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Character creation

1. create a mortal character following the guidelines in the WoD rulebook

2. add the Orpheus supernatural template:

- select Lament (Sleeper, Skimmer, Spirit, Hue)

- select Shade (Banshee, Haunter, Poltergeist, Skinrider, Wisp, Phantasm)

- increase favourite attribute defined by shade by 1

- you automatically gain your Shade's 1st tier Horror

- you start with an Echo of 1

Spending Experience

Characteristic
Cost

Attributes:
New dots x 5 
Skills: 
New dots x 3 
New Skill Specialty: 
3 
Merits: 
New dots x 2 

Morality:
New dots x 3

Echo: 
New dots x 8
Shade Horrors: 
New dots x 5

Foreign Horros:
New dots x 7

Supernatural advantages
Vitality

Maximum Vitality = (lower of Resolve or Composure) + Echo modifier.

Echo

Echo represents the overall strength of the ghost form. It’s part mental strength, part experience with beeing a non-corporal entity. It’s part knowledge of the Twilight and part the strength of the connection to the material world. It represents the ability to manipulate the ectoplasm world of the Twilight and the state of one’s own ghost body (the “gauze”).

It reaches from 1 to 10. A new character starts with an Echo of 1. 

	Echo
	Vitality modifier for non-Hues
	Vitality modifier 

for Hues
	max tier of Horrors
	Attribute max

	1
	2
	0
	2
	5

	2
	3
	1
	2
	5

	3
	4
	2
	2
	5

	4
	5
	3
	3
	5

	5
	6
	4
	3
	5

	6
	7
	5
	all
	6

	7
	8
	6
	all
	7

	8
	9
	7
	all
	8

	9
	10
	8
	all
	9

	10
	15
	9
	all
	10


Morality / Spite

That feeling you have when you really wish thoughts could kill because somebody just did something so stupid, so pointlessly antagonistic, so completely and unnecessarily hurtful that you really, truly and honestly wish them dead… that’s Spite.

That rage you can sometimes summon to help you run that last half a mile or lift the weight one more time… that’s Spite.

The malicious joy you feel when you’re in a heated argument and you say something so devastating, so paininducing, so scathingly accurate that your opponent shuts up (and maybe starts crying)… that’s also Spite.

Spite is the dark side, the Mr. Hyde bedeviling our Dr. Jekyll, the id plaguing our ego, the shadow haunting our psyche. It is anger and hatred, loathing and malevolence,

and sheer, simple malice. And it’s powerful.

After a (near) death experience the human soul becomes more fragile. The darker side of the human beeing, the selfishness and subconscious urges start to develop a life of their own. To reflect this the morality scale of a mortal is upgraded with a second meaning.

The morality points missing to 10 is called “Spite”. This represents the part of the spook that constantly fights the sane and controlled part – the one portrait by the player.

The larger this part gets the more of its disturbing influence leaks out and subtly modifiers the spooks behaviour. This can be felt by morals interacting with the spook,

making them uneasy and afraid. A modifier is applied to every roll of a social skill except intimidation.

This dark side is also a source of power (see “tapping Spite” p.12).

The Spite value also indicates the amount of stains a character can use.
	Morality
	Spite / Stains
	Modifier for human interaction

	10
	0
	+1 (Spectre twin of Spirits disappears)

	9
	1
	0

	8
	2
	0

	7
	3
	0

	6
	4
	-1

	5
	5
	-2

	4
	6
	-3

	3
	7
	-4

	2
	8
	-5

	1
	9
	-6

	0
	10
	PC becomes NPC


For the influence on high Spite values see p. 15 “Spite ascendant”
Default Abilities

Dead-eyes

Most spooks (excluding drones), can perceive both the living and the dead with equal clarity. Even when manifesting to the living or occupying a body, the character can still see dead people automatically without roll. More so, by rolling Wits + Investigation + Echo, the character can determine how much Vitality someone actually possesses. The exceptions to this ability are those spooks inhabiting an object or possessing a person, in which case they are “invisible” unless they choose to reveal themselves.

Incorporal and Invisible

To be dead.. . to walk through walls and spy on people at your leisure because you’re invisible and insubstantial. Sounds like areal treat if it didn’t come with afew tradeoffs,

like running from Spectres and angry ghosts. Still, it can be a benefit when used to flitter to places most people would prefer remained hidden. A metaphysical reality of ghosthood or projecting is that spooks must still spend one Vitality point to willingly pass through obstructions for the duration of a scene (so a ghost can will himself through a door, a person, a car and a window all in one scene at a cost of one Vitality). Otherwise, the character loses a Vitality point a turn for anything that passes through him. The reason is that objects possess an ethereal resistance that prevents the spook from affecting them normally, but in turn, forces the spook to adhere to the universe’s natural laws. Thus, in this state, each object that either passes through a spook or through which he passes bleeds off some of his Vitality; so instead of costing a Vitality per scene, it now costs the character a Vitality per turn. It’s an indication that the character’s gauze was pulled and partially dispersed through the action of interacting with a physical object. If bullets hit the character and he hasn’t spent Vitality to become completely insubstantial, he loses a Vitality per turn for as long as he remains in this state while taking damage.

Only specific attacks that can harm ghosts and projected entities (like other ghosts, Horrors, Spectres and special weapons) will actually damage them for more than one Vitality point per turn. The character can upset some natural laws through Vitality expenditure, but not the basic foundations of our reality (gravity, time, momentum, etc.). That means a spook can walk through a window without dropping through the floor (as a willfully directed act), but once the character walks out the window, he will fall and hit the ground. Neither can ghosts and projected entities fly; they must climb stairs and ladders to reach places, but can still walk through doors. Likewise, he can drop through one floor and stop at the next, though gravity and momentum still affect the fall.

Additionally, some objects are simply too dense to affect or pass through because their thickness creates such a strong buffer. Thus, a character might be able to leap through the street into the sewer below. but he can’t dive into farmland to hide in the earth. Finally, the character is capable of walking on water if he so wishes since water has enough surface tension to support the near null-weight of a non-manifest ghost.

Manifest

All ghosts and projected entities can manifest to the living to various degrees. This means they can be seen by, heard by or even interact with the living with varying success. There are different stages for manifestations, each based upon the expenditure of Vitality, but only spooks with a maximum Vitality of four or greater can manifest fully, appearing and interacting with the living as though alive. In fact, most folks would be hard-pressed to prove a manifested spook is in fact a construct of congealed gauze without a physical exam. This ability is key to ghosts, especially, since it means they are no longer isolated from the living.

In this state, the spook looks as he did when alive. He cannot change his appearance, whether altering his eye or hair color, or adding extra pounds. He wears whatever clothing best symbolizes his nature or appearance, or whatever he wore last before projecting. Active Stains appear on manifest characters, and they can use Horrors and physical objects alike. Manifesting is a spook’s innate sense that he can push through whatever renders him invisible and incorporeal to the living. It’s like the air around him is humid and thick, though he only feels its presence when he focuses on it. Nothing around him feels or seems different otherwise. When the spook concentrates on that feeling, however, he gains a sense that he can somehow push into it rather than just drifting through his surrounding environment. Just that sense is enough to allow him to manifest with the slightest effort for the duration of the scene. 

Each Shade has innate manifestation forms that allow the character to appear and affect the living world. This ability is dependent on Vitality, with zero-point expenditures allowing the character to manifest as a small environmental change, like mood lighting with some ingame effects. Drones are capable of this manifestation level only, giving rise to most ghost sightings. This is why weak ghosts appear as they do, whether as  eflections, balls of light or disembodied voices.

Those ghosts with a maximum Vitality of two or three can assume their Shade’s second manifestation form, which gives them greater control over their surroundings. Only spooks rated at four Vitality or greater can manifest fully. Fully manifested spooks appearance differs, according to their current Vitality. At 7+ current Vitality, a manifested ghost appears human; at 8+ she is warm to the touch because it’s actually their Vitality that’s affecting the other person. She isn’t warm to instruments, however; thermometers register such beings at room temperature and infrared goggles won’t detect them. Likewise, they have a heartbeat even if they don’t actually have internal organs. When a ghost’s Vitality falls below seven, evidence of his true state grows more and more undeniable, even when he is manifested. A ghost killed in a skydiving accident may exhibit head contusions at six, mottled bruises at five, a pronounced limp at four, obviously broken bones at three, battered and unrecognizable facial features at two, and may appear a mass of bipedal, hamburgered flesh at one. Despite this variance, the spook doesn’t really feel different even though he may appear horrendous. Whatever pain he

experienced was only temporary, though Storytellers may incur health level penalties to characters manifesting with Vitality six or lower to reflect long-standing injuries, ailments or because the event was so traumatic as to be psychologically scarring. In this case, zero Vitality is equivalent to -3 in penalties, with each increment up in Vitality mirroring the progression of health levels in damage (one Vitality = -2 , two Vitality =-1)

How does manifesting feel to you, the character? You feel human because that’s mostly what you’ve known throughout your existence. If someone touches you, you feel the contact, not because of specific nerve impulses (you have none), but because you remember that’s how it felt to be touched. If memory is strong enough to make you appear as you did, then it’s only fitting that it should make you feel as you did as well. All this is automatic, however, and requires no forethought on your part. Finally, fully manifesting carries one major inherent danger. The character can be hurt by spook and human alike. Most often, the incorporeal cannot hurt the physical, and vice versa (except under specific conditions).

Manifested characters exist in a dual state, however, meaning other spooks can affect them just as humans can - , with mundane implements such as a gun or knife. Conversely, the character can affect both ghosts and humans now, as though they all existed in the same state.

Soulseeker

A Ghost has not much left but spectral force (his Vitality), and emotions. They define the whole beeing of a spook. It’s possible for a watchful analyst to find out about these traits from his fellow ghosts. 

Roll Intelligence + Investigation + own Echo – (target’s Echo + Resolve)

For every success you find out one of the following traits:

- current Vitality

- maximum Vitality

- Shade

- Lament

- Virtue

- Vice

Every roll takes 5 minutes of watching the target or one minute of conversation (no matter the topic). 

General Rules

Vitality

One of the most important mechanics in any Orpheus game, for any Orpheus character, is a Trait called Vitality. It is the quantified (and simplified) measurement of a given character’s strength of soul and presence among the living. It encapsulates a number of

important aspects of one’s identity, including that intangible quality defining someone’s core being. As a single concept, it is a broad and critical one, drawing together a character’s memories, emotional resonance and depth of personality into one Trait (which defines both incorporeal physique as well as the energy fueling a spirit’s actions). Vitality is a ghost’s or sleeper’s body, and whatever damage the spook endures is deducted from his Vitality rating. Vitality is important not only to the character himself, but for his dealings with others. The less Vitality a ghost or projected entity possesses, the fewer

connections he has to the living by virtue of missing key components to his own persona. Death can be a soulshredding experience, and those ghosts who do not progress to some final reward (whatever it may be) are left behind - trapped among the living. The pain of

being ripped from one’s own body and then forsaken in this sort of Limbo often squeezes Vitality from the soul, leaving one a hollow shell of her once vibrant personality. Thus, those with missing or handicapped Vitality (like drones and blips) fixate on those memories or states of existence that still provide them with some sense of identity. They are the “broken records” of the restless dead, those who repeat the same set of actions or haunt the same place because it is all they remember of their own past. Very few ghosts actually have Vitality ratings over five, which makes the characters unique and highly sought after. Those ghosts with ratings at one are those quick, snapshot ghosts you see caught in the moment of their deaths (drones). Rating two and three ghosts (blips) are more like distant echoes, repeating sequences of events over and over again but having some sense of self outside their deaths. Some don’t even know they’re dead, but they react violently if confronted. Those at four or five are far more self-aware, enough to fight Spectres actively or serve as interesting supporting characters. Just because a character’s Vitality drops below five doesn’t mean he’s like other ghosts. It’s not his current rating that defines him as a projector or ghost, but his potential for accruing up to 10 and more Vitality that matters. Think of it as emotional states with a one rating encompassing utter depression (or anger, or frustration), a five rating indicating ambivalence, and a 10 rating signifying utter euphoria. Most ghosts can’t exceed their rating of one to five, and are potentially trapped in a state of ambivalence or increasingly despondent emotions the lower they are in Vitality. They can experience brief moments of joy or satisfaction, for example, but they will rarely be truly happy because their Vitality rating acts as an emotional ceiling. It’s their nature to be morose, and they will fall back to that existence as their default nature. The characters, however, experience happiness, joy and the gamut of emotions because they have the entire range of passions available to them; their ceiling is not their current rating. That’s what makes them special. This includes hues, who may be more despondent than most characters but are blessed with a wider emotional array.

Alive or dead

Given that Vitality represents a spook‘s entire being, it’s only fitting that one’s Vitality determine how a given character appears to others at any given time. Vitality not only reflects how “alive” a ghost or projecting entity feels, but how “alive” it looks to the living, as well. Low-Vitality spooks (like drones and blips) often manifest evidence of their own demise, or of terrible injuries. Victims of violence show grievous wounds,

those who died of disease appear to be in the final stages of their illness, and drowning victims appear purple and bloated. The deterioration is directly proportional to the amount of Vitality a character possesses. A one- Vitality ghost who died of a gunshot wound, for example, resembles a walking corpse with a gaping, oozing hole in the back of his head. By the same token, however, high-Vitality spooks often appear more alive than they ever did in life, and certainly more vibrant than other ghosts. In the eight to 10  range, characters seem like ordinary, healthy people and can even be warm to the touch when manifesting. Indeed, a 10-Vitality spooks would likely demonstarte an even greater blush of health than the majorityof those still encased in flesh.

Unseen

Vitality is also important because it determines the general force of a ghost’s or projected entity’s spiritual presence. When a projector’s spirit is safe within its living body, it is effectively invisible to the attentions of malevolent spiritual entities (or at least at no greater risk than anyone else living). When roaming free outside the body, however, a spook’s presence and activities can draw the attention of Spectres and other things that go

bump in the night. Vitality determines just how visible or invisible the character’s soul is when in this state. At seven or greater current Vitality (not starting Vitality), the ghost or projected entity is essentially “invisible” to Spectres and the like because he appears to

be, for all intents and purposes, one of the living. This is not to say that a Spectre cannot find or see such a spook, merely that it mistakes the character for one of the many living, and therefore nothing extraordinary. It’s a chameleon effect or misdirection, the same way zebras confuse predators with all their stripes when gathered in a herd. Only by attacking a Spectre or otherwise drawing significant attention to the fact that the character is, in fact, not one of the living can the character forfeit this concealment. Conversely, drones are often attracted to those with high Vitality (current points, not starting rating), since they, too, mistake them for the living (but living without the mortal flesh to diffuse their brilliance). The character’s brightly shining presence intrudes on the drone’s self-involved “loop,” and it is all the ghost can do to break from its repetitious cycle to

seek assistance from one of the “living” (many drones believe themselves still alive). This is not to say that drones will assail the character at every opportunity, but they will acknowledge the characters in a rare moment of lucidity. Please note that because blips have higher Vitality scores than drones, they are more self-sufficient and less trapped by their existence loops. They see the characters as the crucible would each other, and can choose whether to interact with them or not. At five or six current Vitality, a character is visible to both friendly and hostile entities (drones and Spectres) depending on what actions he takes. The  effectiveness of his concealment, as it were, rests in the character’s own Abilities. At four or fewer current Vitality, the character is just like any other ghost -

visible to Spectres. He must tread carefully now, but he is also invisible to drones, who simply mistake him as indistinguishable background noise. 

Spending Vitality 
Vitality can be spent for certain feats and abilities of spooks.
- 0 to 5 points per instant action can be spent on a Horror (p. 31+)

OR

- 0 to 3 points per instant action can be spent on manifesting in the real world (p. 7)

OR

- 1 to all points per instant action can be donated to another spook (p. 11)
Regaining Vitality:

Given its importance as the (arguably) most important Trait in Orpheus, it is equally important for players to understand how characters can recover Vitality and under what circumstances. There are, in fact, several ways in which characters can regain Vitality during gameplay.

Healing

Although ghosts aren’t exactly “of the living,” that’s not to say that they don’t heal from wounds just like living creatures. For every eight hours of rest the character ghost or projected sleeper receives (with no combat or Horror usage), he regains a single point of

Vitality. If this rest is interrupted, it may be later resumed without forcing the character’s soul to start from square one -unless the character suffered a Vitality loss (of even one point) at some point during the interruption. In this case, the clock on the period of rest resets and begins anew. This form of healing cannot bring a spook above its starting Vitality cap. 

Donating Vitality

Characters may also regain Vitality through their shared link with the crucible’s members. Comrades can share Vitality with one another (on a purely voluntary basis). If a character donates a point of Vitality in this way, he cannot simply retrieve it whenever he likes; once it is accepted, the recipient must voluntarily return the favor. Note that the act of donating Vitality does attract Spectres. 

Burning Willpower

As a quick but effective fix, characters can spend one Willpower point (as a reflexive action) to immediately shoot a boost of three Vitality into their souls. This ability is an indication that the character’s body and psyche are unified concepts, for all intents and purposes, where Willpower acts as pure adrenaline, supercharging the character’s soul and invigorating him with a second wind. No Orpheus character can perish so long as he has Willpower points remaining.

Tapping Spite

Another (dangerous) way of recovering Vitality involves tapping into the character’s negative side. By “tapping” Spite, the character draws on the bitterness, frustration and anger building in his soul to fuel to regain Vitality. Note that one never spends Spite points or rating (thus decreasing their value), but only taps them for their power. Unfortunately, tapping Spite only feeds Spite. It encourages it to grow and consume more of the character like a cancer. So a character with five Spite points who taps three Spite points still has five Spite points. The same is true for the Spite rating. A character,

however, can never tap more Spite points than available in his pool. So someone with two Spite points can draw on those two only. By tapping Spite points, a character may gain one Vitality on a one-for-one basis. 
Whenever the character taps Spite (be it points or rating), he must roll a number of dice equal to the number of points tapped. For every die resulting in a failure, the character gains a temporary point of Spite. 
Whenever a character’s Spite rating increases by means of tapping Spite, he immediately gains a Stain per new Spite rating.

Transcendence
Characters may regain Vitality by helping other ghosts to transcendent and find peace.

Having a body
The final method of Vitality recovery is open only to skimmers and, occasionally, sleepers (ones whose bodies are awake and active), who may regain Vitality by returning to their living bodies and resting. In this way, skimmers often Serve their crucible as batteries, chargingup before sharing vitality. 
Skimmers and sleepers regain Vitality at a rate of one per hour of rest, up to their maximum Vitality.

Hitting Zero Vitality

Hitting zero Vitality is like reaching a state of utter exhaustion where the character can no longer move, regardless of the dangers to his existence. The best analogy would be Everest climbers who hit a point where they are so oxygen deprived and so cold that they hallucinate, or simply want to sit in the snow and sleep. Fortunately, zero Vitality is not as terminal as conditions on the slopes of Everest, but it can be dangerous if the ghost or projected entity is low on Willpower as well. In this instance, once any spook hits zero Vitality, self-preservation kicks in and expends an available Willpower point to bring your Vitality up to three. Once Willpower and Vitality both hit zero, for whatever reason, then most ghosts and projected entities dissipate. They perish, the gauze holding them

unable to contain their essence or memories. 
Notice the “most” comment? That’s because some spooks (those with a normal cap of four Vitality or higher), have the mental wherewithal to tap Spite for Vitality, meaning a fortunate few might survive because they were “angry” enough to pull through. 

For others, tapping Spite means the character boards the bullet train to Spectrehood and doesn’t look back. Still, some chance of survival is better than discorporating.
Spite

Every Orpheus character has a negative, angry side. That malignancy has the potential to grow even stronger in characters than it does in others, due to the existences these extraordinary individuals lead. For those with multiple near-death experiences (and

often violent pasts), the exposure to anger, bitterness, jealousy and frustration — all the things fueling one’s malevolent nature — is arguably more extreme than it might be for ordinary people. Spite represents the measure of a character’s nasty side, the degree to which a character allowed his hate, insecurity and frustration to fester within his soul. It is the nasty inclinations that fill one’s head with fantasies of revenge and anger, driving him from his own purity and, ultimately, transcendence. Whereas Spite is something

everyone must reconcile with on a daily basis to function in society, it’s a more difficult prospect for ghosts and projected entities because they exist as psychological expressions, emotional force constituting their body and dictating their strength of being. 
Perhaps that is the single most important thing to remember about Spite… just as Vitality is integral to a spook’s being, so too is Spite. All spooks have it; it’s simply a matter of how they cope with its presence and strength. A spook can never be rid of it because it’s an integral part of his identity, but neither is it a blessing. Spite grows with every nasty inconsideration one might actualize, like absorbing another spook’s Vitality, and eventually, it can consume the consumer. Nastier still, ghosts and projected entities can draw upon the anger and hatred inherent in Spite for that extra push. That’s what it’s there for, after all. Remember, however, that drawing on this barely redeemable aspect of identity carries a price.

As a game mechanic, Spite is a two-tiered Trait, possessing both a long-term level (called Spite rating)  and a fluid facet (Spite points). Characters can acquire both during game play as a result of particularly nasty actions (like draining spooks of Vitality) or by a process known as “tapping” Spite. In either case, each time a character acquires 10

Temporary Spite points, he gains one Spite rating. Thus, ridding oneself of Spite points is much easier than thinning one’s Spite rating.

The lower a character’s Spite rating, the more humane and virtuous he is at heart and the less consumed by his own bitterness and frustration. A ghost or projected entity with a Spite rating of 0 is a veritable saint, the Mother Teresa of the disembodied; a spook with a Spite rating of 9 is a malevolent fucker who would just as soon club Mother Teresa over the head with a baby seal as talk to her. Most Orpheus characters fall in the range between those numbers, and keeping a character’s Spite rating low is (or should be) one of the driving goals of each player.
Good riddance

Now that we’ve established what a nasty customer Spite can be, one important question remains: Can a character ever rid himself of Spite, or is he destined to keep amassing it until it eventually consumes him? The answer is yes to the latter and no to the former; a ghost or projected entity can divest himself of Spite (both points and rating), but it ain’t easy. In Orpheus chronicles, the one and only surefire way to rid oneself of Spite is by fulfilling a purpose and freeing other ghosts from the torment of their existence here in limbo, thereby sending them to their final reward.

Whenever a character lifts one of the tethers of another ghost, he has the potential to lose Spite points or gain Vitality. The Storyteller has the final say on which crucible member helped the most.

Each time a character is directly and personally responsible for the complete resolution of the final remaining tether keeping a ghost bound to earth, he immediately loses one Spite rating upon that ghost’s transcendence. As with the resolution of tethers along the way, only one crucible member gains this greatest of benefits. Each such release should be a major event in all the characters’ existences (not just the beneficiary’s), and the gradual dissolution of Spite should remain a constant theme set against the backdrop of any chronicle.
Spite ascendant

Perhaps the worst fate that can befall an Orpheus character is when his Spite spirals out of control, sending his soul headlong into oblivion.
Spite Rating = 7

At this stage, the character is quite literally of two minds on many

subjects with his more violent inclinations rising to the surface, demanding to be heard. When in this state, the character loses fine manipulation of his powers and abilities as a spook, and can only safely rely on the more violent of effects. This is a reflection of his anger and an almost adrenal-like response to the rising tide of his own emotions. Until the character rectifies the situation by lowering his Spite rating, the character suffers a difficulty penalty of one to all attempted nonreflexive actions.
Spite Rating = 8

Not only do the conditions of the previous paragraph still apply, but the character further suffers from an increased awareness (and interest in) the whispering siren-call of his own

evil side. Whenever the character encounters a Spectre (or other agent of darkness; Storyteller prerogative) he must immediately succeed in a Willpower roll. If he succeeds, he can fight or resist the Spectre’s abilities as normal (but still suffers the above penalty). If he fails, the difficulty of all actions against the Spectre suffers a penalty of two. The player makes this roll only once per scene.

Spite Rating = 9

This level of Spite hampers the character’s interactions with other spooks, incurring a

penalty of 4  to the difficulty of all Social rolls. Additionally, Spectres flock to his newly invigorated Spite like moths to a flame. If the character uses two or more Stains or taps three or more Spite in any scene, the local Spectres will pay him a visit and try kidnapping him to complete “indoctrination” into Spectrehood.

Spite Rating 10: 
When a character gains his 10th Spite rating, he becomes a Spectre and is no longer suitable for play.

Note: Storytellers may rule that in certain situations, a supporting character defaults to Spectrehood without hitting a Spite rating of 10. 

Stains

A spook’s body, referred to as plasm or gauze, is the semi-corporeal actualization of one’s own inner core, a literal reflection of his spiritual and emotional state. This is why spooks generally resemble how they appeared in life; not because they have to, but because this is how they best know themselves. Orpheus Group believes that since plasm is essentially a spiritual construct (in every sense of the word), its very makeup is subject to significant and often grotesque alteration on a subconscious level. These plasm changes arise as a result of the most profound doubts and insecurities of the soul in question — in other words, from Spite. Therefore, ghosts and projected entities have a tendency to develop outward reflections of the Spite within them over time. These marks are known as Stains. Orpheus further believes that each Stain comes from a place of deeply personal doubt, insecurity, anguish or self-loathing. They are marks of our most repugnant aspects, the ones we dare not even admit to our friends or loved ones. When any of these feelings reach a point where they can and do negatively impact the  character’s core sense of self, they actually appear as alterations to his “body” whenever he manifests in spook form. These often startling mutations reveal how a given soul truly

feels about a particular part of his body or nature. Some even believe that carefully watching Spite marks is the best and truest way to discern what is truly going on in

another’s heart and soul. Unfortunately, Orpheus is only partly right. Stains are a reflection of our negative aspects, but they are also part of an emerging personality in the deepest core of the soul, one normally suppressed in life by the wonders of biochemistry. This personality gains more strength as a  character’s Spite rating increases, and it eventually comes to the fore when the character becomes a Spectre. Before then, however, Stains are a manifestation of all that is unpure and nasty within people. They  are also assets of sorts, usable by the character if he just “taps” a little Spite in the process. Scientists may not want to consider this option, but it is a reflexive and survival instinct of the emerging personality, one that allows it to strengthen its presence ever so minutely. 
Starting Stains

All Orpheus characters (even projectors) begin play with a morality rating of 7, resulting in a Spite rating of 3 and thus must chose three Stains during Character Creation. 
Players may also decrease their morality level to 6 or even 5 at Character Creation giving them 5 or 10 extra starting experience, a Spite rating of 4 or even 5 and thus one or two additional Stains.

Please note that active Stains WILL appear when the character manifests. 
The dangers of Stains

Although each Stain comes with an advantage, it is important to remember that intrinsically, Stains are outward reflections of one’s own Spite. They can reveal a soul’s innermost workings, laying his personality open for all to see and scrutinize. Add in the fact that Stains can twist the character’s appearance into a ghastly and often grotesque parody of his living form, and the combination should be more than enough to make any normal person wish his Stains would just vanish. This too is part of the emerging personality’s way of gaining a stronger foothold… by alienating the character from the world around him… by isolating him in his pain and misery.

Beyond personal impact, however, there are other worries where Stains are concerned. Stains can hamper one’s dealings with other ghosts and projected entities; after all, it’s harder to believe that a spook will lead you to transcendence when he looks like something out of a Stuart Gordon film. For each Stain a character possesses beyond his initial three, he suffers a difficulty penalty of one to all Social rolls involving other spooks (see table p. 5).

Stains are also a “slippery slope” issue. A character gains a Stain for every point of permanent Spite he accumulates. These Stains are sure to affect the character’s relations with other spooks negatively, especially those who witnessed his degeneration all along. Should the character reduce his Spite rating later on, he likewise eliminates the Stains and the adjoining penalties.
Using Stains

The Stains offered herein are meant only as a sampling of the myriad sorts of gauze mutations that can occur. While they mostly appear when the character loses ground with Spite, the character can also bring forth and use a Stain to his benefit willingly. 
By tapping Spite points, the brave character can bring some or all of his Stains to the surface and use it for a number of turns equal to the number of Spite points tapped. 

For each point tapped, however, the character must roll one die. Each failed die roll, however, saddles the character with an additional temporary Spite point.

Weapons:

All weapons in the WoD have an Range (near, medium, long), Iniative modifier, hit modifier, damage and damage type (bashing, lethal, aggravated).

Every Stain usable as a weapon is presented here in the same fashion.

List of possible Stains:

All Stains with more than one level have to be selected one by one. So a character has to choose Ghostly Armor 1 before he can choose Ghostly Armor 2.

Bad blood

A character with this Stain has a foul substance pumping through her gauze that acts like a toxin to her and to those who make contact with it. Even if the character doesn’t bleed, it’s clear when she is manifesting this Stain: Her veins become swollen, black and unmistakably visible through her gauze. If she bleeds, the Stain becomes even more obvious: Her ichor produces a terrible stench and burns anyone who touches the substance.

A character with this active Stain can do a ranged attack on an enemy within 3 meters of her with a successful Dexterity + Athletics roll. 
Weapon stats: R: 3/-/- I:0 H: +8 D: 0L (armor piercing 1)
To spray her ichor, the character must cut a main artery — brachial, femoral or carotid — thereby loosing one Vitality point. The substance burns skin and gauze and stains black anything else it touches.

Bat ears

This Stain twists the character’s ears into those of a large bat, rising black and bristled from the side of the ghost’s head like the neckpiece of a cape.

The character gains the ability to perceive his surroundings through echo location (sonar,

essentially) and can therefore “see” in the complete dark. This ability can even detect creatures that are concealed, hiding or incorporeal. Any Modifiers for bad sight do not aplly for any rolls of the character.

Beast nose

The character has a particularly powerful sense of smell and a nose that reflects that talent. He may simply have an extraordinarily large nose — around the size of a coffee cup — when manifesting this Stain, or he may have the full snout of a hound. In either case, the nose grants the character the ability to detect scents normally imperceptible to the human nose or even to track others by scent. 

The character can track a scent for up to two days after the target’s passage. This ability is automatic unless the quarry doesn’t have much of a scent (most spooks and some Spectres, for example), in which case the player rolls Wits + Survival, to stay on the trail. Furthermore, if the character has Storm-Wending, this Stain allows him to track others who used that Horror to make a sudden escape.

Brutish (1-3)
The character becomes an enormous hulking version of himself, growing enormous amounts of muscle.

The character gains Strength and Stamina + (1 to 3).

Chameleon skin

Whenever this Stain manifests, the ghost’s plasm constantly shifts in color and texture to

match its background.

The character can hardly be seen everybody has a -3 modifier on any check to notice the character visually.
Compound eyes

The characters eyes become insect like and baseball sized.

The character can see 360 degree radius and gets a +2 initiative modifier and +1 defense.

Conjoined Twin

The character has the head or forepaws of a sickly animal growing out of his chest or back. It could be any small animal or, potentially, a human baby. 

The conjoined twin can act independently of the character. A head sticking out of the back, for example, can bark warnings (although it’s too small and weak to bite effectively), while spare arms or legs can help to ward off or block attacks, adding three to the defense of character.

Corrosive pustules

When this Stain is activated, the character’s skin breaks out with pustules that suppurate and weep a thick, caustic pus. These blemishes are incredibly painful to the touch as the repulsive substance dripping from them burns is highly acidic.

The character gains +1 on all brawl attacks, +1 on Intimidation and can destroy any matter with the speed of two structure point per turn.

Dagger tongue

This Stain transforms the character’s tongue into a sharp dagger that can extend up to 3 meters away and retract as though on a spring.

Roll: Strength + Brawl

Weapon stats: R: 3/-/- I:0 H: +0 D: 2L 

Additionally the character get a Modifier of +3 for every Subterfuge roll when lying to someone.

Dread Gaze

The spook spawns some frightening features like glowing eyes or a gapping maw filled with barbwire. 

The character gains +2 to Intimidation and one point of Presence.

Foaming

The character foams at the mouth like a rabid animal. The lather dripping down the character’s chin is moderately acidic, but when it seeps into a wound, the pain it causes the target is intense. 

If the foam enters an opponent’s wound (automatically imposed if the character inflicted

the wound through a bite attack), the intense pain caused by the acidic foam reduces the target’s dice pools by three for the next five turns. It lessens thereafter by one die for the next three turns.

Gauze quills

Small quills or tentacles cover the spooks body, giving the character sensitivity to local air and ethereal flows and displacements.

The characters Wits is increased by 2. This rises the defense trait by 1.

Ghostly Armor (1-3)

The gauze hardens to protect the ghost. This Armor can look like anything the player can think of (a medieval platemail, an insects carapace, …)

Level

Armor

1

2/1

2

3/2

3

4/4

Ghostly Weapons (1-4)

The gauze forms itself to some kind of weaponry. Be it blood dripping claws or purple glowing katanas.

Level
Effect

1

Weapon stats: R: -/-/- I:+2 H: +2 D: 1L 
2

Weapon stats: R: -/-/- I:0   H: +2 D: 3L 

3

Weapon stats: R: -/-/- I:-2  H: +2 D: 4L 
4

Weapon stats: R: -/-/- I:-3  H: +3 D: 5L (9 again)

The bonus applies to a selected kind of brawl or weaponry attack of the character while the Stain is activated (selected when the Stain is chosen for the first time).

Gossamer gauze

The character’s gauze becomes sticky, allowing him to slough off web-thin epidermal layers of “skin” to trap or encase opponents.

The character can extract a sticky, spidersilk like substance with which he can bind other spooks. The strength of these chains is Strength of the character + Spite of the character.

Hypnotic marking

This Stain manifests as a hypnotic, swirling pattern of some sort on the character’s face or in his eyes. It might look like a tattoo, a birthmark, a scar or a pattern or mark of some other origin. Regardless, it fulfils the same purpose: The slow undulating movement of the mark renders the target susceptible to suggestions by the character, sapping her will and making her pliable to the character’s words. 

One turn of lead time is necessary for this Stain to work, but once a target watches the

slowly moving pattern for one full turn, this Stain’s effects kick in: The character gets a Modifier of +2 to all Social skill rolls against the target.

Infestation

The character has an infestation of small vermin on (or in) his body. The particular creature type can vary: Roaches, maggots, mice, spiders or the like are all probable, though other types of small creatures are also possible. When they’re nesting on the character, they’re visible on his skin, in his hair and rustling under his clothes.

The vermin on the character’s body obey his commands, even going as far as to attack the character’s enemies. Such an attack won’t do any actual damage, but they are incredibly distracting, dropping the target’s initiative number by five and lowering his defense by two.

Leper

Some spooks are so tenuously connected to their own spirituality that parts of their body drop away in leprous chunks.

The character can leave behind one portion of himself that lasts for 24 hours before disintegrating away completely. For that period, however, the character can see, hear and speak through his one discarded portion, regardless the distance between the two, even if the spook is encased in flesh. The character cannot launch Horrors through the leprous gauze, but it is mobile, moving at a rate of one foot per turn. The blob of gauze cannot defend itself, unfortunately, and dissipates upon taking any damage.

Man-of-war

This vile Stain seems to “liquefy” the character’s gauze, giving him the appearance and texture of an enormous, humanoid jellyfish.

The character takes half damage (round down) from bashing attacks and has an armor rating of 1/1
Martyred

This Stain remembers every painful injury committed against the character, and manifests the wounded, bleeding gauze for all to see.

Once per turn, the character can attempt to do a brawl attack to an opponent with a Modifier of the last injery he received. So if the character received 4 points of lethal damage from a bullet he can add 4 dice to all following brawl attacks until he recieves another injury. The type of damage (bashing, lethal, aggravated) is determined by the attack of the character. 

Pseudopods

Like amoebic tentacles, the character’s gauze can grow amorphous limbs that curve and stretch like putty up to a range of ten feet. 

The character has multiple limbs, and can use them to engage in hand-to-hand combat at range of up to 3 yards. The character has the merit “ambidextrous” (see WoD p.110) and has the “Fighting style: Two weapons” merit at 4 points (see WoD p.112).

Quick (1-3)

Some feature of the spook enables him to react much faster that the usual ghost.

Every level of this Stain adds 2 points to Initiative. and 1 to defense.
Reaching gauze (1-3)

The spook displays some feature which allows him to execute some kind of ranged attack. This attack is either roled with Strength + Athletics + hit modifier and is considered as an aerodynamic  throwing weapon (see WoD p. 67) or with Dexterity + Firearms + hit modifier with a range of 20/40/80

Level
Effect

1
Weapon stats: R: 20/40/80 I:0   H: +2 D: 1L
2
Weapon stats: R: 20/40/80 I:+1 H: +2 D: 3L 

3
Weapon stats: R: 20/40/80 I:+2 H: +2 D: 4L (9again)

Scales
This Stain turns the character’s skin into a body canvas reptile scales, making it more supple and better protected.

All rolls to escape handcuffs or other means to bind him have a +2 Modifier. And the spook has an armor value of 1/1.

Sharks Appetite

The character’s mouth grows into a maw with teeth that are thick and jagged, like those of a piranha or shark. He even develops additional rows behind the first, right to the back of his throat. 

The character gains the ability to eat anything and masticate it to a quick pulp by latching on to it with his mouth. The character can make a bite attack (see WoD p.157) after he grapplet an opponent. 
Weapon stats: R: -/-/- I:0 H: 0 D: 4L

The character can munch through ectoplasm and even matter (after Materializing) without any harm to him.

Shifting identity

Some people have little credible self-image, whether it’s horrific self-esteem or unrealistic appraisals of themselves. The Stain slowly shifts a spook‘s looks and even identity around like silly putty, a reflection of how little they knew themselves.

Because spooks are essentially exposed avatars of their personalities, they can willingly “tweak” facets of themselves to alter their own Social Attributes. With this Stain, the character can increase their Presence and Manipulation by one dot.

Spider’s bristles

When a character manifests this Stain, a carpet of hairy bristles emerges from the skin on his hands, arms and legs. Their curious design lends the character the appearance that he’s possessed of wirelike body (and palm) hair.

The character can climb up walls and other sheer surfaces by using his bristles, in much the same way a spider does.

Starved

Ever hear the expressions of someone who’s so transparent, you can see right through them? Well, now the character is nothing but a walking skeleton, his gauze coalesced into bone.

The characters Defense is indreased by 2. 

Sukkubus

The unholy presence of the spook is magnifying the desires of the minds around him.

The character gains +1 Manipulation and the 4-dot version of the “Striking looks” merit.

Worm hair

The character does not have hair, per se, but rather worms or perhaps small snakes where hair would normally be. They may be short (in the case of worms) or relatively long, with snakes looking rather like cornrow braids at a distance.

The attached animals whisper to the spook all the time while watching and analyzing the surrounding. 

The character gains +1 Initiative and +2 on all sight based rolles (does not includes firearms).

Orpheus specific Merits

Artifact: (• to •••••)

•
You don’t have any artifact.

••
You have a small artifact, like the spiritual version of a mundane, melee weapon.

•••
Your artifact is of moderate power, possibly a good luck charm. This level of 
artifact
could be a mystical weapon like a holy blade or blessed bullets.

••••
An artifact of this power level may have multiple minor abilities or one kickass 
major power.

•••••
You possess a powerful talisman, something with international fame or notoriety.

Detective License : (••)


Orpheus offers detective licenses to any agent willing to undergo the training. This allows Orpheus to investigate matters publicly and legally, thus giving its agents legitimacy. Orpheus uses its many contacts to bypass some of the more difficult requirements of obtaining a license, like potentially thousands of hours working in a private investigative

service or three years without a criminal record. Anyone with Detective License can access information for investigative or research purposes. 

Reincarnate: (• to •••••)

Many cultures believe in reincarnation, and whether or not your character does, his death has opened up more memories than he should rightly have. How he deals with such revelations is up to the player, but regardless, because death lays ghosts bare the filtering effects of images, impulses and, sometimes, even passing familiarity with matters the character never realized he knew. This allows him to draw upon previous experiences to

assist him in Ability rolls for this one instance. 

When taking this merit the player decides on the skill levels the memories bring with them. Once per game scession the character can try to tap in this spiritual well and use the skill level of her ancestor by paying one point of Willpower. 

This new skill level is used instead of the character’s original one.

One of the chosen skills has a specialization.

Example:

Joe has the merit reincarnate ••• , now he can decide that he can remember weaponry (axe) •••. Or he could decide to get occult (shaman rituals) •• and medicine • - but only during the initial taking of this merit. If this merit is upgraded with experience points the new points can be devided to existing or new skill levels.   

Shield: (• to •••••)

Sleepers and skimmers must beware leaving their bodies unattended, lest passing Spectres attempt to take them over. For whatever reason, however — be it strong will, a powerful balance between mind and body or just plain, old-fashioned good luck — some projectors’ bodies are inviolate (or nearly so). Characters with the Shield Background are much more difficult to possess when projecting, and some can actually inflict damage

on Spectres who try. 

Any time a character with even one dot in this Background is the target of a possession attempt, the player rolls Wits + Stamina. If the roll succeeds, the character is aware ofthe situation (and probably snaps back to her body post haste, if possible). In addition, the Storyteller uses the Background’s rating as a -1 to -5 modifier to any attempt to possess the character’s body while projecting. Additionally at higher levels the spook trying to posses you is damaged for every attempt.

• 
A Spectre has to work to possess you.

•• 
Your body is a temple.

••• 
Your body fights back if invaded; any Spectre attempting to possess it 
suffers three points of lethal damage.

•••• 
You know if anyone gets too close to your inert form; five points of lethal 
damage to any Spectre trying to possess you.

••••• 
Any Spectre who messes with your body is asking to be sent back to Hell; 
ten points of lethal damage to anyone trying to possess it.

Veil: (• to •••••)

A spook’s Vitality plays a significant role in her visibility to other ghosts. Too high and drones see them but Spectres don’t, too low and the opposite is true. A character cannot easily alter her Vitality to suit her circumstances, but she can learn to control the

perceived brilliance of her aura and, thus, the reaction of other spooks. A character with Veil may add or subtract a value up to her Veil rating from her current Vitality to

determine her effective Vitality and, thus, her visibility. Her underlying Vitality does not change with the use of Veil, but if her Vitality changes while Veil is in effect, her

effective Vitality likewise changes.

Example: A character with Veil 2 and Vitality 5 can choose to appear as a spook with Vitality 7. If that character loses two points of Vitality, she can only appear as though she

had Vitality 5 (even though her actual Vitality score is 3).

• 
You may increase or decrease your effective Vitality by one point.

••
You may increase or decrease your effective Vitality by up to two points.

••• 
You may increase or decrease your effective Vitality by up to three points.

•••• 
You may increase or decrease your effective Vitality by up to four points.

••••• 
You may increase or decrease your effective Vitality by up to five points.

Visage: (• to •••••)

To some extent, a character’s conscious thoughts control his appearance as a spook. Spite can modify this, leading to Stains twisting the character’s features and body, but a sufficiently aware character can reshape his appearance and conceal his Stains. Doing

so is a conscious act and ends when the character no longer focuses on maintaining his modified appearance or deliberately stops doing so. The Visage Background determines how great a modification the character can make — making minor changes (e.g.,

altering hair or eye color) or concealing one or two Stains pose few problems, but vast changes or hiding multiple Stains are more difficult. Visage only modifies a character’s spook appearance or that of his manifested form. It does not modify the character’s

physical body (if he has one), nor does it change the number of dots in Attributes or Vitality level (and, thus, “visibility” to Spectres). 

• 
You can change one physical feature or hide one Stain.

•• 
You can change two physical features or hide two Stains.

••• 
You can change three physical features or hide three Stains.

•••• 
You can change four physical features or hide four Stains.

••••• 
You can change five physical features or hide five Stains.

Shades

Shades describe the kind of Spook an Orpheus character is, what powers and outlook he has. A character's Shade is a reflection of how views and interacts with the world around him.

A pivotal aspect of any Orpheus character is his Shade. A character’s Shade is a reflection of how he views and interacts with the world around him. This outlook, in turn, influences the powers a character can and cannot develop. Orpheus identifies only five

specific categories of Shades but suspects there may be more they have yet to find.

While members of each Shade have certain aspects in common, remember that your character is an individual who might break with the Shade’s stereotypical image. For example, Poltergeists are typically angry about something, but while one character may be extremely irate at having died before she was ready, a second character’s rage may derive from his righteous indignation at the perceived injustices of the world. Likewise, while Banshees generally possess a certain level of insight, one character may be a scientist with a keen understanding of the universe’s mysteries, while another is a priest with an intuitive comprehension of the human soul. When selecting a Shade, consider what would lead your character to develop that outlook and approach to the world, as well as how that attitude manifests within him as an individual.

Banshee

Oracles who possess a natural insight into the psychological and metaphysical. Banshees are considered to be the most empathetic of the Shades, and the ones most driven by insight and emotions. Many are compassionate, but some of the more cynical ones become prone to judging others who might be considered worthy of their assistance. 

Favored Attributes: 
Presence or Wits 

1st Horror: 
Wail

Manifestation Forms: 

For zero Vitality points, a Banshee can cause her voice to be heard in whispers that flutter and batter those in the area from all directions; otherwise, the Banshee has no physical impact on the world and remains unseen except to those who can see spirits and projectors. She may speak normally, though her voice sounds drawn through great distances or echoes in whispers. Banshees with Spite ratings near, equal to or greater than their Vitality project their

voices differently, their whispers giggly and high like those of children or dropping in octaves to sound possessed. For one Vitality point, she appears as an apparition, her gauze partially translucent and torn in an almost stereotypical rendition of a floating ghost. The wisps of bright white gauze float and bob on ethereal winds, giving the Banshee an almost dream-like quality. If the Banshee has a

high Spite rating (at least one dot under their Vitality), her gauze is even further tattered, her hair long

and white, her eyes black like ashark and her teeth likewise sharp. In either case all Attribute and Skill rolls are at half-strength, rounded down to a minimum of one dot.

For two Vitality points, a Banshee appears as human, with full stats, speaking and interacting with her surrounding as though alive, though qualities of the Banshee seem “floaty” and light as if the banshee is somehow immersed in water.

Haunter

Comfortable in a variety of environments and situations, these characters possess an inate empathy for objects and locations. Haunters tend to be roamers and loaners, always drifting into situations that suit them the best. Many were betrayed or abandoned at some point in their life, making it more difficult for them to become close to people They remain detached from human contact and instead focus their emotions on things, such as cars, art, or even an abstract concept. 

Favored Attributes: 
Dexterity or Intelligence 

1st Horror:
Inhabit 

Manifestation forms:

At no Vitality cost, Haunters may manifest only in reflective surfaces - mirrors, windows, bathwater and the like. In this state, they appear as substantial as they would in life, but only as a reflection. A soccer mom who sees a Haunter reflected in her SUV’s rearview mirror, sitting between her two kids, and spins around to look will only see the two children, not the Haunter. In this form, Haunters are incapable of verbal communication, instead relying on gestures or messages written with the Inhabit Horror.

Those touched by Spite ratings near their Vitality are masked by shadows that seemingly scrabble over them for purchase, and their eyes, as windows to their souls , are empty sockets. By spending one Vitality point, a mucous with a caul clinging to his face and obscuring his features, looking much like a cross between the old Victorian photos of ghosts’ ectoplasmic forms and the bed-sheet ghosts common on Halloween.

In this form, all Attributes and Skills for the purposes of rolls made for the Haunter are at half-strengh, rounded down (to a minimum of one dot). Again, high Spite ratings can affect this form, and the caul bulges and moves as if with darkened tendrils pressing against its inner surface, almost like a grease-thin paper bag filled with worms.

Two Vitality allows the Haunter to appear essentially as he did in life, though a Haunter appears unhealthy if not outright anemic or jaundiced. The Haunter may now interact with his environment and those around him as thoughl iving.TheHaunter now possesses all his normal Attributes and Skills, as well access to any of his Horrors.

Phantasm

In some ghost stories, the spook becomes visible to only one person, or the victim of a haunting sees other things that no one else can see. Many ghosts also make themselves known through dreams… or nightmares. Such visions betray the presence of the Phantasm, an elusive and illusive Shade that Orpheus never discovered in its researches. An encounter with a Phantasm can leave both the quick and the dead wondering if they

have gone insane, as dream and reality blur.

In life, prospective Phantasms cared more about their own thoughts than the world around them. Some of these people fled from reality to hide in idle fancies. Others tried to share their imaginings with other people as writers and artists. Still other latent

Phantasms strove to act out their dreams in real life or to make their visions real as inventors, reformers and organizers… or tyrants and madmen. The dictator

who turns a nation into one vast howl of terror follows a dream as much as the

idealist who quests for justice and healing. Potential Phantasms are not always easy to spot. For every artist or activist, a dozen people conceal vivid imaginations behind a quiet, ordinary life. The housewife who loses herself in soap operas or the clerk who fantasizes about winning the lottery may be just as much a latent Phantasm as a philosopher wrestling with ultimate truth or the science fiction fan who hates today because it isn’t yet tomorrow.

In death, Phantasms gain the power to project their dreams and fancies into other minds. They lived for imagination, and now, the world of dreams becomes their playground, their refuge and their weapon. A Phantasm cannot make his visions real and solid — but

he can impress them on other minds so vividly that victims cannot tell what’s real or illusion. Spooks of this Shade also easily gain the power to enter other beings’ dreams. They can observe a dream, interact with it or shape it to a vision of their own choosing. An especially practiced Phantasm can even slip from one dreaming mind to another, flitting about the world. The exceptional subtlety of their powers makes Phantasms hard to notice unless they want to be seen. Unwary ghosts or mortals can easily mistake a Phantasm’s illusions for reality — or at least for some other ghostly power. A Phantasm cannot materialize objects like a Poltergeist, but he can make others think he did. He can’t read the past like a Banshee or enthrall people like a Wisp, but he can walk through dreams and learn others’ traumas, fears and fantasies. A skilled Phantasm can cloak himself in illusion to appear as someone else or vanish from sight entirely. Of course, Phantasms can learn the trademark Horrors of most other Shades, given time — but dreams and illusions remain their area of greatest expertise.

As spooks, Phantasms can indulge their taste for fantasy to the fullest. The weakest and

most self-absorbed Phantasms — the drones and blips of their kind — may trap themselves in a single ever-repeating dream or nightmare. Less passive Phantasms may haunt the living as voyeurs of dreams or amuse themselves with their own projected fancies. Stronger Phantasms may try to share their dreams directly or play them out with the help of mortals or other ghosts. This can be as harmless as a dead playwright using dreaming minds as a stage. It can even be noble, such as a Phantasm who drives a killer to confess by sending her visions of her victim. An activist Phantasm can comfort, advise, teach or propagandize through visions… or delude, derange and torment his victims. Some dreams are monstrous and perverse. A Phantasm who drags hapless  mortals into his wish-fulfillment nightmares of power, lust or revenge can destroy lives as cruelly as any Spectre. The powers of dream and illusion can drive a victim mad… or convince other people that a victim has lost her mind. 

Favored Attributes: 
Presence or Manipulation 

1st Horror: 
Sandman

Manifestation Forms:  

By expending zero Vitality points, a Phantasm can appear to the living as a shadow with nothing to cast it, moving but flat and without any details except an outline. In this form, a Phantasm cannot affect physical objects. The Phantasm can  also whisper short sentences. Such a form does not usually attract attention if the Phantasm stays quiet, though it allows the spook to use all its powers upon the living.

A Phantasm who expends one Vitality point manifests as a humanoid figure but remains dark, indistinct and translucent — a three-dimensional shadow. In this form, the Phantasm can speak almost normally. The spook’s voice has its normal volume but retains a hollow, echoing quality. No one could mistake the Phantasm for anything

but a spirit, and the ghost still cannot manipulate physical objects. 

By expending two Vitality points, however, a Phantasm can manifest as an

apparently real, solid human being. In this form, a Phantasm can apply his full

Physical and Social Traits to affect people and objects. Like most spooks, the Phantasm appears as he did in life, possibly modified somewhat by his self-image. A Phantasm

could use his Horrors to alter how other people perceive his form, though. Phantasms with high Spite ratings retain the hollow quality of lower manifestation

forms and seem to merge with deep shadows.

Poltergeist

Embodiments of frustration and anger who channel their rage into destructive outbursts. Poltergeists are universally frustrated people, but can differ in how they handle that frustration. Some constantly whine and complain, and others try to escape from society completely by secluding themselves. Either way, they are frequently bitter and tend to explode with little provocation. 

Favored Attributes: 
Strength or Wits 

1st Horror:  
Helter Skelter

Manifestation Forms:  

The average Poltergeist (if there is such a thing) manifests in the way one might associate with the ethos of the sobriquet “poltergeist” These characters

impose their powerful essences on the living world, and in so doing, manipulate the things of the living by sheer will alone. With zero Vitality point expenditure,

Poltergeists manifest by exerting control over objects in the area and exploiting

them to their own ends (for a  maximum of one dot in Strength and Dexterity). This is typically most effective when manipulating objects as means of communication, like the point of a Ouija board, or by using chalk to scratch words on stone. In the digital Age enterprising ghosts and projectors make use of nearby computers to speak with the living. Otherwise, Poltergeists remain intangible, invisible and inaudible. With a high Spite rating (essentially a rating almost on par with starting Vitality), the words being written or indicated bleed for the duration of a Scene before the gauze-blood evaporates with no incriminating evidence left behind. For one Vitality point, the Poltergeist pulls nearby objects together to form a crude body. Even though it may look weak, this collective form has the same strength as any other one-vitality manifestation and may affect the world in much the Same fashion: at half the ghost’s or projector’s own Attribute and Ability scores. Any damage against the objects, however, forces the manifesting Poltergeist to make a Willpower (= Resolve + Composure) roll. if he fails, the body is scattered and the Poltergeist is incorporal again. With high Spite ratings, the objects spin around as though trapped in a  vortex or whirlwind. For two Vitality points, Poltergeists materialize fully formed, just like any other Shade. The difference is that the Poltergeist possesses a frenetic, angry energy about him. He may not mean to, but there’s a look of bottled rage to their eyes and in the furrow of the eyebrows. At best, the Poltergeist appears “intense,” at worst, homicidal.

Skinrider

Natural leaders who revel in mental and physical control. Skinriders are dominating and manipulative by default. Their use of control can be from good, such as a military leader spurring on their troops or a teacher pushing students to do better, to cruel, such as a bully or a bureaucrat who enjoys lording over others. 

Favored Attributes: 
Presence or Resolve 

1st Horror: 
Puppetry 

Manifestation Forms:  

At zero Vitality point expenditure, Skinriders manifest only by controlling the living. A Skinrider can touch a mortal and make him speak the spook‘s words, granting the character full speech. A Skinrider can also embody by proxy in the same fashion, using a mortal’s body to affect the physical world in brief and clumsy ways. Think of it as partial possession. Actions performed through borrowed flesh have a maximum duration of one turn, and the ghost/projector cannot exert force greater than Strength 1, at an agility of Dexterity 1. Those Skinriders touched with a high Spite rating make their hosts appear demonically possessed.The host’s eyes become white, his skin appears cracked, his hair goes wild and his voice becomes otherworldly- essentially all the physical cues from

the Exorcist sans projectile vomiting. By expending one Vitality point, the Skinrider materializes a body of his own, a translucent phantom of cobwebs and fog strung with silver threads, much akin to a humanoid ball of glowing twine. This tissue of gauze has effective Attributes and Abilities at half-value (to a minimum of 1 dot). The plasm body accurately portrays the ghost’s or projecting entity’s self-image, but no one could mistake it for a living person. With a high Spite rating, however, the threads and cobwebs blacken to oily slickness, and shadow-like veins grow from cancerous splotches on the Skinrider’s body. Expending two Vitality points creates a body that appears fully human, with the character’s full Attributes. Again, though, this is the spook‘s self-image. For projectors, this might not match the character’s physical body in every detail. The Skinrider’s “veins” and “arteries” are more visible however, the skin somehow thinner .. more brittle. Both the candy floss-phantom and solid manifestations last a full scene before dissolving, unless the Skinrider chooses to abandon them earlier. 

Wisp

Tricksters who weave deceptions with charm and guile. Wisps are generally the most extroverted of the Shades, reveling in attention and adoration, and generally take things less seriously than others.. They tend to be naturally charming, have an excellent sense of humor, a good sense of showmanship, or all of the above that they use to great effect with their abilities. 

Favored Attributes: 
Dexterity or Presence 

1st Horror: 
Unearthly Repose, Stormwending 

Manifestation Forms:  

At zero Vitality points, the Wisp’s basic manifestation is a soft glow, usually white or yellow (although Wisps with high Spite ratings tend more toward red or violet). The glow is not humanoid in shape; an observer who saw both the ghost’s Gauze and the glow would see a ball of light roughly centered over the Wisp’s abdomen. A living observer sees only a faint ball of (usually very beguilling) light, until the Wisp decides to invest more of himself in the manifestation. In this form the Wisp is completely mute, but can affect physical objects in slight ways (flicking light switches, fogging windows, etc.) With some additional effort (at one Vitality point expenditure) the Wisp looks like a blurry rendition of her true appearance. The ghost or projecting entity appears to the living as a recognizable, humanoid form, but her features slur and run together as though being viewed through a rain-lashed window. Some Wisps, particularly those with high Spite ratings, take on darker shades in this form and resemble old, black and white photographs. Finally, by exerting himself, the Wisp can appear as a human being, manifesting completely. This two point Vitality expenditure renders Wisps nearly indistinguishable from their normal, living forms, save the fact that they glimmer with an inner light. Most such Wisps have beatific smiles – or devilish grins, depending on theis genereal temperament – a light, dextrous touch and obvious grace. Since Horror are usable in this form (and Wisps tend to be showy) they often glow with low-level Unearthly repose.

Laments

Laments determine exactly how a character comes into contact with the world of ghosts. There are two main categories of Laments: projectors and ghosts. Projectors are living humans that through one method or another can throw off their flesh and become a ghost. They can return to their bodies under most circumstances. The other category are the dead, who still manage to interfere in the affairs of the living. Characters can change Laments throughout a campaign (for example, a sleeper killed in the line of duty can become a spirit, or a skimmer unable to project anymore can become a sleeper). 

Sleeper 

Sleepers enter special changers reminiscent of cryogenic tanks in order to project. Orpheus technicians replace their blod with a serum that maintains the organs' health even as they ought to decay, and the Sleeper is frozen to aroung -80ºF. 

 

Advantages: 

Sleepers do not need to spend Vitality to remain Projected. Additionally, they can channel temporary Spite points into their body as automatic Bashing damage, which heals normally once they’re back in their body. Damage to a Sleeper's ghostly form does not transfer to his physical body. Skimmers gain 1 point of Vitality per hour while resting in body. 

Disadvantages: 

It takes five hours to project and to come out, and requires specialized machinery. It also takes five hours to bring the body back from cryostasis to life.

Skimmer 

Skimmers have mastered the mysterious art of soul projection. With minimal preparation, a Skimmer can cast her conciousness out of her body, essentially becoming a spook at will. The Skimmer's body remains alive, an empty husk connected to the Skimmer's soul by an invisible and intangible connection called the "silver cord". 

 

Advantages: 

Skimmers can project in 1 turn with a successful meditation roll of Wits + Composure 
(- environment modifiers). With a failed roll, projection takes 1 minute. Skimmers can Ripcord back to their body in 1 turn, which causes 1 automatic level of Bashing damage. Skimmers gain 1 point of Vitality per hour while resting in body. 

Disadvantages: 
Skimmers must spend 1 point of Vitality an hour to stay alive while projecting, or they take 1 point of Bashing damage every hour. Damage to a Sleeper's Vitality also causes equal damage to his Health, in Bashing damage. 

Spirit 

Spirits are the restless dead who remain behind after the body has passed on. Orpheus prizes these agents, as they no longer legally exist, they are perfect for operations that would be illegal if performed by a living agent. 

 

Advantages: 
Spirit characters begin with Echo 2. If the lament of a character changes during the chronicle to Spirit the Echo value increases at 1 point.

Disadvantages: 

All spirits are held to the afterlife by a number of Tethers, unfinished business or attachments the spirit is unwilling to let go. Player Character Spirits begin with 3 Tethers, which take the form of an action tied to a person, place or thing. Spirits are normally unaware of what their Tethers are, but any Orpheus employed Spirit will certainly have had his sensed and explained. If a character resolves or completes a Tether, he either gains 1 point in Echo or loses 1 permanent Spite (and thus wins 1 point Morality). 

However, if a Tether is destroyed or made impossible, the character loses 1 point of Echo AND gains 1 permanent Spite (and thus looses 1 point Morality).

Additionaly, all Spirits have a dark reflection, a Spectral twin that exists primarily to indulge in the Spirit's Vice and to destroy the Spirit's existance, causing the Spirit to gain more and more spite until finally the two halves can become whole again. 

Hue

A special kind of spirit, hues have one thing that separates them from other ghosts. While alive, a hue tried the drug pigment, a highly addictive designer drug that allows those under the influence to see ghosts. 

Advantages: 

First and formost, due to their weakened state, Hues don't have the Spectral twin that Spirits do.  

Secondly, Hues can access their Stains without increasing their Spite. For every 1 Vitality spent Hues can activate one Stain for one turn without the usual risk of increasing their temporary Spite. 

Disadvantages: 

The maximum Vitality is lower than every other lament with the same Echo value (see “Echo” p.4).

 Horrors


Horrors are the abilities that characters in Orpheus can use when they are in ghost form. These abilities are reflections of one of the shades a character can possess, and are remarkably flexible in how they can be used. Horrors are powered by vitality. Each horror also features a benefit, a special bonus that can be granted to other spooks. 

Who has what:

Shade 
1st Tier 
2nd Tier 
3rd Tier Horror 
Banned Horrors

Banshee 
Forebode 
Wail 
Pandemonium 
Helter Skelter, Congeal, Anathema

Haunter 
Inhabit 
Witch’s Nimbus 
Broadband 
Ghost Forebode, Wail, Pandemonium

Phantasm 
Bedlam 
Sandman 
Dream-Walker 
Inhabit, Witch’s Nimbus, Broadband Ghost

Poltergeist 
Helter Skelter 
Congeal 
Anathema 
UnearthlyRepose, Storm-Wending, BeckonRelic

Skinrider 
Puppetry 
Juggernaut 
Contaminate 
None yet known

Wisp 
Unearthly Repose
Storm-Wending 
Beckon Relic 
Puppetry, Juggernaut, Contaminate

Banshee: 

WAIL 

Wail allows you to manipulate emotions or cause damage with your voice.In order to affect the living, you will need to manifest, if only just as a voice. 

 

The Banshee can decide which effect his voice should have.

a) Calm or Enrage
System:

Action: instant

Dice pool: Manipulation + Empathy + Vitality vs. Resolve + Composure
Cost:  0-5 vitality
Duration: (Vitality spent + 1) turns

Number of Successes rolled determines power of effect:  

1 Success: 
Mildly soothing or annoying. Lowers all Physical dice pools by 1 if 
soothing; Mental and Social pools by 1 if annoying. Affects 1 person. 
Maximum effect with 0 Vitality 

2 Successes: 
Calm a screaming baby or anger an average shopper. Lowers dice pools 
by 2 as above. Affects 2 people. 

3 Successes: 
Calms an angry commuter or annoys a serene mother. Lowers dice pools 
by 3 as above. Affects up to 5 people. (Maximum effect possible for 1 
Vitality point spent.) 

4 Successes: 
Calms a new widow or infuriates a controlled security guard. Lowers dice 
pools by 4 as above. Affects up to 10 people. 

5 Successes: 
Pacifies a raging lunatic or enrages a Buddhist monk. Lowers dice pools 
by 5 as above. Affects up to 50 people. 

 

b) Attack: 

System:

Action: instant

Dice pool: Manipulation + Empathy 

Cost:  2-5 vitality

Duration: n.a.

Weapon stats: R: 10+Vitality/-/- I:0 H: +Vitality D: 1L(armor piercing Vitality spent-2)

Spend 2 or more Vitality. Damaging Wail affects everyone within 10 + Vitality spent yards in front of the Banshee. 

Each point of Vitality spent over 2 provides 1 point of armor piercing
c) Damaging Objects: 

System:

Action: instant

Dice pool: Manipulation + Empathy

Cost:  4-5 vitality
Duration: n.a.

 

Range is 10 + (Vitality spent) yards. 

(See WoD p137 for details on damaging objects) .

If the spook expends 5 vitality the durability of the target object is halved (round up).

  

Benefit:

Spend 1 Vitality to double range, area of effect, or number of targets of another Horror. 

 

FOREBODE 

Forebode acts as a “sixth sense”. Ask a question about a specific person, place, or object; glimpse into the future or past for (Vitality spent + 1) turns. 

System:

Action: instant

Dice pool: Wits + Empathy

Cost:  0-5 vitality
Duration: (Vitality spent + 1) turns

Vitality Spent determines how far into the past or future you can look: 

0 Vitality = 
1 hour into past or future for 1 turn 

1 Vitality = 
1 day for 2 turns 

2 Vitality = 
1 week for 3 turns 

3 Vitality = 
1 month for 4 turns 

4 Vitality = 
1 year for 5 turns 

5 Vitality = 
10 years for 6 turns 

 

Successes determine level of precision:  

1 Success: 
Show a blurry past event, or a future event with no context. 

2 Success: 
Clear vision, dim sound. An event with some context 

3 Success: 
Clear vision and sound. An event relevant to the question asked 

4 Success: 
Clear and can move. A relevant future, and 1 or more possible futures 

5 Success: 
Full replay of event. A future in question, any possibilities with the central 
event as the nexus. 

 

Benefit:

Spend 1 Vitality to grant one other horror the 9 Again rule for one turn. 

PANDEMONIUM

This Horror combines the time-spanning power of Forebode with the physical power of Wail. Through Pandemonium, a spook can go beyond sensing the future to shaping it. The success or failure of any challenging task depends on a host of factors beyond

conscious control, from the weather to momentary distractions. A Banshee’s unearthly singing or humming opens her mind’s eye to this ever-shifting swirl of random factors, and she can choose factors to bless an endeavor with success or curse it with failure.

Once a Banshee attains this power, anything she or her friends attempt can carry this weight of probability in its favor, while their opponents suffer a corresponding

burden of bad luck.

System:

Action: reflexive

Dice pool: n.a.

Depending on how much Vitality the character expends, the Storyteller adds or subtracts dice from a task’s dice pool, to represent the weight of luck working for or against the endeavor. A Banshee can apply good or bad luck to any task challenging enough to

require a dice roll and to any person, spook or mortal — even herself. For instance, a Banshee could use the Horror to lie her way past a security guard (increasing her Manipulation + Subterfuge pool) or to help a surgeon perform a difficult operation (increasing his Dexterity + Medicine pool). On the other hand, she could make a thug running through a junk-strewn alley become clumsy (reducing the target’s Dexterity + Athletics pool). Pandemonium can even apply to the dice pools involved in wielding Horrors, such as reducing the Manipulation + Intimidation pool for a Skinrider attempting to possess a mortal. Pandemonium has some limits. The bonus or penalty

can apply to only one dice pool at a time, for a task the target performs when the Banshee uses the Horror. If the target attempts two actions at once, Pandemonium affects only one task. The Banshee can apply Pandemonium to only one character in a turn. The target also needs a dice pool to begin with: If a character absolutely cannot perform a task because he lacks the necessary Knowledge (or it’s physically impossible), all the blessing in the world won’t help. So this power cannot be used when the character only has a chance die. Conversely, no amount of bad luck can thwart an automatic action that doesn’t require dice pools or a reflexive action that isn’t a willed task. Pandemonium has a range of just 10 yards. A character must manifest to use the Horror on a mortal target. Pandemonium has no direct effect on objects, although the entire world can seem to help or hinder its target — from computers that blue-screen to bullets that ricochet and strike an enemy from behind. The duration of the blessing or curse and its severity depend on how much Vitality the player spends on the power:

0 Vitality:
Add/subtract one die on one roll only.

1 Vitality: 
Add/subtract two dice on one roll or one die on two separate rolls.

2 Vitality:
Add/subtract a total of three dice divided among as many as three rolls.

3 Vitality:
Add/subtract a total of four dice divided among as many as four rolls.

4 Vitality: 
Add/subtract a total of five dice divided among as many as five rolls.

5 Vitality: 
Add/subtract a total of six dice divided among as many as six rolls.

Pandemonium cannot reduce a roll to a chance die. 

Pandemonium always works, with no need for the Banshee’s player to roll dice. If a character wants to bless or curse a target without the other person noticing, however, the Storyteller can ask for a Wits + Subterfuge roll with modifiers concerning the noise level.

A character cannot use the Horror repeatedly on the same person to make him more and more lucky or unlucky. Until the first blessing or curse runs its course, the character cannot impose a second. Blessings or curses do not “stack” either. If, for example, one Banshee laid a two Vitality blessing on a task and another Banshee granted a three Vitality blessing, the task would receive a bonus of four dice, not seven. One Banshee can bless a task while another Banshee curses it, though.

Benefit: 

When a Banshee conjoins Pandemonium to another character’s Horror, her song opens the recipient’s mind to the kaleidoscope of random factors so he knows exactly how to use his Horror for the best possible effect. Spooks compare it to an athlete’s confident feeling of being “in the zone,” when he cannot fail.

The next action the character attempts using that Horror takes place at a modificator of +2. The duration of the Benefit depends on the duration of the task that involves the conjoined Horror. This is usually an instant or one-turn action, but the Benefit still applies if a task takes longer to complete.

Haunter: 

INHABIT 

Inhabit allows you to possess and control inanimate objects and buildings. Inhabit lasts for 1 scene, and you can extend it’s use by spending 1 Willpower point per additional scene. The possessed object becomes your “body”. Each turn that the object receives damage, you lose 1 point of Vitality. You can do anything that the device can normally do, substituting your own traits. Inhabiting characters are effectively invisible to Dead Eyes, Kirlian Cameras and the like. 

System:

Action: instant

Dice pool: Dexterity + Crafts 

Cost:  0-5 vitality
Duration: 1 scene (+1 per Willpower spent)

Vitality spent determines size: 

0 Vitality: 
cell phone or pistol, 

1 Vitality: 
microwave or computer, 

2 Vitality: 
motorcycle or bookcase, 

3 Vitality: 
car or small shed, 

4 Vitality: 
house or bus, 

5 Vitality: 
mansion or airliner 

 

The number of successes dictates what can be done: 

1 Success: 
Small special effects 

2 Success: 
Object doesn't need external power 

3 Success: 
Harm the host object at will 

4 Success: 
Internal repairs by rolling Intelligence + Crafts + Echoes 

5 Success:
Dramatic effects like moving statues or walking chairs 

 

Benefit:

Spend 1 Vitality to imbed the effect of a Horror into an object. The Horror activates after 1-3 turns. 

 

WITCH’S NIMBUS 

Witch’s Nimbus is the power to generate and discharge energy, usually in the form of electricity or fire. Witch’s Nimbus lasts for one scene. This works without a dice roll. 

The Horror can be used as a bonus to a brawl attack or as a ranged weapon (if 3 or more Vitality have been invested).
Witch’s Nimbus does not work with a melee weapon.

System:

Action: instant

Dice pool: 


Ranged: Dexterity + Athletics 

Cost:  0-5 vitality
Duration: 1 scene 

Vitality spent determines level of effect: 

0 Vitality: 
small ball the size of a candle flame, can read by or ignite things 

1 Vitality: 
+1 to brawl damage, -1 to all Stealth rolls 

2 Vitality: 
+2 to brawl damage, -2 to all Stealth rolls 

3 Vitality: 
+3 to brawl damage, automatically fail Stealth rolls, can make ranged 

attacks. 

4 Vitality: 
+4 to brawl damage, everyone within 1 yard takes 1 level of Lethal 
damage per round, -1 modifier for ranged attacks against the spook

5 Vitality: 
+5 to brawl damage, everyone within 2 yards takes 2 levels of Lethal 
damage per round, -2 modifier for ranged attacks against the spook

  

All damage caused by Witch’s Nimbus is Lethal. 

Ranged Attack:

Weapon stats: R: 10+Vitality/-/- I:0 H: +Vitality D: Vitality L 

Benefit:

Spend 1 vitality and double the duration of the recipient's horror. 

BROADBAND GHOST

Broadband Ghost refines Witch’s Nimbus into a far more versatile Horror and adds elements of Inhabit as well. A spook with this Horror goes beyond radiating fire or electricity to become those forms of energy. The Haunter can also merge with existing flames, electrical currents, magnetic fields and radio waves. Characters with this Horror can ride the power grid, manifest through flames or become their own radio or TV station. They can also lash out with heat or electricity. 

System:

Action: instant

Dice pool: none

Using Broadband Ghost, a character can transform himself entirely into fire or electricity. In such forms, the spook can damage other spooks or can manifest to harm material objects or people. The spook becomes completely immune to physical attacks while 

manifested, however. Bullets, blades, blunt objects and fists pass through the spook’s body as they would through a flame or an electrical arc. Use the systems for Witch’s

Nimbus for the damage dealt by a spook’s touch or ranged attacks.

More importantly, a character can merge with existing flames or electromagnetic fields and currents. Any Haunter can possess a radio or a computer using Inhabit, but it takes Broadband Ghost to read what’s actually in the computer’s memory or to make the radio broadcast a message to other radios. As the spook expends more Vitality, the effects of the Horror become more removed from ordinary human experience.

0 Vitality:
the spook can manifest through flames or electrical devices such as TV 
screens or neon lights. The spook must appear in something like its mortal 
appearance, though it remains obviously an image. A character can talk in 
this form.

1 Vitality:
a Haunter can create any image he wants in the glow of flames or 
electronic phosphor screens. He can project Witch’s Nimbus balls of fire 
or electricity at the zero Vitality level from inside a possessed machine. 
He can also create areas of uncomfortable heat or prickling electric charge 
in areas about 10 feet across, at a range of 10 feet, whether he chooses to 
manifest or not. 

2 Vitality: 
lets a spook merge with electrical currents and “ride” them along power 
lines and through appliances. The character can reach any place the power 
grid reaches, but navigation becomes difficult over long distances (see 
below for details). The ghost can also project Witch’s Nimbus effects at 
the one Vitality level to create a damaging aura around a possessed device. 
For instance, a Haunter who possessed a microwave oven could deliver a 
shock to anyone who touched the device. This does not, however, cost the 
spook any more Vitality: It’s an innate aspect of the Broadband Ghost 
form. If the character wants to project greater attacks, he must use Witch’s 
Nimbus directly and pay the added Vitality cost. 

3 Vitality:
a Haunter can sense and manipulate a broad range of the  electromagnetic 
spectrum. He can see in infrared or ultraviolet light, hear radio broadcasts 
or feel electromagnetic fields and ionizing radiation. The character can 
create or control electrical and magnetic fields. For instance, a Haunter 
could wipe magnetic storage media, though not read the contents. The 
character can emit radio or TV broadcasts at will, but his range is limited 
to a few miles. 

4 Vitality:
this brings a quantum leap in delicacy and precision. Now, the character 
can read or write directly to computer memories as he moves among the 
circuits. The spook also gains the power to project Witch’s Nimbus effects 
at the two Vitality level for free, dealing lethal damage to whoever touches 
the possessed device. 

5 Vitality:
brings the apex of the Horror, as the character gains mastery of radio 
waves. He can slip his broadcasts into existing radio or television feeds or 
travel at the speed of light along radio transmissions. A Haunter can also 
project Witch’s Nimbus effects from a device at the three Vitality level for 
free, including hurling bolts of flame or lightning at a range of 10 yards. 
For instance, a spook could possess a TV set and shoot electrical bolts at 
people in the room. Activating this Horror counts as a normal action. 
Broadband Ghost remains active for a full scene. At any time during that 
scene, the character can feed another Vitality point into the Horror to 
increase its effect. Any sort of attack or manipulation of the environment 
using this Horror also takes an action. A character cannot possess or 
control more than one machine at a time. Broadband Ghost does not 
require any special concentration to maintain, though the Storyteller may 
rule that characters must focus all their attention on particularly delicate 
tasks, such as rewriting a computer’s memory. 

Just as with Witch’s Nimbus, attacking at range using Broadband Ghost calls for a roll.

Manipulating machines, creating images on TV screens, projecting radio signals, reading

electrical or magnetic records and the like all require an Intelligence + Science/Computer -roll.

Broadband Ghost lets a character travel around the world along the power grid or radio broadcasts. A character who travels as electricity is limited to where power lines go.

A Haunter can begin a radio-wave journey anywhere, but must reappear at an active transmitter or receiver. Another character sending messages by Broadband Ghost counts as an active transmitter. The great difficulty of radio or power-line travel lies in picking the right place to reappear when you move so fast.  

For a Haunter to reach a desired location, the player must roll the character’s Wits + Composure. The number of successes determines the character’s accuracy: 
One success means an error of 10 percent of the desired distance;  two successes indicates an error of  just one percent; and three successes means the character

arrived exactly on target.


Distance 
Modifier

Less than 1 mile 
+1

1 to 10 miles 
+/- 0

10 to 100 miles 
-1

100 to 1,000 miles 
-2

More than 1,000 miles 
-3

Tracing a radio signal to its source 
+1

Character knows the target device
+1

Benefit: 
A character can use Broadband Ghost to quadruple the duration of a conjoined Horror. An instant effect lasts four turns instead of one, while something that would normally last two hours now lasts eight. The Haunter sends a puff of glowing motes or embers to the beneficiary, who suddenly hears the hiss and crackle of radio and

electrical currents, with the deep, soft hum of the Earth’s magnetic field underlying it all. The beneficiary can hook her Horror into this geomagnetic power, which sustains the

effect far longer than is normally possible.

Phantasm: 

BEDLAM

This Horror produces illusions. A spook with this power can imagine something, and another person sees it — or hears it, tastes it, smells it or feels it. Bedlam is the trademark Horror of the Phantasms, though most other spooks can learn it. An iridescent, silvery shimmer ripples across the eyes of a spook who projects an illusion, but the Horror

gives no other sign of its use. A Phantasm imagines the illusion as if he really saw, heard or sensed it himself. At first, a spook needs to spend time concentrating on a daydream, but a practiced Phantasm can project an illusion in seconds. A Phantasm can project a waking dream into the mind of just one person or craft an illusion that any person can sense. Such a strengthened illusion registers on cameras, tape recorders and other machines. The spook himself experiences his illusion just as vividly as the targets, which makes the Horror a way for ghosts to enjoy sensations normally denied to the dead.

Wild, fantastic illusions can make an unwary person doubt her sanity, especially when other people nearby insist that nothing’s there. Bedlam’s greatest power, however, lies in its subtler applications. A Phantasm can make one person hear something other than what another person actually said and, so, set them at odds. Bedlam can subtract sensations instead of adding them, so a target does not see, hear, smell or feel a danger. A spook with this Horror can disguise himself to look like someone else or work an endless variety of other deceptions. The Horror cannot exert the slightest trace of force against solid objects. Bedlam can disguise the use of other Horrors, though. For instance, judicious use of Helter Skelter could make an illusory creature seem to pick up and hurl an object. 

System: 

Action: instant

Dice pool: none

Cost:  0-5 vitality

Duration: 1 scene

Crafting a single illusion, for a single target, does not require any dice rolls but always counts as a full action. A Phantasm can affect anyone he can see, whether spook or mortal, within 100 feet. Spooks must  manifest at least a little (their zero Vitality manifestation) to affect a mortal.Bedlam illusions affect one sense, plus one for every

point of Vitality invested in the power’s use. Thus, if a spook invested two Vitality points in a use of Bedlam, the resulting illusion would affect three senses. Although

Phantasms most commonly create visual chimerae, a spook can send hallucinations of sounds, tastes, smells or other senses. Since a spook can expend up to five Vitality, an illusion can affect up to six senses, including less familiar senses such as balance, hunger or the mystical Vitality sense that directs Spectres to their prey. A spook can affect touch, hunger and other senses “internal” to the body only when he invests at least three Vitality in a Bedlam effect, with sight, hearing and either taste or smell mandatory. Phantasms can fool mystical senses only by expending five Vitality. Enhancing an illusion so that anyone can sense it costs another two Vitality. This does not let a spook expend more than five Vitality on an illusion. The full range of Bedlam options, therefore, proceeds as follows:

0 Vitality: 
Affect one sense for a single target.

1 Vitality: 
Affect two senses for a single target.

2 Vitality: 
Affect three senses for a single target, or one sense for general


perception.

3 Vitality: 
Affect four senses for a single target, possibly including touch,


balance or other “internal” senses, or two senses for general perception.

4 Vitality: 
Affect five senses for a single target, or three senses for general


perception.

5 Vitality: 
Affect up to six senses for a single target, possibly including supernatural


senses, or four senses for general perception, possibly including touch.

An illusion can last up to a full scene with no need to expend more Vitality, so long as the spook pays attention to maintaining the false sensations. If circumstances force the spook to depart or take fast, violent action, the illusion lasts one turn longer, plus one turn per Vitality expended. A spook can use Bedlam while fighting or fleeing, but in this case the illusion lasts only (Vitality + 1) turns in all. Bedlam can never cause real, direct harm. An illusion can make a person think she suffered a wound, though, and the Storyteller can assess whatever wound penalties seem appropriate. As soon as the illusion ends, though, the victim finds herself completely unharmed. 

If the target of Bedlam tries to resist an illusion, her player can attempt a roll of (Wits + Composure) – (Presence of the Phantasm).

Success indicates that the target ends the hallucination. The target must suspect that her senses are playing tricks on her. Characters do not automatically receive a chance

to resist. A Phantasm can also project illusions at one person after another, but in that case, each illusion incurs its own Vitality cost. 

Starting one illusion while maintaining a different illusion on someone else requires a 

Wits + Subterfuge roll (dice modifier of - 1 per active illusion). A spook can inflict just one illusion on an individual at a time. If a Phantasm wants to change an illusion in a drastic way, such as adding new senses, he must expend the Vitality to craft a new waking dream. In any case, Bedlam illusions are discreet additions to or subtractions from the environment. A spook cannot completely change what a person senses. A Phantasm could make a person see a snake, hear a voice or smell a perfume that isn’t there. He could not make a person hallucinate that she’d instantly traveled to the top of the Empire State Building — that’s too all-encompassing an illusion.

Bedlam briefly links the minds of the user and the target, and this link enables Phantasms to work around possible areas of ignorance. An illusion is not just as realistic and accurate as the spook imagines, it becomes as realistic as the target imagines. For instance, a Phantasm who knows nothing about firearms could still evoke a detailed image of a Glock pistol from the mind of someone who did know about guns. (If the target did not know about guns either, the Phantasm would merely evoke “a big gun” — but since neither person could recognize inaccuracies, there’s no harm.)

A Storyteller may ask for various dice rolls from the players of either the Phantasm or his target, depending on the circumstances. For instance, if a Phantasm tried to impersonate a rock star through illusion, the Storyteller might ask the player to roll the spook’s Wits +

Performance to fool the star’s manager. 

Benefit: 

By conjoining his power to another spook’s Horror, a Phantasm renders that other power more difficult to resist. Many ghostly powers work through the mind and soul, and Bedlam’s subtle nature slips past even the strongest psychic defenses. If the target of a Horror receives any roll to resist the effect, conjoined Bedlam adds a dice modifier of -2 of that roll. The donor spook vividly imagines the recipient’s Horror

acting with greater power and the victim succumbing, while the recipient feels a moment of dreamlike detachment.

SANDMAN

Ghosts and projectors operate in a side of the world that mortals do not see. Spooks who learn Sandman, however, can enter an even stranger realm, the world of dreams. Not only can Phantasms watch the dreams of sleepers, they can actually enter those dreams and shape them to their will. This Horror also enables ghosts to sleep and dream, something they cannot experience any other way. Sandman carries special dangers, however,

for every dream ends in time. A Phantasm must touch the head of her target to employ this Horror, though the spook does not have to materialize in any way. As the Phantasm slips into a reverie, she sees her target’s dream play out before her mind’s eye. Other spooks (or other creatures who can see ghosts) see flickers of the dream slide across the

Phantasm’s body like a film projection. This is enough to recognize the Horror’s use but never enough to gain useful information. If the Phantasm chooses to enter the dream, she seems to step inside her target’s head, shrinking as she goes as if that one step took her very far away, before she vanishes.

System: 

Action: instant

Dice pool: Wits + Empathy

Cost:  0-5 vitality

Duration: 1 scene

Suggested Modifiers: 

Target already dreaming

+2

Target sleeping


+ /- 0 

Target drowsing / in trance

- 1

Target awake



not possible

Spooks with this Horror learn that people always dream a little, but the mind usually keeps these shreds of dream pushed out of the conscious mind. Catching the evanescent threads of dream requires a Wits + Empathy roll. 

The amount of Vitality a spook expends determines how completely it joins a dream. 

At zero Vitality, a Phantasm merely watches her target’s dream but cannot affect it. Phantasms usually probe a dream at this level before embarking on deeper explorations, since a spook can always expend more Vitality for a deeper connection without the need for the player to roll again. 

Expending one Vitality does not grant any greater access to a dream, but this level enables a spook to put a ghost to sleep. The ghost must be willing for this to work. While asleep, a ghost may dream just like a mortal, and the Phantasm can observe and affect those dreams using other applications of Sandman.

Although natural dreams may reveal much about a person, a Phantasm might have to watch a lot of them and study the person’s life to gain a context for interpretation.

At two Vitality, a spook can nudge the target’s dreams to reveal information about that person’s life. This calls for another Wits + Empathy roll (at the same difficulty as before). For each success, the character can seek and discover one brief fact about the subject. For instance, a Phantasm could touch the dreams of a businessman and nudge his dream to reveal how he really feels about his wife — or the number for his Swiss bank account. A spook may attempt this sort of questioning only once per dream. At this or lower levels of Vitality expenditure, contact with a dream lasts until the spook stops concentrating or the dream ends. Dreams seldom last longer than 10 or 15 minutes, though they may seem to last longer to the dreamer. 

At three Vitality, a Phantasm can enter a dream, move hrough it and interact with any characters in the dream. She can prod the target’s unconscious mind to answer questions, as at the previous level, but cannot change the dream to a great degree. For each success rolled, the Phantasm can carry one additional spook into the dream, but such characters cannot affect the dream at all unless they too know this Horror. 

By expending four Vitality, the spook can alter the dream. Each attempt to change a dream calls for a Presence + Empathy roll, with a dice mofdifier set by the extent of the change. 

Change:
Modifier:

Adding a single object to a dream or talking to the dreamer 
+/- 0

Changing a significant aspect of the dream 

(for instance, changing day to night) 
- 1

Completely changing a dream 

(turning a pleasant dream to a nightmare) 
- 2

If the Phantasm completely takes control of the dream she can declare her presence to the dreamer or remain hidden, as she wills. She can also make sure her target remembers the dream when he wakes up. The Phantasm can apply all her Social Attributes and communications Abilities to shape the dream — for instance, a dream meant to frighten a miser into changing his ways could call for a Manipulation + Intimidation roll in addition to the basic roll to take control of the dream. Once a Phantasm reaches this level of connection to a dream, she can keep making changes without the need for more Vitality expenditure. Spite-heavy Phantasms tend to create nightmares no matter what they intend, though. 

At five Vitality, a Phantasm can shape a dream that evokes her target’s deepest hopes, joys and ideals — or his deepest fears, failings and miseries. This requires a (Presence + Empathy) – (target’s Composure) roll. Each success causes the dreamer to gain or lose a temporary Willpower point. A Phantasm can bolster or attack this way only once per dream. 

Rolling a botch for any Sandman application makes the target wake up immediately. This is bad: If a person wakes up for any reason while a Phantasm occupies his dream, the spook’s player must roll (Resolve + Composure) – (sleepers Presence). Success means that the spook is merely ejected from the vanishing dream and loses a point each of Vitality and Willpower. Failure means the spook is trapped in the target’s mind until he dreams again. At that time, the character can attempt another (Resolve + Composure) – (sleepers Presence) roll to escape. Botching means the spook finds herself violently ejected from someone else’s dream, perhaps thousands of miles from where she began… a hint of a greater power to master. The nature of the Horror utterly precludes any use in combat: Such a foe is neither asleep nor willing. A character cannot use Sandman on two targets at once.

Benefit: 

A Phantasm who conjoins Sandman to another spook’s Horror can extend her dream-insight through that Horror. When the other character uses his Horror to affect a target, the Phantasm learns one previously unknown fact about that target. For instance,

suppose a Phantasm conjoined her Sandman to a Haunter’s Witch’s Nimbus. When the Haunter attacks a Spectre with a jet of fire, the Phantasm could ask, “Where does this Spectre normally lair?” and receive a vision of the Spectre’s hive. Both the recipient and the target of the recipient’s Horror strongly feel that the Phantasm stands next to them. They can almost see the spook looking over their shoulder — but no one’s there.

DREAM-WALKER

Some mystics and psychologists believe that all human minds are linked to a common reservoir of archetypal stories and symbols that manifest through dreams — a collective unconscious. Spooks who learn this Horror can’t shed any light on archetypal symbols,

but they know for a fact that all human minds are linked through their dreams. A spook who learns Dream-Walker can step into one person’s dream, then step out of another person’s dream… perhaps thousands of miles away. Phantasms can even carry other spooks along on this dreamland express. Dream-Walker also enables a spook to probe a

person’s social connections through his dreams. Strong emotions create a bond between people that a Phantasm can trace using this Horror. Any emotion will do.

Like with Sandman, a spook must touch her target’s head to use this Horror. The character does not need to manifest in any way. Flickering images of dreams play across the spook’s body as she touches her target’s mind. When the character steps into the

dream, she seems to shrink and vanish into her target’s head. To her, and to anyone she carries with her, it’s as if she steps into a kaleidoscope of dream images,

then steps out of another person’s head a bit later. Dream-Walker affects spooks as well as living people, though the Phantasm must use Sandman first to put a ghost to sleep.

System: 

Action: instant

Dice pool: Presence + Wits

Suggested Modifiers:

- 2 if the Phantasm seeks a person to whom her dreamer feels a connection, as

determined below.

Roll results:

Dramatic failure: 
Lost in dreamland! Random location, anywhere in the world.

Failure:
Power does not activate.

Success: 
Error of 10 percent of the distance you intended.

Exceptional Successes: 


Exactly on target or the exact person you intended (or at least the


nearest sleeper).

To find a person’s associates using Dream-Walker, the Phantasm’s player rolls the character’s Wits + Empathy. If the roll succeeds, the character receives a vision of one person to whom her target feels a strong connection. This does not necessarily mean affection: The target could just as easily hate, fear or envy the other person. The probing spook does not know the other person’s name, only the emotion that her target feels. The Storyteller should give the character a one- or two-word description of that emotional resonance, such as “love,” “disgust” or “amused irritation.” This use of Dream- Walker costs zero Vitality.
By expending one to five Vitality, the character can transport herself and other people from one dreaming mind to another and, so, cross great distances in a short time. The character can seek a particular location or a particular person, but the dream-traveler can only reach places where someone currently sleeps. The more Vitality the character expends, the further she can travel and the more people she can carry with her:

1 Vitality: 
Transport yourself up to one mile.

2 Vitality: 
Transport yourself up to 10 miles, or one additional person up to


one mile.

3 Vitality: 
Transport yourself up to 100 miles, or at most, three additional people


up to 10 miles.

4 Vitality: 
Transport yourself up to 1,000 miles, or at most, five additional


people up to 100 miles.

5 Vitality: 
Transport yourself anywhere in the world, or at most, seven additional


people up to 1,000 miles.

Contacting a person’s dreaming mind takes a full turn of concentration. Both entering and leaving the “dreamland express” take a full turn, and the travel in between takes one turn for every point of Vitality expended.

Benefit: 

A Phantasm can use Dream-Walker to create a psychic link between two spooks. One can be the Phantasm herself, or she can link two other characters. The Phantasm and the other characters must touch to establish the link. Once established, however, the link ignores distance and can even cross into dreamworlds. For one and only one action afterward, the two characters can assist each other by applying one spook’s Benefit to the other character’s Horror. The link

dissipates if the characters do not use it within 24 hours of its inception. Until the link is used or dissipates, the participants each feel like the other spook is next to  them, almost visible out the corner of their eyes. A Phantasm cannot link two more characters until the first link ends.

Poltergeist: 

HELTER SKELTER 

Helter Skelter allows you to manipulate, move, or throw physical objects. You can manipulate objects up to 30 yards away from you. 

System: 

Action: instant

Dice pool: n.a.

Duration: 1 scene

At zero Vitality you can manipulate one Object as if you had Strenght 1.

For each additional Vitality you may increase the number of objects and the strenght of the telekinetik manipulation.

So with the expense of five Vitality the spook can throw or carry one to five objects as if he had Strength five.
To throw an object at a target roll Strength + Athletics as if you’re using a throwing weapon. (Damage is usually lethal) 

 

Benefit:

Spend 1 Vitality to energizes another Horror with a +2 Vitality boost for one turn. 

 

CONGEAL 

Congeal is used to create weapons or tools from your own gauze, which remain for one scene. Items created with Congeal are part of your body, and cannot be dropped, given away or knocked out of your hands. Items created with Congeal appear when you manifest. 

System: 

Action: instant

Dice pool: special 

Duration: 1 scene

 

Roll The horror normally works without a roll. If the spook wants to create a specific tool (a key fitting to a certain lock) roll (Manipulation + Crafts – modifiers). The Storyteller defines the modifier for the complexity / depth of the knowledge of the object (+2 for keys to own car, - 3 for a security key card).

The object cannot be given away or let go in any way – then it disappears.

Any weapon created has the usual features like magazine size and weapon stats.

The refil of an empty magazin costs 1 Vitality and is a instant action.

Vitality spent determines the size and/or damage of the created item:  

Example Items:

0 Vitality: 
brass knuckles, sap
1 Vitality: 
concealed knife, key, lock pick 

2 Vitality: 
combat knife, throwing knives (up to 4) 
3 Vitality: 
hatchet, pistol, crowbar
4 Vitality: 
greatsword, fire ax, shotgun
5 Vitality: 
two-handed axe, assault rifle

 
Benefit:

Spend 1 Vitality to add +3 dice to the recipient’s next attack roll with a Horror. 

ANATHEMA

Building upon Helter Skelter, Anathema can exert much greater force than the other Horror. It can affect people, other spooks or the character himself. A Poltergeist with this Horror can play with motion in many ways, even to redirecting the force of gravity. Anathema lets spooks walk on walls, stop bullets in mid-flight, smash down doors, send their enemies flying or squeeze them in a powerful spectral grip. Like Helter Skelter, Anathema grows out of rage and will. A spook might clench his fists, curse a blue streak, snarl in raw fury or clench his jaws and glare in icy silence — however the character normally expresses anger. Swirling waves of silver light burst from the character, typically visible only to other spooks. If a character employs this Horror while manifesting, however, mortals and spooks alike see the character’s surroundings ripple and shiver as if seen through water. The silver waves curl around their target as they lift, hurl or otherwise change its state of motion.

System: 

Action: instant / reflexive

Dice pool: none

Duration: (Vitality + 1) turns

Suggested Modifiers: none

Roll results: n.a.

Anathema does not require any dice roll to activate, but every use of Anathema counts as a full action. A character must manifest to some degree to use Anathema on living people or mundane objects. The player expends zero to five Vitality points when the character uses Anathema. The more Vitality spent, the greater the force the character can exert, quell or redirect. The spook can represent that force in a variety of ways: as a weight lifted or pushed about, as actual Strength exerted against a person or object or as armor as the force of Anathema struggles to hold back a fist, blade or bullet. A character can use Anathema to attack by slamming a person or spook around or hitting her with some large or fast-moving object. In that case, simply make an attack roll (Strength + Athletics + Vitality spent + Object Bonus) – (Defense ). 

Weapons such as axes, kitchen knives or power tools inflict lethal damage. Hurling furniture or smashing a person against the walls, floor and ceiling inflicts bashing damage. The strength a spook can use to move objects is (Strength + Vitality spent).

Not all uses of Anathema are violent and spasmodic. A Poltergeist can use Anathema at zero Vitality to redirect gravity so he can walk on walls or ceilings or enable another spook to do so. This counts as an reflexive action.

The character can also perform acrobatic feats that defy gravity and common sense, such as running along a clothesline or balancing on a twig. For each Vitality expended, the Poltergeist can redirect gravity for one other character and add +1 to her defense value.

Thus, by expending five Vitality, the Poltergeist can let six spooks or people walk on the ceiling or otherwise defy gravity and everybody gets a +5 modifier on her defense trait. Alternatively, at the five Vitality level a Poltergeist can simply redirect gravity in an area about 30 feet wide to any nearby surface. A Poltergeist can also use Anathema to grapple another character or to lift people or objects. A character can even fly for a short time by lifting himself, though this requires expending at least one point of Vitality. Anathema remains active for (Vitality + 1) turns before the character must activate the Horror again.

All Anathema effects have a range of 100 feet.

Benefit: 

A Poltergeist can hurl a roiling silver wave of ghostly force to a crucible-mate as the other spook activates a Horror. The wave of visible rage wraps around the recipient, who feels a surge of anger and energy that she feeds into her Horror. This adds an additional four Vitality to the Horror, though the donor Poltergeist expends only one Vitality to grant the Benefit. The raw force of the recipient’s Horror cannot exceed the

five Vitality level, but the added force can extend the Horror’s duration. The real advantage of the Benefit is that the recipient can wield five Vitality effects while expending only one Vitality.

Skinrider: 

PUPPETRY 

Puppetry allows you to possess and control humans. The amount of control you can exert over the host body is based on the amount of Vitality spent: 

 

System: 

Action: instant 

Dice pool: Presence + Persuasion + Vitality spent vs. Resolve + Composure

Duration: see below

Suggested Modifiers: 

Character knows the target

+1 up to +3

Roll results:

The length of possession is based on the successes: 

1 Success: 
1 turn, maximum length of control for 0 Vitality. 

2 Success: 
1 minute, maximum length of control for 1 Vitality. 

3 Success: 
1 scene, maximum length of control for 2 Vitality. 

4 Success: 
1 day, maximum length of control for 3 Vitality. 

5 Success: 
Possession lasts indefinitely. 

The mental attributes are used from the Skinrider. The physical attributes are used from the host.

0 Vitality: 
slightly alter the hosts current action 

1 Vitality: 
control hosts actions, roll to maintain control every turn. Host only has 
physical attributes of 1. 

2 Vitality: 
full control through concentration, Host only has physical attributes of 1. 

3 Vitality: 
suppress host’s mind so host does not remember anything he did while 
controlled, control freely, Character can use full physical attributes

4 Vitality: 
Roll (Resolve + Charisma) to access 1 dot of any Skill the host knows. 

5 Vitality: 
all memories, as above, but can access up to 5 dots in Skills 

 

 

Benefit:

Spend 1 Vitality to add 2 dice to any Horror that uses a Mental Attribute. 

 

JUGGERNAUT 

Juggernaut allows you increase the strength, speed or toughness of your ghostly form. 

System: 

Action: reflexive 

Dice pool: n.a.

Duration: (Vitality + 1) turns

With Juggernaut the spook can raise the physical attributes of his ghostly body.

The secondary attributes (defense, speed, initiative) are effected by this.

 

0 Vitality: 
One dot in Strength, Dexterity or Stamina for one turn. 

1 Vitality: 
Two dots in Strength, Dexterity or Stamina for two turns. 

2 Vitality: 
Three dots in Strength, Dexterity or Stamina for three turns. 

3 Vitality: 
Four dots in Strength, Dexterity or Stamina for four turns. 

4 Vitality: 
Five dots in Strength, Dexterity or Stamina for five turns. 

5 Vitality: 
Six dots in Strength, Dexterity or Stamina for six turns. 

If the spook raises his Stamina he also creates an armor of x/x equally to the dots increased.

 

Benefit:

Spent 1 Vitality to add 2 dice to any Horror that uses a Physical Attribute. 

CONTAMINATE

An experienced Skinrider can touch another being and induce the symptoms of disease - or relieve them. Contaminate thus combines Puppetry’s influence over other beings with Juggernaut’s power to channel Vitality into a spook’s gauze. A Skinrider concentrates upon the skeins of Vitality laced through living people or ghosts and sends tendrils of his own Vitality along them. When the spook ameliorates a disease, his eyes shine silver, as do the threads of Vitality that feed into and strengthen the target’s own lifeforce. If a spook sickens his target, his eyes glow smoky red as the Spite-darkened tendrils twist, pinch and rip the target’s Vitality. Contaminate does not produce real disease, with real germs, tumors or other physical effects. The Horror merely induces the symptoms, which mightily puzzle any doctor who examines the victim. Contaminate also cannot truly heal the organic causes of a disease, either, though patients may appreciate a few hours of relief. One spook can even heal the symptoms created by another. Contaminate may also heal psychosomatic ailments such as hysterical paralysis, though the underlying psychological causes remain and may produce a relapse later on.

System: 

Action: instant 

Dice pool: Dexterity + Medicine

Duration: (Vitality +1) hours

Suggested Modifiers:

+2 Inflict an illness the character witnessed himself

+3 Inflict an illness the character survived himself

Roll results:

Dramatic failure: The character contaminates herself

Failure:Power does not activate.

Success: 

See below

Exceptional Successes: 

See below

A character can invest from zero to five Vitality points into Contaminate. The Horror’s effects last one hour, plus one hour per Vitality point expended. 

Thus, if a spook invests three Vitality in an attack, he induces four hours of simulated sickness or health. Contaminate is an instant attack, though the effects continue without the need for any further attention from the attacker. To use Contaminate, the attacker must touch his target (roll a brawl attack).

The number of successes rolled tells the magnitude of Contaminates effect. 

The attacker can induce the symptoms of any disease he wants, from the common cold to allergy attacks, cancer or arthritis. In game terms, we represent this “special effect” of disease by reducing the target’s dots in Attributes. The target loses two dots in Attributes per success rolled. The attacker has some say in which Traits he affects. Most disorders are best represented as reductions to Physical Attributes, but some diseases could affect Mental or Social Attributes. For instance, a blinding migraine could reduce a victim’s Wits, while flesh-eating strep could affect a victim’s Presence. The attacker must divide the Trait loss between at least two Attributes, as follows:

1 Success: 
Strip one dot each from two Attributes.

2 Successes: 
Strip two dots each from two Attributes.

3 Successes: 
Strip three dots from two Attributes

4 Successes: 
Strip three dots from two Attributes, plus one dot from two different 
Attributes.

5 Successes: 
Strip three dots from two Attributes, plus two dots from two different 
Attributes.

If the attacker’s player rolls three or more successes, the Skinrider can paralyze one of the victim’s limbs or cripple one sense, as a suitable disorder to explain Attribute loss. For instance, a paralyzed arm or leg could justify a loss of Dexterity, while blindness or deafness could drastically reduce a victim’s Wits. Of course, the Storyteller has

final say over whether a particular disease could cause a particular Attribute loss. If the proposed disorder does not seem like a plausible way to, say, reduce a victim’s Strength,

the Storyteller may propose a more appropriate sickness. The player always gets to choose which attributes are reduced, though, and the dice remain the final arbiter over

Contaminates effect.

Healing works in the opposite way. The Storyteller represents a real disease by reductions to the sick person’s Attributes. The player then rolls to see how many dots of Attributes the Horror temporarily restores. Three or more successes can temporarily restore sight to the blind (if the person has eyes at all), hearing to the deaf or make the lame walk. The

Horror cannot regrow destroyed organs or body parts, though. Contaminate’s effects are not cumulative. The reductions (or restorations) to Attributes are always counted from their starting condition. Thus, if a Skinrider strips two dots from a victim’s Strength,

then strikes again and strips away three Strength, the victim loses three dots (the largest single loss) rather than five.The Horror affects the quick and the dead alike.

Spooks can’t really get sick, of course, but imaginary bodies of gauze can suffer illness just like the living. 

Benefit: 

Contaminate provides a Benefit to other Benefits. The Skinrider touches his recipient. Tendrils of his own Vitality join the recipient’s as she offers a Benefit to a third spook. The second spook’s Benefit can augment two of the final recipient’s Horrors

instead of just one. The second spook could even turn around and apply a Benefit to two of the Skinrider’s Horrors on the same turn (though not to Contaminate itself). The Skinrider’s recipient must offer the augmented Benefit on the same turn that the donor acts. Spooks find this “doubling” effect extremely peculiar. For several minutes afterward, both the Skinrider and his immediate recipient feel like they are each two people, themselves and one another. They may use each others mannerisms, finish each

other’s sentences or both respond to a question addressed to one of them.

Wisp: 

UNEARTHLY REPOSE 

Unearthly Repose allows you to create a glowing, enticing aura around you. The glow affects everyone (even allies) that is looking at you. Anyone that realizes what is happening can resist by spending 1 Willpower point and rolling (Resolve + Composure – Vitality Spent). Targets that snap out of it can not be affected again for the rest of the scene unless more Vitality is spent. 

System: 

Action: instant 

Dice pool: n.a.

Duration: 1 scene

The following effects can be used by the Wisp during the duration of Unearthly Repose:

Persuade: adds (Vitality spent + 1) dice to all non-threatening Social rolls you make for the scene. At 0-1 Vitality you are mildly intriguing, at 2-3 Vitality you seem like a trusted friend, and at 4-5 points you are a confidant or lover and targets will not refuse any reasonable request. 

 

Calm: At 2-5 Vitality you can calm and soothe an angry viewer. Onlookers subtract a cumulative -1 from initiative and the dice pools for any strenuous physical actions for every turn in which they stare at you. 

 

Beckon: You can cause a target to follow you against their will. If the target loses sight of you, they can roll (Resolve + Composure) to snap out of it. Vitality spent determines the strength of the effect. 

 

0 Vitality: 
Target takes a step towards you. 

1 Vitality: 
Target follows you slowly but stops if distracted. 

2 Vitality: 
Target follows you and will only stop if touched or startled. 

3 Vitality: 
Target concentrates only on you and only stops if struck. 

4 Vitality: 
Target shuts out the rest of the world and fights to free himself if stopped. 

5 Vitality: 
Target follows you regardless of the rest of the world. Targets will walk 
blindly into danger such as off a cliff or a busy interstate. 

 

Benefit:

The recipient gains 2 dice to any horror that relies on any social attribute. 

 

STORM WENDING 

Storm Wending allows you to move rapidly along the Stormwall, the all-penetrating layer that connects every point in Twilight.

System: 

Action: instant 

Dice pool: n.a.

Duration: 1 turn

You must be able to see the target location, or you must have seen it at least once before. Vitality spent determines the maximum distance traveled and passengers: 

 

0 Vitality: 
5 feet. 

1 Vitality: 
10 yards. 

2 Vitality: 
100 yards. 

3 Vitality: 
100 yards, one additional person 

4 Vitality: 
1000 yards, two additional people. 

5 Vitality: 
10.000 yards, four additional people. 

 

You can add 0 Vitality Storm Wending to a Dodge, tripling your Defense while Dodging instead of doubling it. 

 

Transporting unwilling targets requires a contested (Dexterity + Resolve) roll. When teleporting to position yourself in combat, make a reflexive roll of (Wits + Composure), successes add to your next turn’s initiative. 

 

Benefit:

The recipient can reroll any two dice of a horror roll. 

BECKON RELIC

Beckon Relic enables a spook to conjure objects. He reaches into the Stormwall, as he would to perform Storm-Wending and then makes a wish backed by the magnetic lure of Unearthly Repose. Something responds by sending the Wisp an object that serves his current needs. The spook doesn’t know exactly what he’ll get or how the object is useful. A Wisp who wants to open a locked door might receive a set of lock picks… or a sledgehammer. A clever and sensitive spook has a better chance of pulling out something he really wants, but no one can fully control this Horror. Spooks dubbed these conjured objects “relics” because the objects sometimes seem very old. Wisps who sought weapons have pulled modern pistols from the Stormwall, but also flintlock rifles, cavalry sabers, Mongol bows and stone axes. Some objects also seem to be personal mementos, bearing monograms or a person’s name. Relics are clearly the same sort of

object as the mysterious artifacts that some spooks receive (see Merits), but artifacts appear spontaneously but repeatedly, while a character seldom conjures the same relic twice.

Relics seem more “real” than the objects Poltergeists craft using Congeal. Characters can pass relics from person to person. They are ectoplasm, however, not normal matter. A spook can carry a relic with him as he manifests or disappears. In time, relics vanish back from whence they came.

System: 

Action: instant 

Dice pool: Wits + Occult 

Suggested Modifiers:

+/- 0 
very unspecific  “a distraction” or “a weapon”

- 1 
more specific “a firearm”

- 2 
very specific “a rifle”

-1 
for every attribute of the item (“golden”, “brand new”, “american made”, “uses 
5.56 mm bullets”, “full-auto-fire”)

Roll results:

Dramatic failure: 
The ripples in the Stormwall alerts nearby Spectres

Failure:

Power does not activate.

Success:  

an item with the desired set of attributes appears

Exceptional Successes:  



The item has additional attributes or even magical abilities at the 


storytellers decision. At least the item provides an equipment bonus 


of +2 additional to the one already provided by the item.

A Wisp can expend up to five Vitality on this Horror. The more Vitality a spook invests in Beckon Relic, the larger the object he can pull from the Stormwall. The Vitality levels provide upper limits: A character may still receive something smaller than his Vitality expenditure permits. 

Beckoning a relic is an instant action. The relic appears in the character’s hands or beside him. Machines all work, even if they lack a proper power source. Relics last up to a full scene. They may disappear sooner if no one holds them or pays attention to them for a few minutes. A character can conjure as many relics as his Vitality permits.

Relic weapons inflict the same damage as their mundane counterparts. No rule except the maximum relic size and the Storyteller’s whim governs which weapon the character receives. If the Wisp is lucky, he conjures a Browning automatic rifle or a great sword. If he isn’t, he conjures a tiny derringer or a strange-looking Oriental weapon

whose use he can barely fathom.

Spooks can carry small or very small relics when they travel by Storm-Wending, Dream-Walker or Broadband Ghost. They can also carry larger relics by Storm-Wending or Dream-Walker, but each medium sized relic counts as another character, a large relic

counts as two characters and a very large relic counts as three for purposes of range, Vitality expenditure and the maximum number of characters a spook can carry along.

If a spook manifests while holding a relic, the relic manifests as well. Such objects work just like mundane items of the same sort (although guns may or may not be loaded). If a manifested relic leaves contact with the spook that summoned it, it fades away after a number of turns equal to the original Vitality expenditure. 

Item size:

0  Vitality: 
Very small object 

(lock picks, diamond ring, fountain pen,magnifying glass, etc.)

1 Vitality: 
Small object 

(knife, pistol, transistor radio, power drill, book, vase, etc.)

2 Vitality: 
Medium object 

(sword, rifle, boom box, opera cape, crowbar, telescope, etc.)

3 Vitality: 
Moderately large or heavy object 

(marble bust, battleaxe, tower shield, tapestry, etc.)

4 Vitality: 
Large object 

(suit of armor, tombstone, bicycle, machine gun, police ram, etc.)

5 Vitality: 
Very large object 

(automobile, biplane, bed, life-size statue, sarcophagus, etc.)

Benefit: 

With a flip of the wrist, a Wisp with this Horror rips out a bit of the Stormwall and tosses a darkly swirling ball to his recipient, who absorbs it into her own Vitality as she activates a Horror. She sees the Stormwall herself for a moment, as her Vitality bounces off it and reflects back to her. This loop enables the recipient to apply her chosen Horror’s Benefit to itself. For instance, a Haunter could activate his Witch’s Nimbus and double its duration to two scenes instead of one, or a Banshee could reduce the difficulty of her own Forebode. A character using her own Benefit does not require another

action. She can activate the Horror and the Benefit during the same full action.
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