dreamtime be-
yond) will hecome a road open to
all wraiths in Australia. Others,

maore I“C\\illli\liL. }\’Iit‘\ ¢ that if

I3 . -

‘(‘_ rh\.' \.{L‘[.‘I s li‘L'LI HP. [11L‘ lll‘ll\.]“\'
nature of Australia’s
3 : _
5 Shadowlands will be lost, and

these Shadowlands will become
exactly like those in other lands
controlled by Stygia. In this sce-
nario, access to Karta is lost for-

ever when reckoning comes.

.

Sfil] \lllk‘li\ ]\‘lil.'\k' []1;1[ liu‘
store of guilt and shame is in-
exhaustible and rthat the day
when the bill is paid will
NEVEr, evVer come.

Still [l]L‘ HI].I\ll"\\'\ \11- the
Dark Kingdom of Clay, whatever
they believe individually (and

this belief can never be too far
removed from the beliefs of the

Psyche), persevere with their tasks. As

a result, the existence

of the wraiths of Aus-

tralia is made more

miserable by their ef-

forts. It should be under-
stood that any cooperation or
communication between Shad-

OWs I8 On an essen-
tially unconscious

level, and not pur-
sued in an indi-
vidualistic or
free way. The
Shadow re-

mains very




The Greét Pi

No one.is exattly sure where in the Tempest the
thitobbing.reminder of Australia’s gdilt and Shame
writhes: Whatds knownyis that no wraith‘ean€ver find
it, and that no Shadowguided wraith has-everhad-any
difficulty logating it, I¢is merely.amacter of attitude, or,
so itiwould seems" However, the fact thac-only
Shadowgtiided wraithsean find thisdocation in the Tent’
pest makes Argos a dangerous Arcanos to possess.imthe
Dark Kingdom of Clay.

Any Shadowguided ‘wraith coming neat” this tOw-
ering'monument to shaime camattempt.to feeda Dark
Passion centeredion Guilt or Shame at difficulry 5.°Fhé
concentrated. nature of the negative emotion makes it
simpleifor SHadows to testore themselyes here.

Spectres alse liover around thesGreat Pit; thotigh
here of all places they. neVer disturb visiting-wraiths.
They too batten pnithe vast geyser of.guilt and shame,
but do'so with 'an odd respect and reverence. Perhaps
they se€ it as a Malfean; perhiapseven they understand
thetdepths of the'tragedy.

Should & wraith ‘seeksfo touch the Pit, he will in-
stantly be pulled in and destrc
gies there: Some emotions are too intense to be dealt

d by the negative ener-

with,jsave at a distance.

much part of each wraith, and it does not possess an indepen-
dent will as such. There is, however, an identifiable shared con-
sciousness between the Shadows of Australia's Restless, which
allows them to have a common intent: instilling of the great
debt of guile hoiling in the Tempest of Australia.

Some of Australia’s wraiths reject this guilt, staunchly
refusing to accept any responsibility for the atrocities com-
mitted in the name of progress and civilization hefore they
were even horn. They fight their Shadows every step of the
way, fichting the good fight and usually losing. Generally it is
the Shadow, with its extra wellspring of dark emotion to call
upon, who is victorious in these contests.

Generally more successful as a tactic (as far as the wraith is
concerned), is a wraith's acceprance and exploration of his own
ouilt. In this way the wraith can come to understand and resolve
his guilt on a personal level, without attempting to deal with the
tremendous burden of centuries gone by. Eventually, with this
understanding the wraith can perhaps purge a little of the grear
unpaid debt from which the Shadows feed. Shadows can even
cooperate with wraiths such as these, forming a relationship
unique among the Restless. Although retaining many of the as-
pects of a more traditional Psyche-Shadow struggle, this partner-
\]li]\ can move a wraith toward Transcendence or, in rare cases,
the Dreamtime. More often, though it moves a wraith, willingly,

roward Oblivion.
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to the great burdens laid upon them by their Shadows is a
slow acceptance and disinregration under the burden.
Australia’s Shadows have proven very effective servants of
Oblivion, and although their priorities (from the Void's per-
spective) are slightly skewed, their contribution in terms of
souls to the endless nothingness is impressive. Guilt is an ef-
fective w eapon, and the Dark Kinedom of Clay’s Restless have
dey L'[\\pv\| few effective strategies for dealing with it.

Shadows of Westerners here also have contact with the
aboriginal wraiths in the Kingdom of Clay, in the same way
that other Shadows maintain contact with Spectres. These
mysterious wraiths who keep the deeper Kingdom for them-
selves understand and perhaps even control the vortex of guilt
and shame, and cooperate with Shadows in administering it.
Although they are nor Spectres in any way and do not serve
Oblivion, such wraiths do communicate with Shadows of Eu-
ropeans and assist them in their task of instilling guilt, Some-
times, albeir rarely, these wraiths travel to the Shadowlands,
bound on inexplicable errands.

Although they cooperate and communicate with Shad-
ows, aboriginal wraiths do not assist any Shadow whose Psyche
is close to Oblivion. R:IT"WI'. the wraiths of the true Kinqun
of Clay favor the so-called “acceptance path,” in which a
wraith comes to know guilt and accept a fair portion of it, but
is not crushed under its terrifying weight. Reparation is ap-
parently what these ghosts seek, not vengeance.

Of course, the aboriginal wraiths of the Dark Kingdom
of Clay, enigmatic and potent as they are, must have their
own Shadows with their own dangers. Such considerations

are beyond the scope of this treatise.

Ned Kelly

Ned Kelly, celebtatedwearér of an iron mask in death

as well as in life, continued his struggle beyond the grave:

'~ His last words on the gallows, reported to be “Such is
life,” typified his approach to the afterlife. Although he

was never actually quored as saying “Such is death, ™ he'is
widely believed to have achieved some form of Transcen-
denee, be it Dreamtime. or otherwise: Kelly was carefree
and stoically denied responsibility foranyching. However,
through a mixture of Eidolon, chutzpah and his Artifact
mask, he overcame his Shadow.

Shadows of Others

The above information pertains mainly to the wraiths of

Australian Europeans and other descendants of the original
invaders of the country. More recent arrivals, most notably
the increasing Asian population, tend to produce wraiths who

fall outside of the paradigm of guilt and responsibility set up
Chapter Three: The Other Dark Kingdoms 85
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by the carly colonialists and the reflection of their actions in
the Shadowlands, These wraiths have their own rules and their
own .“;il.hlm\‘\. .Iml often can best be understood in the con-
text of their native lands. The other major group of wraiths
that dwells in the Australian afrerlife consists of the island’s
original inhabitants: the aboriginal wraiths of Karra.

What Is Not Known

Of the Shadows of the native wraiths of Karra, very lirtle is
known (and even less has been wrirten down) by the scholars of
the Restless. [t is said that the relationship between these wraiths
and their Shadows is unique, qualitatively different from that of
other wraiths. There are tales thar the Shadow of one of these
wraiths does not accompany the wraith, bur rather manifests ex-
ternally. Such a Shadow purarively dwells in a place aparr, per-
haps a cave or lake, and a wraith goes there o consult with his
Shadow so that it serves as a mentor or adviser. The walls of these
Shadoweaves are said to be painted over with dense murals and
solid forms representing wraiths and the Quick. The
Shadows are depicted by painted outlines, blown speckles around

mages

hands and other shapes in vivid white and yellow. The symbolism
is obvious, but the relationship is unclear. Perhaps these Shadows
and wraiths are truly cooperative, and both strive for eoals other
than Transcendence or Oblivion. The Shadows of the Australian
Shadowlands know little more than their Psyches do. Only those
with the Thorn Contact with the Ancients know more, but when
pressed these Shadows talk of an vath and will say no more.

Playing a Shadow
of the Australian Deadlands

Although the Shadows of Australia use all of the normal
techniques, Thorns and strategies to assault a wraith's Psyche,
there is a particular and important focus on the emotion of
guilt and its role in the wraith's evenrual downfall. The pro-
cess of succumbing to Oblivion in the Kingdom of Clay is
one where the Shadow crushes hope and arinds down self re-
spect. Australia’s wraiths must be bombarded with guilt, in
image, association, memory and ongoing existence so that
their every thought is mired in a bog of unhealthy association
and unreasonable levels of assumed responsibility.

It is not important whether or not the wraith is herself re-
sponsible for a certain reprehensible act. Instead, it is viral that
she be made 1o feel, understand and undertake the guilt associ-
ated with that particular act and its consequences. The wraith of
a cu|iuuc student cut down er wsing the street mi}_:ht not be per-
sonally responsible for atrocities commitred against the aborigi-
nal population, bur his Shadow will glecfully demonstrare how
he benefited from those deeds and how he must now pay.

Shadows in the Kingdom of Clay should endeavor to use
their Thorns and other ahilities to lead wraiths ro places anc
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meetings where they can be inundared with guilt, and to show
them examples of wrongs unavenged, deaths unmourned and
reparations unmade. Ir is the grearest victory of all for a
Shadow if his Psyche discovers part of the great well of unfelt
cuilt and realizes, on his own behalf, the injustice of the situ-
ation. Inevitably, the newly guilt-stricken wrairh feels much
warse about himself and his environment than he might have
otherwise, producing a veritable wellspring of Angst. This act
of detrimental self-realization cannot always be relied upon,
]h!\\‘L‘\'L‘I‘, and thus local Shadows hay ¢ x|r\'v|n[‘u| a few ta-
vored techniques, used in conjunction with their unique
Thorns, which assist in their chosen task.

A Shadowguide for a wraith in Australia’s Shadowlands
should play his part in conjunction with all of the normal
guidelines and principles set out in- Wraith: The Oblivion
Second Edition. There should be, however, a focus on guilt
and shame in his actions, and on making the Psyche feel those
emotions. If the wraith has any Passions directly connected
ro .\h‘.llnc or ,ulliil, I|1c .":|1;|L|H\\'}_!l|i\lc \.hull“ i1;||'|‘ On l|ww!
tempting the wraith to follow up on them but twisting any
noble ambitions towards its own ends. When subjected o this
treatment Australian wraiths should also ger the impression
that they are being made to suffer our of proportion for this
particular Passion and that they are being unfairly vietim-
ized. This apens the door for the Shadow ro unleash the col-
lective weight of two centuries of unfair victimizations, crush-
ing the wraith beneath guilt and the realization of his pa-
theric self-pity.

On rare occasions, revelations of guilt actually spark a
wraith to real action. These wraiths actually work to repair
the damage that has been done and to assuage the vast col-
lective well of ill feeling. Such is the risk a Shadow runs in
artempting to instill guilt in its Psyche — but the numbers
still run in the Shadows’ favor.

Creating Australias Shadows

When creating a Shadow for a wraith inhabiting the
Australian Shadowlands, one uses the normal wraith Arche-
types. All of these personalities are represented in these
Deadlands, and Australian Shadows have the normal poten-
tial and capacities of Shadows clsewhere. The Dark Passions
of an Australian Shadow also encompass a vast range of emo-
tions, but the vast majority of these wraiths have at least one
Dark Passion centered on Guilt. Not every Shadow has this
Dark Passion, but those who do nat are not part of the group
consciousness of Australia’s Shadows, and do not rend to be
as \llL‘k'U\‘-flll in ]L‘:Ik]il’i.&! their 1‘.\\"(11('\ hl\\';illl Oblivion.

There are some unique Thorns available to the Shadows
of the Dark Kingdom of Clay, and almost all possess the Thorn:
Shadow Bond, which allows the group consciousness and co-
operation to exist, even on a generally subconscious and sub-

liminal level.




Keep in mind that these Shadows are capricious and un

predictable, but thar their essential nature has been some

what tempered by a unigue set of circumstances which has
come to exist in the Shadowlands of Australia. The personal-
ity of such a Shadow is still driven by the Psyche’s nature first
ind foremost, and if that Psyche has no empathy with guilt
\\II.WEHI Wy M'I]n‘n}‘ul\ Ps the Shadow |.u |m ||W|‘\Ul.ll“\'ﬂ\\\'\.'“-
There is merely a rendency, albeir a strong one, for Austra-
lian wraiths and Shadows to concern themselves with no-
rions of guilt and shame. Whether this tendency is a result of
the emotional debr of the Australian Restless or created the
debrt is unclear. What is clear is that Shadows who concern
themselves with guilt and attempt to connect their Psyches
(willing or unwilling) to these emotions have the advantage
of the emotional resources available to them, burbling for

ever outside the Shadowlands.

ules and Regulations

New Thorns

Shadow Bond: 3 points — This Thorn allows the Shad-
ows of Australia to cooperate and even communicate in a
rudimentary way. All the Shadows involved in the bond must

possess this Thorn, making them part of the Bond (similar in

—
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many ways to the Spectral hive-mind). With the Bond in
place, Shadows can send basic thoughts and impressions back
and forth (no more than a word at a rime) soundlessly. They
can share emotions and vague impressions, but nothing more.

Shadow Bond also allows Shadows to exchange tempo
rary Anest should rwo wraiths with Bonded Shadows touch
If this happens, the Shadows can combine and then divvy up
A Shadow on the

verge of Catharsis can “borrow” some Angst from a friend.

their temporary Angst however they like.

However, bearin mind that Shadows are quirte jealous of their
Angst, and don't hand it out easily

Contact with the Ancients: 1 point/level — The Shadow
is able to communicate with the wraiths of Karta proper. Treat
this Thorn as if the Shadow possesses the Contacts Back
around, with the Contacts applicable only to the aboriginal
wraiths of the Dark Kingdom of Clay.

Shadow Compact: 2 points — This Thorn actually al
lows the Shadow and the Psyche to work together for a short
time, at the cost of one point of Willpower for the wraith and
one temporary Angst for the Shadow. Through the use of the
Thorn the Psyche can address matters of the Shadow’s choos
ing (these are always things specifically advantageous to the
Shadow, and they generally concern Guilt) with the Shadow’s
assistance and cuidance. It is through the use of this Thorn
that the “cooperative path” in the Australian Shadowlands

has heen established.
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Wave of Sorrow: 2 points — To use this Thorn, the
Shadow must possess at least one Dark Passion associated with
guilt, shame or regrer. The Shadow accesses this black cloud
of guilt and channels it into the Psyche through the gateway
of the Shadow'’s own Dark Passions, The Shadoweauide then
rolls the Dark Passion against a difficulty of 6 and spends a
point of temporary Angst. If she succeeds, the wraith drowns
for a shore time in feelings of sorrow, sadness and regrer. All
difficulties for the wraith are increased by 1, and she becomes
sad, listless and apathetic.

The Psyche can only resist this Thorn if she possesses a Pas-
sion in direct opposition to the feeling that the Shadow is using,
i.e. a Passion based on pride would serve to counteract an artack
centered on Shame. In this case, the player rolls the Passion’s
raring (difficulty 6). If she beats the number of successes obtained
by the Shadow, then the Thorn has no effect.

Tapping the Tempest: 3 points/level — This Thorn is
used by Australia’s Shadows to access the vast sink of unfelt
auilt which resides in the Tempest. For each level of the Thorn
that the Shadow possesses, she can roll one die against a dif-
ticulty of 6. Every success grants a remporary Angst point
which must be spent in the current scene. Furthermore, this
quick jolt of Angst must be spent on an action related to a
Guilr Passion of the Psyche’s or one of the Shadow's own Dark
Passions,

Instill Guilt: 5 points — This Thorn is extremely po-
tent, and it can he used to create a new Dark Passion. The
Passion must be focused around Guilt although it need not be
Guilr which the Psyche feels justifiably (Pointless self-flagel-
lation is just as good as the real thing, to a Shadow). To use
this Thorn, the Shadow must have 10 temporary Angst points,
Instead of converting these points into one point of perma-
nent Angst, the Shadow can instead spend them on the
Thorn. To do so, the Shadowguide makes a roll (dice pool is
10, difficulty is the target’s Willpower). If a number of suc-
cesses exceeding the highest level of any already existing Dark
Passion are obtained, then the Shadow gains a new five-point
Dark Passion centered around Guilt.

Merits and Flaws
Dreamtine Shadow Ally 3 point Flaw)

The wraith’s Shadow has a connection with a particular
aboriginal wraith dwelling in Karta. This soul has made the
punishment of the chosen Shadow’s Psyche a personal goal.
With the appropriate Thorn (Contact with the Ancients) the
Shadow and ally can communicate directly and coordinate
strategies. Otherwise there is o mute understanding berween
the two, so that cach can ger across basic needs and wants to
the other even when one is in Karta and the other in the
Shadowlands.
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Culture Shock (3 point Meri

This flaw can only be possessed by the Shadow of a wraith
who died in Australia but was nor born there. As immigra-
rion to Australia continues, more and more wraiths do be-
come victims of this Flaw; the souls of Italian, Greek and Asian
immigrants are particularly susceptible. These wraiths have
no connection to the Australian cultural guilt complex, and
therefore their Shadows cannot make use of any of the unique
Thorns or virtues associated with that font of sorrow. Fur-
thermore, a Shadow such as this is an outcast among Australia’s
Shadows and Spectres and finds it difficult to obrain help from
them for any purpose or rask.

Relics

The Mask of Ned Kelly (Level Four Relic Artifact

Worn by outlaw Ned Kelly in his breathing days and by
the wraith of Ned Kelly during his years among the Restless,
this mask is more of a helmer than anything else. It covers its
wearer's entire head in riveted iron plates, with holes only for
vision, The mask helped Kelly in his battle with his Shadow,
but did not pass on to Transcendence with him. Now it rests
somewhere in the Shadowlands, but no one knows where.

One of the important abilities of Kelly’s mask is thar is
allows the wearer to see the Skinlands as they really are, cir-
cumventing the Deathsight of the Restless. This abiliry serves
to counteract the dreariness of death without creating bitter-
ness or longing in the viewer. If a wraith wears the mask for
extended periods of time (a day or more), it has a salurary
effect on her Shadow. Each time the mask is donned thereaf-
ter, its secondary power swings into action and the wraith
gains one die for use in a later attempt to tame the Shadow.

The dice gained from repeated use of the Mask can be
rolled in an attempt to reduce the Shadow’s Angst. The roll
is made with as many dice have been accumulated (difficulty
9), and each roll empries the wraith’s accumulated pool. Each
success on this roll removes a point of temporary Angst from
the Shadow. A failure has no special effects, bur a hotch means
that the wraith is doomed to lose the mask soon. A wraith
who keeps the mask even after a botch will find himself the
victim of a series of unfortunate accidents of increasing seri-
ousness, until it may he easier to get rid of the mask than to
endure the consequences of keeping ir.

- Convict Shackles (Level Two Artifact

The history of Australia is full of convicts and criminals.
Many were exported from Britain and made to work in abysmal
conditions in the Australian colonies. More than a few sets of
the shackles with which iron discipline was enforced in the pe-
nal colonies have passed on to the Shadowlands, imbued with




the hate and resentment that they inspired in life. However, some
of these chains have become something more.

These special Shackles facilitate and signify a particular
agreement hetween a wraith and her Shadow. If both parties
agree to an arrangement (the terms of which are left to be
settled berween Psyche and Shadow), the wraith must wear
the Shackles, which displays to wraith and Spectre alike that
a4 covenant l‘t'l\\'t'l'l] |],‘_’|H -H\L] kl:”‘l\ I]il\ |\L'\'“ llll\]\'llilll\L‘n. TI“\
agreement is both serious and binding, and wraiths who wear
the Shackles are given respect by hoth wraiths and Spectres.

As stated previously, the exact terms of the bargain struck
between Psyche and Shadow are negoriated anew by each
wraith. usually the arrangement involves a sort of quid pro
quo, with the Psyche agreeing to advance the Shadow’s agenda
in exchange for a promise of noninterference. Should the com-
pact be broken, the consequences are immediate and swift. If
the Psyche doesn’t live up to its end of the bargain, the Shadow
gains two points of Permanent Angst. Should the Shadow
break its end of the bargain, it loses the same amount.

These shackles do not inhibit a wraith's movement in
any way. They are simply symbolic of the bondage a wraith
has intlicted upon himself.

Sharks in the Wine-Dark

Seas: Polynesi
by Cynthia Summers

Shadows of the Polynesian Deadlands

.seach wraith appears on the islands of the
Sea That Knows No Sun, she receives sev-
eral greetings. Some come from her wait-
ing ancestors, some come from friends who
have passed on earlier, and others come
from new friends and peers. Only one will
come from her new Shadow.

Here, Shadows are divided along cultural lines, based on
what cultural constructs a new wraith believed in during life.
Those who followed more Western traditions and beliefs de-
velop Shadows that any Stygian wraith would recognize. Those
who followed and kept more traditional Polynesian beliefs
had altogether different Shadows, ones that followed their
own rules and acted according to their own tastes. These old
5'1.‘“]\!\\’.\ are I'L‘f\‘I‘l'L'J o as rln' Ainu.
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Hls tory

When the

Deadlands, they set abour creating a community

first wraiths arrived in the Dolynesian
and culrure
[£8] ]‘\'I‘l.l\, ¢ one '\\‘hi(h was 11]\5\[]\ jl‘|‘(‘]k‘\ ant ro Ii]k‘llr new state.
They soon discovered something new and unsercling added
to the mixture — a strange voice that whispered evil thoughts
in their ears and hearts, or that murmured their seeret thoughts
aloud. The priests derermined that these voices corresponded
to the evil beast-spirits of legend called the Ainu, who tradi-
rionally plagued the unfaithful and dispirited. This was not
too disturbing ro the wraiths who dwelt in Ru's archipelago.
After

encounter spirits such as the Ainu as well?

all, they were in a spiric-realm, so why shouldn’t they

(jll llh.' HIIIL'I' }]-li"k]. ll]L‘I'\’ wWere ;||‘«tl ||‘|\' ;\l.lklli Vvicious
been transformed into
s. These shark-spir-

its served as nothing so much as Shadows for their entire cul-

and predatory souls in life who had
more appropriate forms upon their death

ture, and were believed ro be the worst the Deadlands had ro
otfer.

[hen came Westernization. Missionaries, airstrips, cities
and rheatres of war were a sudden onslaughrt the Polynesians
were unprepared for. They greeted interlopers with hospital-
ity, only to be repaid with diseases, rerror and the erosion of
Ill\'”’ lllllltl’t'.

Those who had died after converting to Christianity or
embracing Western ideals discovered that after death, their
heads were filled with strange, evil thoughrs, Each wraith
found that these thoughts were \\‘inspvl\‘.J |‘\ a voice that
only he could hear. The UHCI\ told the new wraiths about
Ainu, and attempted to instruct the younger generations in
h\'\\ LO 1gnore or ]'i\] lh\.'n]“k’l\\'\ \WI‘ [hl‘ rorment. Il]\IL'A!LL lhk
evil thoughts grew stronger and more insistent, and the Shad-
owy voices mocked the traditional rituals (which were often
ineffectual). The elders saw how these Ainu could possess their
hosts, compelling them to commit crimes and other terrible
acts with the hosts none the wiser to what they had done.
Worst of all, these newer Ainu (which some called Shadows)
had a rerrible affinity to the Maku, who followed them and
treated them with the strange courtesy of equals.

Shadow/Types

Shadows in the Polyniesian Deadlandsdall into three
basic categories. There arg the traditional Shadows, called
Ainu, which concern theémselves mainly wieh tabu. There
are Ainu which have become SGmewhiar Westernized, and
whichstend to be somewhet'more cagholic truthicir ap-
proaches toibbtaining(Oblivion, andl thefé are actual
Western-style Shadowsk The lastare'possessed almaost ex-
clusively by yaunger wraiths,.whiléstan@ard Adau usu-
allybelong to older souls.

At first, the best solution seemed to be exile, Elder wraiths
sent younger ones on to other islands, as they had sent others
on before, where their Shadows would pose no threat to the
halance of the older islands. But as Western influence grew
maore l\k""\'.l\l\k'. lhk new :"‘]li\\h‘\\.‘\ .|I‘|‘\"||L'\| maore Jl'l\{ more
frequently in the younger generations. Finally, in an effort to
preserve the elder islands the priests declared that those with
the new Ainu were tabu , and ordered all of the younger wraiths
into exile.

The strange plague has not abated, and the elder wraiths

The

Westerners have brought something perhaps even more dev-

are discovering to their dismay that it may never end.

astating to the islands than a new relicion, rigid morality or

even disease. They have brought a gift of true inner darkness

Traditional Belief

Tradirionally , when a Polynesian died, if he were among
those who were the most gentle and peaceful in spirit, he be-
\‘\ o Ie-

ward for living a balanced life, he received a resttul nexr ex-

came part of the natural spirit-life of the Deadlands.

istence as a plant, animal or even a shell or rock. On the
other hand, those with unsettled affairs or other troubles he-
came wraiths. These new wraiths discovered that unsettling
thoughts and imaginings of evil began to bother them far more
1n \|\-:|I|1 than l|h'\ |1;i\i in life. Hower er, this nagging was
accounted for in their cosmology, and they referred to it as
merely another form of the Ainu's torments.

For the most part, these carly Shadows held to their ac

Ainu,

thoughts and temprations familiar to any other Shadow.

k'1|\|l‘|1|k'\l |'\‘IL", 4\‘ Ill\'\ \\'”\I\‘I\'J 1|'LL‘ ll‘ll-ﬂ |‘;|\l
They
encouraged tabu-breaking and suggested creative punishments
for those who followed their blandishments. On their part,
wraiths ¢ lifli\';llc\i IE]L'H' resolve to I\i'l‘l" the Ainu at |“|\. for
to have a powerful Ainu suggested that the soul in question
was weak-willed. These early Ainu also did not have the con-
nection to the Maku thar would be found in later Shadows.

With the arrival of Western sailors and missionaries, the
Deadlands likewise received a few visitors from Stygia. The first
encounter with Western Shadows for the priests and kahunas of
the Sea That Knows No Sun, was something entirely new and
puzzling, and the Western Shadow’s tricks were unlike any at-
tempted by traditional Ainu. When colonizing Westerners died
and came into the Shadowlands, they brought their strong Shad-
OWS \\']lh ]hk‘n]- l caring IIT.!T Ihl"ﬁl' W ]‘.l“}'l\ \\'Hh El]L'H’Il‘rl'lul] {\lnll
would disrupt the existing balance in the Underworld, the resi-
dent wraiths gave them to the sea. But then their own people,
who had beeun to convert to Christianity and Western ways,
began to appear with similar dark sides. Exile proved only a tem-
porary solution, as more and more wraiths arrived with Shadows
that would be easily recognizable to any Stygian Pardoner.

In madern times, most Polynesian wraiths arriving in the
Deadlands hold to more Western ideas of death and what comes




after. They also
cross the Shroud
with Western-style Shad- »
ows, the exquisitely personal demon

that scoffs at older beliefs and its more tra-

ditional counterpart. Those few wraiths ar-

riving who managed to hold on to a traditional

lifestyle have more rraditional dark sides which
manifest as old-style Ainu, but these souls are grow-

ing more and more infrequent as the years pass.

Even Ainu...

Even Ainu are capable of doing some good. In days
gone by, an Ainu might drive a wraith to pierce the
Shroud and appear to the living if a serious tabu had been
broken when she had died, or if she had not been properly
buried. Once the outstanding offense had been remedied, the
Ainu would be stilled, at least temporarily. Some elders be-
lieved that Ainu were only active when tabus were broken.
These wraiths crossed the Shroud to materialize or speak with
their descendants in dreams, encouraging them to keep the
tabus and thus keep the Ainu quiet. As one of the Ainu’s
original purposes had been to keep tabu by punishing tabu-
breakers, the Ainu had nothing to punish (and thus no rea-
son to harm their hosts) when tabu was mainrained.

The New Shadows

Some elders mark the beginning of the invasion of Western
Shadows as coinciding with the missionaries’ effort ro stop the
practice of tabu. Staunch, sober Protestants deliberarely broke
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. oLl tabuts to de-
m;“‘\'\‘:* nounce
Al . the prac-
e 3
}&_ tice as su-
perstitious
nonsense, and en-
couraged narive is-
landers ro do the
i same. As this tidal
G wave of change hit
"y ;
the Shadowlands
and then the is-
lands, the effect
g
. was devastating.
The Ainu seemed

to go mad all at once as the ta-

P e g , bus of the living were suddenly unnf'.le
Y i priests were hard-pressed to keep others' Ainu
~ N
L"x:* - quiet, in those rare moments when they them-
} \\- selves weren't |‘\.‘ll‘|u ridden and harassed.

As native Polynesians converted to Christianiry

and Western ideals, they lost much of their connection to the
older beliefs. When these assimilated souls died, they found that
the lessons of the priests and elders that they'd dismissed in life
didn't mesh with their own beliefs of the afterlife, either. Older
wraiths, on the other hand, were appalled by the abandon shown
by their recent descendants. Shadows and Ainu, circling each other
warily while trying to establish their respective roles in this new
society, didn’t help matters either. The discrepancy berween Ainu
and the new Shadows made for the broadest gulf between the old
and new groups.

Western Shadows became most firmly entrenched in the
Deadlands during World War I with the creation of cargo cults.
These small groups became most prevalent during and after World
War I, when supplies would seemingly be dropped from the heav-
ens by airlift. A number of natives, anxious to acquire the white
man’s wealth, built shrines ar airstrips and harbors, where they
prayed and sacrificed to gain what the white man had. They were
rewarded after death with exactly that: Western-style Shadows.

These Westernized Shadows show a remarkable array of
tricks and powers that most Stygian Shadows would know and
approve of, including a healthy disrespect for traditional ways.
They also have a much stronger connection to the Maku than
most Polynesian wraiths find comfortable, and this burgeon-
ing alliance has made the position of the new generations of

wraiths CVen more tenuous.

Tahu

Like their Stygian counterparts, Polynesian wraiths (and
Ainu) sought to recreate something of the life they knew in
the Skinlands. In creating the laws and customs which would
bring order to the darkness, the kahunas made use of the fa-




miliar practice of tabu. For the Ainu, the use of tabu served as
the proverbial red flag. Once the tabu system was in place,
they never ceased trying ro find ways to avoid, get around, or
if those choices were not options, to break tabu.

The practice of tabu dares back from time immemorial
among the Polynesians. The word translates imperfectly into
English as, “sacred” and/or “forbidden.” It refers to the idea
that someone or something has been desienated as a sacred
thing, which is to be revered. Yet its very sacredness makes it
forbidden to the rest of the populace. To come in contact
with it risks danger to the people or the object or both, and
therefore objects of tabu are best kept separated.

Among the Polynesians, those with close supernatural
connections would be deemed tabu. Island chiefs, for example,
often were declared tabu. A chief’s connections with the spirit
\\'\'1’1\] somerines !nllLll' conracr \\'ilh ﬂ!\]i“ill"‘ l‘\'t‘l‘lk' \Iilﬂ‘_{l.‘T"
ous for both him and them (for them, because of the
uilu-l‘\\nl‘l\“\ contact such a meeting would L‘I\l:\i[; for him,
the proximity of the earthly might be dangerous). Such a chief
would have a “talking chief” to conduct the daily affairs of
the village among his people while he dealt with more spiri-
rual matrers. Cerrain sites deemed holy by the priests would
also be declared tabue, lest the common people pollute the site
with their presence and render it unfit for spirits or ather su-
pernatural presences.

Tabu was sometimes used as a means enforcing certain mor-
als or cultural values. Resources on many islands were scarce,
and by declaring an area such as a forest ro be tabu ar certain
times of the year, careful husbandry of the land ensured that there
would be enough for all and more the following year. Sexual ta-
bus, such as the one prohibiting close relatives from marrying,
ensured the health and well-being of the tribe. Tabu mighr also
be used to denote that which was forbidden, like warning a child,
“Don't touch™ when curious fingers wandered near the hot pot
on the fire.

Tabu-breaking was always a serious matter, and some ret-
ribution would always follow such an act. Sometimes that ret-
ribution might come in a spiritual form; spirits (including the
rraditional Ainu) were said to punish a tabu-breaker with bad
luck or illness. If the offender performed an act of contrition
to placate the spirits, the torment would cease. If a tabu had
been broken, but no punishment immediately manifested it-
"L‘“, ||1\‘ \U'll'llnlll\n\ ds a \\‘lh‘lL' |T|iu]1| pressurce I|N \\'1'('11‘_:L1{lk"|'
to make up for her act, fearing consequences for everyone in
the village in retaliation for one individual’s transgression. A
tabu-breaker who was recalcitrant and refused to show any
remorse for his deed might even be killed in order to appease
any offended spirit and protect the violator’s neighbors,

When the Christian missionaries arrived, they viewed
tabu as a superstitious relic and a sign of the natives’ “*hea-
then” ways. They deliberately broke tabus to prove that there
would be no punishment, divine or otherwise for such ac-

tions. They were, however, wrong.

With the system of rules that sustained balance in the is-
lands being assaulted by the interlopers, the effect on the fragile
ecology of the islands and the people’s psyche was devastaring.
Resources that had been managed properly under tabu were
H\]lll”lllk’l't'\.l. customs rl]‘\”_ hll\l lilniﬂ.\' \\’ili'li”‘k"ﬁ \.ll.‘\‘i‘f'\“”i\’” were
ignored and with every sensible tabu thar was broken, a disaster
followed. Some wraiths have speculated that the new Shadows
were a punishment bestowed by the gods in retaliation for the
indiscriminate breaking tabus during the missionaries’ time. In
light of the difficult times facing the Polynesian Deadlands, it is

sometimes hard to areue otherwise.

Tahuin the Sunless Sea

Excepting those outposts of Stygia and the Jade Empire,
tabu forms the basis for all laws and rules governing the
Polynesian Deadlands today. As it did in the Skinlands, tabu
holds society together and maintains the health of the com-
munity, albeit with certain concessions to a new
(after)lifestyle. Tabus concerning marriage and animal hus-
bandry have given way to those concerning management of
resources and social relations. Most new wraiths soon adapt,
finding it nor ar all strange thar wbu has followed them into
this new existence. Tabu is nothing less than order, pure and
simple, defining the society that spawned it. It also defines
the who, what and how of the Ainu.

Ainu view tabu as the wall blocking the road, the wet
blanket that spoils their fun. In many ways, they are correct.
Tl'lc Ainu represents l]‘lL‘ more r-L‘lfi\Il. lL‘\\ nn|ﬂ1wmim]n| \llik'
of a wraith, the part which resents having a leash put on its
acrivities in the name of altruism. It wants, needs and then
takes without a thought for the consequences. Tabu is the law
that insists on keeping sociery healthy, and if thar means that
some desires must go unfulfilled, then so be it. Tabu is order,
and the Ainu is chaos. Opposition is inevitable.

For the Ainu, then, the reasoning is simple — tabu is
getting the way, it's ruining my fun, so therefore I'll knock it
down. The Ainu wants what the Ainu wants, and cannot
understand anything that stands in the way of its desires. It
recognizes the immediate consequences of breaking tabu — a
rush of Angst from the Psyche and a want fulfilled — then

A Note foStorytellers
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moves on to its next craving, blithely sure that it can keep
hreaking rabu as long as it wants and ger away with it.

Note: Ainu aren'’t evil in the traditional sense of the
Stygian Shadow, and don't seek to create evil. Instead, they're
hored, restless, dissatisfied, and looking to make things more
to their liking. This is especially important to keep in mind
when considering an Ainu’s likely reaction ro a new tabu.

Below are some of the tabu common to the Sea Which
Knows No Sun. Others may be ereated during the course of
the chronicle due to special circumstances.

* Tanéwood — This precious wood has grown more and more
scare over the years. The remains of exceptionally blessed spirits,
these trees now grow only as stunted saplings and stumps in the
vounger islands. Tabu insists that the trees be harvested from gen-
tly, that only a little wood be taken from each tree to ensure future
supplies, and that proper respect for these souls be shown at all
times. Ainu, however, are not interested in others, only themselves.
An Ainu wanting to break abu for Angst might rake the wood
violently (such as breaking off branches). Wasting wood products,
by destroying them or even pitching them into the sea, would cer-
tainly hurr both the group and the rree. Furthermore, such acrs
certainly do not show proper respect, with the ultimate disrespect
for the Children of Tané coming in the form of Tanéwood raids on
other islands. Not only does this upser thar particular island’s hal-
ance, it upsets that of the raiding group as well.

® Visiting the Skinlands — While there is a Shroud up
between the living and dead, even if no barrier existed, the
act of returning to the living is strictly tabu. Only those who
have been improperly buried may appear in the Skinlands
with impunity, and then only to request proper funeral rites
and to thank the person kind enough to perform them. On
rarc occasions, a king, warrior or priest might appear to the
living in a vision, but such incidents are exceptionally rare.
The dead belong in the Deadlands, the living in the sunlit
lands, and for the two to intermingle risks unbalancing both.

To break this tabu, the Ainu might wheedle for one last
:Iilnp.\c of the Skinlands and living loved ones, however, and
most wraiths are not adverse to the idea. Unfortunately, trips
across the Shroud also served as prime opportunities for Ca-
tharsis, meaning that most of the ghosts who manifest to the
living were really Ainu ready for a little perverse fun. This
state of affairs gave rise to the legends that only the unhap-
pily buried or evil spirits came from the Deadlands.

e Space — War over space considerations is mear and
milk to many Ainu. Younger generations retuse to leave settled
islands to seek their own, and older wraiths have sertled in
and seek more living space. Not only are wars over elbow
room often provoked by Ainu, they are often waged by Ainu.
When one enters Catharsis, others can be provoked into fol-
lowing. In wartime, this can be frichtening, with literally
armies of Ainu-ridden wraiths screaming and scrabbling to
hang onto their small gains.
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e Pathos — Tradition dictates that the areatest share of
available belongs to a group’s leader, so that he might be fit
and ready to defend the group against threats. Tabu upholds
this. Pathos, like everything else, owes its value to scareity,
and no marter whar a wraith’s Ainu is certain to feel that he
is being slighted of his fair share. This tabu also leads Ainu to
whisper to their Psyches of revolt for the sake of the lion's
share of Pathos.

e Maku — The tabus on the shark-spirits are very clear
and specific: Don't talk to them, don’t interact with them at
all, and don't hunt them unless you're ready to end your ex-
istence. There are very real dangers to be had in all encoun-
ters with the shark-folk. Ainu may chase after this tabu end-
lessly in an etfort to be closer to “kin,” or attempt to puff up a
wraith's self-zimportance so that he is tricked into taking fool-
ish risks on the waves.

o Mangaia —The spiritual and temporal power of an
island granred to a single chief, this power lasts only so long
as a chief is on the island that he rules. If he ever leaves, even
involuntarily, the power is stripped from him. It is the inabil-
ity to take the power of the mangaia with one's self upon leav-
ing an island that has discouraged empire-building on the Sea
That Knows No Sun. Ainu may play up a leader’s ambition,
encouraging him ro go forth and conquer (and end up leav-
ing the island at some point).

® Vuekai — Being treated as a second-class citizen, simply
because a vaekai didn't reap the Psyche breeds resentment on the
part of the Ainu. Why should everyone else lord it over him?
What did those people do thar was so grear besides having a
vaekai Reap them! These are the questions traditional Ainu ask
of their Psyches, and often the Psyche does not have a eood an-
swer. Western-style Shadows may plague wraiths who wish they
could return to their traditional heritage, and thus regret having

missed having had a vackai reaping.

Catharsis

Cartharsis among Ainu literally brings out the worst in a
\\']‘L]ifl'l. \VUT.‘\\.‘. it ange ‘.\'1'.1“'1 .\ll(.'Lll[n""l 1o I\U]' .Ai”ll. l“l'IL'l'\ cdrl
be inspired to follow. The negative emotions and violent actions
an Ainu spews forth can empower other Ainu to seize control,
setting up a self-reinforcing carnival of destruction and greed.

Ainu were described in legend to be animal and plant spirits,
and during Catharsis, animallike features can emerge on a wraith's
Corpus. While Shadowridden, some Restless may lose their lan-
auage skills, or have their eyes change color Others develop claws
or tur, and a few even grow feathers and talk in bird charter. These
beast-Ainu should not be confused with the animal spirits of the
blessed and balanced. A ghmlly animal creared from a peic eful
human spirit will be likewise peaceful and behave as a real animal
should. Animalistic Ainu reflect the angry spirit behind them;
they are mean-tempered, hostile and often ugly.




Castigation

The Arcanos Castizate is viewed with some unease by
traditional wraiths. The oldest among them still believe that
their Ainu (Shadows) are relared to the Ainuespirits, and that
to do them any harm is to risk offending the eods. Those who
choose to submit to Castigate often make a sacrifice to the
gods later, to make reparations for any discomfort caused.
Younger wraiths with less patience have tewer qualms about

H‘IIHIH\‘IH'I‘I IEIL‘H \].H}\ II\|\‘I‘- i".\\l\ mito ]‘I.I\\'. |‘|[| WllL'\ may

still offer a prayer thar the gods not think less of them for
wanting a moment's peace

Castigation among traditional wraiths follows something
of traditional Polynesian ritual among the living. Drumming,

kl!.\lﬂ\ AIH\[ H!\l\ﬂl]\ HH(H\I\LI Lo ]]l.!l\l' 1]]\‘ |1\I\F SCCI l]l\t‘ a1

unpleasant ‘le ¢ to |\' Al IH LI*UI‘ DOMme pPriests LlI‘I!\\‘ Lise \!I.
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charms for households to keep out bad dreams or evil spirits.
Many traditional wraiths believe in the efficacy of these, and
as the Ainu are likewise SUPCTSELrious these ralismans work

surprisingly well. Other priests use the Ainu's tabu beliets
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against it, browbeating a weaker Ainu into keeping tabu, or

tricking a stronger one into “breaking” one for the Psyche's

benefit. Many a diseruntled Ainu has discovered that the tabu
it so gleetully broke was really meant to eage it again.

[he arrival of Westernization created problems for those
Castigators artempring to deal with these newer, more ditfi
cult Shadows. These Shadows scott openly at the older ritu-
als. Furthermore, they are apparently only affecred by West
ern-style Castigate, which can be notoriously difficult to find
on the islands. The only certain places to tind such skills are
in the Necropoli of places like Jakarta, and few wraiths have

the stomach for such a journey.

Cannibalism

When the first Western sailors and visitors to the South
Seas returned with tales of cannibalism among the natives,
the popular imagination was fired with excitement.
Unfortunately, this wave of inter-

sl ;\l\w }‘El\l d
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lot of misinformation about the practice and what it actually
meant to Polynesian peoples. Christian missionaries derided
the practice as “heathen” and “uncivilized,” all the while un-
aware of its true significance. The dead know what the prac-
tice is worth, however, and the practice has come to have
oreater sienificance among the Restless and the Ainu.

Cannibalism took two forms among the Polynesian cul-
tures. The first form was the ecating of the beloved dead, as it
was considered a sign of respect and love from family and close
II'IL'H\I* of ||1\.' \}L't't‘.l\'\l o consume lhl‘ L‘thl\ ol a 1\!\1‘\' one
now gone. In eating the flesh of the dead person, the mourn-
ers believed they would gain her strength, wisdom, courage
and other good qualities. Cannibalism was also a matter of
practicality, since many islands were short on places that might
serve as a burial ground, and wood was often too scarce to
waste on a pyre.

Warring tribes practiced the second form of cannibalism,
and this was the origin of many of the most fanciful travelers’
tales. To cat one’s enemies was a sign of true power, and the act of
cannibalism was believed to bestow the courage and strength of
a worthy opponent on the victor. The threat of being eaten by
one’s enemies was a frigchtening one, and the challenge “I'll roast

you alive!” was equal parts insult and intimidation.
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Early Polynesian wraiths believed thar cannibalism wouldn't
carry the same weight in the Deadlands, since everyone was dead
and plasm just wasn't the same as flesh. Instead, they discovered
that just the mere threar still could unsettle the strongest war-
rior, and that the Ainu were well aware of what the threat of
being devoured meant to their Psyches. When a wraith’s Ainu
threatened him with cannibalism, it wasn't just talk of losing
flesh. The Ainu phrased the threat in terms of the loss of the
spirit.

As an Ainu gains ground in its war with the Psyche, it
speaks of devouring the Psyche as if it were cating the Psyche's
flesh. Sadistic Ainu go into graphic detail about which “part”
is currently being devoured, (fingers are often compared to
scruples, for example), and how the soul tastes. Smacking
noises at moments when Catharsis is close, or a Harrowing
has just been finished can provide instant gratification for
the Ainu, particularly if the wraith reacts badly.

An Ainu's uses of cannibalism are based on the Psyche's
death and life. If the wraith had been a follower of traditional
ways in life, and her body was eaten in the rraditional way,
her Ainu simply gets nasty about it, mocking her with de-
scriptions of how it, too, is honoring her. On the other hand,
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a Westernized wraith might be tortured with horror-movie
style descriptions of the rending of his Corpus

During war, some Ainu cannibals get entirely too literal,
and look for caprives as their prize. Many wraiths have come
out of Catharsis to find themselves with mouthfuls of plasm.
These unfortunates often exile themselves or give themselves
over to the dark waters (and the waiting embrace of the Maku).

Polynesian wraiths with Western ideals are rerrified of this as-
pect of their souls, much to the delight of their Shadows. It is prima-
rily ignorance which makes for such tear, but Ainu see it as a way to
extract revenge for the crime of leaving the old ways behind.

Creating Ainu

Traditional Ainu are created no differently than Stygian
Shadows, although there a few more details to think about
for an Ainu than one might expect. An Ainu has an Arche-
type, Thorns, Angst and Dark Passions, just like its Stygian
counterpart, as well as a few extra details to make it special.

When ereating an Ainu for your character, choose an Ar-
chetype with your wraith's life in mind; think in particular about
what things she wanted that she was denied, how tabu and tradi-
tion treated her, and how she died. Thors should he chosen
with care, since they define the tools the Ainu has at its disposal.

One important thing to think about during creation is
the type of animal characteristics that the Ainu manifests
during Catharsis. As the Ainu gains Angst, more animals fea-
rures ~Imuld \IL‘\'\.‘IHP Yﬂll \h\!lll 1 Lw_‘]‘ I1'LIL'I\ of IE]L‘ L'l].lllul'.\
on the back of the Shadow sheet; if an Ainu suddenly re-
gresses in appearance it could lead to all sorts of confusion.
Choose an animal that is native to the region your characrer
is from and use common sense; a Polynesian wraith is un-
|]I\\l\ o I’ll;]l]iI'\:N[ as a ]"l‘ln‘.]- I‘C:“' Or a I« l.h|l‘l|n|1\'1'. .\Illl”“llll\‘
reptiles and small amphibians are most common; birds are
rare, insects and arthropods are almost never seen, and fish
are never seen. However, frogs are sacred to Tané and as such
their fearures almost never manifest as Ainu traits.

Think about how your Ainu views cannibalism and tabue.
This will shape her rechnigues for use against the Psyche and
determine what her main targets are voing to be. Discuss this
with your Shadowguide, and scribble some notes for in-play
reference on the sheet.

Dark Passions should be written with at least one spe-
cific tabu in mind, or a generalization that covers several, such
as Squander natural resources (Greed). A Polynesian wraith
may have one or two “normal” Dark Passions, but the major-
ity should center on tabu.

Westernized Ainu or Western Shadows for Polynesian
wraiths tollow the -l.lnxl;lh| Shadow creation process from
Wraith: The Oblivion Second Edition. However, if you are
giving your wraith this kind of Shadow, you should think about
how your character views traditional Polynesian lite and cul-
ture, including cannibalism and tabu.

Many of the Thorns most Wraith players are familiar
with are altered or inapplicable in the Déadlands of Polynesia.

Spectre Prestige — This Thorn works as written for
both Westernized and traditional wraiths, except that tra-
ditional wraiths may find their prestige lies with the Maku.

Tainted Relic — This works.for both groups, but the
relic must be something appropriate o the Ainy; a tradi-
tional Ainu will have someching older (a spear ara bone
knife), while a Western-style Ainwill carry soimething
more modern (a dagger, gun or machete).

Infamy — For the most part; the Thorn is1iot applis
cable to traditional wraiths; a wraith with a-really bad
reputation may-bring it in, but in these Deadlands In-
famy is3imoply notas broad-beased asithe Stygiansort. In-
famy-among traditional WraithsGpreads only ong-or two
islands-out from the wraith’s home:

Death’s' Sigil— Animallike deformitics manifest mose
oftenswith.this Tharm, Many of the ‘manifestations-of \this
Thom are as subtle-as the wraith-deayes animal tracks in-

ad-of human footprings, orgives off: y

AuraofCorraption — This Thorn appears moré often
in.Western-style Shadaws, whothenliecome very offensive
to traditienal wraiths when this magifests. Sond¢ traditional
Wraiths claim thaethey can séethe auran question:

Shadow Call —<ThéEall mayalse summon Malasif.the
twraith is on the watéror within showtingdistance of-the ScEan.

Shadowcd Face £ ThisThern 15 not applicable here;
mostof-the islands’ populations-aretoosmall for a Stéange
face to gounnoticedand unchallenged:

Tanted Touch <= While this Phorm does functionthere,
its éffects-areusually not rao hardto-trace in small papula-
topscAwrarthidentificdasthe souteaof the taint is quickly
senttd the séaeither asanexile or asMaku bait.

Shadowplay — Bear-inf mind that this il
fiot work ddring'war, when the Aimi'is dominant:

Shadow..Familtar — Ahimals in the Shadowlands
are spirits-of the blessed, andmost Shadow Familiatsaren’
bright enough to camouflage their acrions and fiviny This
Thoin is-practically unknown outside of the Western=
ized Necropoli,

Freudian Slip — Iflit meansplaying with and abus-
ing-tabi, it's even betten

‘Shadow Life ~=Agiother pawerful Thorn, although
mostAifn mustbe exceedingly Subtle in theiruse ofthis:
This presents'problems similar to,thbsé encourtered with
Shadowed Faces

Devil’s Dare = This Thorn isnor really applicable,
owing fothe tabisysren It is seéh farmore fréquentlyin
Western. ohadaws:
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New Archetypes

The Compulsive — This unnerving creature likes to push
its host’s limits as regards tabu. It clutches ar everything, cv-
CTY action, as pe wential whi, and worries its host with SUZEes-
tions that even the most innocent of actions is a erave of-
fense to propricty and the gods. A wraith may lear to ignore
most of the suggestions as nonsense, bur risks ienoring true
tabus, by mistaking them for more of the Ainu’s blandishments.
This Archetype appears most often in the souls of Western
ized wraiths of Polynesian descent.

Tl'lt.

ized, this Shadow badgers its Psyehe with thoughts of the tra

Kahuna Another Archetype for the Western-
ditional lite lost or given up. It may haunt the Psyche with
reminders to keep tabu and other traditional customs, and gains
Angst for broken wabu just as an Ainu michr. However, its
special tack is to harp on the Psyche's assimilationist ways,
attempting to instill guile for all of the traditions the wraich
has left behind.

The Maku

These frighttul shark-Spectres prowl the wine-dark seas
f the Polynesian Deadlands, looking for unwary souls to de-
vour. In lite, those who eventually become Maku were the

9 Shadow Players Guide

rruly vicious and [‘l'l'\i.ilx‘l'\, [n death, they have assumed forms
to tit their natures.

[he majority of Maku emerge like Mortwichts, born into
their new state immediately after death. These souls were terrors
in their litetimes: abusers, scalp-takers, necromancers, wbie-break-
ers. Others undergo the change after their deaths, after being
ridden by Ainu or Shadow one too many times. In cither case,
all that was humane about the soul sloughs away, leaving only
those Aaspects that a shark would he ;‘I'nlld to call brother.

When a Polynesian wraith 1s reborn as a Maku, he goes
into Catharsis for a last time and plunges himselt beneath the
waves of the Sea That Knows No Sun.

may see several Maku cireling the area where the unfortunate

Those on the surface

wraith went into the waters, waiting for a new soulmate to
emerge. Beneath the water, the wraith dives down into the
darkest deprhs where, it is said, the Ainu separates itself from
the wraith and devours the Corpus and Psyche in one fell
swoop. (Some helieve that the Psyche is not devoured, but
relegated ro back of the Maku's mind. Evidence tor this theory
is scarce, and it is probably just wishful thinking.). Even as it
devours its own ( ‘orpus, the Ainu spins it forth again to give
itself “flesh”

rises from the waves, it is a

and a more firting form. When the wraith next
s a Maku, |

The killing instinet innate to a Maku is far ereater than

srother to sharks.

any native toa living shark, and the intensity which the shark- -

spirits bring to the hunt is as chilling as their malice. It has !
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While listening to a Maku song, wraiths with West-

em-style or post-Westernization Shadows are at +2 diffi-
culty.on all rolls made for the purpose of tesisting Cathar-
sis.For traditional wraiths, the difficulty to tesist increases
by-1 while the shark-spirits sing.

been noted by many that when hunting, Maku often seem to
encounter those they knew in life *accidentally,” and that
they take special care in artacking these ties to their former
existences. Westernized wraiths claim that Maku have at their
disposal a specialized form of the Arcanos Lifeweh, enabling
a shark-soul to identify a relative or former loved one even
across the miles of sunless ocean. More rraditional wraiths
simply know to avoid the seas whenever necessary, particu-
larly if a friend or relative has gone missing recently.

The shark-spirirs are also believed to make use of a form
ot KL'L'IliI’lL‘, .l|[h\llL_‘_:|1 its eftects are nor entirely understood.
They have been known ro sing among the waves, calling from
cach to each with a song that is alternately discordant or
strangely beautiful. Some claim that they can hear the voices
of their lost loved ones in the Maku's songs, begging for help
and lamenting their fate, while others say the only thing the
Maku have to sing about is their next meal. Few who heed
these supposed pleas in the chanting of the Maku ever return
to shore; nothing more is known of the matter.

Maku are vicious in hunting, and when one has deter-
mined o take a certain quarry as prey, almost nothing can
dissuade her. They are also equally vicious in their wir, mock-
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ing and tormenting their victims with as much dark delight :p /)
as any Shadow. Since they like to play with their food, it has 7 ¥
occasionally happened that a Maku's victim has been able to
escape when the hunter became too cocky about the eventu-
ality of capture. Not all of these escapes result in happy end-
ings, though. Some Maku release their prey temporarily, sim-
ply for the looks on their victims' faces when they are recap-
tured just before reaching supposed safety.

Some priests have long '\]‘CL’[I].I[L‘L' that there might he a
connection between the Ainu and the Maku. Certainly the Ainu
seemed at times to be as terrible as the Maku, and they had
similar weapons of torment at their disposal. The Ainu were
also primarily more like animals than humans, and so it made
sense thar they should be more connected to the almost com-
plerely inhuman Maku. Bur it was nor until the arrival of West-
ern-style Ainu that the connection became clear.

These Ainu shared a strange kinship with the shark-spirirs,
speaking to them and encouraging their attacks, Those with
Western Shadows were also at a serious disadvantage when the
Maku sang in the waves. The Ainu seemed drawn to the song,
occasionally coing into Catharsis after listening for too long.
Shorebound, many priests observed this and nodded in satisfac-
tion. Even the Maku's own were not safe from them.

More information

More iformation on the other Dark Kingdoms carntbe

found infhe Wraith Blayers Gitide. Additionally, Dark King-

dom ofJade and Daek Kingdom of Jade Adventures provide

detailed infofmation on the Jade Empire and its inhabitants,

i







e e 0

S [ L. =

= Q“‘.“ Y- &
——— . et e

hapter Four:
N
and Risen

Shadow-ating
The Darkaess Within U Al

owr Avcanot are supposed to send us, cower-

| ing and screaming, back into the Tempest.
Your Citadels are touted as fortresses of light,
warding away the evil that would overwhelm
you all.

What a bunch of crap. Most of you
couldn’t Spook your way out of a paper bag,
let alome harm one of us. And the Citadels? [ can’t count the num-
her of times ['ve waltzed through the halls of one.

Despite your tough talk, you're all a bunch of babies, afraid
of the dark. You don't have the power to bend the darkness to your
will. You don't have the balls to face Oblivion. You don’t have the
strength to feel the pain of the universe filling vour soul.

— Maxwell Carpenter, Doppelganger and frequent visi-
ror, Citadel of Philadelphia

Wraiths reborn through an encounter with Oblivion
change on a fundamental level, Beings of implacable evil,
these creatures desire only to spread the pain which wracks
them constantly. They strive to extend Oblivion throughout
the Underworld, and they anticipate eagerly the nothingness
of the Void. They are nothing less than the greatest darkness
of the human spirit given form. They are Spectres.

Spectres can be explained, in a rather simplistic fashion, as
Shadows who have assumed permanent control over their Psyche
counterparts. Such a change is seldom sudden, since the Shadow
must first raise its permanent Angst to 10 before it can com-
pletely dominare the wraith. As long as the wraith is able to
resist the whispered lures of its Shadow or retains the services of
a capable Pardoner, this should not be a concern. Sometimes,
though, the wraith becomes overly dependent on her dark half

to the point where she is reborn as a Spectre.

The Philosophy of Spectres

We're not a bunch of mindless drones, you know. That's you.

— Maxwell Carpenrer

Contrary to popular opinion, Spectres do nor differ greatly
from wraiths. True, they dwell mostly in the horror of the
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Tempest, practicing their Dark Arcanoi and seething from
the pain of Oblivion. However, Doomslayers boast of braving
the Tempest's soul-shattering storms in search of Spectral tro-
phies, and Helldivers claim to have infiltrated the Spectres’
ranks, learning their enemy’s skills. These and other intrepid
(some would say insane) souls maintain that the Spectres’
dark ralents are not unavailable to wraiths. When appear-
ance and ability are set aside, the fundamental factor that
differs the Shadow-Eaten from wraiths is temperament.

Where a wraith tries to deny her Shadow-self, a Spectre
literally embraces it. The pain and darkness which is the
Shadow's driving force is given full voice in the Spectre. The
agony it feels — the torment of Oblivion — is too greart to be
contained within its warped Corpus. Striving o find some
reprieve from the suffering, the Specrre delights in spreading
its own soul-wracking agony throughour the Underworld, The
Spectre sees the universe spiraling down toward entropy; its
mission is to help propel everything into that tinal embrace
with Ohlivion.

While a number of types of Spectres operate the far side
of the Shroud, most characters who become so transformed
arc considered Doppelgangers. This Spectral caste consists of
wraiths seduced by their Shadows, yet still in possession of
their Fetters and appearing much like normal wraiths.

The Appeal of Eii

If she feels her character is up to the challenge, a player
should approach her Storyeeller with the idea of turning her
wraith into one of the Shadow-Eaten, Spectres are an unde-
niable part of Wraith, but their ultimately dark and destruc-
tive natures may distupt some chronicles if given prominence
in the form of a player character. If the Storyteller is agree-
able to the idea, however, she should feel free to incorporate
the wraith’s transformation into the chronicle’s ongoing story.

It is t'l]lil‘vh‘ ]m_wINC that the SIt)l'\'ll‘llL‘I’ Inif_{]ﬂ decide
she wants to incorporate a Spectre into her chronicle before
she's been asked by a player. If so inclined, she should ap-
proach the player she feels would best roleplay the Spectre.

In either case, the wraith’s Shadowguide must be informed
of the impending change of death as well. The Shadoweuide
is vital to helping the player roleplay the wraith’s transition
properly, as the Shadow's influence over its alter cgo is cen-
tral to a wraith’s descent into Oblivion. As such, the
Shadowguide must be aware of hoth the player and Storyteller's
wishes in the specific direction they want to go.

How to Become a Spectre

If the player cannot resist the temptation of transform-
ing her beloved wraith into one of the Shadow-Eaten, the
first thing to do is look over her characrer — not (ll]l\' the
wraith, but her Shadow as well. She should look for reasons
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the wraith would find herself irresistibly drawn to the dark-
ness of the Void.

The wraith's Passions and the Shadow’s Dark Passions
and Thorns are the key to this. Think about how the Shadow
can not only twist the wraith's powerful emotions against her,
but also use the wraith’s hopes and dreams to feed the Shadow's
own evil desires. These warped feelings are at the root of the
individual Spectre’s mativations, and have their beginnings
within the wraith’s own mind.

The player and Storyteller should work together to de-
rermine the motivations behind the change. The impact it
will have on the character, the troupe and the chronicle should
be addressed to their satisfaction before going any further.

Taking the Long View

There’s a fine line between inspired evil and simple depravity.
Let me draw it for you.

— Maxwell Carpenter

A Spectre has a traditionally short existence, as the an-
guish of Oblivion is often too much to bear for very lone.
While she ean try sustaining herself with the Angst she gains
through the terror she spreads, all too soon the Void beckons.

The most successtul (and nor surprisingly, most danger-
ous) of the Shadow-Eaten are those who endure despite their
selt-destructive narures. A Spectre looking for more than an
eyve-blink existence must culrivare a hicher — or lower, de-
pending on how one looks at it — purpose.

The player should derermine whar she hopes to accom-
plish by having her character become a Spectre. While sim-
ply being nasty has its roleplaying benefits, she should look
for maore than that. There is already ample opportunity for
malice in guiding another characrer’s Shadow without need-
ing to convert a perfectly respectable wraith into a rwisted
parody of her former self.

Again, the hest starting point is with the Shadow’s Dark
Passions. Take not Mll|‘y the Dark Passion’s core emartion but also
its meaning into consideration. One like Make others look fool-
ish (Spite) may be entertaining and surprisingly effective at fuel-
ing a Spectre’s Angst, but it’s not something that will help it
maintain an existence for any appreciable length of time. Simi-
larly, Topple the Hierarchy (Hate) can offer the Spectre a solid
long-term goal, but one that is rather difficult to achieve. On the
other hand, something strong but self-sustaining like Spread pain
(Malice) or even Withstand Oblivion (Fear) can give the Spec-
tre a powerful incentive to stick around.

The player shouldn't stop there. Using the Dark Passion
as the first step, she should endeavor to have at least a broad
idea of what sort of trouble she sees her Spectre getting into.
This might tie neatly into the Storyreller’s current chronicle,
tocus on one of the wraith’s Fetters, or head off on a previ-
ously unexplored rangent.
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wraithis subseqiicnt: anger and frstration are Strong, stuff

Directingthe wraich toward (o away framdindividualswho!

miight'assist him dan plage the Shadow itself i the role of
nianipulator; without theswraith. beinz/aware of it.

Some Shadow Thotns arc uniguely approptiate to ex-
ploit this hook. Shadow Life enables the Shadaw o build

relasi@nships with unsavory wraiths {oréven: lurkitg

Doppelgangéts)while isswraithrslambess, These mdividus

alé canthen “happen” meet the wratth at just:the right
time to offer assistance’

Pact of Doom canibe offérédaas well: The.chance to
: mcrease the level of a muchen geded - Arcanos.€an; be tos
mitich for . wraith to yesise. Besides; 2 coupledmore points
of permanent Angsr for the Shadew shotlldald mares 06
“fouich a8 long as-there dre Pardonersageessible; righa?

g v

UHarrowings ave among the mostexcruciating (orments
awraith canisuffer. A cleverShadow cantike advantage of
one friggered by éxfernal agéncics, Suchfas an attack onas

“Tacrics: Alchoughtwraiths oftén féel"renewed after
besung A Haméwing, the/Shadow shold feel free to re-"

‘mind itsieounterpart of the hellshie justwent through The
“pain and tertor of Such-an experience, though simply té-

membered la'ter, 18 necedr to theShadow. Litrle réminders;

jibes.and i inguities about the everir'can keep the wraith in
L a conswmtsrate of emotional nimoil and give the Shadow

10 enidiof Angst: upon which tofecd.
The best part is that the Shadow ean! feed off e

“Svraitls desire for wengeance against those who'assaulted

her Fegter. Encouragingiche wraith 'to follow feads which

‘Bring her closenito finding her attackerscan result instme
powerfuL emogtons T handled prqpcrly, the: wraith willibe
¥ se.intent on'revenge thae shéwan'k réalize her Shadowiis

growing fation the Angst-of the search:

The Sorrow of Eteriy

The monmuméntal, endless!despair of wraithly existence
cany be'the perfeer hook for the Shadow's clawsito lateh ‘onto.
Tacticst,Simply pointing out that;che weaith'is dead islan
efféctive methiod of evoking'Angsty TheShadow then whispérs
thatthereis, indeed; moreito theafterlife than'merely existing:
Whetherics powes, ‘an‘endifo it dll or { perhaps €04 mueh 1o

£ hiope for) Transcendence, thewraith ean'thelpbur be intrigued

by, che possibilicy of something beyond her curent condition,
‘Especially effective apainst those with relarivelydittle
time n.the afrerlife, chishiodk canvalsabe’useful for “older’s
swraiths A young wraith, overwhelmed by theprospect of
etemnity,'is the perfece fodder for hér-Shadow’s 'machina-
tions, One of the Restéss withicenririesin the/Shadowlanids

sufferinga kind of “midafrerlife crisis” is ikewisciftprime

condirion for the Shadow’s antics:




In the énd, the player should try ro look for a motivation

beyond the obvious. Spectres, though driven by the pain and

emptiness of Oblivion, can be just as complex as any wraith
in their |\'I-HH‘|[HI\‘\. goals and desires. Having a direction
past basic destructive urges will give the player a richer can-
vas upon which to work, and make the CXPerience more ¢n-

joyable for the other ;‘i 1Y Ers.

Breaking free of Oblivion's Erbrace

The player might also want to decide if she wishes her
characrer’s life saved, or instead to plummet ever farther down
the pit to Oblivion. While this decision shouldn’t impact di-
rectly on game |“\‘|\. IT 1S an ilnpnl'l.mi distinetion for the Sto-
ryteller, player and Psycheguide ro keep in mind. Conversely,
it is important to note that even if a player does want her

character to shrug off Oblivion's shackles, it certainly won't
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be easy. The Shadow-Eaten are extremely self-destructive by
nature, and given a choice, they would rather try to drag with
them any well-meaning wraiths who offer redemprion. Such
attempts can certainly make for some exhilarating same ses

S10118, l]ﬁ wever.

Roleplaying the Descent

Onee the Storyeller, Shadowguide and wraith player are
comfortable with the idea, the nexi step 1s to ]'1|IL'|‘|H\' the
wraith’s descent into Oblivion. The appearance of tempta-
tions particularly appropriate to the wraith's dark side, inspired
cunning on the part of the Shadow and valiant (though in-
evitably futile) resistance by the wraith — all these elements
can make the wraith's downward spiral dramatic and enjoy-
able to all. However, such influences can take time, so the
wraith should nor necessarily become a Spectre overnight.
The Storyteller is encouraged to incorporare the
change as being simply another plot thread, along
with any others she is currently developing. She
should be careful not to direct too much
attention toward the wraith's temptation.
Suddenly giving center stage to a
wraith’s discussions with its Shadow is
SUTE TO Cause mrritation amony
the other |‘|:\\vr~‘ Lo

say the least.
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The Shadowguide should maintain the Shadow’s previ-
ous attitude and involvement. A dramatic increase in the
Shadow’s whispered antics might draw undue player norice,
and it can also disrupt the mood of the game.

The player should try to allow the change to occur natu-
rally (or at least as naturally as such things will). If the wraith
jumps all-too-gleefully into her Shadow's waiting arms, it's
entirely possible that her fellow wraiths will drag her off to a
Pardoner before the desired takeover (1‘;\11.‘~]‘i1‘L‘-.

\er]'lil\.‘ TI!CI'L‘ 18 NO reason to L’m‘[‘ the wraith’s transforma-
tion from the rest of the troupe, it is recommended: If the
other players aren’t aware of the change, their characters’ ac-
rions and reactions will be that much more authentic. Such a
revelarion is more entertaining for all involved the less oth-
ers know about what has been happening.

With but a little thoughr, a number of merhods can be
used to draw a wraith into her Shadow's dark embrace. Many
have already beén mentioned in Wraith: The Oblivion Sec-
ond Edition and in rhis book. Using these ideas as inspira-
tion, the Storyreller and Shadowguide should be able to fun-
nel the wraith down the black corridor of Oblivion.

The Detals of rnslontion

uite possibly the hardest part of this en-
tire process is the wraith’s literal transfor-
mation into a Spectre, and how to deal
with the immediate consequences. This
is particularly tricky if the other players
are to remain unaware of the change.

T}]L‘ S]l”gil"\\"‘_’lli\lk' \lh‘llltl l\lt'” ll]L'
l‘l.l\‘k‘l' ii'l'l\] 5:( lr\'|\'“t'|' \\'!\L‘]'I Tl]&' Hllnl\l‘ WIS l‘k'il\h o lill\\' over [h{'
wraith permanently (a note is preferable to bellowing out “Go-
ing down!"). At this point, some sleight of hand is called for.

Tl‘l\.' Sll\l'\'lk‘”k'f \llﬂll!k] set lll‘ a circumstance W h('rL' lhi.'
wraith appears to fall into a Harrowing. The wraith doesn't
have to suffer the actual event as long as it seems so to the
other players. Then, when the Shadow engulfs the wraith;
she plunges into the Tempest for her “Harrowing.”

A fake Harrowing is arranged for the troupe’s benefir.
The specitic Quarry and circumstances are irrelevant as long
as it is believable to the troupe. Success or failure on the
wraith's part is also immaterial, although the player should
roleplay the Harrowing as earnestly as any orher.

The wraith is left hanging at the Harrowing’s end, just prior
to when she would normally return to a Fetter. Focusing on the
rest of the troupe, the Storyteller should keep them from check-
ing up on their vanished friend for some time. An ongoing plot
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one of the troupe’s enemies will keep them occupiced.

delayed, bur she would do well to have her story straight.

works just fine; if nothing else, a sudden attack by Spectres or

The transformation does take some time, so upon her
return the f";pt'\ln' should he pl‘vp;n'c\] to face questions re-
garding the length of her disappearance. In the Underworld,
there are any number of reasons why she might have been

Aliis

Maty thifigs aré’ suspect in a wraith’s-existence, buea
Shadow-Eatefi-can uise thar to;her advanitage.- A mwbom
Spectre has-many ways to-account for-her disappedrarice:
Keep itz mind;whatéver the alibi, that simple is-best;

» Attacked by Spectres/Hierarchy/Renegades/Her-
etics — This'is-a’ constant danger tosolitary wraiths:
Such an attack might alsoaccountfor any subtle changes
in the “wraith’S*appeatance.

o Captured by Slavers —The “wraith” was caught bya

favorite slavertactic of searching outand waiting at et Fet-

ter. She-anly recently escaped when the slaverwas attacked
by:a rival/Hierarchy patrol/Reénegade sang/Heretic band.

e Costiin the Tempest~— laking’a shorteut to-get
backito herfriends, the“wrdith” gotlost intheTempést
andonly now foundtherway back to-the troupe.

& Seeret Meeting with the Guild —The “wraith's” Guild
mernitor/¢ontact/ally/superior, demanded;hiercome t6a, meet-
ing., They discussedthings he’s notatdiberty o repeac {although
if the troupeshas-dnother wraith-in the same Guild; the newly
hatched Speétre wilkbe happy to-take him aside later).

Keeping the Secret

What, you think we walk around with name tags saying “Spectre?!”

— Maxwell Carpenter

Certain Arcanoi are perfect for sniffing out the Shadow-
Eaten — Castigate in p;n‘ricul;n' has been the bane of many a
Doppelganger. There are also numerous artifacts thar can sense
the presence of Oblivion. The challenge of avoiding such pit-
falls can certainly make for exhilarating roleplaying.

As ng as no one else in the [roupe Can sense the S]H\'U\\'-
Eaten, there is no need to make special concessions. On the
other hand, a Pardoner in the group can make for a disap-
pointingly short tenure for the fledgling Spectre. The Story-
teller may consider lending some assistance in the form of a
minor artifact which masks the user’s Spectral state momen-
tarily (although this is by no means necessary — no one said
being a Spectre should be easy).
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My Sadow
What?!

Or,

\When Bad Things Happen
to Good Wraiths

™ 8 ometimes, despite the wraith's
Ey N E@" |
__ ; 4

il

best intentions, her Shadow
'\\i” ETOW H]\TL'J\”\‘_'I‘. 1‘\‘\\\'[‘
| ful and eventually gain perma-
! nent control of the wraith, Per-
haps the wraith relied over-
much on Shadow Dice, or en-
tered into a Pact of Doom too often, or had a
Shadow with Dark Passions particularly effective
at gleaning Angsr.

Whatever the reason, there are instances
when a wraith becomes a Spectre before the
player or Storyteller is prepared for it. Such
an event doesn’t mean the wraith should be

written off, however. An inspired event like this
can open entirely new doors of plot and
o L‘[‘]H\H]L‘_.

Once the Shadow has 10 permanent Angst, it is
turned over to the wraith player. The Storyteller may
well want to take a short break to discuss the rami-

ficarions of the transformation with the player.

The steps listed above for premeditared Spectre

metamorphosis should be discussed briefly to the
player and Storyreller’s satisfaction. As long as she
wishes to continue playing the characrer, the Storyreller

should work the change into her chronicle

\When Transcendence Beckons

Some wraiths are already well on the road to Tran-

scendence; their Shadows are so weak as to barely have a
voice with their wraithly alter egos. Having the wraith sud
denly find itself unable to resist such a sickly Shadow can he
difficulr ro rationalize. Wraiths in such an enviable posi-
tion will certainly have a harder time being raken over
hy their Shadows, even temporarily. Clever
Shadowguides will find it challenging, but other sec-
tions of this book give helptul advice on how to turn

the wraith from the path of light.
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Dirty Trlc Or Spectres

Maxwell Carpenter s Favorite Dirty Tricks

There are any number of ways we Spectres can wse our Arcanoi
to make the afterlife hell for wraiths. I'm not heve w hold your hand, so
don’t expect me to spell evervthing our for you. Stop sniffling; I'll give
vou a few of the basics — just don't come crying to me if you run into
problems. We're not vunning a daveare, ¥ know:.

Pandemonium

All of this Arcanos’ arts are perfect for confusing and
disorienting your victim, though [ have ro say Befuddlement

is the hest of the bunch. Say someone’s close to figuring out

your rrue nature, or about to rake some action you'd rather
they didn't (like lopping off your favorite head). Just lay some
Befuddlement on ‘em just long enough ftor you to cut and run,
or |n:|\"|\- rake your target out. The rest are a lot of fun, too,
but things like Foul Humour and Tempus Fugit take too much

out of me to use very otten.

Intimation

This really needs no explanation; whart easier way is there
1O M mipn} ite a wraith than to discover what she really, re-
ally wants? And that's just the beginning. With Intimarion,
Ilg
grenade), or strip her of a desire (like putting a blade l|1|‘nugh

you can make her want something else (like this “live”
your chest). Loads of fun, if you can put up with that funky
oreen light shining from vour eye (and find someone to reach
you; the Hive-Mind's a little fuzzy on this one).

Mnemosynis

The whole list of arts is useful, but I tend to go for

Mnemotechnics. [ can’t recall how many times that art has

hauled my sweet Corpus out of harm's way. How, you ask! If

you're in a tight spot, just pop your attacker back to the
memory of her death. While she's reliving that joyous occa-
sion, you can go about your business (or stick around and soak
up some nice, strong emotions).

Of course,

her with Mnemotechnics and have a

if you want to do a real double whammy, hit
Doppelaanger buddy
show up looking like one of the major players from her past.

Her cortex will be scrambled eggs — | guarantee ir.

I ger a big kick out of this. Okay, weasel your way inro a
bunch of wraiths. Then, when they're kicking back, send out

a Distress Signal. It's even better if you use Gleaming and get

them all to run toward a Nihil. Can you say “buffet line™?
Your fellow Spectres’ll get upset if you do this too often,

though, so warch it or they'll add you to the smorgashord.

k|
\@ you hove any idea how many pvnks I gef
O 1 every cay telling me they want fo take

\ql the fight back to the other side of the
‘ TemPeSf? Yov howe ony clve how few of
‘@J them don’t go bug-eyed when they find
ovt what it's really all abovf?
Oh, but yov're going fo be different, aren’t you? yeah,
I've heord that before. Sit down and listen, and we'll find
ovt if you're the right kind of crazy o just Pla'\n insane.

o you want fo be a DnamS'IOIyer co yov?

The way most folks see vs, yov'd think Doomslayers were
a bunch of psy<hos in relic armor going ovt with noble hearts
fo battle the encroaching tide of the Maelsfrom, well, that's
all nice and pretty, lad, but noble only tokes yov so far, and
before yov know it, Oblivien’s staring yov in the face with o
smile like a dentfist’s nightmare. Spectres aren’t mindless
tavening hordes, like the Hierarchy wovld like yov to think.
Oh, don’t get me wtong. They'te not right proper either. One
look inte o Shade’s hvngty eyes, ot o few words from some
psyche Nephwrack priest and yov lknow for damn svie that
they're alien — and more than that, they'te wrong. Fact of
the matter is, Doomslayers aren’t just fighting Spectres; they're
fighting Oblivion itself.

I can see the question in your eyes. How the hell do yov
do thaf? when we've figured it ovt for real, we'll be suvte fo
put you on fhe list. Our methods are growing, still, and every
time a Martyr Knight gets @ Spectre in a botfle, ovr methods
get that much better. what's a Martyr Knighf? Maybe ['m
getting ahead of myself. It goes like this: Since we keep
acdlapting the way we do things fo information we get, there
are different ideas on how we shovld be evolving. Fortv-
nately, we've got fwo main orcdlers of Doomslayers, so as best
to accommodate varying opinions. Between the Order of the
Thotn and the Martyr Knights, most of the argvment on “How
to Cook a Spectre” is pretty well contained.

The gvys yov've seen carying a wagonload of Stygian
steel mayhem and dolled vp in relic armor are probably from
the Thon. These are the guys who stand befween yov and
the salivating masses. [t's pretty commonly accepted that
the wortiors of the Thon are a few planks short of o fery,
but that's not the half of it. when you're fighting a foe who's
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got o dedicated line to your Shaclow, yov've got to vse some
pretty dangerovs ftactics. wartiors of fhe Thorn walk o razor
edge befween job safisfaction and Oblivien.

As crazy os we are, though, the Then's gof nothing on
the Martyr Knights. The Martyrs ore interogators to the
Thorns® warriars; the psych squad of the Doomslayers. Tvery
Spectie’s got @ Psyche, and every Psyche’s got o vested
interest in helping weaken the forces of the Tempest. while
the Thom's concetned with obliterating Spectres, the Martyr
f(n'\gfﬂ‘s dance the f'\ghf’rope dance of sr-rengr.hen\ng the Ps}u(.f,e
of coptured Spectres, the befter to know their enemy. And yov
woncler why people fear vs as much as they respect vs?

well, there yov have if, kid. A quick and duty look af
Doomslayers and what we do? You sfill want fo be one of vs?
You still want to be one of the noble solcliers, with a fleck
of foam on the lips and a tovch of madness in the eye? well
goodl, there’s alwoys room for more,

- Plesus Mar, Knight of the Thorn, in his speech to new

cadets.

Organization

hl _\\!le|:‘|\'\.'l'\ h:l\ (5 ]\'C]‘l ftll‘L‘c\] O il\li \I\I a "\l!l]lL‘\\'h.lI ln( IS¢,
cellular form of organization due to the very nature of their
prey. When you're facing an enemy who can speak with the
inside of your own people’s minds, it's foolish to rely on a
bureaucracy and too much planning. The enemy may not he
a step ahead of your plans, but he's at least stride for stride
with you. In cases like this, then, it's hest to rely more on
improvisation and skill than elegant preparation — when you
don’t know what you're up to, your Shadow can't tell your
enemies.

The two orders of Doomslayers — the Thorns and the
Martyr Knights — account for all of the organized Spectre
hunters, save the Helldivers affiliared with the Masquers’
Guild and those wraiths who control the two orders. There
are five wraiths who oversee both the Thorns and the Martyr
Knights, but little other information is available. Spectres have
been known to speak with Doomslayers’ Shadows about their
plans, and if the identities of the orders’ leaders were plucked
from an incautious wraith's mind, they would not be long for
the Shadowlands. In fact, the Five, as they are known, sur-
round themselves with such a wall of paranoid secreey that it
has become increasingly ditficult for Doomslayers to receive
orders from their leaders or relay information back. The Five
never involve themselves in actual operations, lest their Shad-
ows reveal any great secrets to the enemy. This disconnec-
tion between leadership and membership has begun to cause
friction within the twin organizations, friction that could be
disastrous to a group as diffuse as the Doomslayers.

T

Order of the Thorn

Though often considered simple grunts by the Martyr
Knights, the warriors of the Thorn wage a complex and dan-
gerous war against the Spectres. Certainly, the Thomns are
the more physical of the two orders. They wield the best in
Stygian steel, and hoard relic bits of appropriate parapherna-
lia to use against the Spectres. Never rraveling in detachments
of -less than a half-dozen, the Thorns will secure the perim-
eter of a Nihil and dive in en masse, clearing the |nc;|l Tem-
pest of Spectres and then (|‘m|‘k‘lnl|\"3 retreating safery. More
than one observer has compared their tactics to that of S\WAT
teams, and the metaphor is an apt one.

However, the nature of their fight is darker than mere
physical combat, deadly as that might be. The Order of Thorns
gains its name from these Doomslayers’ interaction with their
Shadows, and this deadlier fight often takes place far from

the confines of the Tempest. Knowing well the capabilities of

the Spectral Hivemind, not to mention the Shadow-Eaten’s
interaction with Shadows, the Thorns ride the edge of Ca-
tharsis. In a dangerous dance, they keep their Shadows strong.
Somerimes, this leads to arrogance and errors on the Shadow’s
part — gloating, spilled plans, an arrogant boasting over the
Psyche’s doom that inadvertently reveals what plans the
Shadow’s laid. Other times, the game merely hastens the in-
evitable slide to Oblivion.

The most powerful Thorns can attempt to ride Cathar-
sis, the berter to learn from their newly empowered Shadows.
A wraith riding Catharsis is fully aware of what his Shadow is
doing with their shared Corpus, though his Shadow doesn't
know of the psychic passenger. In this way, rthe Psyche can
observe everything his Shadow is up to, mentally preparing
counterstrokes and ripostes.

It is a dangerous gambit at best. If the Doomslayers are
not destroyed in their fight against the Spectres, they must
bear the constant fear that they will take one single step too
far and become that which they battle.

The Martyr Knights

More subtle than the Thorns, the Martyr Knights are no
less terrifying. While they do rake the occasional sortie into
the Tempest, their ongoing battle is a more insidious one.
Time and time again, Doppelganger impostors embarrass and
destabilize the Hicrarchy. In response, the Martyr Knights
stand in eternal vigilance. Though their numbers are too few
to prevent every impostor from doing its work, the Martyr
Knights keep a close eye on various key figures, reacting
quickly when these individuals act suddenly and embarrass-
ingly out of characrer. This signals to the Knights that their
surveillance target may well have been replaced by a
Doppelganger.
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Once the attack is spotted, the Martyr Knights watch
and follow the Spectre. Under the guise of interrupting and
harassing the Doppelganger, the Knights will then proceed to
put as much stress on the impostor as possible. This will ei-
ther force the H|1\'L'l|‘c to reveal his true nature |\|'L-m.|ll||'cl\'.
or give his Psyche additional ammunition tor a renewed as-
sault on the Spectral personality. In order to buy time for the
Psyche, however, Martyr Knights are willing to do whatever
is necessary, hence their name. More than one has gone down
to a Harrowing — or worse while desperately trying to
feed a Doppelganger’s Psyche aid.

Martyr Knights are also known to be working toward a
process whereby captured Spectres can be Redeemed. For this
purpose they try to caprure rather than destroy those Spec-
tres they run across. Such caprured Spectres are kept in large,
vaguely translucent jars, fully aware of the nature of their pre-
dicaments.

Cells

[he fear of infiltration by Spectres has led Doomslayers
to adopt the sort of organization used by the French Resis-
tance of World War 1. Small groups of Doomslayers,
containing both Thorns and Martyr Knights,
do their work independently of others in
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the organization. Their plans are their own, their defeats and
Vicrories .I\Cl'il‘L‘\l O no one &‘l.\\.'.

Cells will generally have a single leader and no other rank
system, Consisting of three to 10 wraiths, a single cell will
have a definite slant toward one or the other of the orders. It
is not uncommon for cells, particularly ones thar rake fre-
quent trips into the Tempest, to consist entirely of Thorns or
Martyr Knights. The Five encourage this sort of insularity,
IUL'HI]}_‘ that too much crossover between orders leads to too
much exchange of information, and thus too great a possibil-
ity of betrayal

The world of the Doomslayer is perilous and paranoiac;
one never knows when one's own subconscious has played
quisling to the most subtle of setups. Doomslayers are increas-
ingly close-mouthed about their operations, to the point where
many cells are splitting into even smaller groups. A growing
number of Doomslayers, while keeping their order affiliation,
prefer to operate solo. While this has cerrain advantages, he-
ing all alone in the Tempest without any hope of backup isn't
necessarily an optimal situarion.
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o Helldivers

The Helldivers are an elite sect of wraiths, caretully trained

at one of the most dangerous jobs in the Underworld — infiltra-
tion and assassination of Spectres. Most of their numbers come
from the ranks of the Masquers, although a few are recruited
from affiliated Guilds or even from independents

[he Helldivers have attained a gruesome reputation from
their modus operandi. Rather than barrel into the Tempest,
slaying as they go, they prefer to wend their way quicetly in,
wearing Spectre skins and going deep under cover. The adept
Helldiver blends into the social structure of a group of Spec-
tres, passes for a while as one of their disgusting number, works
his way closer to his tareet, and then quietly disposes of the
creature when opportuniry allows. Needless to say, the po-
tential for mishap is incredible. Only the best are able to ¢laim
repeated bounties with their sanity intact.

Like the Orders of Doomslayers, Helldivers operate with
INrense secrecy. .\il"“| l\.'l"\‘f{ I‘l]l\ ro ll!‘\.' |1i‘_‘[1k'\i‘|‘lnl\\]1:
Guildmasters or Hierarchs, although they'll gladly claim a
bounty from anyone. Most Helldivers operate in pairs, the
one .il\\.t\\ It'.lxl\ TO il\‘||‘ I}\t‘ Hlllﬂﬂ |.‘II':\'I' groups |k'||\| Lo at-
tract suspicion.

Of course, the Helldiver rrade is hardly easy. Mortwights
and \\']‘II\\ I'.l\]x* are far more Iillk'”l‘_‘\.'i\l WII.!II Ih\‘\ Lo J-., .IH\E
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the most dangerous came of all. What's worse, a Helldiver's
facade can never he flawless. To flawlessly duplicare a Spectre,
a disguised wraith would have to tap into the Spectral Hive
Mind. Not one Helldiver has ever done this, nor would one

want to.

Solos

Not every Doomslayer works for the Five. Many are sim
ply wraiths who've had enough, and whao have decided to take
the fight to the enemy. Some are well rrained, others are merely
ANUry amateurs. HM‘ range of wllll “\hlhl\ JAVETS COVEers Efu'
camut. The only thing uniting them is a common need to
rake a few Spectres to pieces (though the rewards the Hierar
chy offers tor Spectre Corpora can also be nice).

The average solo doesn't exist. Most have some knowl-
edoe of Arcos and Moliate, but many a wraith, armed only
with a soul-steel sword, has taken the plunge into a Nihil to
seek the enemy on his own ground.

A very few solos are successful. Most have no idea of what
they're really up against and don’t make it hack from their
first venrures. Others cet lucky their first time out, or have a
more experienced hunrer take them under a protective wing,

and gradually acquire the experience needed to win their own

hattles.




The best solos are legendary, Robin Hood-like figures in the
Pathos taverns of Stygia and the Shadowlands. The worst just
don't last |ul'1_u t'llnllj_:]] tor anyone to notice 1|\L-\'|'L- MIssing.

The VVorstliappens””

At tirst it would seem relatively risk-free. Even if a Spec-
tre should rend a wraith's Corpus, the worst that would hap-
pen would be that the unfortunate Doomslayer would tumble
down into a Harrowing, only to be spit out of the Labyrinth
at a Fetter.

[t's not quite that easy.

Many Spectres do Ageravated damage, tumbling their
victims down into Destruction Harrowings. A single misstep
there and the wraith is destroyed, not just diminished. Other
Spectres concentrate on numbing Passions instead of physi-
cal pain, sapping their targets’ very reasons for existing.

Then the sadistic nature of Spectres needs to be raken
into account. Deep within the Labyrinth, it is a certainty that
the Spectres have their own soulforges. Moliate is one of the
basic tools of Doppelgangers and Nephwracks. Pity the wraith
who is captured instead of being destroyed outright.

:
Roleplaying Notes:

Remember always that you are all that stands berween
the Necropoli and Oblivion. Your enemy is skilled, insidious,
dangerous and led by the demonic hand of the forces that
slew Charon. To battle the forces of the abyss, you must touch
the darkness inside you and foster that tiniest seed of light
within them. That light is not fostered for the sake of redemp-
tion, though — it is simply another weapon in the barttle.
Compromise, in such intense and intimate doses, carries with
it the beginnings of madness and no Doomslayer is quite en-
tirely sane. Warriors of the Thorm call to the seductive dark-
artyr Knights leave them-

ness in their own souls, while M

selves vulnerable in the hope of aiding a desperately weak

ally. Trust few, if any, for the Doppelgangers are masters of

Moliation, and your leaders are shadowy and hardly incor-
ruptible. You are the logical answer to the paradoxes of the
Shadowlands, the straight line cutting through the endless
tangles around you. Trust your own strength and nothing else
that you don't have to; the darkness has cars everywhere.

Shadoweuiding Risen

Fist of fear
squeeze your heart
[hl’ l('”?’}f[ g0¢s T\'l!
and falls apart

— Opyster Band, "Angels of the River”
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| cather leans over and whispers in Harold's ear
as the Storyeller describes 10 him what his char-
acter, Seth, sees as he uses Lifeweb to check on
his Fetter (and former lover) Bran. Bran was
placed in a psychiarric hospital for observation,
thanks to the efforts of Seth’s Shadow. Tt seems
that the Shadow had gome to the authorities to
get Bran committed when it was m comovol of Seth’s body — some-
thing abowt his vaving about walking corpses. Now Heather, his
Shadowanide,, is using the opportunity to make pointed remarks about
honw Bran is better off in the loony bin. Riffing from that, she starts
raisimg questions about Seth’s oun sanity, and what his real motiva-
tion was in having Seth locked away from evervone else

As a Risen's Shadowguide, Heather plays the ever-present
voice in Seth's head. The Shadows of the Risen are much closer to
the surface than those of Restless in the Shadowlands, and so
Heather keeps up a steady stream of quiet commentary for Havold.

It's omly when she falls silent that it’s time for Seth 1 wonry.

For a Risen, the Shadow is a constant companion, al-
ways whispering in the back of her mind. A Risen’s physical
reliance on the Conduit which houses the Shadow makes it
clear that the Risen isn'’t going to do anything without input
from }]L'l‘ (|¢||'|\l.'|‘ \i\lk'.

A Risen’s shadow always has an agenda of its own, other-
wise it wouldn't have allowed the return to the Skinlands. This
program is something more than simply pursuing Dark Passions
and dragging the Psyche down into Oblivion. A Risen’s Shadow
has a point to prove to the Psyche and anyone else around. The
type of wraith who becomes a Risen is an obsessive individual
who has an equally obsessed Shadow. Of course, the Shadow’s
ubsession is with bringing the Risen down, proving that every
negative thought that the Psyche ever had to be true. The
Skinlands provides a much better canvas for the picture the
Shadow is trying to paint than the Shadowlands ever could be.
The revulsion a loved one feels ar the touch of a dead hand proves
clogquently any doubt that a wraith had about his attractiveness.
The instinctive revulsion a Risen inspires in passersby re-affirms
a Shadowy argument that the wraith has always been a monster,
even in the tlesh. Rest assured thar the Shadow will let none of
these opportunities pass, and will garner every bir of Angst the
situation provides,

When Shadowguiding a Risen it is important to keep the
Shadow’s agenda in mind. You are the embodiment of all the pain,
hatred, and self-loathing of an individual who is consumed by a
purpose, and it’s your job not only to thwart that purpose, burt to
rub his face in their every failure along the way. In the end, you'll
prove to the world that you were right all along.

As a Risen'’s Shadow you are trapped in the Conduit, which
gives youa somewhat different perspective from that of a normal
Shadow. Since nine times out of 10 the conduit is a objecr of
some sort, this imprisonment isn't a very pleasant experience.
How would you like to be incarnated as a piece of tacky jewelry,
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any relief is to take over the body which will allow

A Condit s-Eye View
Being rrapped in the Conduit does not limit a Shadow

in what it can perceive or do anymore than when the

Psyche is in control in the Shadowlands. The Shadow (and

your life this hunk of junk? Of course, she’s probably stu-
pid enough to believe that this glass splinter is a real dia

AL
Y W QY

i ' I ‘” carried around everywhere in some dead
| Py

auy’s slimy pocket? Your only diversion

you to do whatever you please.

-y ) . :
" MRoleplaying Suggesfion

Ie'is appropriate for a Risen's
Shadewguide to whisper frequértlyin
the'player’s ear, so’ long.asit'is done
quietly'enough that it doegnotinter-
fere with the main action of the game:
This is much easier £6 accomplish if
the Shadowguide/sits néxt .to the
Psyche’s player. Keep the Shadow’s
commentary.to the pointatd in char-
acter, but never lét one of the Risen’s
failures pass unremarked.

the Psyche, when the two trade places) does

feel confined by the Conduir, and cramped

if the item is small. This discomfort is psy-

chic as opposed to acrual, but it is keenly
felt nonetheless.

The Shadow should feel free to express

its diseust and disdain for whatever Fetter is

serving as the Conduir (I'm embarrassed to be

seen in here. You were going to give the love of

mond). Animal Conduits are somewhat more
comfortable, though things are still cramped. I
is at least comforting to have a prison with a body
to control, though it teel eerily alien. This feel-
ing of alienation can be especially dangerous to a
Psyche suddenly shunted into an alley cat or fe-
ral dog; the time adjusting to the new environ-
ment can cause the Psyche to miss valu

able opportunities to reassert itself.

Catharsis

Carharsis for a Risen is an experi

ence that makes Catharsis in the

Shadowlands seem like Time Our in

nursery school. Imagine that all you

senses are suddenly cur off, and the only
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Animal Conduits

Some Risen are lucky mmsor tnlucky
— enough To-have-living-Conduies  THis
opens up Whale new realms of mischief'for
the Shadaws Any' pet owner can vouch as
to the level ofidestructitin an ordimary ani-
mal is capable of. Now take that same de-
structive capacity, and put behind it a
scheming, malevolent intelligence. Even if
a Shadow in a living Conduit can’t sum-
mon the full power of its Risen body, it can
still break valuables, run out into traffic in
hopes of getting someone to chase it, uri-
nate onthe riigyattack loved ones, and gen-
erally ‘make a vicious pest of itself. The
Psy¢he in tum/has o spend valuable en-

[ ergy and time cleafiing upafier the Shadow’s

messcs (literal and figurative), which obviz
ously distracts from her real mission.

Shadows in Risen have full control
of their animal bodies. Psyches forced
into animal Conduits must make a Wits
+ Enigmas roll (difficulty 7) to take con-
trol of the body with any degree of facil-
ity. If! the' Psyche fails this roll, the ani-
mal will appear to be ill, and may prompt
all sorts of imappropriare responses from
passersby (OH, “the poor kitey is sick: Let's
take it to the A. S PCAY)

A Psyche trapped in a living Con-
duit, if the Shadow decides to cut off her
sensory input, will find herself restricred
to the senses of the animal in which she
resides. This may allow her to observe
what her Shadow's up'to, butonly from a
third-person perspective.

And before anyone asks, plant Con-
duits are quite possible, but extremely silly:

thing that you can perceive is the will of your worst
enemy rushing up to overwhelm you. In
darkness you hattle for control, and what
takes less than a second seems to be
strerched out into hours. Finally, if you have
lost the battle, you are overcome with the
feeling of knowing that something horrible
is about to happen, and that nothing you
can do will avert it. Sensarion returns as a
splitring headache, dizziness and uncontrol -
lable nausea. Then you are overcome with

the claustrophobia of being locked curled up

.

e
“ad

L

Al
v




\ o
el AT LY

in a prison so small that you can not move any part of your
body more than an inch, which is how you will remain until
your opposite number tires and allows you to regain conrtrol.
Both Shadow and Psyche experience this horrifying rush of
sensations whenever they trade places.

When the Shadow is in control of the bady it will not
destroy or tolerate separation from the Conduit; to do so would
he to cause unbearable pain. Likewise, when the Shadow is in
the Conduit it will do everything in its power to avoid dam-
age or separation from the body. There are two reasons for
this. Once the Conduit and body are our of proximity (wirhin
the Shadow no longer has

II]\ SAMe room or in IIIIL UI l”]'l[

access to Thorns. No Shadow, in or out of its right mind, is
willing to tolerate the loss of its hest weapons for long.

The inability to use Thorns is a small technicality com-
pared to the other reason Shadows avoid separation. If the

Conduit is separated from the body long enough for the body

Oblivion. Whenever the body of a Risen is destroyed by sepa-
ration, the Shadow remains as a Spectral personality, while
the Psyche is completely absorbed by Oblivion. This is the
worst possible outcome as far as the Shadow is concerned, for
apart from the complete degradation of the Psyche, the one

the Void. Being a Spectre trapped in a trinkert in the Skinlands
is not on the agenda. It means an eternity of pain, torment,
and the trustration of being chained ro something that your
worst enemy held dear — and that is something that even
the most masochistic Shadow fears.

D‘ ‘
ity Tricks

When a Risen's shadow flexes its muscles, it has a different
set of limitations and advantages than an ordinary wraith's
Shadow does. Certain Thorns cannot be used on Risen, but the
presence of a physical body can more than make up for those
minor losses. Below are some Risen-specific tricks for the Shadow
to keep in mind; feel free o use or modify them as appropriate.

¢ The Freudian Slip/Tainted Touch One-Two Punch
— This lietle trick can be nasty, partic l|1;|l‘|\ when Tainted
Touch has not been used on the Risen recently, and he's for-
gotten about thar little stunt his Shadow can pull. The Shadow
uses Freudian Slip to get the Risen to touch some mortal
they care about, perhaps disguising the action as a shove or a
arope so that its intent seems obvious. However, compared to
what Shadows are usually capable of this seems innocuous
enough, so the Risen will probably not hother resisting. Then
the Shadow activates Tainted Touch, hopefully inflicting sig-
niticant damage on the mortal.

This technique is also very effective on fully Embodied
wraiths,

® The Devil’s Dare Dance — Devil’s Dare is probably
the single most useful Thorn a Risen's Shadow can have. The

114 Shadow Players Guide

ro ]\' L]L"“Il‘\t'\.l. the Shadow will never know [IIL' peace n!‘

thing that Shadow wants more than anything is the peace of

Risen can be made to choose between saying or doing things
to mortals, or having his Willpower sapped away. As it is a
given that a Risen generally has less Willpower to spare than
the Shadow has Angst, the math dictates that sooner or later
the Risen will have to take the Shadow up on one of these
little requests. Then the fun begins.

® The Usual Suspects — In the Shadowlands, a wraith'’s
Shadow can contrive ro have other wraiths or Specrres take
action against the wraith. In the Skinlands the possibilities
open up considerably. There are mortal policemen to be con-
cerned with, not to mention those (heavily armed) mortals
who hunt supernatural beings.

[n addition, remember that Risen are very casily mistaken
for vampires, which leaves them open to possible atrack from
vampire-hunters, vampires themselves, and werewolves who
don't hother to figure our what sort of Wyrm taint they're
dealing with. A cunning Shadow can cerrainly think up an
inventive way to get a wraith in trouble with ar least one of
these groups. When in charge of the Risen’s body, the Shadow
can deliberately commit a crime in front of security cameras,
or make allies or enemies of either vampires or hunters.

e | Did What?

takes control after a Catharsis roll, it can choose to cur oft

Don't forger that when the Shadow

the Psyche from her senses. This can create certain embar-
rassing moments for the Psyche down the line, particularly if
the Shadow has made commitments for the Psyche that obvi-
nl|-|\_ aren’t going to he I\L'|‘[.

hll‘l'lcl'lnul\‘. \\'I]k'l] YOolul are .\lllrlrt‘lll]\i\'\i l‘\ H\'l\'\\'l’.‘lilll.\ i
may be very difficult to explain why you don’t remember any-
thing thar happened in the last few hours. This can lead 1o
any number of amusing situations where the Psyche regains
k(‘]]ll’l‘l \\'“lL’I‘lilLt' |||1L'.\l‘t'([k'\|, I‘L'l'hlll“* m II\L' L‘(‘lnl‘ill'l\" of
someone she does not recognize (say a locked bedroom, with
someone who has just come to the realization that he's in bed
with a walking corpse). The consternation of the Psyche in
trying to extricate herself from the situation should provide
ample opportunity for the Shadow ro heckle.

Don't forget, unlike normal wraiths, Risen can’t walk
through walls without knocking them down first. This sort of
thing leaves all sorts of questions that the Psyche will prob-
i|z‘|\‘ hi]\‘k' a great \lk‘”l ol TI'UH}"L‘ llll.‘*\\'k'l'i“f_'.

® Dr. Jekyll and Mr. Hyde — Catharsis can serve more
than just the simple purpose ot allowing the Shadow a free
hand in pursuing Dark Passions. If the Risen is working with
others, a good bour of Catharsis can serve to undermine any
trust the others have in the Risen. Oncee the Shadow acquaints
the others in the group with the fact thar their friend has a
split personality with a nasty side, paranoia can hegin to set
in. If the Shadow plays its cards right, the other characters
can be constantly wondering if their friend is indeed in con-
trol of himself — and second-guessing everything he does.

Remember, the Shadow can lie: If he claims he can take
over easily, the slighrest off-kilrer action on the parr of the

-_r‘:*"r ‘*:":':;‘T_W
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Psyche will have the rest of the group reaching for the heavy
artillery in anticipation of a round of Catharsis that's not ac-
tually happening. This can lead to loads of the fun, as the
Psyche gers frustrared with his companions” distrust, which
creates negative emotions, which teeds the Shadow, who takes

over and starts the whole blissful process all over again.

\When the Shadow Comes out to Play

Girls and boys come vut o play

[he moim doth shine as bright as day

Come with a whoop and come with a call

Come with a good will or not at all

nursery rhyme

When a Risen's Shadow wins a Catharsis roll it has ac-
cess to something that makes being cramped into the Con-
duir worth ir: a nearly indestructible body.

A Shadow’s first priority upon gaining use of the body is to
undermine everything the Psyche has been doing. A Shadow can
try to make enemies of whatever mortal friends the Psyche has
made, or otherwise undermine the Psyche’s eredibility by smash-
ing things, commirting acts of violence and the like. Morrals are
unlikely to be able to distinguish berween the Shadow and the
Psyche in the Risen’s body, which makes causing mortals to lose
confidence in a Risen companion fairly easy to do. Nonwraiths
are unlikely to understand the Risen'’s erratic behavior, and their
natural reaction will be not to trust the Risen at all.

Often subverting the Psyche’s plans will go hand in hand with
pursuing Dark Passions, but if there’s no overlap, Dark Passions are
next on the list. Having a hody should make these easier to fulfill,
particularly those relating to destruction, pain and sadism,

If the Shadow for some reason cannot act to either sabo-
tage the Psyche or pursue Dark Passions, another favorite pas-
time is drageing others down into Oblivion. Being a Risen
presents an entirely new target audience for this lictle enter-
tainment: the living. Inducing suicide is top on the list for
style points. Fostering despair, drug addiction, and derange-
ment is also to be k']N.'l"lH'ilQl.‘\l. T]‘IL‘.\L‘ Are lhill‘_:\ a SI\ilLll‘\\' can

do from the Shadowlands, but its much easier if you're a mem-
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ber one of the walking dead since you can't be rationalized
away. Anything from “helpful” conversations with the de-
pressed to senseless random violence can fulfill this type of
mission,

Remember, though, it's for their own good. The sooner they
die sad and lomely deaths, the sooner they will be claimed by Oblivion
and all their pain will cease.

— The Shadow of Armand Malthus, Risen of Antwerp,
Belgium

A Risen Shadow with no other means of amusement can
always resort to mayhem. Risen are very good at this, and any
self-respecting Risen can do more damage that a gang of bik-
ers on PCP Feel free to burn, loot, pillage, maim and defile.
Keep in mind that sooner of later someone will send in the
police, or if he's intelligent, a SWAT team, so it's good to
remember to leave yourself an escape route. You should not
ler this pastime eliminate an future chances of proving the
Psyche wrong or pursuing Dark Passions. After all, if you get
brought down just for rrashing a single tenement, ir removes

your opportunity to do a hell of a lot worse later on.

Shadow Serendipity

Keep in mind that Shadows have access to the same
Arcanoi as the Psyche. This means that if the Psyche has Ser-
endipity, the Shadow may also use that Arcanos when it is in
conrtrol of the body. This means that the Shadow can arrange
to run into people connected with the wraith's Ferters, which
could be very useful in setting the Psyche up for a fall. Atrer
all, it a Risen has the Passion Declare My Love to My Family
(Love) 5 and the Shadow finds them first, the well could very
well be poisoned for any future visits.

Or the Shadow could simply find people important to
the wraith and kill or maim them. It saves those messy argu-
ments later on.

Rules Note: The Shadow may not use this Arcanos to
locate people or places associated with the Psyche Passions
unless they are also associated with the Shadow’s Dark Pas-
sions, since this Arcanos is tuned to Dark Passions when the

Sllndn\\' 15 in k,'lll'lll'ﬂl.
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Chapter five:

The Lighter Side

4 The third stage consists of answering a single question: Who,
El O On really, was acting in stage two?
— Pardoner Lyle Van Arne, The Tomes of Golden Light,

“Appendix” (1984)

‘ imagine yourself in some stressful situation T]’Ie Higher SEI[

where you lose your temper, succumb to temp-

A

tation or otherwise lose composure. Could it Rouse thyself! Do not be idle! Follow the law of virtue! The

7
..%',"! be an argument with Your spouse or parents — yirtious rest in bliss in this world and in the next.
3 about pastimes or profession? A stupid order — The Dhammapada

from your boss, or someone cutting you off in

)

oo ‘ Just as each living person has a dark side, so do we all
traffic? Picture it all the way through: your anger, your reaction have aspects of basic decency and wisdom, small inner voices
v 5 - . y < > dS l b el dece } « LS LIl 3 " ¢ = g
(Sereaming? Seething resentment? Violence?) and the unpleasant : iy list Lah .

" Lol Thatlest that can glmlc us should we choose to lisren., In the traumatic
‘onsequences of your behavior. That's stage one. . : : 0
SAREARETLESAY I i ol \ transition to the Shadowlands, most wraiths lose track of this

! " . ’ 3 e ) e Th 12 (] 3 sy 2pa -

Next, think of some person you respect deeply because n[.rhm voice, but a rare few remain sensitive to the higher self — the
wisdom, maturity and compassion. It might be a treasured friend, g, 30lon

mentor, or even fioures like Jesus, the Buddha or Mother Theresa.

_ ; i o Though all wraiths — like all humans — have this spiri-
Imagine that person in exactly the same situation you envistoned o i) ol i
3 e iy ¥ : o tual potential, few have the vision and fortitude necessary to
hefore, where you reacted with anger. Carefully picture that person'’s : EA
: : i : tap into it. Willpower can only resist the Shadow for so long;
different response: calm, enlightened, constructive. That's the sec-

ond stage.

at some point, one needs the extra vision, the unremittingly
honest yer balanced self-perception and strength of character
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that the Eidolon represents. Withourt it, a wraith is threat-
ened continually by her Shadow's cunning.

Whereas all wraiths recognize the existence of the
Shadow and often speculate abour the nature of Transcen-
dence, many — perhaps most — among the Restless have
never heard of the Eidolon. Of those who have, many doubt
its existence. Most Restless exist in a world harrered by the
whirlwind of their Shadows’ whims. They are bound up in
the concerns of the moment — how o protect a favorite relic
from this Hierarch, preventing that Heretic from gossiping
ahout an affair, keeping out of the path of Renegade slavers.
In the midst of the joys and crises of everyday life, the Eidolon
seems about as real and significant as a Ouija hoard.

To its few believers, the Eidolon represents a stabilizing foree
against the Shadow's dark tide. An even smaller group sees it as
something acrive, a guide to Transcendence. Students of Tran-
scendence use “the Eidolon” (as well as “the eternal flame,” “the

positive traits listed in the multivolume Tomes of Golden Lighe,
They list eight “Eidolon virtues” said to be useful to aspirants
roward perfection: compassion, courage, creativity, honesty, hope,
humor, love, self-acceprance and wisdom.

But those who heed the Eidolon think of it as something
more engaging, more alive (as it were) than a mere moral doc-
trine. The inner voice speaks in the present. Its advice is based
not on a rote menu of virtues or commandments, but on a clear,
compassionate view of the wraith's current situation.

For instance, even a Heretic can understand, ar least in-
tellecrually, that not all servants of the Hierarchy deserve
hatred and contempt. But in a confrontation with Hierarch
recruiters who seck to exploit Enfants new to the Shadowlands,
the ordinary Heretic may feel hatred. If pointedly reminded
of the “Eidolon virtues,” this same wraith may grudgingly try
to treat the Hierarchs with compassion — yet inwardly he
seethes. In contrast, a wraith who heeds her Eidolon can feel
this compassion for Enfants and Hierarchs alike, spontane-
ously and without inward gnawing.

An optimistic (though untested) theory among some
Restless scholars has it that the Eidolon works just as much as
the Shadow in the wraith’s everyday existence. When the
Shadow takes over completely, rthe wraith succumbs to
Oblivion and becomes a Spectre; by the same roken, when
wraith and Eidolon merge completely, the wraith experiences
Transcendence — or at least is that much better prepared for
Transcendence.

Speaking in Stillness

Yet the inner voice is quiet indeed. The Shadow thrusts
itself upon its victim in every moment of weakness, but the
Eidolon speaks only to those who listen carefully. It is not
weak, only demure, awaiting the quict momenr away from
the bustle of unlife.

Matrix,” “the inner light™ and so on) to refer to a complex of

In @ crisis, when the Shadow threatens to take over, a
panicking wraith senses the higher voice only as a nagging,
needling stab of conscience. Even in stress-free situations, a
listener seeking guidance may feel a sense of rightness about
one particular course of action. In Shadow and Light, one of
the high-flown dreamverse plays of Sandman Lorenzo, a char-
acter speaks of “the feathery touch at the small of the back,
from the silent guide who paoints along the path.”

Most of the Restless have little time to heed the quiet
voice of the Eidolon during their busy days. When a wraith
senses the need for the Eidolon, she must strugale to hear it.
She must fight not only through her own apathy and dark
impulses, but also through the numerous distractions thar
cloud her mind constantly.

For Example...

A typical monologue dramatizing this quandary:

Should I tell him he’s a jerk?

No, what do I care? — he is a jerk, after all, and I'm
not going to change things. On the other hand, who cares if
the truth hurts?

He's a big boy; if he can’t handle it, there’s no way
he’s going to change, and he certainly won’t if I say noth-
mg.

Remember. that time when he pinched you in front of
the Circle? You got soimad!

[External event: Character bumps hard into some-
one on the sidewalli]

Hey! Watch where you're going, jerk!

Damn ‘em all. They should be melted into keychains. ...

...And so forth. The mind is so busy talking to it-
self that it couldn’t hear'the Eidolon over a PA system.

The Eidolon backeround (Wraith: The Oblivion Second
Edition, page 129) represents your character’s conscience with
dice that help him resist the Shadow’s siren call. Higher Eidolon
ratings not only help you resist the Shadow, but may accasionally
show you how to prevent the Shadow’s emergence in the first
place. By understanding the nature of the Eidolon's resistance,
hoth Shadowguide and Storyteller can help dramatize its aid.

At her discretion, a Storyteller may also wish to adopt
the systems offered in this section. These emphasize the po-
larity between darkness and licht — Shadow and Psyche —
in the Chronicle.

Fidolons in the Chronicle

The Eidolon is a part of some wraiths, just as the Shadow
is a part of every wraith. But the higher self, unlike the Shadow,
does not beckon. No Passion drives it; if anything, it repre-




sents a state free of all Passions. (After all, Passions are essen-
tially emotional Fetters driving the Restless to remain wraiths,
rather than to pass on to Transcendence.) No player controls

H.IL]\'

around rating. Never conrrolling its subject, the Eidolon ap-

the Eidolon, and it has no game statistics except the

pears content to observe, whether the wraith is rising toward
TT'HH.\L‘UH\]L'!'IL'L‘ ar Jesc \‘Ih“l‘lg to Oblivion.

However, unlike the Shadow, the Eidolon can never be sup-
pressed. For the wraith who honestly seeks its guidance, it is al-
ways there. A bhotched Eidolon roll
Eidolon is absent or negligent, but that the wraith does not sin-

does not mean that the

cerely seek wise advice. (Even the most depraved wraith among
the Restless may have an Eidolon. He Just. never listens to it.)
System: The Eidolon does not have a separate Arche-
rype as does the Shadow. Instead, the Eidolon is an idealized
actualization or in some cases, a true indication — of the
wraith's Nature, which a fortunate wraith may glimpse in a
dream or vision. The player and Storyreller decide the
Eidolon’s Narure together,
After all, the

This Nature can serve more than the needs of the cur-

then inform the Shadowguide.
Shadow should know its enemy.

rent Chronicle; it offers a road map for your character’s long-
rerm dJevelopment. Remember, cach Eidolon represents its
particular character’s spiritual potential. The number of dots
in the Eidolon Background can show the wraith's degree of
spiritual marurity. By this standard, a character who reaches

Eidolon 5 has reached full marurity. (For further use of this
idc:l. see “R\'U'ulli[iﬂlh.“)

Fidolon Archetypes

Here are suggestions for Eidolon versions of the arche-
types given in Wraith: The Oblivion Second Edition. Many
other versions are possible, so adjust these to suit your needs
and those of the Chronicle.

Architect: No longer driven by egotism or yearning, the
Eidolon creates selflessly, taking satisfaction in existing accom-
plishments and in the achievements of humanity as a whole.

Avant-Garde, Explorer, Gambler: The Eidolon has
achieved a secure satisfaction with its own current nature,
free from craving novelry.

Bon Vivant: The Eidolon still enjoys the delights of ex-
istence — but with a clear insight into the fruitlessness of
transitory sensory gratification. It rejoices in every kind of
pleasant sensation, not only those enjoyed to excess; it en-
dures unpleasant sensations with derachment.

Bravo: Having confronted the insecuritics that prompred
your bullying, the Eidolon feels compassion for those it once
tormented. In the Eidolon, this Narure has given way to an-
other of your choice.

Bureaucrat: The Eidolon has helped you overcome your
dependence on the sheltering illusion of the System. It uses




the orderly strength of burcaucracy as an advantage against
Oblivion, but it is not mindlessly devoted to proper proce-
Llll]-l',

Caregiver: The Eidolon’s basic Nature is unchanged, but
it clearly sees when aid ro the unfortunate is practical and
realistic, Sometimes a victim wants no help, or genuine help
15 1|||pn~~|\‘|l to offer: the Eidolon recognizes these situations
with sadness bur withour anguish.

Child: The Eidolon has matured emotionally and taken
on another Nature of your choice.

Conniver: The Eidolon, understanding the need for per
sonal responsibility, has taken on another Nature of your
C lhll\ C.

Critic: A healthy assessment of virtues and flaws is vital
to the examined existence, but the Eidolon realizes that per-
fectionist zeal hinders wisdom. The higher self, though mori-
vated by the quest for excellence, tolerates imperfection in
itself and others.

Follower: No longer silenced by fear, the Eidolon erants
you courage to speak up when disaster looms. It takes initia-
tive during crises and accepts responsibility for its decisions.

Jester: The humorist’s higher self is not driven by a neu-
rotic aversion to suffering. It has freely experienced both joy
‘Ill\i I“”H. .||l|| 1ts Wit ||J" le'if'\k‘]\l\.\.‘ -Hl\i ||]]|IL|!&‘L|.

Leader: By allowing dialogue with its followers, the
Eidolon acknowledges the need for others’ growth and helps
you achieve humility. Your sense of responsibiliry has deep-
ened ro accept fallibiliry.

Martyr, Rebel: The Eidolons for these Narures depend
on your motivations. Each Nature has its noble, mature side,
necessitating little change in the Eidolon. But each also has a
neurotic, adolescent version driven by selfish egotism, and in
these cases the Eidolon has oy ercome the NCUrosis, acc L'|1lu|
the failings that prompred it and taken on another Nature.

Mediator: Sometimes, especially with the forces of
Oblivion, mediation isn't possible. The Eidolon has helped
you accept this truism, overcome the impulse of self-blame,
embrace a less static view of self and find the courage to face
conflict without compromise.

Scientist: The Eidolon recognizes that logic and deduction
can lead to a bloodless view of existence. It has overcome the
simple impulses to compartmentalize and reduce, and it now
combines these with the instincts of compassion and heart.

Survivor: Combining vitality with inner peace, the
Eidolon has moved beyond simple survival to larger issues. I
has taken on another Nature of your choice.

Traditionalist: This Eidolon has accepred that all exist-
ence is a ceaseless play of change and has taken on another
Nature of your choice.

Visionary: This Eidolon is little changed but firmly grounded
in practical existence. It has achieved or foreseen the culmina-

tion of its quest, the point where it can be content.
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Gleanings
The only tyrant | accept in this world is the stll voice within.
Mahatma Gandhi

A Gleaning is a single clue or insight that the Eidolon
grants a characrer in a specific crisis.

How can a wraith gain guidance from the inner voice!?
It’s a difficult rask; as explained previously, it's a struggle 1o
push away the myriad voices of the self and the external world,
and to hear the one voice that resists your dark impulses. Still,
if you try hard, you can get advice from the inner voice dur-
ing dramatic circumstances. This advice is called a Gleaning.

System: In dangerous situations, when much hinges on
the right decision — even (perhaps especially) when the
Shadow is dominant — you may risk a Gleaning. After you
indicate your interest, the Storyteller decides when and
wherher a Gleaning is appropriate. Then, based on your
Eidolon rating, the Storyteller secretly determines the level
of benefit you can gain. Advice can range from Eidolon 1%
generalized “I've gor a bad feeling abourt this,” to Eidolon 5%
specific reasoning and prediction: “Avoid this because X will
happen if you don’t.” Other henefits are listed below.

Without the Eidolon Background, you can’t experience
a Gleaning. You simply don’t have the faith and concentra-
tion it takes to hear the Eidolon’s voice.

In order to receive the benefits of a Gleaning, you must
gamble on your faith. Jaded and busy with life, you strugele
psychologically against to take that leap of faith (*Should |
believe this crap?”); you gamble with your sensitivity to fur-
ther Gleanings.

System: Spend a Willpower point to make a Gleaning
roll (Wits + Meditation). The Gleaning’s difficulty depends
on the circumstances. Heeding the Eidolon while imprisoned
in the deepest dungeon of Stygia with no distractions is diffi-
culty 6; listening while facing down a Legionnaire is diffi-
culty 7. In combat or during a Harrowing, the difficulty is 9.

If you botch the Gleaning, then roll your Eidolon Dice
against difficulry 6. If this second roll succeeds, you gain noth-
ing, but neither do you lose (“ must work on my medita-
tion”). If you fail the second roll, you forfeit a level of Eidolon
(“Pah! Remember what happened last time [ believed this
idiocy!™) for the duration of the session.

But if the Gleaning succeeds, you may feel a sense of high
purpose and see the nature of the situation clearly. This may
indicate possible solutions to the crisis, ways to defuse hos-
tilities, or a game effect such as one of the following
(Storyreller’s discretion as to which is appropriate):

*  Reduce your temporary Angst rating by 1.

e Add rhe dice of your Eidolon raring to all Social
Attribute rolls related to the immediate crisis. For example,
with Eidolon 3, you could add three dice ro your Manipula-

)
4 10,

tion + Etiquette roll to convince a Ferryman to take you and
your companions to the Far Shores.

e The difficulty of rolls involving Awareness, Empa-
thy, Expression or other qualities relevant to the situation may
he reduced by your Eidolon rating (minimum difficulty 4).
The Eidolon's compassionate narure is such that it cannot
improve Intimidation, Subterfuge or similar rolls.

e  Subtract your Eidolon rating from the difficulty of
rolls against Passions to regain Pathos. This applies only to
Passions that are, in the Storyteller’s judgment, characteristic
of the higher selt — positive virtues such as compassion, cout-
age, wisdom and others like the “Eidolon virtues.”

e Depending on circumstances, the Eidolon's influence
may help you resist a Spectre’s ability to numb your Passions
or rend your Ferrers. Add your Eidolon rating to Willpower
for purposes of resisting the Spectre’s influence.

However, all Gleaning game effects depend entirely on
your intent. Only worthy and noble intents (as judged by the
Storyteller) earn the Gleaning bonus. The bonus might be
appropriate for a Pardoner trying to cast out Spectres from an
orphanage, but not for a Harbinger using Qubliette to cast a
minor adversary into the Tempest.

The Storyteller can judge the applicability of the bonus
by performing the same thought experiment that began this
chapter. If a wise figure were acting in the wraith's place, would
that person take similar action? If so, it merits the Gleaning
bonus.

Recognitions

A Recognition refers to a powertul vision the Eidolon may
grant a character. Unlike a Gleaning, this rare experience
bestows no specific clues and does not relate to the wraith’s
immediate situation, but instead indicates character devel-
opment on a larger scale. In a chronicle, the vision may serve
as an adventure hook. In game terms, a Recognition gives the

Storyteller a narrative device to increase — or decrease — a

character’s Eidolon Background.

Whereas a Gleaning gives you a sense of correct action
in the current crisis, a Recognition offers valuable insights
about your personality and your whole afterlite. With this clear
vision, you see your goal. Even in death, you can find the
right way to live.

The Shadow wants power, and to this end it prepares
nightmarish Harrowings for its victim. The Eidolon wants
nothing and ordinarily prepares nothing. Still, it will always
guide when asked; it's just your strugele to obtain that boon.
When you diligently heed the inner voice, the Eidolon may

grant a dramatic vision or experience — a Recognition.
Any wraith with an Eidolon rating can experience a Rec-
ognition. In fact, Recognitions represent a typical path for

gaining additional levels in the Eidolon Background. They
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take a long time to achieve and require a great deal of effort
['he higher the Eidolon rating, the harder the roleplaying (the
Storyteller should require this above all else) and the more

experience points needed

Storytelling

When should you, as the Storyreller, allow a character to
experience a Recognition? Only when, in your judgment, the
player's roleplaying is clearly evolving to match the Eidolon's
Nature (see “Eidolon Archetypes” above). As a practical mat-
ter, the vision works best at the beginning or climax of a
chronicle

At the beginning of a narrative, a R\‘(H_\,:I]Ilix)ﬂ can morivate
the wraith toward some concrete goal that initiates the action. For

instance, the Chanteur Stephen Raleigh, whose Eidolon is the cul-

5 |
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mination of his Architect Nature, sees a puzzling vision of his ideal-
ized self fortifying the walls of Necropolis New York against the
onslaughts of Lower Bay Spectres withour using soulforaing tech-
nology. In this vision, he cultivates relations with a fennel-sword-
carrying Benandante who entrusts him with her defensive arts in
exchange for protection. When the vision ends, Raleigh gathers
his Circle and begins to infiltrate the Hierarchy for purposes of po-
sitioning his allies and gaining information about the Benandante.

At the climax of a chronicle, the Recognition vision
should bring a characrer insicht worthy of the obstacles she
has faced during the story. The event thar trigeers the Recog-
nition should be the wraith's victory over (or defear by) some
existence-threatening danger, the successful solution to a
Harrowing, or some other crucial point. If more than one
member of the Circle has the Eidolon Background, there ex-
ists the |\n>.\||’i|il\ of simulraneous Recoanitions (each tai-
lored to the individual wraith), but unless handled carefully,
this can dilute each vision's impact.

Recognition Systems

== he Recognition vision is typically brief and

M| requires no choices trom the player. It is
( qualiratively different from a Harrowing,
and the Shadow cannot imitate the vision.
The wraith always feels the authenticity
of the Recognition as a sense of intangible
rightness; no forgery is possible.

The Storyteller tailors the vision to the character’s Nature
and to her spiritual progress thus far. Recognitions take place in
several distinet stages, keved to the character’s Eidolon rating. A
character with Eidolon | receives a vision characteristic of the
Eidolon | section described bele Ny, and so on. A a;m‘ll\lv progres-
sion of stages appears below; many others are possible.

Each vision indicates a spiritual path the wraith may fol-
low, such as the cultivation of compassion for enemies, or a
task to complete, such as the search for a mentor. If the wraith
fulfills the task or modifies her behavior to match the indi-
cated path, then ar the end of the story, the Storyteller may
increase the character’s Eidolon Background by 1. If the char-
acter refuses the path or the task, or deviates significantly from
the Eidolon’s Nature, the Storyteller may decide instead to
reduce the Background rating.

No character should experience a Recognition vision more

than once per story, except under cxrr:mrdin;n‘y circumsrances.

Stages of Recognition

Here are six typical stages of Recognition that mark and
guide a wraith’s evolution as her spiritual potential grows. Not

every stage requires a vision, nor does each vision inevitably lead

to an increase in the Eidolon rating. The Storyteller may drop or

add stages, adapting this scheme to the needs of the chronicle.

No Eidolon

Without an Eidolon rating, you are subject to the vagar-
ies of your Shadow's schemes. You have a conscience — you
ustally know what feels rigcht — but you don’t always have
the strength to pursue ir. You lack spiritual wisdom; your
Shadow finds it relatively easy to trick you, whether through
outright lies, sophistry or just apathy.

In this state, Willpower is your only defense. You have
stumbled onto a sense of right and wrong, and by god, you're go-
ing to defend it. Still, you lack vision and self-analysis, which are
key to your long-term defenses should you be low on Willpower.

How do you gain such vision? That's up to you and the
Storyteller to decide, but try these guidelines: Devise a long-
term plan ro resist your Shadow, perhaps by taking an oath to
avoid some difficult, chronic temptation or by studying medi-
tation under a master — ]‘i‘l'l'l.l]“ even |“,' learning to accept
the dark side of yourself without indulging it. The difficulry
lies in training your mind, the way you housetrain a puppy.
Gently correct the puppy, bring it back to the paper when it
poops in the wrong place, and pretty soon it will learn. The
mind’s training period requires some roleplaying, probably hest
scattered throughout the duration of a larger story. After you
follow this plan for a while, the Storyteller determines if your
character can experience a Recognition that, with roleplaying
and the expenditure of 4 experience points, will allow you to

gain Eidolon 1.

Fidolon 1: Awareness

With a single level in the Eidolon Background, your Recog-
nition vision grants an awareness of a central spiritual reality of
humanity that is undeniable, desirable and elusive. It takes the
character out of himself, even briefly, and opens him to percep-
tion of other souls’ pain and joy being as real as his own.

Always present is a calmness and peace that inspires you
to examine and manifest your true Nature. If, for instance,
your Nature makes you prone to seek Transcendence, you find
the inspiration to go ahead and do so. Conversely, you may
try to cultivate your virtues ro fight more heartily against your
Shadow. If the vision conveys a task, you may change your
entire pattern of existence to fulfill this new mission. With
the Sroryteller’s approval, you may adjust your Passions ac-
cordingly. However, Fetters should never change as a result of

a Recognition.

Fidolon 2 Seeking the Path

At the second rank of the Eidolon Background, the Rec-
ognition rypically compels you to seek a teacher. This may be
a Mentor (in game terms), a wise old Gaunt who befriends
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you, or another source of wisdom — perhaps even a mortal or
an embodied Eidolon, although this is rare. The vision may

the large spiritual territory waiting to be explored and the
necessity for a guide.

The quest for an ideal teacher makes a vood story. Poten-
tial teachers may test you with tasks or problems, and in re-
turn you must determine whether the reacher is suitable. There
may be interesting complications; for instance, the teacher
may still be among the Quick. Bur once you find a reacher
and begin study, the training itself is best left to the “offstage”
time between stories.

Usually a wraith who heeds the inner voice can find a

this, the student may come to idolize the teacher subcon-
sciously, and to staunchly rely on the doctrine he teaches.

Fidolon 3: Mission

At the third rank, the Eidolon begins to instill a sense of
destiny. Your next Recognirion usually inspires strong moti-

your Nature. The vision shows a well-defined but rocky path.
This typically calls for sacrifices of material wealth, treasured
possessions and even friendships that retard your progress.
Having completed your early studics, you may now see
your former teacher more realistically, as a human with ordi-
nary failings — or, disillusioned, you may believe the teacher
ro |“&' L‘i‘”‘lll‘\l. I.U.‘!hi!nh ]l.‘ll]‘”\'(l St 1“ remain strong, rl\(\llﬁ]\ you

are breaking away and learning to act for yourself.

Fidolon 4: Plunge into Doubt

Those who travel the Eidolon’s path agree that it holds
many perils. The greatest of these is self-doubt.

Whether your plans fail (this sometimes happens) or your
theories collapse in the face of reality (this always happens), you
experience adramatic sethack. You may question the value of your
mission, and sometimes of your whole existence. You may become
convineced that the Eidolon has deserted you, or worse, that it was
a tool of the Shadow all along. At this time of besetting doubr,
you become vulnerable to a clever Shadow’s insidious wiles.

During this passage through blackness, this “long dark
night of the soul,” you may think the Eidolon is absent. De-
spairing, you may endure a particularly brutal Harrowing at
the hands of the Shadow. Even the player may be convinced
that her character is done for. But at that moment (if it comes)
when you turn loose of fear and accept your dark side, that is
when the Eidolon may appear at last, resurgent, with a releas-
ing and revitalizing Recognition.

At that point, you begin to understand the nature of your
path’s final lengths. Having sacrificed the outward trappings
of your afterlife to follow your higher Nature, you see that

identify a particular teacher, or it may only convey a sense of

teacher who offers genuine and valuable advice. Because of

vation to undertake a great task, the seeming culmination of

you must make the greatest sacrifice: your Nature itself. You
begin to realize that your potential is unlimited, stretching
beyond the bounds of the doctrines that have carried you this
tar. The most insidious of these static instinets is the sense of

self-preservation, which encourages fear. You learn that you

can overcome even this most basic fear, though (because of

your innate creativity) you never sacrifice \"nnlwdl needlessly

nor senselessly.

Fidolon 5: Serenity

At this final stage (Or is it?), you act in accord with the
Eidolon almost all the time — not because you hear the inner
voice more often, but because you've grown to match it, and
you act instinctively as it would. You extend compassion to
all beings equally, friend and foe.

At Eidolon 5 (depending on the goals of your character),
you may be prepared to make the last steps toward Transcen-
dence. With some effort, you see whether, when and how to
resolve your Passions and Ferrers. Ar this stage, you're closer
than ever before to Transcendence, assuming it really exists
(see “Transcendence” in Wraith: The Oblivion Second Edi-
tion). On the other hand, you may not wish to stop playing
the character. You may like the idea of helping others fight
their Shadows. You might desire additional wisdom from Fer-
rymen or strange Gaunts throughout the Shadowlands.

Your biggest enemy at this stage is complacency. With-
out fear for yourself, you risk apathy and the folly of underes-
timating your Shadow's cunning. Ar this point, where you

might be banking on Transcendence or on your value to other

wraiths, your Shadow can confront you with unfinished busi-
ness. It is the Shadow’s one last grasp at dominance, and as a

result, confrontations at this stage between you and your

Shadow are the stuff of legends. Some speculate that Charon

and Gorool were acting out this very drama hefore the eyes of

the Underworld when they descended into the whirlpool.

Castigation

And Jacob was left alone; and theve wrestled a man with him
until the breaking of the day. .. And he said, Let me go, for the day
brealeth. And he said, T will not let thee go, except thou bless me.

— Genesis, Chapter 33: 24, 26

, he process of Castigation results in the

ening it and sometimes bringineg the
wraith back from the edge of Ohlivion or
Spectrehood. The experience is not a
pleasant one for either Shadow or Psyche.
Like medicine, the worse it tastes, the
“better” Castigation is for you. Most Shadows fear Casriga-
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tion the way Psyches fear Harrowings; the comparison is not
an idle one. Whatever form Castigarions take, they force
Shadows to confront themselves, peeling away the lies with
which Shadows cloak themselves and revealing the raw ha-
tred that simmers within their hearts. Like the emperor sud-
denly denuded of his illusionary clothing, the Shadow stands
exposed before the unrelenting mirror of its Castigaror’s con-
tempt.

Many wraiths seck volunrary Castigation in order to re-
duce their Angst and weaken their Shadows. Naturally, Shad-
ows work to convince their Psyches that such drastic mea-
sures are not needed. Sometimes the fear of Castigation will
drive a Shadow into temporary retreat in an attempt to fool
the Psyche into believing thar the heinous act of confession
and purgation is unnecessary. Occasionally, this ploy succeeds.
When it doesn’t, however, the Shadow undergoes a prolonged
and often painful ordeal.

An Inside Look at Castigation

“Come out of hiding and stand before me, you pitiful excuse
for a Spectral wannabe!™ The Pardoner’s voice jerked Elyse's

Shadow into awareness. Feebly it tried to pretend it couldn't hear

the torturer’s demands, but the inexorable mockery of the Guilds-
man forced it to respond. With a sound halfway between a sigh
and a sob, the Shadow stood before its confessor. “Haven't we met

before?” the Pardoner asked, his voice silky soft, almost cajoling.
Glumly, the Shadow nodded. “You think you're some kind of
hotshot divector, don’t you?" The Shadow attempted a defiant stare
and failed as the pardoner glared implacably at his victim. *An-
swer me!” The pardoner's voice cracked like a whip. The Shadow
felt the lashing words cutting into it, vipping a response from it.
Yes!™ °
divector is veally like. Let's see how well you dance o my com-

Ihe Shadow screamed. “Allow me to show you what a

mands. And remember, this is only Act One, Scene One. Oh, did
I tell you that this will not be a comedy?” Elyse's Shadow moaned,
steeling itself for the agony to follow.

From the Shadow's point of view, Castigation ranks some-
where between a jaunt in a medieval torture room and under-
going the amputation of a limb withour the henefit of anes-
thesia. Being foreed to surrender any part of its treasured sup-
ply of Angst causes extreme suffering to the Shadow. This is
hecause the Shadow gains its strength from Anest, literally
building its own substance from it. Ripping Angst trom the
Shadow is like grasping handfuls of the Shadow’s body and
tearing bleeding picces out of it. Aside from the pain involved,
this loss causes weakness as the Shadow’s lifehlood (Angst)
leaks from its wounds, leaving it no reserves to fight against
the agony.

In addition, the Shadow discovers, at least tor the dura-
tion of the Castigation process, its own culpability in incur-
ring the punishments involved in purification. Not only is
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the Shadow tortured, but it is forced ro admit that its actions
brought the session on. As if this were not enough, at some
point during the process, the Shadow comes face-to-face with
[]]L\ kl]l‘\\'lL'le!L' ll\l” 1ts actions l"l‘.l\ | o Lllllnll'_:l‘l.l no one maore
than itself. For that brief moment, the Shadow stands naked
in the elaring realization that it is consigning itself ro Oblivion
along with the Psyche, and that it will be erased from exist-
ence at the very moment its Psyche ceases to exist.

Still, somewhere inside itself every Shadow knows that
it can never be utterly destroyed by Castigation. There are
several limits on what a confessor can achieve when purging
the Shadow. First, each point of Angst carved from the Shadow
is accompanied by a point of the Psyche's temporary Corpus.
Thus, the Psyche also suffers some of the torment. Further,
the Castigator dare not go so far that she uses up all the wraith’s
temporary Corpus lest she send the Psyche into a Harrowing.

In addition, if the Shadow were ever to be complertely
overthrown, the wraith would Transcend on the spot, so Cas-
tigation can only affect temporary Angst, assuring that ar least
one point of permanent Angst will remain afrer even the most
complere Castigarion (at least so long as the wraith still has
unresolved Fetters and Passions). The Shadow knows quite
well that even if a session with a Pardoner leaves it as noth-
ing more than a whispered thoughr, in time it will grow and
become strong once again. Thus, while it bows to the purga-
tion and becomes quiescent for a while, the Shadow will al-
ways plor its eventual return to power. That knowledge may
be what allows the Shadow to survive the ordeal, whether it

emerges more or less lucid than before.

Roleplaying the Castigated

Imagine having your innermost secrets, meanest thoughts
and most perverse fantasies exposed to the jeers of a profes-
sional tormentor while you, yourself, stand helpless to pre-
vent it. Consider what it is like trying to hide those thoughts
while screaming from an agony comparable to being slowly
immersed in molten metal. Now realize that you invited such
treatment through your own reckless actions. This is the di-
lemma Shadows in the throes of Castigation face.

The opportunities for roleplaying presented by a Casti-
gation session provide a chance for intense interaction be-
tween Storyteller and Shadowguide. Some players (and some
Storytellers) may prefer simply to make the rolls, avoiding
engaging in actual dialogue or descriptions of the Shadow’s
torment at the hands of the Castigator. Others may choose to
utilize the drama inherent in Castigation, |'u|c|ﬁl;}\_‘|‘nl.: the in-
terchanges berween tormentor and tormented.

In most cases, the Shadoweuide, rather than the wraith’s
player, should at least share center srage during Castigation.
Because the Shadowguide is privy to the secrets of the Shadow,
she is more likely to react convincingly and appropriately.

Afrer all, the wraith character wants the Castigation to suc-
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ceed and might not oppose the procedure as vehemently as
her Shadow would. Besides, the E’ﬂt'h\' also sutters loss of tem-
porary Corpus from Castigation and will need not only to
roleplay her reactions to the purgation of her Shadow but
also her cooperation with the Castigator.

[deally, Castigation should involve a menage d nois in which
the Storyteller (or another player) enacrs the part of the Castigator,
the 5]1.u|n\\'uniu|v takes the part of the l‘clw}:ucl'ul Shadk N, and rhe
wraith's player portrays the willing victim of her own purification.
Castigarion sessions and Harrowings provide unique opportunities
for the Shadowguide to move out of the “shadows” and into the
.~]‘ur|lg|1l. bringing the tull force of the Shadow's |\-r>u||.|lﬁ\ to the
forefront. Each Shadow reacts according ro its Archetype. The Ra-
rionalist may attempt to defend itself through reasoned arguments,
while the Leech will harrage the Castigaror with a licany of whines
and whimpers in a furile stab at arousing piry. 1f the Castigator is
successtul, however, even the most brutal Archerype will “repent”
JIVEDN ¢ »uu]] tme. St nme, 1 fact, grow o IIL\‘ {11( sensations.

Castigation unkies

Like mortals who thrive on. their own suffering, some

Shadows develop a perverse taste for. Castigation. The dis?
comfort caused by the purification prockss actuallyprovides
the Shadow with & certzin degree of satisfacticin: These Shad-
ows put up only. roken resistance to the idea of being Castix
gated, although they strenuously fight'the actual Castiga-

tion (in order to/increase the duration’of their anguish).
Afterward, the Castigatiorrjunkie goads itswraith intoac,
tions that willBosst its Apgst to_a level-that willl require
further visits to thelocal Pardéner or@kpert in Castigation,
Many such addicts of spititial-pain . will encourage cheir
wraiths o learn the Castigare Aréanos so that the means of
feeding its abnormal desire 15 Teady to.hand.’ Such wraiths
haye the Flaw Castigation Junkie,

The Shadow's Arsenal

During Castigation, the Shadow engages in a duel of wits,

wiles and Willpower with its Castigator. Roleplaying the ac-
tions of those involved in a Castigation session allows the
Shadow to make some atrempts to lessen the severity of the
purification. This can take various forms, depending on the
Shadow’s Archetype as well as its particular strengths, weak-
nesses and Thorns. Some methods of undermining the work
of the Castigator demonstrate a greater degree of subtlery than
others, but all may prove effecrive in softening the blows the
H]\.iLi\l\\' IMULUSTY lllhlul‘gn.

For example, a Shadow may use Freudian Slip against
the Castigator, trying to throw her off her stride and interrupt
the purificarion process. Physically attacking the Castigator
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through the use of Tainted Touch may give the Shadow the
satistaction of exacting its own revenge upon its tormentor
through increasing the Castigator’s own Angst. Most danger-
ous for all involved, however, is the Shadow who possesses
the ability to summon Spectres through Shadow Call to come
toirs aid. A truly desperare Shadow may seek to escape con-
tession entirely by forcing its Psyche, the Castigaror and any-
one else present to fight against monsters from the T\'nl]w\l.

A popular tactic is for the Shadow to threaten to with-
hold furure favors it Castigated. A threar of no Shadow Dice,
no matter haw dire the situation, can carry considerable weight
with a wraith used ro having that extra bit of help. On the
other hand, the Shadow walks a tine line in making this threat.
It the promise is made and then reneged upon, it loses all
power in the future. On the other hand, by absolutely refus-
ing Shadow Dice, a Shadow may get itself destroyed with alac-
rity, and it is certainly curting itself off, at least temporarily,
from its hest supply of Angst.

When all else fails, a Shadow may always try to lie her
way out of turther Castigation, pl'urumlmg or claiming to be
totally humiliated and repentant. Since the player of the Cas-
tigated wraith often has no idea of her own Shadow's strenath,
she just might believe her Shadow’s pitiful pleas for mercy
and urge the Castigator to cease his work. There is no guar-
antee that this ploy will succeed, since a wraith skilled in the
Castigate Arcanos can judge the Shadow’s strength for her-
selt and force the Shadow to reveal ar least partial truths,

System: The Storyteller may call for appropriate rolls
depending on the actions of the Shadow during Castigation.
Attempts to lie to the Castigator may involve the use of Ma-

nipulation + Subterfuge, opposed by the Castigator's Percep-
tion + Empathy. Dice rolls should reflect only the high points
of the Shadow's defense, however, since too many interrup-
tions for rolling dice may break the mood of the Castigation
session. Creative ploys by the Shadow may result in the
Storyteller's decision to increase the difficulty of the Castiga-
tion by 1. Conversely, brilliant purgation on the part of the
Castigator (so long as thar role is nor played by the Story-
teller) might lower the difficulry for success. In all cases, rolls
should never take the place of roleplaying unless those in-
valved feel unable or unwilling to portray their sides of the
argument.

Aftermath

The physical and psychic rorment engendered by a suc-
cesstul Castigation has several effecrs on the Shadow which
reach beyond the actual purging session. While the Shadow
is almost certainly weakened from the ordeal, it emerges even
more resentful of and angry with the Psyche for having sub-
jected it to such abuse. Because it has lost Angst, the Shadow
is not as strong as before or as able to utilize its Thorns as
trequently. [t may become entirely quiescent fora time. While
this would seem to limit what the Shadowguide can do for a
few sessions (until the Shadow regains its confidence and
power), nothing could be further from the rrurh. Shadows are
built of deceit. They are the most dangerous when being quicet,
for then the Psyche has no idea what they are up to. After a
Castigation session, the Shadowguide should be feverishly
planning the Shadow’s revenge.
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| Chap er SIx:
Roleplaying

ere Horror
and Shadows Mee

he Shadow in Wraith: The Oblivion is a
powerful tool. It can easily be misused,
{ accidentally or deliberately. It can, when
improperly handled, destroy an otherwise
amazing story. The Shadow should come
4| complete with the warning: HANDLE
WITH CARE in big bold letters; mess-

ing things up with it is just that simple. Players in the game

are likely to cause the Shadow's reputation irreparable harm
simply by being human. [t's almost too casy to take out a few

frustrations on another person in the game, especially when
you are in control of their Shadow.

’[Ahﬂl‘ﬁ \\'llk']’L’ |ll)]'T'\‘]' cCOmes into [l\L‘ SCENC. Tl‘tk‘ Shil\ll‘“‘
is too easily turned into a parody of horror. Horror does not
involve a Freddy Krueger wageling his tongue as he slides his
knives into the chest of yet another promiscuous teen. In-
stead, using Freddy as our example again, horror involves the
le‘\]‘L‘l'ilfk‘ need to ~|ccp. to escape from an endless cycle of
anguish and woe, all the while knowing that sleep will bring
forth the claw-handed demon who destroyed your friends.
Knives plunging into rib cages is terror at best, and easily de-
grades into simple schlock. After a while, one murder looks
the same as another, and even the visceral thrill of escaping
(but observing) the act of the kill grows stale. Horror, on the
other hand, is a different beast entirely. Make no mistake about
that.

[t’s easy to be brave when the-only one you have to pro-
tect is yourself. The Shadow knows this, and it should be
played in ways that emphasize the fact of that knowledge.
When Shadowguiding, why just torment your counterpart
with snide comments when you can bring about a much stron-
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ger reaction by implying thar his widow was in on his murder?
The tiniest seed of doubt that forms in the back of the wraith'’s
head.... That is the start of horror.

Consider which would scare vou more: fighting a mon-
ster from the Tempest with a group of your friends and allies,
or watching helplessly from the Shadowlands as your beloved
slips further and further into a madness caused by a part of
you that you can’t control? | know which one I'd pick. It's
much harder to watch a loved one suffer than to suffer your-
self. Ask anyone who has ever had a close family member
crying out in pain as the doctors in the emergency ward tried
to save a mangled limb or stop the last JI‘U;'\ of life's blood
leaking from a gaping wound. For that matter, anyone who
|l2|\ i(‘.\| il !t'\'L'kl one ro cancer E\!\U\\“\ k'x{](ll\' \\'llil] Il\‘lTUl‘ 1s.
One day your grandmorther is fine. The next time you see her
she's lost 15 pounds and her skin looks wrong. Later that same
W L‘L'l\‘ \llL"\ starrimng ro Itn\l\' \l\L'IL'l.Il, .lllLl llu‘ \'il.1| woimian \\'I]ll
used to bake your tavorite cookies when she knew you were
coming over is having trouble breathing. Wait a few more
days, and the woman whose strength was something you've
counted on for years can't even stand up, and she has to sutter
the degradation of bedpans and sheets that are changed all
too often because the nurse didn't get there in time. Her warm,
welcoming smile has become a rictus of pain and confusion
hecause the doctors are doing their best to l\L‘L‘P her alive, not
necessarily comfortable.

That's horror.

Horror is personal — not necessarily visceral. Blood and
guts make a wondertul backdrop tor horror, but they can never
really take the place of emotion. (That's right, emotion. Con-
trary ta popular belief, horror is more than a genre.) The
Shadow is personal, too. The Shadow knows the weaknesses
of its host, and it wants to make that host suffer as no one
ever has before. It wanrts the Psyche to know horror. Every
negative feeling, every guilty secret and hidden insccurity is
there for the Shadow to exploit. Love, in the eyes of the
Shadow, is simply another weakness to prod at until rhe
strength of the whole is lessened.

Another pop quiz. Which is worse: finding out that while
vou were Slumbering your darker half threw you into the Tem-
pest, or discovering that while you rested to face another day
in the life of the Restless Dead, your Shadow spent its time
planting lies about you in the mind of your best friend! Or,
hetter still, slipping horrid nightmares about your death into
the mind of your only child? I'd risk the Tempest, I'd even
risk my friend’s ire, but once the Shadow brings a loved one
into matters it's personal.

Playing the Shadow is literally the same as torturing some-
one. But thar torrure doesn't have to be physical. Thar tor-
ture can be a slow, rotting anguish, born of the certain knowl-

L'\lL’L‘ ll‘.:ll no one you care tor s \i'li.L' |‘L‘L‘:Il|hc ihL‘l'U 15 1 [".‘ll'l \Ii-

you that wants them dead. There is a part of you that works

against all of your hopes and dreams, secking constantly ro
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shatter any illusions of hope you might have and always pick-
ing you as the favored victim. Being a Shadowguide is a re-
sponsibility. Your job is to make the existence of another char-
acter an endless nightmare so horrifying that they want to
CsCape I"\ ALY IMeans necessary, even ‘*L’III'\]k'ﬂ ruction. \.Ull NSt
bhe as intimate as a lover and as cold as a serial killer. You must
hecome all the demons of that character, and you must al-
wWays Lm'p thar characrer off _ull;ml, The same trick seldom
works twice. Freudian Slip will get a character into trouble,
true, but Trick of the Light can smash a thousand hopes when
the dead lover of a wraith is seen as a face in the crowd and
then disappears — repeatedly. Bad Luck has a nasty habit ot
turning would-be Conguests into frustrating failure after frus-
trating failure, but that just means a little anger and disap-
pointment. Shadow Life can lead to disaster when used against
a living Fetter of a wraith.

You're dead, right! Being dead is not fun. The last thing
you should want is for anyone you care about to die as well,
hecause Elu'\'. Too, will suffer. If you I'I‘lll\ love someone, the
last thing you want is tor that person to hurt. Protecting that
person is an important part of your life. By the same roken,
misery loves company. It a player decides rhar a living entity,
especially a loved one, is a good Fetter, than the Shadow has
a tabulous bargaining chip.

Let’s think about thar for a moment more. Your wife, Amy,
and your newhorn son, little Bobby, Jr., are all that you have
left to care about. They are the reason you stuck around afrer
your llnfl‘l'“lﬂi]rL' il”\l i‘il]‘.l] llrfk'l‘llpr ro \“‘P o l\ilnlx ]'U}\I\L‘r\.
More than anything, you want to make certain that they are
safe and well provided for. Killing them will do your Shadow
no end of good, right? With them out of the way, you can no
|nn.uu|‘ come back to the Shadowlands, k‘\]\‘kl.l”\ since you
killed Guido the would-be robber (and your other Fetter) a
week after your Caul was removed. But your Shadow needs
more than just their deaths. Your Shadow needs to gain the
upper hand in this little battle you two are constantly join-
ing. The more you suffer, the more Angst you generate for the
Shadow to use against you. Besides, \llll]‘l\' killing your wife
and son might lead to a rouching reunion in the Shadowlands.
That would hardly be productive from the Shadow's point of
VICeW.

From the Shadow’s perspective, wouldn't it be much bet-
ter to make you want them dead? How much sweeter the vic-
tory if the Shadow can convince you that everything you
thought was true was nothing but a lie you creared to protect
vourselt! The Shadow may be lying, but time still passes, and
vour widow is now married to someone else. It’s been years,
after all, and she's gotren on with her life; it's what you always
said you wanted.

Liar. That’s what the Shadow calls you now.

Well, you've still got Junior, right? Heh heh heh... But
Junior is calling that other man “Daddy™ these days. You fi-
nally get to hear your infant son (not an infant anymore)




spe ik, and he's calling someone else “Daddy.” Even your own
II\.“l'l :iE]\l |"|"\‘\| ll-?" Il””\'\! away from you.

So the question is, what are you going to do now! Rest
,I\‘lll-\'\‘ 1]!.\‘ [il\‘ Hll.hl‘"\\ |Tw|" sUgaestions -|]‘|L‘['I|\.

What happens if you take his suggestion? Well, afrer the
funerals — where, to add insult to injury, the three are buried
together in a cemetery down the road from where your re-
mains are roreing vour Shadow mluill feel ml*]i:n| to let
you know about how he kept you away from your wite for so
long. He'll explain in great detail how the loss of you brought
vou dear friend Dan and your beloved wife Amy together.
How they only held on to their minds because they each of-
fered the other strength. He might even explain that Junior
was calling his steptather “Dan” or “Danny,” and thar you'd
just misunderstood when you were listening.

\\.II.”(‘\\‘I “\.‘“'IIJI"\'J Yol 1\\'] at ||||“ maoment, \\l'{.lll'\ el
guilt and shame and anger, all of these make the Shadow happy
indeed. It has shown you horror

And if you decide ro be rational and accept thar the rela-
tionship between Amy and Dan was almost inevirable when
Voul 1||i11[\ Ol ||«\\\ L Il'w' ill\' Ihl'\‘c ol vou \\'L'I'L‘,' “HLII‘\ IH I'iullt\
1O, 'I'H,“. .\M\Ihl"‘\\ Is a |':”|\‘[|| creatuire. II l!.l\ [ |‘l.‘, .Hl\l 1n
some ways that's the most horritying thing of all.

HIMUJ ‘III\| TOre |].\\ ¢ Ihvi\ ['I.Iu'. \'h\]\‘ln_\‘ .HIJ CAarnage arce
as much a part of Wraith as being dead. But horror is something
different. Horror is the sinking knowledge that you have betrayed

a loved one and collaborated in his demise. Horror is the anguish
of knowing that the person you swore to protect even after
dearh is in danger of being tortured and murdered because of
a secret that only you knew. Well, vou and your Shadow, Horror
IS a IHL_'lITIH‘IIL‘ 1|I‘II nevet L'I]\E“‘ Illllx‘\'- Vol \lhn!\\‘ K“‘“\ll'il as
vour final recourse. Horror is the darkness that hides within youn
very soul, waiting for you to weaken, Waiting for a chance to

destroy you, no matter what the cost. Horror is the Shadow.

i the Stadow

by Laurah Norton

L e all know thar evil characters — dastardly
| villains in black, sweet-taced children

\\II}'I ‘-Il'.}]\ l\lll\ €5 11 ll.Lll‘l dre o ll\'l] ol

a lot more interesting than your generic
[ hero type. But why are villains so fasci-
nating, and whar qualities make fora good

 bad guy? Obviously, just being inherently
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evil isn't enough. There has to be some purpose for the
R, character's wicked ways, some misguided
ulterior motive or psychopathic illusion or driv-
ing need. A vampire who sucks blood from
some adorable lietle girl? The concept might
be slightly nauseating, but not particularly
horrifying when put in the context of the
World of Darkness. But consider a pedophilic
vampire who craves control on an obsessive
level, a vampire who can only feel like he's in
power when he bends a child to his mercy —
that is a bit more interesting (not to mention dis-
turbing). An evil character needs to be as mulri-fac-
eted as a hero, if not more so. Being good is easy. Being evil
takes churzpah.

So, now that we've established what makes a good vil-
lain, we have to ask: What creature in the World of Darkness
is more villainous than a Shadow! A Shadow is the epitome
of pure badness, an out-of-control id just barely bridled by
some smarmy wraith. A wraith’s Shadow is probably the dark-
est, meanest monkey anyone could carry on their back. Forg-
ing a superbly-crafted Shadow, then, must be one of the single
most important steps in a player’s characrer development. Each
wraith’s Shadow should be entirely unique; sticking to the
archetype suggestions in Wraith: 2nd has the potential to get
old fast. A simple title doesn’t really sum up the inherent nas-

tiness every good Shadow
should possess, nor the
intricacies of that

nastiness.




The question is, how does one creare a perfect Shadow?

| was faced with this question not too long ago, W hen |
was just beginning to play Wraith. I'd created a character |
was satisfied with, a sad hippie prostitute who had been
strangled by a john and left in a dumpster. The problem was,
I couldn’t find a Shadow archetype that really suited my char-
acter. | struggled with this problem for the berter part of an
hour. [ wanted a Shadow that amplified my wraith's weak-
nesses and preyed upon them, a Shadow that represented all
of the failings in her shorr life. The only possibilities | could
find in my copy of Wraith: Znd were the Martyr and Leech
archetypes, but they didn't quite scem to fit into the big pic-
rure that I'd painted of my wraith. Finally, I decided ro rake
the hard road. I realized [ wanted to create my own Shadow.

This may not sound like a big deal to the seasoned, jaded
roleplaying mavens of the world. To a newbie, however, the idea
of putting down the book and thinking for one's self is a rather
horrifying concept. | had no idea where to begin. Luckily for me,
though, a friend of mine who was more experienced than Lat the
Art of Gaming, was determined to help me in my endeavor. He
suggested that [ sit down with a pen and paper and brainstorm
for a while. His idea was thart [ jot down all the bad thoughts |
had about myself and other people, the nasty running commen-
[‘li]vs r]];lr Ian r]‘ll’( "”‘._:]1 my |]L'}l\] il“ L]i'l\" ll\nf._!. l 1!.\ [h‘.]llghr Wiels TI);IT
I'd ger some ideas for a good, complex Shadow from my own
shortcomings and dislikes. “Great,” I said, smiling weakly. What
a #$$(@ing idior. That's the stupidest idea. ..
ted away, pleased with himselt.

[ thought as he rrot-

Immediately, | felt guilty. That thought was nasty, scath-
ing and judgmental — and the type of thing that you simply
don't say to a friend. It’s also the sort of mental commentary
you might get out of a Shadow. So, [ realized, my friend had a
point. Maybe his idea had some merit. | found a chewed-upon
pencil and a yellow legal pad and flopped down at my desk.
After all, it wouldn't hure just to try out his suggestion.. ..

An hour later, I'd filled nine pages with the mean
thoughts, prejudices and judgmental commentary [ had never
said aloud. Judging from the list, | hated every person, estab-
lishment and subculture that had ever existed. I'd tried to
think about people like the character [ wanted to play, selfish
victims who cast away responsibility and tossed themselves
to fate, and how that sort of person annoyed the hell out of
me. I'd written down such lines as “hate weak people, the
kind who ger wasting sicknesses in those stupid Vicrorian
novels,” and “obnoxious little fatalists who never take initia-
tive — people who let everyone shit on them ‘causeit’'s meant
to be.” An idea was forming in my mind as [ studied the re-
sults of my bout with brainstorming. My character was a weak,
sad slip of a girl who really hadn’t tried to do anything with
her life — when she'd acrually had a life. Her Shadow should
try to make damned well sure that she didn’t accomplish any-
l]‘liHL{ ;!|7[\‘I‘ Lil.".ﬂ I], I‘L‘l'illl.‘-\' h\'l‘ p;lhhi\'u ll.\L'lt‘th‘lL‘SN Was l‘lt‘l' great-
est flaw.
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| decided to call my Shadow rthe Fatalist. The Shadow's
main purpose would be to squelch any initiative, original
thought or feelings of empowerment that my wraith might
develop. It would want to drive her to Oblivion using her
own fatalistic and passive instinets as a tool. The Shadow
would croon things like “Tomorrow and tomorrow and to-
morrow — if it's meant to be, it will happen. Rest. Don't worry
about anything. Fate decides,” These words aren’t necessarily
evil — unless, of course, they are whispered to a wraith at a
critical moment when action is necessary.

Satisfied with my Shadow ereation, | sat back and looked
at what I'd created. | had shaped the Shadow into a complex
and nasty version of my character — which, in my eyes, is
what a Shadow is supposed to be.

[t's rrue, a book archerype will work for most characrers,
as a building block or word Yor word. You don't have to brain-
storm. The brainstorming session, however, helps you slip into
the mindser of your specific Shadow. Your most imalignant
and carnal impulses are a Shadow’s bread and butter. A
Shadow will be infinitely more intriguing when it emhodies
the true dark side of a specific character.

Remember, it’s easy to hate an antihero, to fear, revile, or
even respect him. Artempting to understand the merhod 1o
the madness and the reasons behind that method can be a
more terrifying task. If you can relate to your Shadow on some
visceral level, the actions it engages in are ill“]’lilt'l\ more,
well, engaging. This is the World of Darkness. In the Gothic-
Punk society, evil shapes reality; this isn't a soft, cuddly, car-
toon critter kind of world. The dark is the thing...and your
villains, your Shadows, love the dark. Try to understand why,
and you'll begin to understand them, roo.

otes from the Dark Side

by Andrew Bates

f you got this far, | commend you. It takes a

hardy soul (no pun intended) to make it
through 100-0dd pages devoted to a rather
i dark (llml‘c g0 the puns iI_L{'.li!‘l) .‘-I.IIth‘L‘[.

By now, you may well be thinking there

isn't much left to discuss regarding Shadows
(L‘ll."\'(‘[’ yl)ll 1 \\‘l]‘.” Zave l] il\\‘}]y. lll(‘ ].l(l
that we're almost to the back cover?). Well, there are a few re-
maining tidbits. There’s plenty in here about trying to get a feel
for what the Shadow’s abour, plumbing the depths of horror, cre-
ating dramaric rension in the role-playing session, hlah blah hlah.

So whatever happened to having fun?

Well, Shadowguiding can be a helluva lor of fun. It's
roleplaying, certainly, but with an edge. The trick is to keep
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Q/ 7 your balance on that
/4 S edge; otherwise you'll
- le}" \IH\\IW one \Iult‘ Ol

the other (or worse, cut yourself in two

On It 5 ‘\\ |\‘|TL: s \I‘U |\\'l'|‘ a sense ol l\'l’“l‘\‘\ =
tive and don't get so wrapped up in what you're
doing that you lose sighr of what's around you,
you'll be fine. That's my whole point in a nutshell,
but I'll be happy to expound on it for a while. Walk

with me, won't you?

Much like a relationship or a low-yield IRA, you get

out of Shadowguiding what you put into it. If you play the
L‘.‘[ML\L‘\\ a5 @ Cac |\‘|“'_' \Hl’\”"\\”’\l \|”‘H‘H |‘L"\]| On \\TL‘-lL”‘l:
havoce, your game itself will also rake on a flat, two-dimen

sional tone. If you present the Shadow as a psychoanalyst's
wet dream, the game will be similarly overrun with heavy
emotional theatrics. Roleplaying doesn'’t take place in a
vacuum; even though other wraiths cannot hear an indi-
vidual Shadow’s whispered machinations, the other play

ers usually can. The tone, if not the content, of what goes
on in those moments can’t help but influence how every-
one plays.

Let me tell you a story:

A fellow player in a Wraith chronicle was a guy I'll call
Evilio de Sperazzi. He's a nice enough fellow, I suppose, burt |
routinely wanted to smack him — and not just because
he'd ear the last piece of pizza. No matter whose
Shadow Evilio guided (we did the “pass your Shadow
to the person on your left” routine), he always
played it the same way: a nasal, Beavis-voiced cari-
cature whose dialogue consisted of little more than
“Oh, [ wouldn't do that, heh heh,” “Don't trust
him! Don't trust him!” and “Want some help!?
Heh heh. Looks like you need it, heh heh™ (this
last while offering five Shadow dice, then snatch-
ing them all away with a snort). Subtly disturbing
and fraught with horror? I think not.

Like that anecdote? I've got another:

Another player in the same game was somebody
Pl call Jabez Weeksworth, He'd actually look at the
Shadow’s Archetype to get an idea of what the character's
dark half was like. His Shadow comments were generally rea

sonable, scemingly unassuming and only occasionally did he
even say anything. Jabez's Shadowgeuiding was geared to seem
a natural extension of the wraith's character, popping up ev-
ery so often to keep the wraith off-halance and more suscep-
tible to his Shadow'’s intrigues. A couple of times Jabez’s
Shadowguiding drew my character into a dialogue so well, it
wasn't until after I'd had my character take a course of action
iy, e : which played right into the Shadow’s hands that [ even real

5 o ized myself what Jabez had been doing. Moody and unnen
e, Y
itfa ing! Yup.
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What's my point? Besides the fact that [ rend to come up
with precty odd names for people, those are examples of a bad
Wiy .i“\l ol L‘("‘\l way to f"'ll;hiw\\'*_'l\i.it'. V]rl'li‘\ 15 ot to say I]LIT
ONne w ]"I'\Iil“* Hl].‘f\{\ " Inl‘.:llt not |\‘.‘ il C -Il'lk‘“l”“ll. miustig h\.\\'L]
‘-L\Wll[l\]il'!‘ |‘||| I[][H]\l”'_’i" Cvery .\‘h’l\]"\\' [l!.” Way Hl-ll\\.'\ ||1\'
game pretty damn dull. The flip side to this is that some people
try overcompensating and turn the Shadow into an overblown
Marlon Brando of an id (“ coulda been a Nephwrack; 1 coulda
had some Thorns”).

This leads to what [ like to call the “Three Bears Theory.”
Yes, there's another name for it, but I like the bears so that's
what I'm calling ir. Quirt interrupting.

['he Three Bears Theory goes something like this: A child
from a broken home, Goldilocks lived on the street and en-
caged in various petry eriminal activities. One day she did a
little B & E on the Bears' house while they were off on their
morning jog. Goldilocks went through the Bears' food,
wrecked some furniture and finally passed out in one of the
heds. The Bears came home, found their placed trashed and
the culprit drooling on the pillows, called the cops and gor a
new kitchen set from the insurance money.

Perhaps [ paraphrased a bir, but this story comes down to
two things.

lhing =1: When Goldilocks tried the Bears’ por-:
ridee, one was too hor, one was too cold, but the last
was just right. Same thing with the chairs and the
beds; she found one to be an extreme in one way,
another an extreme in the opposite direction, but
the third was a perfect balance in between,

Thing =2: Just because the third choice was per-
fect for Goldilocks doesn't mean that's the right choice
for evervone. Maybe Little Red Riding Hood would think
the first bowl of porridge tasted better than the others. Maybe
Hansel or Gretel would like the second bed better than the
||I|W|’1\\u.

In other words, when yvou're Shadowguiding, be care-
ful of being too heavy-handed. In roleplaying, it's impor-
tant to create a believable character, bur it's just as impor-
rant to remember you're playing a game. By balancing be-
tween these two poles (the cardboard villain and Method
acting, if you will), you should be able to create a convine-
ing foil for someone’s wraith while keeping it all in the fun
of a game session.

Also, what works best for you might not work
hest for someone else (and vice versa). As long
as it contributes to the game in-
stead of detracting from it,
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don’t be concerned about someone else’s style. Keep your eyes
On your own paper.

We're talking about games here, not about a political
life. If you balance emotion with common sense, maintain a
perspective, then you'll have fun roleplaying and you might

even learn somerhing.

Huh. Kinda like lite.

Shadows on the Mirror

Sext ality in Gaming
by Cyn thia Summers

h\ am ] writing rhh It must be ]"LLfllI\L

m;llu gamer, w u]l. nh — yes. l ve fnum]
| that sexuality does tend to be one of those
things that frequently falls to the province

~ of female gamers ro rescue, whether from
Oblivion or disrespect. As a game tool, it can be remarkably
useful, and no self-respecting Shadow should he without it in
his arsenal. However, playing with sexuality can have its little
mishaps and problems, and I've seen just about all of them at
one point or another.

On numerous occasions, | have been the only female
]‘lil"k'r ina l:ll‘it"l’]‘ ogame, \\IHL]'I M ]\]k IU] ||”L|k'*|]|1” rimes.
Sometimes, the guys were so used to me that they would for-
get [ was female until 1 brought up the issue. Never was this
more clearly demonstrated than the time my 1920s chanteuse,
Josephine, turned up the heat on her boss to “convince™ him
to let her have a little time off to chase monsters. The room
— filled with four gents who had been chatting quietly

over with — suddenly got very quict. At some point, the player
il] me lrk‘llli:L'\l Tl]ill i]” eyes were lri\'L'lL‘L] On me, some l‘i- l'ﬂ\"

fellow players were changing their sitting position, and that

the normally verbose Storyteller was having trouble finding

4 his words. 1 was more than a little surprised. 1 had just been

\ .‘1 playing this wonderfully sensual character (who was not afraid

A0 of her body or its effects on others), and everyone else was
dropping their jaws.

A male friend later pointed out that [ had probably given

the other players quite a fright. Until that moment, | had

been “just one of the guys” — just another player in the game.
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amongst themselves waiting for this boring scene to ger itself

The minute | turned on the gas, things changed. [ was fe-
male, | was something other, and I was dangerous.

Embarrassment has been one of the greatest obstacles to
a proper utilization of sexuality in roleplaying games. I'm not
sure if it’s a reluctance to show off one's ignorance, distaste
for the subject or simple lack of thought, but watching guys
gioale, blush or rell locker-room jokes often deterred me from
dealing with a character’s sexuality during game time. | found
r]'ll.' _ill\“«.‘llil\.‘ nature l)‘- |l‘(l\'k,‘l"l’l m [il”\ Lo l"L‘ maore k‘ﬂ‘l[“llr]“.]\\'
ing than the subject itself, but on the other hand, talking
about sex with a straight face was easy when it was done in a
mature fashion. It was frustraring to me to have to pur a leash
on something | wanted to do in the game because of a lack of
maturity on the part of my fellow players. Yes, my character
|I1i“l\'.\ vour (l]ill’i](l’k'l' 1S Cure, so .\11l|r up ilnkl lt'r me ﬂ”f \\'”h
you, and quit acting like a fool!

Note the way | just phrased that: “My character thinks
your character is cute.” One thing about using sexuality in a
game is that the boundaries between player and character of-
ten blur, which can lead to l‘m]wh‘nh in distinguishing be-
tween fantasy and reality. It's a rare thing to have a character
who shares nothing of his creator’s tastes or ideas, and good
roleplaying can too easily be mistaken for the “real thing.”
People who are very certain that they know the difference
hetween the game and life suddenly have remarkable trouble
finding the border when it comes to romance and sexuality.

Now, some people like having the freedom of a persona
to take on things they normally wouldn't do. My chanteuse,
who could be quite the hombshell, was at rimes the complete
opposite of my real-life personality. 1 made hay in playing
Josephine because the game situation gave me the chance to
practice flirting in a “safe” environment. | didn’t have to worry
about someone trying to follow me home, or about my poten-
tially looking clumsy, or worse. Using the character in this
way was all fine and dandy, because the guys (however much
they were turned on) understood that this was Josephine talk-
ing, not Cynthia.

However, I've also had guys who did not understand that
my character’s interest did not translate into player interest.

Such people rake in-character flirting and actions and mis-

take them for real-life feelings, which can rapidly spiral out of

control. This sort of misunderstanding can lead to a player
falling for the other character, not the person behind her. This
sort of situation is unfair in a variety of ways. The first player
can’t understand why his feelings aren't returned by the player
of the character he's in love with. The player being sought
after may think that this is all in character (when in fact it's
only halfway there), innocent character comments can be
taken out of context, and things can get ugly after that.
Using sexuality as a game tool to establish characters and
relationships in a game can be a wonderful thing. When this
is done properly, the chronicle achieves a depth of realism




that is difficult ro simulate otherwise. Likewise, a Shadow with
knowledge of her Psyche’s sexuality can achieve an edge that
makes for a remarkable game. But playing with a such a deli-
cate topic is like walking on a tightrope: one false step, and
the results can be disastrous. If you want to inject sexuality
into your game, understand that it can’t just be “naughty bits”
and innuendo. Doing it properly is going to demand a lot from
players and Sroryteller alike.

Boundaries hecome paramount when dealing with this
topic, and if you're going to be using sexuality in your game,
vou'd do well to set the borders of what is and isn't ac L'L'}‘I,l'*l(‘
early on. A Shadow may push the envelope of what's accept-
able to a wraith, but only a true sadist would continue to harry
the Psyche about something that makes the player uncom-
fortable. Think of the boundary as the safety net. If there’s a
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houndary, a safe zone where the player knows things will not
oo furcher on a certain subject, she can play in relative com-
fort knowing that the Shadow won't go beyond that mark.
It's walking the wire knowing that it you fall, there's some-
thing there to catch you. Boundaries also prevent “accidents,”
which can spuil a player’s enjoyment of the game.

['ve been through a couple of “accidents,” and the resules
weren't pretty. Meanwhile, the “offenders” had lictle idea |
was suffering. That's walking without a safety net, and that's
what happens when you fall. When the boundary was estab-
lished, when 1 talked to the offenders and spelled our what
was wrong, they were mortified to realize they 11:1\] done me
wrong, and they ser out to rectify things. Life went ong so did

the game, and a good time was had N' all afterward.




— T

i e

1««""?

,r,__“‘

4.-’.‘-..}..--—.‘.,-!-_-. =1

Plan and Slmple

by Ethan Skemp

X

| nicely to 50-cent words, particularly when
you get into Shadow/Psyche dynamics. At
| that point you can start playing with
words like Dualism. [d and Superego. Psy-

\ a

chodrama. Dynamics, even. Some folks

|
]

Wraith was written to be played by psychology majors with a

have even gotten the impression rthar

morhid streak. This Shadowguiding thing in particular makes
‘em shake their heads — jeez, how existentialist can vou get?

Existentialist? Nah. It's actually pretty easy. You can get
the hang of proper Shadowguiding by watching Saturday
morning cartoons, particularly the mindless action shows.
Don’t believe me! C'mon, grab a bowl of cereal and sit down
with me. I'll explain it all to you.

[t's pretty much a staple of TV, comic books, cheesy mov-
ies and all thar sort of entertainment that the fight hetween
Good and Evil is a pretty sure thing. Hell, zood doesn’t even
have ro be all that admirable — the heroes can spend most of
the hour bickering over the prepackaged moral die jour and
still beat the villains in the end. Why? Because evil is incom-
petent. Evil is cowardly, stupid, short-sighred and most im-
portantly, has no friends. All of the villains hate each other
and can’t wait for an opportunity to start being treacherous,
which s ultimately their undoing.

But that ain't Wraith, baby. You should be so lucky.

You see, the tables are pretry much tarned in the
Shadowlands. All those little problems thar made those vil-
lains such a joke on Saturday mornings are fixed casily enough.
Evil isn't cowardly — it’s fanatical. It knows it’s biguer than
youare, so it'll run you right over even if it loses a toe or three
in the process. Evil isn't stupid, either. [t's a clever beast that
knows all the right buttons to press to make you jump as high
as it likes. It has a long-range plan, one that will actually make
things work out for the “best” (if you're a Spectre, that is).

Worst of all, it has friends. Lots of them.

Think about it. The organization is always a longer-term,
You can lock a
few mafiosos away, but that doesn't cripple the Familics. James

more dangerous foe than any one individual.

Bond could kill a SPECTRE mastermind in every single movie
and those dastardly baddies would still be assassinating his
loved ones in the next installment in the series. And about
the only thing worse than one deadly omnipresent criminal
organization is a number of them that ger along well together.
That's where Oblivion comes into play.

raith is the sort of game that lends itself

In Wraith, tl
tagonists isn't a given, and it shouldn't be. The world of those

e triumph of the protagonists over the an-

grade-school morality plays is reversed and distorted. Here,
the antagonists (we'll call them Evil for short) are often un-
afraid, smart, patient and well-connected. There are excep-
tions, sure, but the flawed villains aren’t the ones that pose
the real threat. Those Spectres who have survived for decades,
even centuries, in the Tempest are Oblivion’s best, and they're
the foes any wraith should be afraid of.

Not thar this is the worst of what's facing the players’
characters (for want of a berter term, we'll call them Goaod,
even though that's a tricky word for most people with human
wants and desires). This time around, Good is the one that's
flawed. The forces up against Oblivion are fractured and ex-
ceptionally uncooperative, as evidenced by the continual
Hicrarchy/Hereties/Renegades struggle. Each side would prob-
ably sell the others out to achieve their own ends (which would
seem to be Evil's provinee). To exacerbate this already sticky
situation, a wraith can’t even count on herself to be her own
best friend. The presence of the Shadow makes every wraith
a house divided against itself, and we all know what happens
to those.

Soa wraith had damn well berter be courageous, bur smart
enough to know what fights she'd better not pick. She can't
afford to overlook the big picture, or she might find herself
descending into Spectrehood just to resolve a 2-point Ferter.

Now, [ could offer

the overpowering net of corruption that is Oblivion, of course.

advice to help a player array himself against

But this is the Shadow Plavers Guide. Foreet advice for
the Psyche; if you're reading this, you want to know how to
be a berter, stronger Evil. By the time you hir rhis section of
the hook, you've probably got plenty of ideas, I won't try to
sncak in any more tips, tricks or neat little turns of phrase to
use in corrupting your target Psyche; there have been more
than enough of those. Besides, the object of the game isn’t to
drive your target to Spectredom by the end of the first story
(while your own character is being driven there himself). In-
stead, what you do want is menace. You want to show your
target just how innocuous and overwhelming, mindless and
devious, treacherous and unified Oblivion is. You don’t just
want to play the villain: You want to play the exquisitely vil-
lainous villain, the one that slides onstage with a wicked leer
and has most of the audience covering their faces so they don't
see what horrible thing he does next — and pecking through
their fingers because they don't dare miss it.

Again, maybe the surest way to play with this is to defy
stereotype. Warch an old “heroic adventure” cartoon like Super
Eriends or G.I. Joe. Take note of everything the-villains do at
the end of the episode, when their own characrer flaws or just
plain incompetence do them in and neatly tie up the episode
with an casily understood moral lesson for the kids at home.

Then, when you're Shadowguiding, do just the opposite.
Preferably when the Psyche doesn't see it coming.
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[f the Big Four Flaws of Evil are cowardice, stupidity, short-
sightedness and lack of cooperation (and maybe they aren’,
hut these four cover a fair amount of ground), then the per-
fect Shadow would be fearless, brilliant, eagle-eyed and of one

mind and purpose with all his fellows. Nobody's perfect, of

course, and a Shadow should he just abour as fallible as its
Psyche (they are the same wraith, after all). But don't sell the
Shadow short — he deserves some respect, too.

It's casy to see where cowardice got associated with Evil.
It starts off with the school bully, who gladly picks on kids
half his size but buckles when faced with someone bigeer than
him. You can't respect a Shadow who backs down whenever
threatened with Castigate. But if that selfsame Shadow sud-
denly says, “No. I'm not afraid of your Pardoner any more. You're
going to listen to me now, because I refuse to have you pushing me
around for the rest of my existence,” look out. Confidence im-
plies strength.

But don't let confidence turn into idiocy. The clever
Shadow knows how to bide its time, and isn't stupidly over-

confident. Most people don'’t presume they're experts at ev-

erything there is to be done; they tend to pick a few areas of

specialty, Similarly, a Shadow shouldn't use methods of cor-
ruption that it doesn't excel at. If your Psyche doesn't respond
well to bullying, you shouldn’t keep shouting in its car until
the Psyche knuckles under. Stick to whar you know.
the Psyche calls your bluff, and you have ro back down, don't
be afraid to offer a compromise. It always helps to ler them
know you'll meet them halfway. With the carcoon villains,
it's always all or nothing — either 1 rule the world, or I don't.
That's a rather short-sighted way of looking at things, don't
you think? You don’t need the world; why, just this little tract
of land is enough tor you and you promise you won’t cause any
maore “'l\lll‘l('.. sy

Of course, if you want the world eventually, you'd better
know what you're going to do with it. If you want to drain it
of its natural wealth, then there’s no point in razing those
cold-rich mountains just because leveling them would be part
of The Plan.

world, anyway! What would you do for an encore!

And why would you really wanr to destroy the
! By the
same token, if you want to eventually become a Nephwrack,
driving your Psyche into fits of blind rage that endanger his
existence is a bit counterproductive. Be patient. Don't whip
him into running amok in hopes that he'll arrive at the goal
someday; he's more likely to end up an Anacreon’s ashtray.
Instead, carefully nudge him into taking tiny little baby steps
that just happen to lead to that ever-elusive Goal. Play your
cards right, and once he gets there, he may figure that he
wanted to go there all along.

The final thing to remember is that “Trust No One” is a
motto for them, not for you. You are on the Spectres side. You
are on the Heretics' side. You are on the rest of the Circle’s

side. You are on your Psyche's side. And they are on yours.
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And if

A business without contacts isn’t long for this world; you
should feel no different about the business of Shadowguiding,
In fact, you should encourage Spectres, other Shadows and
other wraiths to trust you, and you should rrust them. Some
mutual back-serarching is good for everybody. Allegiances
among cartoon villains always break down when somebody
feels the uncontrollable urge to betray the group. Prove the
cartoons wrong. Continue to get along. Reinforce good busi-
ness relationships. After all, nothing beats the look on the
Psyche’s face when he traces a deviously sinister plot from a
Guild higher-up to a Hierarch to a Heretic priest to a
Doppleganger to a Nephwrack to...you. His own Shadow —
friends with everyone along the line. Hey, if you don’t set an
- Just like you should be cooperating
), who will?

A little TV for the sixth-grader
set, a touch of pedantic action-movie technique, and now

example of cooperation (*
with me if you want rveal vesules, Jim...”

See! That wasn't so hard.
you know whart not to do.
Just don’t ask me to put The Brady Bunch in Wraith rerms.

Some flesherawling horrors you're going to have ro deal with

On your own.

Devils Advocate
by Trevor Chase

=l hc Shadow, ¢h, Dansky?

oM How convenient.
l One aspect of our roleplaying uillm\ —

Al pardon me, “storytelling experiences” —

vour fault, you know — it’s always that
pesky Beast Within or Rage or Wyrm-taint or Nephandi cor-
ruption or some other Darkness — some utterly alien, overly
capitalized Other. Even redeaps and the like aren’t really to
hlame — they're just nightmares-made-flesh and all that.
When confronted with that most dreaded of supernatural
bugaboos — Personal Responsibility — throw one manicured
hand over your anguished face, stare up ar the uncaring sky,
and intone any of several convenient aphorisms we've pro-
vided for you: A Beast I am lest a Beast | become. When will you
Rage? We are the Damned, we are the Hollow Men, lost in the
Shadowlandls.
There's always an excuse. Dominate. The Hunger. Frenzy.
Wyrm corruption. Quict. Angst.
Blood Bond. Chemical imbalance. Recovering addict. Bad

Dark Passions. Banality.

home environment. Pornography: PMS. Television violence.
Postcombat stress syndrome. Codependency. Backward mes-
or another. “1 was

sages in Judas Priest records. One *-ism”

Chapter Six: Roleplaying
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“I just got downsized and I'm

71 N

drunk, baby, I didn’t mean ir.”
suffering from burnout.” No one understands the Real Me, no
one gave me the proper support and guidance, and so nothing
[ do is my fault.

Oh, the horror, the horror! We are victims, all. We should
take up lawsuits against Caine for parental neglect. (Maybe
we can get him to spill some scalding coffee on us for good
measure.) Why, you'd almost think White Wolf products were
designed by a bunch of precocious, pretentious, nauseatingly
PC, emotionally infantile middle-class whitebread liberal self-
centered egotistical creamputfs without a fucking clue about
living a real life and utterly unwilling to admit blame for their
own fuckups. (I won't tell if you won't.)

What does it
*...combination of the classic Freudian id and the
Well, duh! Everyone has
a Dark Side, a conveniently breadbox-sized Darth Vader sit-

And now we've eot this Shadow rhingie.
say here
bully from the school playground...”

ting incorporeal on our left shoulder, breathing “ouuu-pphhh”
in our Collective Unconscious. A lovely dichotomy, this is.
Everything is so conveniently divided. You have the real “you”
— the Psyche — which pristinely plucks its Pathos from all
the culturally correct, neatly laid out emotional flowerbeds.
And then you have the you that isn't, of course, really you —
the Shadow — callously strip-mining its Angst from all the
underlying compost your superego so desperately tries to sani-
tize, ( By the way, can you helieve that even White Wolf Game

140 adow Players Guide
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Studio actually gets away with a star called Angst? Angst, for
crying’ out Toud!)

Funny thing, though — if vou actually sit down and look
at what's considered a “Passion” and what's considered a “Dark
Passion,” sometimes there really doesn’t seem to be much of a
difference. Take Haunts, page 31. There’s a character named
John Soulis, and he's got a Passion not a Dark Passion,
mind you — that says, “Insatiable need to do violence (Per-
version) 5." Huh. I don't know about you, but “insatiable need
to do \‘lnlvmc' and “perversion” sound pretty Dark to me,
much more so than “Fears he will one day pay for his actions
(Despair)
about this one, also from Haunts: Carina Martuszek (page 67)

3," which is one of Soulis’ Dark Passions! Or what

has a Passion of “Find the men who killed her and make them
pay (Vengeance) 4,”
Dark Passion of “Get the Hanging
ter in-house music (Selfishness) 1.7

while her evil, nefarious Shadow has the
Gardens to play some het-

So, it’s perfectly cool and justifiable and worthwhile to
Insatiably Do Violence and Make People Pay — bur, by god,
try to get Barry Manilow out of the Muzak machine and you're
going straight to Hell!

Seriously, though: What's the difference between a Pas-
Or, when it
the Beast, the Rage, what-

sion and a Dark Passion? s there a difference?
comes (_IU\\[I toit, 1s [i‘u.‘ hadow
just an artificial construct, a cuphemism for the stuff

5 : )
you want to do and don’t admir ro?

ever
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Nah, it can’t be. A reading of the rules makes it very  so bear with me.) But it seems that, just maybe, one of the f;
clear that this Shadow is a separare thingie. It has a different  reasons for Whire Wolf games' relative success in this indus- ’j

form and different powers. [t can talk to you as a separate
entity. Hell, you don’t even have to play it — that responsi-
bility is delegated ro someone else entirely. How, then, can
you — nice, well-meaning you — be held responsible for the
fiendish machinations of this Unholy Trinity of Shadow,
Shadowguide and Storyteller?

Gacy tried the same thing, you know. No sir, John Wayne
Gacy didn't bring 33 young boys to his home, get them drunk
and stoned, trick them into handeufts, strap them to a torture
rack, cut off their pants and underwear with a knife, commit
fellatio on them, rape them, beat them, violare them with
such force that their sphincters ruptured, beat them again
when 111\'\" |‘|\'\] on [lu' carpet, I]n]x' Iln‘il' |\U‘.l\|h lllh]\'l‘\\':llk'l'
until they'd suffered several near-drownings, and finally
strangle them to death with their own underpants. It was Jack

Hanley — the Orther. It was the dark personaliry thar emerged

at night, possessed Gacy's body and foreed it to cruise the gay
district and commit all sorts of hideous acts. It was the Shadow,
| gugss.

A court of law didn’t believe in the Shadow. They sent
Gacy — Hanley, whatever his name was — to Death Row.
Not to get too serious here, but if | were one of the innumer-
able victims of crimes and atrocities past and present, I might
be a little insulted by a “storytelling” model in which my suf-
fering and dearh are presumed to be mere side effects of my
murderer's botched dice rolls.

And if we are going to set up a morality in our games,
Some of the lines our
Zamdes Li]"n]\\' dre |‘|'k'||'}‘ |l|Lh(|’Ull."\. Nl" o _‘_{L‘t ill[l‘ 1]1“]':1' R‘l;l-
“Hu-

manity” of | and is thereby deemed “stable™ because he's only

shouldn’t it be internally consistent!?
tivism here, but: How come Varney the Ventrue has a

mutilated, eviscerated and exsanguinated 6,602 victims over
the past 300 years, but old von Wagner the Brujah there hits
=6,603, fails a Conscience roll, and is suddenly deemed “out
“the Beast? Why is it that Susan
Smith’s drowning of her children will almost certainly con-

of control,” possessed by
demn her postmortem self to Spectrehood in the eyes of right-
thinking Storytellers, but a priest of the Aztec god Tlaloe can
drown hundreds in a year and is subsequently a major player
in the Dark Kingdom of Obsidian? Why can a werewolf rou-

tinely rip and slash her way through busloads and buttloads of

Penrex “goons” (mindless, faceless ciphers all, to be fumig;lrc\]
from the universe, no strings attached) in the name of Saving
the Sported Owl, but as soon as she chows down on a derelict
she's considered to be Of the Wyrm? These examples aren’t
just cultural phenomena, mind you — these are enforced by
the game mechanics and the Storyreller.

Now, granted, all our games are about horror and being
victims and all that, and it’s good ¢lean fun to bemoan misery
every now and then. (And I'm under contract to write an
angst-filled [or is that Angst-filled?!] diatribe on something,

try (aside from Shakespearean prose such as this, of course) is
because we're pandering to a cultural craving for catharsis —
helping you feel as though the next time you act unpleasantly
to your significant other, or badmouth your friends behind
their backs, or cut someh wly off in traffic, or steal someone
else’s food out of the company fridge, it isn't because you're
an asshole. You just borched a Virtue roll, that's all.

So, hey, next time your Beast or Rage or Hubris or Shadow
or Banality or whatever ignites the Dark Frenzied Primal Pas-
sions within you, and you run out of those all-important Will-
power points, o with the flow. After all, if the cheesy slogans
Jun'r \mrk you c-m ;|l\\';1\".\ rebut with this old classic: 1 Was

Shadowy Though

by Richard E. Dansky

| he one advantage of this job is that you

always get the last word. So here are the
 last words, the last chance anyone has to
| make sense of the 100+ pages that have
sone hefore.

You've reached the end of a book all
abour Shadows, and what do you have to

show for it?

You've learned a bit abour how the dark side of
the soul supposedly operates in China and Australia and a
few other places, all circumscribed by the rules of the Wraith
system (of course). You've seen a bit about how the Shadows
of Risen work, what an Eidolon can do for a wraith, and a
random smattering of other tidbits. You've come across stuft
that’s reverential and writing that’s frankly incendiary.

]!‘l” \\'I‘”] l\‘[l\'L‘ you |k‘l|1‘n\'kll, I‘]il\‘k' \'\lll Ik'-”'nL'Li \\'hlir i
Shadow is?

If you have, write to me and let me know what you've
discovered. I've been working on Wraith since near its begin-
ning, and [ still haven't quite figured that little conundrum
out. All that [ have learned in the intervening years is that |
know what a Shadow isn't.

[t isn't evil, at least not in the take-over-the-world,
boogedy-boogedy-boo sense. Dismissing the Shadow as just a
reflexive villain is inaccurate and cheap. After all, the Shadow
has things that it wants and fears as well, and maybe even a
justification or two for what it’s doing. It's been dragged into
this new existence, rurned loose inside a soul-sized prison and
told that the only way to get out of its afterlife sentence is to
end i all.
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If you knew you were going to be imprisoned for centu-
ries with no hope of escape, you might consider self-destruc-
tion to he a viable alternative, too. It you had to sit and watch
an impertect version of yourself act freely while you stared
out from behind prison bars, you might learn to hate your
other half, too. Are you beginning to see why the Shadow
might have a bad attitude!?

And there's the crux of the matter. After all, the Shadow
is the Psyche’s other half. It didn't spring into existence, fully
tormed like Athena, once the wraith crossed the Shroud for
the first time. It came from somewhere, and that place was
the mind of the person the wraith was. Everything the Shadow
wants, that person wanted, too. All the pain the Shadow in-
tlicts, that person could have inflicted as well. The capacity
for such actions was always there. It's just that now these urges
have a voice and a hand of their own.

What do Shadows want, though? Well, they want what
they want. It's not that their Dark Passions are EVIL while
the Passions of the wraith they balance are GOOD. Ask the
aghost of John Soulis abour that.

Rather, it's that a wraith’s Passions are what a ghost can
achmie that she wanes. A wraith like Carina Matuszek can be up
front about stating that she wants revenge on the men who vio-
lated and killed her, and that's all right. [ts a desire that she's
willing to accept as her own. But getting good music on the juke-
hox? That’s selfish. Thar’s childish. That’s pointless.

That's the province of the Shadow.

Calling Dark Passions evil is too easy, primarily because
they're not. They're selfish, yes, and l]l(‘\'l'L' desires that a
wraith is ashamed of. It is because they're ashamed, wraiths
suppress those desires. [t can't be me wanting something that petty,
a wraith says, I'm better than that. But the rruth of the matter
is that the wraith isn't better than that, and banishing that
desire to the province of the Shadow and its Dark Passions
doesn’t excise the want entirely.

[£'s still there. The person made up of Psyche and Shadow
still has a desire, a want, a need to do whatever it is that the
Dark Passion demands. Flowever, by fobhing responsibility for
that want off onto another part of himself — a part he can
wall off and designate as the Other — the wraith avoids tak-
ing responsibility for it

That's not my Dark Passion, he says. It's my Shadow's.

The unspoken truth is that his Shadow is part of him,
and so is anything the Shadow wants.

Now that isn’t to say that a Shadow can’t inflict evil or
be evil. Many do, and many are. Sadism is rarely a positive
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social trait. Self-hatred is not something most psychologists
condone. Secking to reinforce these and other negative emo-
tions by crearing situations that pander to them — that can
be subjectively categorized as “evil.” Inflicting pain and rev-
eling in it — thar, too, can be described as evil. Never make
the mistake of thinking that a Shadow is a poor misunder-
stood victimg it understands what it is doing and chooses to
continue down its path.

Instead, just remember where all of the Shadow's malice
and harred, its capacity to cause pain came from.

A cavear: Wraith is only a game, after all, intended o
help people while away an evening or six and have a good
time. It occasionally sounds some deep waters, though, and
sometimes the fun of the message can ger lost in the medium.
Yes, the very notion of the Shadow raises some serious ques-
tions about responsibility and desire. How far can you go as a
Shadowguide, all in the name of a good time? Is there a point
heyond which you shouldn't go in this role? When do you
pull back, when do you stop, and once thar poinr is reached,
where do you go?

[ don't know. | just try to remember that every Shadow sup-
posedly comes from someone’s life, experience and death, and
that in the world of Wraith, even the most mundane of lives can
spawn something that capable of malign hate. Often I look around
and wonder what part of my day’s activities — which argument
with a coworker, which shouting march with a loved one, which
bit of disgust with a bit of my work that’s not up to snutf — might
go into making my Shadow if [ were living in the World of Dark-
ness. Every last one, | suspect.

Then | turn back to the game 'm making, and wonder
how 1 can turn a concept like this into a way for people to
have a good time.

Perspective, [ think, is the only way. Look at Wraith and
the Shadow for what they can be; and enjoy the learning curve.

Just remember this, though. One of my favorite charac-
ters (Grover the Muppet, if you must know) once said with
great solemnity: There is a monster at the end of this book.

There is a monster at the end of this hook — and ar the
beginning and in the middle, too. You've found it. If you've
identiticd at all with this book, if you've enjoyed it or thought
that you might like to try a few of the dirty tricks hidden
between its covers, yvou've found that monster. It's you.

While the dice are rolling, there’s nothing wrong with
that at all. Just remember where that monster lives when the
dice stop, though, and don't ever forget it.
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