


ey
E y THE DRESDEN FIIES

 ROLEPLAYING-GAME

: VOLUME TWO OUR WORLD

BOX oF PUPPIES | HE BAcK SEAT IN THI

/(kfﬂl%bz‘f 'L‘W%b f/’f/’ ,(0 /(/M/ :



OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights

Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)"Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the
owner of the Product Identity, and which specifically excludes the
Open Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to iden-
tify itself or its products or the associated products contributed
to the Open Game License by the Contributor (g) “Use’, “Used”
or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only
be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contrib-
uting original material as Open Game Content, You represent that
Your Contributions are Your original creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You
are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content

you Distribute.
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7. Use of Product Identity: You agree not to Use any Pro#tuct
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a challenge to the ownership of
that Product Identity. The owner of any Product Identity used in
Open Game Content shall retain all rights, title and interest in and
to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distrib-
uting are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of
this License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12, Inability to Comply: If it is impossible for You to comply with any
of the terms of this License with respect to some or all of the Open
Game Content due to statute, judicial order, or governmental regu-
lation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT AND PRODUCT IDENTITY NOTICE

Open Game License v 1.0 © 2000, Wizards of the Coast, Inc.

Fudge System 1995 version © 1992-1995 by Steffan O’Sullivan, ©
2005 by Grey Ghost Press, Inc.; Author Steffan O’Sullivan.

FATE (Fantastic Adventures in Tabletop Entertainment) © 2003 by
Evil Hat Productions LLC; Authors Robert Donoghue and Fred
Hicks.

Spirit of the Century © 2006, Evil Hat Productions LLC. Authors
Robert Donoghue, Fred Hicks, and Leonard Balsera.

Any material found in this book which is not directly taken from the
above named works is deemed to be product identity.

The Dresden Files Roleplaying Game: Volume 1: Your Story and
The Dresden Files Roleplaying Game: Volume 2: Our World © 2010,
Evil Hat Productions LLC (www.evilhat.com).

Based on the original works in The Dresden Files series by Jim Butcher
as published by the Roc imprint of Penguin Group (USA) Inc.
Arranged through the author’s agent: Jennifer Jackson, Donald
Maass Literary Agency. The Dresden Files, all of The Dresden Files
book titles, all of the characters, descriptions, and plots from The
Dresden Files books and stories, and all quoted material from The
Dresden Files books are ©2000-2010 Jim Butcher.

Some art within is ©2008-2010 and used with permission of the
Dabel Brothers Productions LLC.
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The first thing I thought, looking at the roomful of
baby Wardens, was They all look so darned young. The
close second was, My God, am I getting old?

“Okay, children,” I said, closing the door behind me. I
had rented an alleged conference center in a little Chicago
hotel not too far from the airport, which amounted to a
couple of rooms big enough for twenty or thirty people—
if they were friendly—plus several dozen chairs, and a few
rickety old folding tables.

They didn't even provide a cooler of water—just direc-
tions to their vending machines.

After me and my fellow Warden-Commander in the
United States, Warden Ramirez, had gotten done learning
the little Warden-kind up on their mayhem, for the sake
of getting them killed in a war as quickly as possible, we
thought it might be nice to give them a little instruction in
other things, too. Ramirez was going to cover the course
on relations with mortal authorities, which made sense—
Ramirez got on just fine with the cops in LA, and hadn't
been shot by nearly as many law enforcement personnel
as I had.

The kids had all come to Chicago to learn about inde-
pendent investigation of supernatural threats from me—
which also made sense, because I'd done more of that,
relative to my tender years, than any other wizard on the
planet.

“Okay, okay,” I said to the room. The young Wardens
became silent and attentive at once. No shock, there—the
disruptive ones who didn't pay attention during lessons
had mostly been killed and maimed in the war with the
Red Court. Darwin always thought that it paid to be a
quick learner. The war had simply made the penalty for
not learning quite a bit steeper.

“You're here,” I said, “to learn about investigating super-
natural threats on your own. You'll learn about finding
and hunting Warlocks from Captain Luccio, whenever the
Reds give us enough time for it. Warlocks, our own kind
gone bad, aren’t the most common opponent you'll find
yourself facing. Far more often, you're going to run up
against other threats.”

Ilyana, a young woman with extremely pale skin and
eyes of nearly white ice-blue, raised her hand and spoke
in a clipped Russian accent when I nodded to her. “What
kinds of threats?” she asked. “In the practical sense. What
foes have you faced?”

I held up my hands and flipped up a finger for each
foe. “Demons, werewolves, ghosts, faeries, fallen angels,
Black Court vampires, Red Court vampires, White Court
vampires, cultists, necromancers,” I paused to waggle one
foot, standing with three limbs in the air, “zombies, spec-
ters, phobophages, half-blood scions, jann...” I waved my
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hands and foot around a bit more. “I'd need to borrow a
few people to do the whole list. Get the picture?”

A few smiles had erupted at my antics, but they sobered
up after a moment’s consideration.

I nodded and stuck my hands into my pockets.
“Knowledge is quite literally power and will save your life.
When you know what you're facing, you can deal with
it. Walk into a confrontation blind, and you're begging
to get your families added to the Wardens’ death-benefits
list” I let that sink in for a few seconds before continuing.
“You can't ever be sure what you're going to come up
against. But you can be sure about how to approach the
investigation.”

I turned to the old blackboard on the wall behind me
and scribbled on it with the stub of a piece of chalk. “I call
it the Four As,” I said, and wrote four As down the left
side of the board. “Granted, it doesn't translate as neatly
to other languages, but you can make up your own native-
tongue mnemonic devices later.” I used the first A to spell
“Ascertain.’

“Ascertain,” I said, firmly. “Before you can deal with
the threat, you've got to know that it exists, and you've
got to know who the threat’s intended target is. A lot of
times, that target is going to cry out for help. Whatever
city you're based in, it’s going to be your responsibility to
work out how best to hear that scream. But sometimes
there’s no outcry. So keep your eyes and ears open, kids.
Ascertain the threat. Become aware of the problem.”

e

My car didn't make it all the way to Kansas City. It
broke down about thirty miles short of town, and I had
to call a wrecker. I had planned on being there before
dark, but between walking eleven miles to find an increas-
ingly rare pay phone and dumping most of my cash into
a tow-truck driver’s pocket, and the collapse of an office
computer network that delayed picking up a rental car for
an extra hour and a half, I wound up pulling to the curb
of a residential address a couple of minutes before nine in
the evening.

I'd gotten the address from a contact on the Paranet—
the organization made up mostly of men and women who
didn't have enough magical power to be accepted into the
ranks of the White Council or to protect themselves from
major predators, but who had more than enough mojo to
make them juicy targets. For the past year, I and others
like me had been working hard to teach them how to
defend themselves—and one of the first things they were
to do was notify someone upstream in the Paranet’s orga-
nization that they were in trouble.

-




One such call had been bucked up to me, and here I
was, answering,

Before I had closed the door of the car, a spare, tense-
looking man in his forties came out of the house and
walked quickly toward me.

“Harry Dresden?” he called.

“Yeah,” I said.

“You're late”

“Car trouble,” I said. “Are you Yardly?”

He stopped across the hood of the car from me,
frowning severely. He was average height, and wore most
of a business suit, including the tie. His black hair was cut
into a short brush. He looked like the kind of guy who
solved his problems through ferocious focus and mulish
determination, and who tolerated no nonsense along the
way.

“I'm Yardly,” he said. “Can you show me some ID?”

I almost smiled. “You want to see my American
Association of Wizards card?”

Yardly didn't smile. “Your driver’s license will do.”

“If I was a shapeshifter,” I said, passing him the license,
“this wouldn't help.”

Yardly produced a little UV flashlight and shined it
onto the license. “I'm more concerned about a simple con
man.” He passed me the license back. “I'm not really into
my sister’s group. Whatever they are. But she’s had it
rough lately and I'm not going to see her hurt any more.
Do you understand?”

“Most big brothers stop making threats about their
lictle sisters after high school”

“I must be remedial,” Yardly said. “If you abuse Megan
in any way, you'll answer to me.”

I felt my mouth lift up on one side. “You're a cop.”

“Detective Lieutenant,” he said. “I asked Chicago PD
for their file on you. They think you're a fraud.”

“And you don't?”

He grunted. “Megan doesn't. I learned a long time
ago that a smart man doesn't discount her opinion out of
hand.”

He stared at me with hard and opaque eyes and I real-
ized, in a flash of insight, that the man was tense because
he was operating on unfamiliar ground. You couldn’t read
it in his face, but it was there if you knew what to look for.
A certain set of the shoulders, a twitch along the jawline,
as if some part of him was ready to whitl around and
sink his teeth into a threat that he could feel creeping up
behind him.

Yardly was afraid. Not for himself, maybe, but the man
was terrified.

“Megan says shrinks can't help with this one,” he said
quietly. “She says maybe you can”

“Let’s find out,’ I said.

3 5

“Second A, I said to the Wardenlets, writing on the
chalkboard as I did. “Analysis.”

“How do you get an ogre to lay down on the couch,
Harry?” called a young man with the rounded vowels of
a northern accent in his speech. The room quivered with
the laughter of young people.

“That’s enough out of you, there, McKenzie, you hoser,”
I shot back, in a parody of the same accent. “Give me a
break here, eh?”

I got a bigger laugh than the heckler. Which is how you
make sure the heckler doesn't steal the show from you.

“Pipe down,” I said, and waited for them to settle.
“Thank you. Your second step is always analysis. Even
when you know what you're dealing with, you've got to
know why it's happening. If you've got an angry ghost, it’s
generally angry for a reason. If a new pack of ghouls has
moved in down the block, they've generally picked their
spot for a reason.”

Ilyana raised her hand again and I pointed at her.

“What does it matter?” she asked. “Ghost or ghoul is
causing problem, still we are dealing with them, yes?” She
pointed her finger like a gun and dropped her thumb like
the weapon’s hammer on the word “dealing.”

“If you're stupid, yeah,” I said.

She didn't look pleased at my response.

“I used to have a similar attitude,” I said. I held up my
left hand. It was a mass of old scars, and not the pretty
kind. It had been burned, and badly, several years before.
Wizards heal up better than regular folks, over the long
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term. I could move it again, and I had feeling back in parts
of all the fingers. But it still wasn't a pretty picture. “An
hour or two of work would have told me enough about
the situation I was walking into to let me avoid this,” I told
them. It was the truth. Pretty much. “Learn everything
you possibly can.”

Ilyana frowned at me.

McKenzie raised his hand, frowning soberly, and I
nodded at him.

“Learn more. Okay. How?”

I spread my hands. “Never let yourself think you know
all the ways to learn,” I said. “Expand your own knowledge
base. Read. Talk to other wizards. Hell, you might even
go to school”

That got me another laugh. I went on before it gath-
ered much momentum.

“Warden Canuck there was onto something earlier,
too. People are people. Learn about what makes them
tick. Monsters are the same way. Find ways to emulate
their thinking,’—I wasn't even going to try a phrase like
Get into their heads, thank you—"and you'll have insight
into their actions and their probable intentions.

“Information-gathering spells can be darned handy,” I
continued, “but if you'll forgive the expression, they aren't
magic. The information you get from them can be easily
misread, and it will almost never let you see past one of
your own blind spots. You can seek answers from other
planes, but if you go bargaining with supernatural beings
for knowledge, things can get dangerous, fast. Sometimes
what you get from them is invaluable. Most of the time, it
could be had another way. Approach that particular well
with extreme caution.”

To emphasize those last two words, I stared slowly
around the room in pure challenge, daring anyone to
disagree with me. The young people dropped their eyes
from mine. Eye contact with a wizard is tricky—it can
trigger a soulgaze, and that isn't the kind of thing you want
happening to you casually.

“Honestly,” I said into the silence, letting my voice
become gentler, more conversational, “the best thing you
can do is communicate. Talk to the people involved. Your
victims, if they can speak to you. Their family. Witnesses.
Friends. Most of the time, everything you need is some-
thing they already know. Most of the time, that’s the
fastest, safest, easiest way to get it.”

McKenzie raised his hand again, and I nodded.

“Most of the time?” he asked.

“That’s the thing about people,” I said, quietly, so they
would pay attention. “Whether it’s to you or to everyone
or just to themselves—people lie.”

S B

Megan Yardly was a single mother of three. She was in
her early thirties and looked it, had gorgeous red hair and
bright green eyes. She and her children lived in a suburb

that was more “sub” than “urb,” southeast of KC, named
Peculiar,

Peculiar, Missouri. You can’t make these things up.

Megan opened the door, nodded to her brother, looked
up at me and said, “You're him. You're the wizard.” Her
eyes narrowed. “Your... your car broke down. And you
think the name of our town is a bad joke...” She nodded,
like a musician who has picked up on a beat and a chord
progression. “And you think this probably isn't a super-
natural problem.”

I lifted my eyebrows. “You're one hell of a sensitive.”

She nodded. “You were expecting someone who was
good at cold reading””

“A lot of professional psychics are,” I said. I smiled. “So
are you.’

She arched an eyebrow at me.

“There’s at least a fair chance that if someone is late to
what is perceived as an important appointment that car
trouble is to blame, particularly if they show up in a rental
car. Most people who hadn’t grown up around a town
named Peculiar would think the name was odd.” I grinned
at her. "And gosh. A lot of professional investigators are
just a tad cynical”

Her expression broke and she laughed. “Apparently.”
She turned from me and kissed her brother on the cheek.
“Ben.

“Meg.”

“Child services was here again today,” she said, her tone
neutral.

“Dammit,” Yardly said. “How’s Kat?”

She waggled a hand in the air, but her face suddenly
aged ten years. “The same.’

“Meg, the doctors—"

“Not again, Ben,” she said, closing her eyes briefly. She
shook her head once, and Yardly shut his jaws with an
audible click. Megan looked down at the ground for a
moment and then up at me. “So. Harry Dresden. High
Mucketymuck of the White Council””

“Actually,” I said, “I'm a fairly low mucketymuck. Or
maybe a mucketymuck militant. High mucketymucks—"

“Wouldn't come to Peculiar?”

“You're really into interruption, arent you?” I said,
smiling, “I was going to say, they wouldn't have a problem
with their car

“Oh, God,” she said. “I think I like you.”

“Give it time,” I said.

She nodded, slowly. Then she said, with gentle
emphasis, “Please, come into my home.”

She stepped back, and I came into the little house,
crossing over the threshold, the curtain of gentle, powerful
energy that surrounds every home. Her invitation meant
that the curtain parted for me, letting me bring my power
with me. I exhaled, slowly, tightening my metaphysical
muscles and feeling my power put a silent, invisible strain
on the air around me.
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Megan inhaled suddenly, sharply, and took a step back
from me.

“Ah, T said. “You are a sensitive.”

She shook her head once, and then held up her hand
to forestall her brother. “Ben, it’s fine. He’s...” She looked
at me again, her expression pensive, fragile. “He’s the real
deal”

We sat down in the little living room. It was littered
with children’s toys. The place didn't look like an animal
pit—just busy and well-loved. I sat in a comfy chair.
Megan sat perched at the edge of her couch. Yardly
hovered, evidently unable to bring himself to sit.

“So," I said quietly. “You think something is tormenting
your daughters.”

She nodded.

“How old are they?”

“Kat is twelve. Tamara is four.”

“Uh huh,” I said. “Tell me about what happens.”

Sometimes I seem to have the damnedest sense of
timing. No sooner had I asked the question than a high-
pitched scream cut the air, joined an instant later by
another one.

“Oh, God,” Megan said, and flew up to her feet and out
of the room.

I followed her, but more slowly, as the screaming
continued. She hurried down a short hallway to a room
with a trio of large cartoon girl-figures I didn't recognize.
They had freaking huge eyes, though. Megan emerged a
moment later, carrying a dark-haired moppet in pink and
white striped footy pajamas. The little gitl was clinging
to her mother with all four limbs and kept screaming, her
eyes squeezed tight shut.

The sound was heart-wrenching. She was terrified.

I had to stop short as Megan immediately took two
quick steps toward me and plunged through the next
doorway. This one had a poster of a band of young men
on it I didn't recognize. One looked rebellious and sullen,
one wacky and lighthearted, one sober and stable, and
one handsomely vogue. Another Monkees reincarnation,
basically.

I went to the door and saw Megan, with her clinging
moppet, sit down on the bed and start gently shaking the
shoulder of a gitl with her mother’s hair, presumably Kat.
She was screaming, too, but she broke out of it a moment
later, the instant her eyes fluttered open.

The moppet, presumably Tamara, stopped screaming,
too, and at exactly the same time. Then they both burst
into less-hysterical tears and clung to their mother.

Megan’s face was anguished, but her voice and her
hands were gentle as she touched them, spoke to them,
reassured them. If she was an empath as sensitive as her
file and her reaction to my test suggested, then she had to
be in terrible psychic pain. She pushed enough of it aside
to be there for her kids, though.

“Dammit,” I heard Yardly breathe from the hall behind

me. It was a tired oath.

“Interesting,’ I said. “Excuse me.”

I turned and paced down the hallway to the younger
child’s room, and neatly tripped over a dark-haired child,
a boy who might have been eight. He was wearing under-
wear and a T-shirt with a cartoon Jedi Knight on it, which
raised my opinion of his mother immediately. The kid’s
eyes weren't even open, and he raised his arms blindly.

I picked him up, and carried him with me into the little
bedroom.

It wasn't large—nothing about Megan’s house was.
One of the beds was pink and festooned with the same
three big-eyed girls. The other was surrounded in the
plastic shell of a Star Wars landspeeder. I plopped the
young Jedi back into it, and he promptly curled into a ball
and went to sleep.

I covered him up with a blanket and turned to examine
the rest of the room. Not much to it. A lot of toys, most
of them more or less put away, and a dresser which the
two kids evidently shared, a little table and chairs, and a
closet.

A nice, shadowy closet.

I grunted and got on the floor to peer beneath the little
pink bed. Then I squinted at the closet. If I was four and
lying on the gitl’s bed, the closet would be looming right
past the ends of my toes.

I closed my eyes for a moment and reached out with
my wizard’s senses, feeling the flow and ebb of energy
through the house. Within the defensive wall of the
threshold, other energy pulsed and moved—emotions
from the house’s inhabitants, random energies sifting in
from outdoors, the usual.

But not in the closet. There wasn't anything at all in
that closet.

“Ah hah,’ I said.

3RS

“Third A," I said, writing on the board. “Assemble.”

“Avengers...” said McKenzie.

“Assemble!” crowed the young Wardens in unison.

They're good kids.

“That is, in fact, one potential part of this phase of the
investigation,” I said, taking the conversation back in hand
as I nodded my approval. “Sometimes, once you've figured
out what's going on, you go and round up reinforcements.
But what assembling really means, for our purposes, is
putting everything together. You've got your information.
Now you need to decide what to do with it. You plan what
steps you need to take. You work out the possible conse-
quences of your actions.”

“Here’s where you use your brain. If the foe has a
weakness, you figure out how to exploit it. If you've got an
advantage of terrain, you figure out how to use it. If you
need specialized gear or equipment to help, here's where
you get it I started a stack of papers around the room.
“There’s recipes on these handouts for a couple of the most
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common things you'll use: an antidote for Red Court
venom, which you're familiar with, and an ointment for
your eyes that'll let you see through most faerie glamour,
which you may not know about. Get used to making
these.”

I took a deep breath. “This is also the stage where
sometimes you do some math.”

The room was very quiet for 2 moment.

“Yeah,” I said. “Here’s where you decide whose life to
risk, or whose isn't worth risking, Here’s where you decide
who you can save and who is already gone past saving.
I've been doing this sort of thing for a while. Some of my
seniors in the Council would call me foolish, or arrogant,
and they could be right—but I've never met anyone who
was breathing who I thought was too far gone to help.”

e

“You've got a boogeyman,’ I told Megan an hour later.

Megan frowned at me. “A... a...?"

“A boogeyman,” I said. “Sometimes known as a boggle
or a boggart. It's a weak form of phobophage—a feat-
eater, mostly insubstantial. This one is pretty common.
Feeds on a child’s fear.”

Yardly’s eyebrows tried to climb into his hair.

“That isn't possible,” Megan said. “I'd... I'd sense some-
thing like that. I'd feel it. I've felt things like that before.
Several ghosts. Once, a poltergeist.”

“Not this one,” I said. “You're too old.”

She cocked an eyebrow at me. “Excuse me?”

“Ahem. I mean, you're an adult”

“T don’t understand,” she said.

“Only kids can sense them,” I said. “Part of their nature
conceals them from older awarenesses.”

“The threshold,” Meg said. “It should keep such things
out.”

“Sometimes they ride in with someone in the family.
Sometimes if a child has a vivid enough dream, it can open
up a window in the Nevernever that the boggart uses to
skip in. They can use mirrors, sometimes, too.”

“Nevernever?” Yardly asked.

“The spirit world,” I clarified.

“Oh, what bullshit, Meg—" Yardly said.

Megan stood up, her eyes blazing. “Benjamin.” The
tension between them crackled silently in the air for
several seconds.

“Crap,” he snarled, finally, and stalked out the front
door. He let it slam behind him.

Megan stared at the door, her lips tight. Then she
turned back to me. “If what you say is true, then how can
you sense it?” she asked.

“I can't,” I said. “That was the giveaway. The rest of
your house feels normal. The closet in the younger kids’
room is a black hole.”

“Jesus,” Megan said, turning. “Tamara and Joey are
asleep in there.”

“Relax,” I said. “They're safe for now. It already ate
tonight. Itisn't going to do it again. And it can't physically
hurt them. All it can do is scare them.”

“All it can do?” Megan asked. “Do you have any idea
what they've gone through? She says she never even
remembers waking up screaming, but Kat’s grades are
down from straight As to Cs. She hasn't slept a solid night
in six months. Tamara has stopped talking. She doesn't
say more than a dozen words a day” Her eyes shone, but
she was too proud to let me see tears fall. “Don't tell me
that my children aren’t being hurt.”

I winced and held up my hands placatingly. “You're
right. Okay? I'm sorry, I picked the wrong words.” I took
a deep breath and exhaled. “The point is that now that we
know about it, we can do something”

“We?”

“It will be better if someone in the family helps with the
exorcism, yeah.”

“Exorcism?” she asked. She stared at the doorway
Yardly had gone out.

“Sure,” I said. “It’'s your house, not the boogeyman’s. If
I show you how, are you willing to kick that thing’s ass?”

“Yes,” she said. Her voice was hard.

“Might be dangerous,” I said. “I've got your back, but
there’s always a risk. You sure?”

Megan turned to face me and her eyes blazed.
“Yeah,” I said. “That’s what I thought.”

e R

“Last A" I said, writing, “Act”

“That seems obvious,” Ilyana said.

“Sure,” I said. “But it's where everything gets decided.
And it’s always a gamble. You're betting that you've seen
everything clearly, that you know everything that’s going
on.

“Yes,” Ilyana said, her tone somewhat exasperated.
“That is the purpose of the first three ahs.”

“Ays,” McKenzie corrected her absently. “Eh?”

Ilyana speared him with an icy gaze. “Whatever.
Already we are discovering what is happening. That was
the point of the methodology.”

“Ah, I said, lifting a finger. “But do you know
everything? Are you so sure you know exactly what’s
happening? Especially when you're about to put the safety
of yourself or others on the line?”

Ilyana looked confused. “Why would I not be sure?”

I smiled faintly.

3 5

The next evening, the children went to bed at nine.
They stopped asking for drinks, searching for the next
day’s clothing, waving glow-in-the-dark light sabers in the
air, and otherwise acting like children by nine-thirty. They
were all sleeping by nine thirty-five.
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Megan, a surly Yardly, and I immediately got ready to
ambush the boogeyman.

While Megan collected clipped hairs from her chil-
drens’ heads, Yardly and I cleared off enough carpet for
me to take a container of salt and pour it out into a circle
on the carpet. You can use just about anything to make
a magic circle, but salt is often the most practical. It’s a
symbol of the earth, and of purity, and it doesn't draw ants.

You only use sugar to make a circle on the carpet once.
Let me tell you.

Meg returned and I nodded toward the circle. “In
there.

She went over to the circle, being careful not to disturb
it, and dropped the locks of hair from her children, bound
together by long strands of her own coppery cutls, into the
center of the circle.

“Right,” I said. “Meg, stand in the circle with them.”

She took a deep breath and then did it, turning to face
the open, darkened closet. Her breathing was slow, but
not steady. She was smart enough to be scared.

“Remember what I said,” I told her quietly. “When you
feel it on you, close that circle and think of your children.”

She nodded tightly.

“I'm right here,” I told her. “It gets bad, I'll step in. You
can do this.

“Right,” she said, in a very thin voice.

I nodded to her, trying to look calm and confident. She
needed that. Then I stepped back out into the hallway.
Yardly came with me, and closed the door behind him,
leaving Megan and her children in the dark.

“I don't get it,” he said in a low, quiet voice. “How’s it
supposed to help the kids if they're asleep?”

I gave him a look. “By destroying the creature that's
attacking them?”

His lips twisted sourly. “It’s a prophylactic effect thing,
right?”

“Placebo effect,” I sighed. “And no, it isn't.”

“Because there’s a real monster,” he said.

I nodded. “Sure.”

He eyed me for a while. “You're serious. You believe it.”

“Yep.”

Yardly looked like he wanted to sidle a few more feet
away from me. He didn't.

“How's this supposed to work?” he asked.

“The kids’ hair is going to substitute for them,” I said.
“As far as the boogeyman is concerned, the hairs are the
children. Like using a set of clothes you've worn to leave a
false scent trail for something following your scent.”

Yardly frowned. “Okay.”

“Your sister’s hair is bound around them,” I said.
“Binding her to the kids. She’s close to them, obviously
loves them. That’s got a kind of power in it. She’'s going to
be indistinguishable from the children, to the boogeyman.”

“She’s a decoy?”

“She’s a damned land mine,” I said. “Boogeymen go
after children because they're weak. Too weak to stand up
to an adult mind and will. So once this thing gets into the
circle, she closes it and tears it to shreds.”

“Then why is she afraid?” he asked.

“Because the boogeyman has power. It's going to tear
at her mind. It'll hurt. If she falters, it might be able to
hurt her bad”

Yardly just stared at me for a long, silent moment.
Then he said, “You aren’t 2 con man. You believe it.”

“Yeah,”I said, and leaned back against the wall. It might
be a long wait.

“I don't know what's scarier,” Yardly said. “If you're
crazy. Or if you're not.”

“Kids are sensitive,” I said. “They’ll take the lead from
their mom. If mom is scared and worried, they will be,
too. If it helps, think of this as my way of giving the kids
a magic feather.”

Yardly frowned and then nodded. “Like Dumbo.”

“Yep,” I said. “Couple months from now, that will be
the easiest way to understand it.”

He let out a short, bitter bark of laughter. “Yeah?”

“Definitely.”

“You do this a lot.”

EYeD

We waited in silence for about half an hour. Then
Yardly said, “I work violent crimes.”

I turned my head to look at him.

“I helped get my sister set up out here in Peculiar to get
her away from the city. Make sure her kids are safe. You
know?”

“I hear you.”

“I've seen bad things,” Yardly said quietly. “I don't... It
scares the hell out of me to think of my nieces, my nephew,
becoming another one of the pictures in my head.”

I nodded and listened.

“I worked this case last week,” Yardly said a moment
later. “Wife and kids got beaten a lot. Our hands were
tied. Couldn't put this guy away. One night he goes too
far with a knife. Kills the wife, one of the kids. Leaves
the other one with scars all over her face...” His own face
turned pale. “And now this is happening. The kids are
falling apart. Child services is going to take them away if
something doesn't change.”

I grunted. “I grew up in the system,” I said. “Orphan.”

He nodded.

“Something’s going to change,” I said.

He nodded again, and we went silent once more.

Sometime between eleven thirty and midnight, a
scream erupted from the older child’s room.

Yardly and I both looked up, blinking.

“Kat,” he said.

“What the hell,” I muttered.

A few seconds later, the little girl started screaming, too,
that same painfully high-pitched tone I'd heard the night

before.
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And then Megan started screaming, too.

“Dammit!” Yardly said. He drew his gun and was a
step behind me as I pushed open the door to Joey and
Tamara’s room.

Megan was crouched in the circle of salt, swaying. The
lights were flickering on and off. AsI came in, Joey sat up
with a wail, obviously tired and frightened.

I could see something in the circle with Megan, a
shadow that fled an instant after the lights came up, slower
than the rest. It was about the size of a chimpanzee and it
clung to her shoulders and waist with indistinct limbs, its
head moving as if ripping with fangs at her face.

Megan’s expression was twisted in pain and fear. I didn't
blame her. Holy crap, that was the biggest boogeyman
I'd ever seen. They usually weren't much bigger than a
raccoon.

“Meg!” Yardly screamed, and started forward.

I caught his arm. “Don't break the circle!” I shouted.
“Get the kids out of here! Get the kids!”

He only hesitated for a second before he seized Tamara
and Joey and hauled them out of the room, one under each
arm.

I went to the edge of the circle and debated what to
do. Dammit, what had this thing been eating? If I broke
the circle, it would be free to escape—and it was freaking
supercharged on the dark spiritual equivalent of adrena-
line. It would fight like hell to escape and come back the
next night, bigger and hungrier than ever.

Nasty as the thing was, Megan still ought to be able
to beat it. She was a sensitive, feeling the emotions and
pieces of the thoughts of others thanks to a naturally
developed talent, something that would manifest as simple
intuition. It would mean that she would have developed a
certain amount of defensive ability, just to keep from going
nuts in a crowd.

“Megan!” I said. “You can beat this thing! Think of
your kids!”

“They're hurting!” she screamed. “I can feel them!”

“Your brother has them, they're fine!” I called back.
“That’s a lie it’s trying to push on you! Don't let it trick
you!”

Megan glanced up at me, desperate, and I saw her face
harden. She turned her face back into the shadowy assault
of the flailing boggart and her lips peeled back from her
teeth with a snarl.

“They're mine,” she spat, the words sizzling with vitriol.
“My babies. And you can't touch them anymore!”

“Begone!”I called to her. “Tell it to begone!”

“Begone!” Megan screamed. “Begone! BEGONE!”

There was a surge of sound, a thunderous non-explo-
sion, as if all the air in the room had suddenly rushed into
a ball just in front of Megan’s pain-twisted face. Then
there was a flash of light, a hollow-sounding scream, and
a shockwave lashed out, scattering the salt of the circle,
rattling toys, and pushing against my chest. I staggered

back against the wall and turned my face away as a fine
cloud of salt blasted out and rattled against the walls with
a hiss.

Megan fell to her knees and started sobbing. I reached
out around me with my senses, but felt no inexplicable
absence in the aura of the house. The boogeyman was
gone.

I went to Megan’s side at once and crouched down to
touch her shoulder. She flung herself against me, still
sobbing.

Ben Yardly appeared in the doorway to the room a few
moments later. He had Joey in one arm, and Tamara in
the other. Kat stood so close she was practically in his
pocket, holding onto the hem of his jacket as if he was her
own personal teddy bear.

“Okay,” I said quietly. “It’s okay. The thing is gone.
Your mom stopped it.”

Kat stared at me for a moment, tears in her eyes, and
then ran to Megan and flung herself against her mother.
That drove Joey and Tamara into motion, and they both
squirmed out of Yardly’s arms and ran to their mother.

“Thank you,” Megan said. She freed one hand from her
children long enough to touch my arm. “Wizard. Thank
you.”

I felt a little bit sick. But I gave her my best, modest
smile,

S B Y

I finished the recounting for the young Wardens and let
the silence fall.

“What was my mistake?” I asked.

No one said anything,

“I trusted the process too much,” I said. “I thought I
had already analyzed the whole situation. Found the
problem. Identified the source of the danger. But I was
wrong. You all know what I did. What happened?”

No one said anything.




“The boggart I'd identified wasn't the source of the
attacks. It was just feeding on the fear they generated in
the kids. It hadn't needed to expend any energy at all to
generate nightmares and fear in them. All it had to do was
feed. That's why it was so large.

“The source of the attacks wasn't an attack at all)” I
said. “Ben Yardly’s job had exposed him to some pretty
bad things—memories and images that wouldn't go away.
Some of you who fought in the war know what I'm talking
about.”

McKenzie, Ilyana, and a few others gave me sober nods.

“Kat Yardly was the eldest daughter of her mother, a
fairly gifted sensitive. She was twelve years old.”

“Damn,” McKenzie said, his eyes widening in
realization.

“Yes, of course,” Ilyana said. The other students turned
to look at her. “The eldest daughter was a sensitive, too—
perhaps a skilled one. She had picked up on those images
in her uncle’s mind and was having nightmares about
them.”

“What about the little girl?” I asked.

McKenzie took over. “Kat must have been a pusher,
too,” he said, using the slang for someone who could
broadcast thoughts or emotions to others. “She was old
enough to be a surrogate mother to the younger daughter.
They were probably linked somehow.”

“Exactly, Warden McKenzie,” I said quietly. “All the
pieces were in front of me, and I just didn't put them
together. I figured the situation for a simple boogeyman
infestation. I set up Megan to do the heavy lifting because
I thought it would be relatively safe and would work out
the best for the family. I was wrong”

“But it did work out,” Ilyana said, something tentative
in her voice for the first time that day.

“You kidding?” I asked. “That big boggart inflicted
mental trauma on Megan that took her most of a year to
recover from. She had her own nightmares for a while.” I
sighed. “T went back to her and gave her and her daughter
some exercises to do that would help insulate them both.
Kat’s problems improved, and everything worked out
fine—but it almost didn't. If Yardly had panicked and
used his gun, if someone had broken the circle, or if Megan
Yardly hadn’t bought my lie about the boggart pushing a
falsehood on her, it might have ripped out her sanity alto-
gether. I might have put three kids into the foster care
system.

BOGEARTS: These 1hings flee when confronted unless
they've trapped. They're Spirtt Form treatures, with neide
Emotion, Feeking Pependenty on fear, & tonstant high
quality veid that adults can't see through but kils
tan, and a Physieal immunity. Wot muck of & Cateh on
that either—you have Lo tonfront Them psythically, using
Lonviction or Pistipline 1o attack. But once theyre seen,
they've vulnerable Lo those attacks from rearly aryore.

“Arrogance,” I said quietly, and wrote it on the board,
beneath the rest. “That’s the fifth A. We carry it around
with us. It's natural. We know a lot more than most
people. We can do a lot more than most people. Theres a
natural and understandable pride in that. But when we let
that pride get in the way, and take the place of truly seeing
what is around us, there can be horrible consequences.
Watch out for that fifth A, children. The Yardlys turned
out all right mostly out of pure luck. They deserve better
from me. And from you.

“Always keep your eyes open. Learn all that you can—
and then try to learn some more.”

I took a deep breath and then nodded. “Okay. We'll
break for lunch, and then we'll look at another case I didn't
screw up quite as badly. Back here in an hour. Dismissed.”

The young Wardens got up and dispersed—except
for McKenzie and Ilyana. The two came down to stand
beside me.

“Commander,” McKenzie said. “This girl, Kat. Most of
the talented mortals only demonstrate a single talent. She
demonstrated at least two.”

“I'm aware,” I said.

“This girl,” Ilyana said. “Her talents were born in
trauma and fear. This is one of the warning signs of a
potential warlock.”

“Yeah,” I said. My talents had started in a similar
fashion. “I heard that once.”

“So... she is under surveillance?” Ilyana asked.

“I drop in on her once in a while,” I said.

“That poor kid,” McKenzie said. “What do we do?”

I spread my hands. “It’s an imperfect world, Wardens.
We do what we always do.” I smiled at them lopsidedly.
“Whatever we can.”

They both looked down, frowning, concerned—
concerned for a little gitl who had no idea of what might
be waiting for her.

Excellent.

The lesson hadn’t been wasted.

“Okay, guys,” I said. “Burger King?”

That perked them both up, though Ilyana, benighted
soul that she was, didn't react with joy at the utterance of
the holy name of the Mount Olympus of fast food. We
left together.

You do whatever you can.
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| ol World order

WELCOME 1O THE
OLD WORLD ORDER

By now, you know that there’s a whole lot more
to the world than most people realize. Magic is
real, fairytale characters aren't just in children’s
books, and malevolent creatures do lurk in the
woods. You probably also realize that things get
more than a little complicated behind the veil.

You don't know the half of it yet.

Many residents of the supernatural world—
some people call it the “Old World”—organize
themselves into factions, for the same reasons
pure mortals organize themselves into tribes and
nations: mutual protection and shared culture.
Problem is, factions in the supernatural world
make the United Nations look like the local
bridge club. Supernatural factions have hidden
histories, dark secrets, and blood feuds. Each
one has its own version of how much they've left
their fingerprints on the history of the world.
And when disagreements arise, youd better get
out of the way.

However, these factions tend to go to some
effort to make sure that mortals don't even
bother to start looking for their fingerprints in
the first place. To the supernatural set, most of
the world should enjoy comfortable ignorance.
Vicious wars have been fought among these
supernatural nations, right under the noses
of unsuspecting mortals. Nevertheless, some
events and episodes of the Old World order
are well-established and can even be tracked by
mundane humans.

In the wider scope of things, a lot of the effect
of the supernatural on mortal history actually
gets canceled out behind the scenes. The White
Council saves a settlement here; the Red Court
takes over a European colony in South America
there; volcanoes explode, killing thousands (and
a number of nasty mystical critters); Milwaukee
disappears for a weekend. These things happen.

The important thing about occult history is
that it gives rise to long-standing grudges and
vendettas among the supernatural factions.
And these centuries-long animosities often
catch uninvolved people in the gears and grind
them up, leading to new and different drives for
revenge.

Life isn't fair. That's history, too.

_TJosT BELONGING To ANY SUPERNATURAL
FACTION IS ENoU&H To &ET A NICE
SET oF ENEMIES ALONG WITH YoUR
METAPHOR.ICAL MEMBERSHIP BADS&E-

SUPERNATURAL
POIITICS AND
THE UNS€EIE
ACCORDS

The “supernatural nations” detailed below tend
to follow an Old World aesthetic of manners and
methods. This often means a Renaissance-era
mindset in their approach to political issues—
it's as if they read Machiavelli's THE PrincE
and just stopped there.

Meanwhile, the philosophies and technolo-
gies of mortal-kind have advanced. In fact, you
could say that the Age of Enlightenment and the
Industrial Revolution caught the supernatural
factions with their pants down.

I've seen a troll with his pants down.
It’s not pretty.

The aftershocks of both are still being felt
among magical sorts. The disparities between
the rough-and-ready modern mortal outlook
and the more courtly and traditional supernat-
ural attitude frequently cause friction between
supernatural folk and mortals, as well as between
supernatural factions—especially factions with
members that are mortal or spend part of their
lives among mortals, such as the White Council
or the White Court of vampires.

Regardless of their differences, all super-
natural factions observe the rules of interac-
tion laid out in the Unseelie Accords. Devised
by Queen Mab of the Winter Court of Faerie
(page 179), the Accords are a cross between the
Magna Carta and the Geneva Conventions for
the various supernatural factions.

The Accords recognize major magical
factions as independent political entities (or
“nations”) with the right to defend, protect, and
avenge their members. “Freeholding Lords” are
also recognized: entities of power that do not
necessarily represent an entire kind, just them-
selves and their supporters.

The Accords lay out an important concept:
magical nations are responsible for policing their
own. If they don't do this, and let their people
run willy-nilly, these activities can become a
lawful grievance to another nation—even up
to a justification for war. The Accords also lay
out other rules concerning such topics as the
treatment of prisoners (though the rules do

(o O O O I O O

209

(\] o o T T T O O s
r‘qu"r‘ﬂ'w—r"—r.-r—r-r-r-r—r——r-#-

I

T

anan

nanaa



little if anything to protect them), setting prices
on ransoms or prisoner exchanges, laying out
procedures for negotiations between hostile
supernatural nations, the establishment of
neutral ground, rules of engagement and terri-
tory, a basis for diplomacy, and so on.

Most importantly, the Accords establish
several hard and fast rules that provide ancient
(read: Old World) customs of hospitality and
honor with the force of law. If any two things
are regarded as concrete by the supernatural
nations, they are: 1) the binding power of sworn
oaths; and 2) the obligation of a host to offer aid,
comfort, and protection to his guests.

The Accords recognize that it is mutu-
ally profitable for the supernatural nations to
avoid overt or large-scale conflicts; indeed, they
provide a means of settling disputes between
rival nations by means of a trial of champions—
based on the Code Duello—presided over by a
“neutral” mediator. Any member of any nation
can be asked to be a mediator, but the choice
must be mutually accepted.

Allin all, the Accords are extremely complex,
and applying them generally leads to a lot of
arguing rather than actually solving any prob-
lems (it is likely that this is what Mab intended).
They do work, however—conflicts are often
defused by the lengthy legal discussions. The
Accords are supported by all sides, mainly in
order to keep things from getting worse than
they already are.

THERE 1§ NO
SPIRI'T OF THE LAW

The Accords were set up by one of the most
notorious manipulators in the supernatural
world; furthermore, the legalistic bent of the
faerie mind, along with their important concepts
of favor and debt, has a strong influence on the
letter of the law.

Much like the Code of Hammurabi, every-
thing is spelled out extremely clearly. Vicious as
it seems to us in retrospect to claim an eye for
an eye or a life for a life, it prevents one super-
natural tribe from murdering all of another tribe
in response to a single death or other faux-pas.

Also, nobody’s going to respect “the spirit
of the law” of the Accords, because there isn’t
one. (See above regarding Mab's legalistic
thinking,) The supernatural nations all abide
by the Accords, because the possibility of
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MORDIFE

Also known as “deathstone,” mordite is not of our
reality. It's a chunk of congealed anti-life—just being
near it drains vitality and magic; anything actually
touched by it is disintegrated. To wizard senses, it's
just wrong, with a nauseating, cold aura.

On occasion, mordite has been used as a weapon
in formal duels under the Unseelie Accords. This
mordite is specifically enchanted to be responsive
to applied willpower. Such a duel is run as a mental
conflict, using the Discipline skill on both sides
(offense and defense). If the conflict ends with one
or both participants being taken out, it’s the mordite
that gets to define the nature of the result—and it
always defines it as “death.” Since this sort of dueling
is intended to be to the death, any conflict that
doesn't end with at least one participant taken out
may be seen as inconclusive and in violation of the

Accords by one party or another.

all-out mystical warfare is so much worse—as
the current Vampire War (page 24) between the
Red Court and the White Council demonstrates.

4
GETFING SCREWED
BY THE LETFER
OF THE LAW

In the ad hoc supernatural courts that judge
these things, plenty of precedent establishes that
there is only the letter of the law to protect you
under the Accords, and each letter has a razor’s
edge. It doesn't matter what your sentimental
excuses were, how many innocents were going to
die, or that your true love’s life was on the line. If
you break the Accords, then you are neck-deep

Hey, Bob—if
mordite sucks

magic, how

could it be
enthanded?

Hmm. It's less
enchanted, and
more...magically
enclosed. This

is not easy to

do, and treads
dangerously close
to a couple of the
White Council's

Laws.
in trouble.
The best thing that you can hope for is that Sounds Like
your side will try to find some loophole to get outsider
you out of it, or work a behind-the-scenes deal 54,2 45 we

to persuade the other side to drop their reasons
for offense. Unfortunately, the most likely thing
is that you'll be served up on a platter with a
carefully worded letter of apology tied around
your neck. There will always be people on your
side who will consider their own continued peace
and safety far more important than your skin.
And after all, what is one man compared to the
prospect of supernatural war? These people may
regret the political necessities, but that won't
stop them from gift-wrapping Accords-breakers
and delivering them to the aggrieved parties.

m gamer terms,

Mab s the
tonsummate

“rules-Lawyer”
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At times, the letter of the law can actually be
helpful. There are cases where people use the
legalisms to their advantage. It is a clear and defi-
nite fact that someone who reads the Accords
and plans their actions before doing something
precipitous (like burning down a houseful of
bad guys) is the person who is most likely to get
away with it.

SUPERNATURAL
FACTIONS

Many supernatural “kinds"—wizards, vampires,
faeries, etc.—are considered to belong to their
own supernatural nation under the Unseelie
Accords. (However, given the differences
between the Vampire Courts, and the differ-
ences between the Summer and Winter Courts
of Faerie, there are several separate “nations” of
vampires and faeries.)

Here's a quick run-down of the major factions
in play. (For further details on the nature of each
of these types of beings, see What Goes Bump,
page 28. For discussions of specific individuals,

see Who's Who, page 98.)

MORTALS

Mortals aren't a supernatural faction per se. But
they are both prey and a threat (especially en
masse) to many of the supernatural nations.

While more-or-less clueless to the super-
natural shenanigans happening around them,
hordes of mortals roused to action can pose a
danger. Calling mortal authorities into an arcane
fracas is usually akin to calling in an airstrike.
After the Industrial Revolution, with the wide
availability of steel weapons, guns, and ever
more deadly technologies, the mortal threat has
upgraded to “nuclear” (literally!). For the past
three hundred years or so, supernatural folk
have laid a bit lower than in the past.

Unfortunately, opinions on the dangers of
mortalkind seem to be changing. Recent Red
Court attacks in the Vampire War have killed
thousands of unsuspecting mortals in the Third
World with impunity. Furthermore, the rise of
the entirely mortal John Marcone (page 187) to
the status of Freeholding Lord has had some
sort of ramifications among the supernatural
set regarding mortalkind—but what those are
exactly is still unclear.

THE ROMAN CATHOUIC CHURCH
While many priests believe in the Devil,
not many have accurate information on
the Prince of Darkness. There are some
who know a bit about the various Vampire
Courts, but very few know anything about
the Faerie Courts. The general attitude of
clued-in people in the Church is that anyone
involved with the supernatural is either evil
or sliding that way, with few exceptions.

A scattering of Churchly people—
priests, monks, nuns, affiliated laymen, and
others—know and stand sentinel against
the darkness. Few of them have any real skill
with magic, but some have particular areas
of knowledge, special skills, or personal
alliances with supernatural factions. For
example, the Knights of the Cross (though
their calling comes from a higher source
than any mortal religion) are strongly asso-
ciated with a faction within the Catholic
Church that provides what support it can
for the Knights.

OTIER MORTALS

Clued-in mortals, werewolves, scions, and
hedge wizards (especially the members
of the Ordo Lebes, page 105) all play fairly
minor roles in the overall supernatural situ-
ation. Most often, they are simply food,
targets, or obstacles to the larger and more
powerful factions.

Sorcerers are often catspaws and pawns
for the darker supernatural nations and
Freeholding Lords—sometimes even
Outsiders. Sorcerers don't.usually have
enough oomph to stir up “international”
trouble on their own. Usually.

On the other hand, necromancers (espe-
cially powerful ones, like the Disciples of
Kemmler, page 66) are individually a sort
of “banana republic” in the overall super-
natural nations schema. Given their power
and undead legions, they cannot simply
be controlled as sorcerers are. They are
powerful loose cannons which must be
jostled into position or squelched as quickly
as possible, depending upon the aims and
goals of the larger supernatural faction.
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THE WHIT€ COUNCIL

The White Council, comprised of wizards from
all mortal nations, is a signatory of the Unseelie
Accords and serves as the “supernatural nation”
for all mortal wizardkind. The Senior Council
(its governing body) ensures that most wizards
in the world respect the Laws of Magic—and
disposes of the ones who don't (via its Wardens;
see below).

It maintains alliances with other occult
groups like the Venatori Umbrorum, the
Fellowship of St. Giles, and a few mystically-
inclined monasteries in Tibet and India.

Most wizards worthy of the name have come
up through the traditional system: apprenticing
with a White Council member, passing the trials
of wizardry, and joining the Council themselves
as full members.

A White Council member gets a vote in
important deliberations and agrees to abide by
the Council’s rules (including the Laws of Magic,
see sidebar). A member is obliged to represent
the White Council, if necessary.

Latin is spoken in White Council conclaves.
All members attending a full meeting of the
Council wear a robe with a stole that denotes
their rank (no stole for apprentices, blue for
junior wizards, red for senior ones, purple for
Senior Council members).

The White Council is governed by the
Senior Council: seven wizards of age, skill,
power, and knowledge. The leader of the Senior
Council (and thus the entire White Council) is
called “the Merlin.” They set policy by majority
vote (usually of the entire membership of the
White Council, but a Senior Council member
can restrict matters to a closed vote of just the
Senior Council).

old World order

THE LAWS OF MAGIC
The Laws of Magic are not the quasi-physics
of how magic works; they are the practical
regulations imposed on mortal spell-slingers
by the White Council.

Simply stated, the Seven Laws are:

¢ One: No killing mortals with magic.

Two: No transforming others.
Three: No mind-reading.
Four: No mind-controlling.
Five: No necromancy.
Six: No time travel.
Seven: No seeking knowledge and/or
power from Outsiders.

See YS232 for a more in-depth discussion
of the Laws.

RI® O ¥ 0

THE BIACKSTAFF

There are rumors that there is a secret White
Council agent (authorized by the Senior
Council) who is licensed to break any of the
Seven Laws of Magic in those cases where
those laws prevent the White Council from
acting in a critical situation.

These are surely just rumors.

DonN'T g SNSTT,
By, Ysu ALREADY
KNow mMor e THAN MosT
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WARDENS

The Wardens are the guardians (and often execu-
tioners) of the White Council. They are respon-
sible for policing both the White Council and
the magical community outside it. A Warden is
expected to protect mortals in his area, be vigi-
lant against supernatural threats in his region,
represent the Council in matters of diplomacy,
aid and assist other wizards who require aid and
protection, and—when required—strike out at
the enemies of the Council. Think of them as
“magic cops.”

All Wardens are battle-capable wizards of
high skill and power. Warden security proto-
cols compose some of the best magical counter-
measures in the world. They are trained in the
use of wardhounds (page 34) in this work, and
they also have access to voluminous—if some-
times incomplete and out-of-date—dossiers on
various supernatural “high-rollers.”

Their tokens of office are a plain grey cloak
and a special sword—both serve as a sign of their
authority. Furthermore, a Warden’s Sword is
a puissant and useful enchanted weapon.

Subject to the Senior Council, they have their
own captain and are structured under regional
commanders. Regional commanders are in
charge of security and operations for a large
area (like, up to half a continent—though these
current vast demesnes are certainly due to the
current Vampire War; before this, four regional
commanders normally handled North America
alone).

WHIH€ COUNCIL AILIES

Aiding the White Council in the Vampire War
(page 24) are several allies: The Fellowship of St.
Giles, the Venatori Umbrorum, and several indi-
vidual temples and monasteries in the Far East.
The White Council has also had occasional
assistance in the Vampire War from the Knights
of the Cross (page 74) and the Summer Court of
Faerie (page 39).

TH FEILOWSHIP OF ST. GIIES
The Fellowship of St. Giles is a refuge for the
desperate, for people who have some kind of
darkness within them (usually in the form of
Red Court venom) that has begun to eat them
away. All of them are trying to hold onto their
humanity by turning that darkness back upon
those who would harm mankind.

The Fellowship has developed magical tattoos
to control their members” hungers. These allow
the half-vampiric members of the Fellowship to
enjoy the advantages of their supernatural abili-
ties while maintaining a modicum of control and
choice. However, these tattoos aren't perfect;
extended use of supernatural abilities returns
the member to the mercy of those monstrous
hungers. For this reason, the Fellowship usually
works in pairs or teams, keeping an eye on one
another.

The Fellowship is working with the White
Council in the Vampire War, mostly channeling
information and helping out in combat situa-
tions. They have a particular hatred for the Red
Court and will take any opportunity to strike
back at them.

THE VENATORI UMBRORUM

The Venatori Umbrorum are literally “hunters
of the shadows.” Often characterized as “Masons
with machine guns” or “Masons with flame-
throwers,” this ancient secret brotherhood has
extensive knowledge of academic (especially
history and folklore), commercial, intelligence
and counter-intelligence, financial, legal, and
military issues. They possess an understanding
of basic occult countermeasures. They are a
larger organization than the Fellowship of St.
Giles (possibly even larger than the White
Council realizes). Unfortunately, they seem to
lack powerful magical practitioners.

As allies of the White Council, they usually
provide intel and analysis to the wizards. Since
the start of the Vampire War, they have also
participated in combat operations against the

Red Court.

HIMAIAYAN TEMPIES &

INDIAN MONASHERIES

Not much is known about these allies of the
White Council from the Far East. It seems that,
while they have less overall mystic power than
the mostly Eurocentric White Council, they
do have a modicum of mojo, along with greater
knowledge and familiarity with the supernatural
entities in Asia (like Temple Dogs, rakasha, and
the Jade Court of vampires).
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BEeLIEF IS
NOT A JToB
R.EQUIREMENT.

TI‘E KNIGHTS SANYA IS
OF THE CROSS "ol

The Knights of the Cross were founded to
counter the Fallen angels who make up the
Order of the Blackened Denarius. They protect
the freedom of the mortal soul. To that end, they
aid any mortals under the oppression of dark
forces and try to help those people win freedom
from the darkness.

When a Knight meets a Denarian, he is
supposed to offer the Denarian a chance to
surrender his coin and repent. If the Denarian
hands over his coin and asks for mercy, the
Knight has to accept this and let him go, giving
him a chance at repentance. (While this seems
like an easy out, to be fair, there have been cases
where this has worked and the ex-Denarian
has genuinely repented—in one case actually
becoming a Knight of the Cross himself; see
Sanya, page 223.)

If the Denarian says no, then it's time for a bit
of the old choppy-choppy, slashy-slashy.

While primarily founded to thwart the
Denarians, the Knights are usually willing to
tackle other evils, should it be God’s will—
“winning free of the oppression of dark forces”
covers a lot of ground (thus, the Knights'“deal-
ings” with the various Vampire Courts).

Knights of the Cross are often Christians of
some stripe, but a virtuous and faithful heart
is more important than conscious belief in a
theistic faith. After all, God believes in them,
whether or not they believe in Him in any
particular way.

There are three Knights of the Cross at most,
and sometimes there are fewer. Their tokens
and their burdens are their three Swords:
Amoracchius (a broadsword), Fidelacchius (a
katana), and Esperacchius (a saber), each incor-
porating one of the three nails that pierced
Christ’s hands and feet on the cross.

At the moment, there is only one Knight—
Sanya, wielder of Esperacchius. The most
recent wielder of Fidelacchius, Shiro Yoshimo
(page 242), died at the hands of Nicodemus
(page 102) during the Denarian’s plan to use the
Shroud of Turin to unleash the Black Death
in a worldwide plague. More recently, Michael
Carpenter (page 125), wielder of Amoracchius,
was critically injured in the rescue of the
Archive (page 100) and John Marcone (page 187)

from the clutches of the Denarians.
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Both of their Swords are at present in the
custody of the wizard Harry Dresden; neither
has yet been passed to a new wielder.

The Knights are quite simply and purely
Good Guys. They do the right thing, and they
risk their lives to do it. Armed only with a Holy
Sword, (divine?) serendipity, some mild support
from the Catholic Church (and, arguably, the
angelic hosts of Heaven), and God’s blessing,
they face down the forces of Hell, dragons,
ghosts, the Vampire Courts, and anyone else
who requires it.

The Knights—especially Michael
Carpenter—were drawn into the Vampire War
due to the personal and professional ties they
developed in recent years with Harry Dresden.
(Some feel that this involvement may be related
to the Knights' overall mission as well.)

C_AREFUL WITH THE IDLE
SPECULATION THERE, BiLLy.

VAMPIRES

The Vampire Courts are perhaps the most
pervasive, widespread groups of monsters out
there. Fortunately for the other supernatural
factions, they're riddled with infighting and
discord, frequently feuding with each other, and
they require rigid levels of protocol and diplo-
macy in order to function at all.

In practice, the Black Court is drastically
understrength when compared to the White and
Red Courts (this can be directly blamed on the
publication of Bram Stoker’s Dracura). The
potency of the Jade Court is unknown—a wild
card in the deck.

The White and Red Courts hold a lot of
power in the modern world. The White Court
has infiltrated the media (in particular, pornog-
raphy and fashion), while the Red Court has
worked its fingers into politics and finance.
The complicated rivalries that divide each
Court mean that a Red Court vampire who's
currently up against a White Court foe can
often find a White Court rival who's prepared
to make a temporary alliance against this mutual
enemy—and vice versa, of course. This tends
to benefit the rest of the supernatural world, as
the Vampire Courts tend to keep each other’s
numbers down.

I1HE pA~Y Michael SST INTURED waAsS
ONE oF THE WoRST DAY'S ofF MY LIFE.

A-ND THAT's sa~ine SOMETHING.
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THE BIACK COURT

Black Court vampires have all the vulnerabili-
ties that are described in DracuLa: holy items,
holy water, gatlic, fire, running water, and so on.
And pretty much everyone knows it. This has
left Black Court vampires rather thin on the
ground. The ones who have survived are the old,
powerful Ruhks, who have the intelligence and
the capabilities to avoid public attention and
protect themselves from other supernaturals.

The infrastructure of Black Court vampires
is unknown. It may be that, post-DracuLa,
they are too fragmented to have any hierarchy
at all. Their relations with the other Courts are
tenuous, as the other Courts have them at a
disadvantage and know it. Black Court vampires
feed much faster than the Reds or Whites do
and tend to “use up” the local mortal population;
this causes frequent territory disputes among
the Courts.

The Black Court often uses “Renfields”—
humans who have had their wills broken and
then been bodily fortified by black magic—to
act as bodyguards, minions, and cannon-fodder.

As a cohesive whole, the Black Court is not
involved in the Vampire War, although indi-
vidual Black Court vampires have certainly
played a part in the conflict.

TH JADE COURT

There are few details available about the
vampires of the Jade Court. Even the other
Vampire Courts dont seem inclined to
discuss them.

What we do know: it’s based in Asia, where
it is well-entrenched and well-hidden. Either
its members are more interested in staying
out of the public eye than gaining influence,
or they already have so much political and
social influence that petty intrigues are no
longer significant.

Shiro Yoshimo (page 242) of the Knights of
the Cross had some interactions with them,
and it is possible that Ancient Mai of the White
Council has some contacts in the Jade Court
(or at least knows the protocols for dealing
with them).

The Jade Court’s lack of participation
(so far) in the Vampire War is a relief to the
White Council.

“"BLUE C_ourT."

THANKS FOoR. THE FRESH FUEL
FoR. MY NIGHTMARES) B~y

TH RED COURT

The members of the Red Court are inhuman
creatures inside human shells; their true form is
a thing of warped flesh and twisted bone. While
they can maintain a pleasant and even beautiful
human appearance, under stress they show their
real nature: half-bat monsters drooling black
venom and stretching out long angular limbs
to seize their victims.

The Red Court has great influence in inter-
national finance and politics; they manipulate
mortals through their narcotic venom, in addi-
tion to mundane bribes and influence. The
core of the Red Court power is based in South
America and they have strongholds throughout
that continent. They treat mortals as livestock,
addicting entire communities to their venom.

Various aristocratic bloodlines advise and
intrigue with (and against) the ruler of the Red
Court, the Red King. The high nobles of the
Court are very powerful and very inhuman. A
few of these aristocrats maintain a semblance of
civilized behavior through strict personal codes
of honor—but most of them don't, instead
reveling in their power. It is unknown what
language the Red Court uses in their councils,
but either Spanish or Portugese would be apt.

Apparently, the Red King has been plan-
ning a war with the White Council for years.
Only recently has he been given a pretext to
attack. Interestingly, the Red Court seems to
have gained a tremendous amount of infor-
mation on magic and the White Council that
they didn't have before. Despite these advan-
tages, the current war with the White Council
is occupying much of the Red Court’s time and
resources.

OTHER POSSIBIUTIES

The White, Red, and Black Courts are
reasonably public in the supernatural world,
at least. The Jade Court is more private, but
is known to exist.

So what’s out there that isn’t known
about? Could there be powerful vampires
with different hungers and vulnerabilities
who have managed to keep themselves so
secret that nobody knows about them?
Is there a Blue Court? A Green Court? A
Purple Court?

Maybe. Nobody knows.
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RED COURT AILIES

For its part, the Red Court is using ghouls in the
mortal world—as well as demons and Outsiders
in the Nevernever—against the White Council.
It is also trying to bring the White and Black—
and possibly the Jade—Courts in as allies to help
fight the “mortal freaks” (as wizards are termed).
The White Court is currently remaining neutral
due to infighting and a recent major setback, the
Black Court is very small, and the Jade Court is
very mysterious, so none have joined the Reds
quite yet.

THE WHI€ COURT

The White Court are psychic vampires; they
live off the emotions of others, so much so that
they can drain other people to death. They can
feed off of various different emotions, using that
energy to empower their supernatural abili-
ties. White Court vampirism is hereditary as
opposed to infectious.

There are a number of Houses in the White
Court jockeying for power and status—Raith,
Skavis, and Malvora are the most powerful. Lord
Raith is the current White King. In conclave,
White Court members speak ancient Etruscan.

Though the Houses are divided in their opin-
ions on how the White Court should respond to
the Vampire War, the White King has called for
diplomacy. This, of course, has led to even more
internal division.

THE REAL POWER BEHIND
e WiiTE KING 1S KNOWN
To FEW- LET's TUST sAY
THaT Dabppy RAlTh AINT
ALL THE MAN HE USED TS BE.

Um... BiLLy) po NoT
MENTION THAT IN THE TEXT-

FAERIES

The Faerie fall into two rough divisions—the
Summer Court (the Seelie) and the Winter
Court (the Unseelie)—though there are various
wyld powers in between these factions. Neither
major Court is absolutely “good” or “evil.” Trying
to assign each a moral stance vis-3-vis mortal
perspectives is just dumb.

Each Court has three rulers: the Queen Who
Was (the Mother), the Queen Who Is (the
Queen), and the Queen Who Is To Come (the
Lady). The Mother holds vast power, but she
is mysteriously beholden to the natural order,
and she thus takes little active role in the ruling
of the Court. The Queen holds massive power
and uses it to rule. The Lady holds the smallest
portion of power (still a great amount, to mortal
minds), but she also has the most freedom of
action, the closest access to the mortal world,
and the most ability to act independently.

Some of the fae prefer hanging out in the
mortal world to spending their lives in the
Nevernever. Even the Sidhe (see below) visit the
mortal world on occasion, but they don't spend
much of their time there. This may be because
humanity offers various fleshly pleasures (such
as pizza), or because the fae in question needs
to interact with humanity or nature in order to
fulfill its purpose.

While the Summer Court and the Winter
Court are mostly locked in their customary
rivalry, the Summer Court has offered minor
assistance to the White Council in the course of

the Vampire War.
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SIDEE

Among the faerie, Sidhe is a state of being that
is somewhat political and somewhat biological.
A Sidhe has all of the abilities of its faerie type,
raised to greater heights of power. The Sidhe are
the aristocracy of Faerie, and that mindset must
be considered when dealing with them, regard-
less of which Court—or no Court—they are
associated with.

MA Enights of
SIDHE KNIGHTS 4y raerie bourts
Sidhe Knights, the champions of the Courts,
ensure the balance between the Courts of Faerie.
While the Faerie Queens cannot kill anyone
who isn't attached to their Court through birth-
right or bargain, the Knights can. The Knights
can also act in affairs not directly related to
Faerie, making them the primary outlet of the

Faerie Courts for intrigue in the mortal world.
This relative freedom is, of course, enabled
by the fact that Sidhe Knights must be

mortal—i.e., human.

THE ORDER OF
THE BIACKENED

DENARIUS
The Order of the Blackened Denarius is

composed of Fallen angels bound to thirty silver
coins. These coins, said to be Judas Iscariot’s
payment for betraying Christ, permit the
Denarians to possess mortal hosts. Denarians
are old, powerful, and very dangerous enti-
ties. They have rampaged across two millennia
of history, opposed only by the Knights of the
Cross (page 74).

The Denarians are led by Nicodemus
Archleone (page 102). Nicodemus has posses-
sion of those denarii neither currently in use nor
captured by the Knights of the Cross, and he
passes them on to suitable targets for corruption.
It is suspected that his long term plans involve
bringing about the Apocalypse. Interestingly, not
all the Denarians share his patience, resulting
in tension within the group as some of them
pursue goals with a quicker payoff.

FREEHOLDING

LORDS
Under the Unseelie Accords, powerful individ-

uals are permitted to be signatories. These are
the Freeholding Lords. Dragons, scions, and
even old gods fill the ranks of the Freeholding
Lords. In the view of the supernatural nations,
they are arcane “city-states.”

MARCONE'S MAFIA

John Marcone (page 187) is the first “pure vanilla”
(i.e., non-supernatural) mortal to have signed
the Unseelie Accords (page 14) as a Freeholding
Lord.

The majority of Marcone’s forces are mortal
criminals who are somewhat clued-in to the
supernatural. A small number are combat-ready
mercenaries, unfazed by magic or supernat-
ural weirdness. Marcone also employs at least
one magical contractor (Sigrun Gard, page 148)
for magical protection and information-gath-
ering, in an attempt to more fully understand
supernatural issues.

It is likely Marcone will assist the White
Council, at least in a limited fashion, against
the Red Court in the course of the Vampire
War. (Interestingly, most of his major conflicts
have been against the Denarians and the Black

Circle; see page 187.)

OUTSIDERS
AND OLD ONE€S

We know very little of the Outsiders and the
Old Ones.

What is known is that the Outsiders are
minions of the Old Ones. Both come from
outside our universal reality, from beyond the
limits of Creation, from beyond the Outer Gates.

Outsiders are creatures of utter chaos and
nihilism. They are dedicated to ending all
thought and order. Their only goal is returning
the universe to the void.

The fact that the Red Court has been able to
summon lesser servitors of the OQutsiders in the
course of the Vampire War is a cause for great
concern among the White Council.
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THE CIRCIE

Someone gave Victor Sells (page 225) training
beyond that of a normal sorcerer. Someone
arranged for the FBI Hexenwolves (page 133) to
get their magic belts and warned them about the
White Council. Someone delivered a mysterious
athame to Bianca St. Claire (page 231) to be used
as a gift to a powerful Sidhe. Someone drove the
Summer Lady Aurora (page 106) mad. Someone
provided the entropy curse ritual to the Evil Eye
Franchise (page 228). Someone felt the need to
interfere in the Chicago Darkhallow. Someone
sent the Scarecrow (page 43) to kill Lucius Glau
(page 152). Someone used Hellfire against Mab's
stronghold of Arctis Tor. Someone had an
interest in the “culling program” of the Skavis
(page 228). Someone silenced Queen Mab of the
Winter Court (page 179).

Harry Dresden thinks that all of these some-
ones may be working together. And that they
may have a spy in the White Council—possibly
even on the Senior Council itself.

Those who have seen this cabal’s shadowy
hand in action call it by different names, most
commonly either the Black Council or the Black
Hats. But there is some evidence that they call
themselves the Circle.

They are known to react badly to incompe-
tence and murderously to deception. They're
hard.

While we don't know for sure what their
ultimate goal is, getting there obviously involves

stirring up heaping helpings of trouble.

WHATEVER. IT IS) IT AINT G@oob.
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FACTIONIESS MONSTERS
While the overall demonic “supernatural
nation” of Hell/Downbelow has not
declared one way or another with regard to
the Vampire War, individual demons have
been summoned by Red Court vampires for
use against their White Council foes.

Most ghosts, being simple “recordings” of
the death throes of strong-willed individ-
uals, are not capable of joining a side in any
supernatural conflict. However, their exis-
tence has been exploited during the run-up
to and the execution of the Vampire War.

While the ghoul clans haven't formally
picked a side in the Vampire War, their past
associations with both the Red and White
Courts have led to their use as support

troops in several conflicts.
Plus, Outsiders.

SUPERNATURAL
CONFIUICTS THAT
COULD KIIL YOU
RIGHT NOW

The Unseelie Accords are designed, in part, to
prevent a lot of large-scale fights in the supernat-
ural realm. However, it's not without its failures.
Despite its intent to de-escalate conflict, some
open (and not so open) wars currently rage on.

THE VAMPIRE WAR

The White Council of wizards and its allies are
currently fighting the Red Court of vampires
and its allies in the Vampire War. It is a notable
failure of the Unseelie Accords.

It's not correct to think of these as “failures.
The Accords are acting as designed.

Firstly, the Accords have prevented a vast
amount of bloodshed over the years. If you
think the wars going on now are bad, you

should have seen things before they were
established.

Secondly, Queen Mab didn't establish the
Accords in a fit of pacifism; war is anticipated
and ruled by the Accords just as peace is.

Thirdly, Mab is magnificent at turning things
to her own advantage.

While the avowed cause of the War is the
death of newly appointed Margravaine of the
Red Court, Bianca St. Claire (page 231), at the
hands of the wizard Harry Dresden of the
White Council, there is evidence that this event
was only a convenient excuse to start open
conflict that had been long-planned by the
Red King. '
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Harry refused to take Bianca's “reasonable
and acceptable” offer of truce (which would
only have cost the life and soul of the woman
he loved) and instead killed Bianca and most
of her followers. The Red Court didn't take this
“affront” all that well. War was the only accept-
able response.

Like most things in the supernatural world,
this isn't what it appears on the surface. Bianca
deliberately lured Harry Dresden into an intol-
erable situation, expecting that hed either get
himself killed or lose the people he loved. When
she died, other Red Court forces moved with
suspicious speed. While some factions in the
Red Court had wanted to delay the war with
the White Council a bit longer, most of the
major players were ready for it—indeed, they
were slavering for it. They took advantage of the
excuse provided by the broken Accords.

Matters could, in theory, still have been sorted
out under the letter of the Accords, by executing
Harry Dresden or handing him over to the Red
Court. However, the White Council was aware
that the incident was only a pretext, and that the
Red Court would just have found or manufac-
tured another excuse for fighting later.

The WHITE C_oUNCIL SHoWED
UNCHARACTERISTIC INSIGHT ©oN THIS oNE.

Major offensives over the past few years of
the Vampire War have included the destruction
of the tower fortress of Senior Council member
Simon Pietrovich (page 206) in Archangel; the
taking of the White Council operations center
in Cairo; and assaults on Madrid, Sao Paolo,
Acapulco, Athens, and Belize.

An attack on the White Council’s base in
Sicily was intended to lure the entire Senior
Council to one place so they could all be taken
out at once. When the wizards retreated into the
Nevernever, the vampires followed—effectively
(and possibly unintentionally) declaring war on
Faerie. The Faerie Courts, however, have been
slow to respond to these incursions, since they
are locked in their traditional enmity. Around
this time, the Red Court also began summoning
demons and lesser Outsiders to fight for them.

The White Council retreated to a hospital in
Congo, and the Red Court sent mortal agents
during daylight to use a sarin-like nerve gas
against them. Everyone within six city blocks
died—including thousands of innocent and

old World order

uninvolved mortals. With this attack, the
Red Court crossed every line, mortal and
supernatural.

The Red Court also seems to have some sort
of tie to the Circle (page 23), in that the vampires
timed a major offensive to tie up White Council
resources at just the right time to permit
the dark wizard Cowl (page 130) to attempt a
Darkhallow—which, if successful, would have
given him the godlike power necessary to bull-
doze his way through the defenses of the White
Council headquarters in Edinburgh. We assume
he would have allowed a horde of screaming Red
Court vampires in behind him.

The Red Court has continued to assault the
White Council and its allies. Since the vampires
keep mucking about with the safe paths through
the Nevernever, the Summer Court of Faerie
has, on at least one occasion, aided the White
Council.

As occult warfare in Asia heated up (such as
abunch of “bad old guys” under the command of
a“big daddy rakasha” attacking White Council-
allied monasteries), the King of the White
Court of vampires met with the White Council
under a flag of truce and temporary cease fire.
The White King has agreed to approach the
Red Court about negotiating the end of the War
(despite disagreement within the White Court
about this course of action).

While currently in a bit of a lull, the Vampire

War continues to grind on.

THE SECRET WAR

At any time, you might stumble across the plots
and machinations of the Circle (page 23).

We call it “The Secret War” mostly because,
honestly, we don’t know what the hell they're
trying to do. Up to now, they've been super-
natural boat-rockers, instigating conflict all over
the place, probably to distract people from their
true work. Wizards like Harry are busy cleaning
up the messes they make and are pointedly not
able to spend much time actually investigating
them. And oh, what messes they've made; they
love meddling with interactions among Accords
signatories—the more complex the interaction,
the better. You can imagine the trouble this
stirs up—and this trouble is probably simply a
distraction from their real goal.

And whatever that goal is, it'’s unlikely that
the world as we know it will survive it.
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THE OBJECTIVES
OF TIE DENARIANS

While the Denarians on the whole are not
involved in the Vampire War, somebody used
Hellfire against Arctis Tor (the likely candidate
here is Thorned Namshiel, page 233).

Nicodemus’ plans, at least, don't seem to be
related to those of the Circle. While widespread
chaos only enhances the power of the Denarians,
and short-term Circle activities certainly provide
chaos, it is unclear if the long-term goals of the
Denarians and the Circle are compatible. One
thing we know for certain about the Denarians
is that their conflict with the Knights of the
Cross, in which they currently have the upper
hand, continues unabated.

IN CONCLUSION

The supernatural world is a complicated and
insanely dangerous place for the uninitiated.
This chapter is a summary of what we've come
up with based on our own experiences and from
looking through Harry’s casefiles—don't make
the mistake of thinking you understand things
perfectly once you've read it. There’s a lot of
information we're not privy to, and things will
probably change as Harry learns more about
them. This makes navigating your way through
the Old World Order pretty terrifying; but for
this game, it's a good thing—it gives you the
freedom to change some of the details to make
your game work.
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WHAT GOES BUMP

In the Dresdenverse there are plenty of enti-
ties—both mortal and supernatural—that go
bump in the night. Lack of knowledge on a
critter is often deadly when you're trapped in
a back alley with something growling, glowing,
and dripping goo.

It’s said that the White Court vampires
encouraged (some say “masterminded”) the
publication of Bram Stoket’s Dracura. With
the general public forewarned and forearmed
on the habits, powers, and weaknesses of Black
Court vampires, the numbers of the Black Court
have dwindled over the years—good news,
because they're pretty damned scary!

This chapter is intended to serve as a quick
recognition guide and, possibly, a more compact
but wider-ranging version of DracuLa for the
Twenty-First Century. And what better way to
boil down the appearance, information, powers,
and weaknesses of a mass of monsters than into
roleplaying game stats?

Note that this chapter is based upon the best
information we have available; parts of it are
somewhat speculative. Our sources are spotty,
and many of the rarer or more secretive crea-
tures mentioned below are difficult to get a bead
on. Much of it comes from first-hand experi-
ences from the Alphas, or second-hand from
Harry Dresden’s casefiles, or third-hand from
Harry’s mysterious informant, “Bob.”

So, caveat lector, and keep your wits about
you!

William, this is flawed, but serviceable. The
nature of quasi-physics and quasi-biology

are always in flux; thus, a finite, static
representation can’t sum up the intricacies of
supernatural lifeforms.

ENCOUNTERING
THE SUPERNATURAL

Before we get into the specific creatures, we need
to talk general principles and broad categories.
Here are a few thoughts.

SUPERNATURAL
HEAVYWEIGHTS

There are a number of entities that can be
considered part of the “supernatural heavyweight
class.” In other words, beings of such awesome
power and skill that they make even the might-
iest mortal look like an ant.

Some speculation and extrapolation can
lead to a ranking in extremely rough order,
from generally most powerful on down (note
that some entities may change their posi-
tion in the rankings depending upon various
circumstances):

¢ The Almighty (AKA the Creator,
Michael’s Boss)

¢ The Faerie Mothers, the Archangels

¢ The Fallen, Old Gods, Old Ones

¢ The Faerie Queens, the Erlking, dragons,
the Archive

¢ Outsiders, regular Angels, the Faerie
Ladies

¢ Ancient demons, Knights of the Faerie
Courts, Denarians, Knights of the Cross

Note that the Knights of the Cross, when
they are on the clock and operating under their
specific mission, may be considered heavy-
weights. Some knights of the Faerie Courts,
depending on how much experience and mojo
they bring to the job, qualify here as well, though
historically they can be all over the map and
thus not always in this tier—unless one of the
Queens throws her weight in behind them.
Other likely candidates for inclusion at the
lower end of this class (or at least the high end
of the “middleweight” class) include Kemmler,
Vlad Drakul, Cowl, loup-garoux, and two or
more of the Senior Council acting in unison.

There are three main ways of dealing with
heavyweights if they run across your path, or
you run across theirs:

1. Curse your luck/fate.
2. Run away.

“ LR “ i ”
3. Say “yes, sit” or “yes, maam.

The correct term for “wanting to meet with
a supernatural heavyweight in combat” is
“suicidal.” If you do go up against one of them
and they merely kill you, you—or your ghost or
at least your survivors—should count yourself

damned lucky.

\/
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ENTITIES OF THE
NEVERNEVER

According to Bob, neatly any inhabitant of the
Nevernever—ghosts, demons, spirits of air, fae,
etc.—can be called a spirit. Indeed, saying “spirit”
is a lot like saying “mammal’—it’s descrip-
tive, but extremely general. Consider fetches,
for example: they're fae and shapeshifters and
phobophages. And the Hunger spirits connected
to White Court vampires and the Rage spirits
connected to loup-garoux are correctly termed
“demons” as well as “spirits” (just as one could
point to a puppy and identify it as both a “dog”
and a“poodle”).

The categories appear hazy to mortal minds.
Humans don't really have the right vocabulary—
or perspective—to understand how they're all
divided up. (However, these limitations haven't
stopped enterprising wizards from attempting to
create classifications. While all are flawed, many
can be useful.)

If you've read Flatland, consider this a sphere
talking to a circle problem.

For your usual purposes, however, here’s a quick
and dirty recognition guide:

Demons: Mean and hostile, often violent,
can change and grow, have no sense of mortal
morals, may feed on energy (pain, bloodshed,
corruption, lust, that sort of thing), are inter-
ested in mortal souls, cannot crossover to the
mortal world unless summoned by a mortal,
tend to use construct bodies, associated with
the “supernatural nations” of Downbelow or the

World Below.

Fae: Embodied beings, can crossover to the
mortal world as they wish, closest to mortals
in temperament and location, very interested
in mortals, no sense of mortal morals, can feed
on energy (magic or soul), often connected to
the natural world, associated with the super-
natural nation of Faerie (and sometimes a
particular Court).

Ghosts: The metaphysical footprint left by a
strong or powerful personality, cannot change or
grow, may retain a sense of mortal morals, can
feed on energy, tend to hang out between the
mortal world and Nevernever (only manifesting
in the mortal world at certain times or locations)
or in Nevernever “pocket domains” of their own.

What Eoes Bump

“Concept” Spirits (or “Pure” Spirits): Were
never mortal, can change and grow, have no
sense of mortal morals (though Loa might), can
feed on energy (or information), interested in
mortals and mortal embodiment, can crossover
to the mortal world as they wish.

COMMON OCCULT
COUNITERMEASURES

When dealing with supernatural entities,
nothing is certain—each type has its own
strengths and weaknesses. What works against
one may not work against another. However,
there are some things that every canny monster-
hunter should keep a ready supply of, or at least
awareness of, for his own safety:

Sunlight and Sunrise: Whether related to the
faith and confidence of a planetful of mortals
who look for the sun every day for life, or some
sort of magical quasi-physical interference gener-
ated by having a giant thermonuclear reaction
hanging in the sky, sunlight has a strong effect
on many spiritual entities. It strikes Red Court
vampires like a physical blow, can vaporize Black
Court vampires, can disintegrate spirit entities,
or drive the lesser fae insane. While it doesn't
seem to interfere much with human magic
(other than that sunrises degrade enchant-
ments), many supernatural beings cannot work
funky mojo during the day. (And if you're lucky
enough to be a wizard able to fold up sunlight
into a clean hanky, it might be a good idea to
stock up.)

Fire: Fire is the Biblical Cleanser. It is usually
quite effective against a wide-range of nasties,
discommoding, injuring, or destroying them.
Note that some mystical defenses can distin-
guish between magical and mundane fire, so
caveat evocator!

Running Water: Running water grounds out—
some say “washes away”’—magical energies. It
can short out a demon’s construct body or keep
a sorcerer from throwing spells. It may even
be able to block the pursuit of a Black Court
vampire.

Salt: Salt purifies. A line of salt can make a very
credible magic circle. A shotgun loaded with
rock salt can disrupt a construct body better

than a shell full of lead pellets or BBs.
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Iron: Though of particular use against the fae,
a big ol’ rusty pipewrench to the brainpan is
always a fantastic way to say, “Hello, please stop
gnawing on my foot.”

Magic: While some critters are magic-resistant,
most of them are just as vulnerable to spellcraft
as the average mortal.

Holy Objects and Faith: While usually kind of
“iffy,’ no one can deny the utility of a fifty gallon
drum of holy water against a plethora of nasties.
Prayer shawls, beads, mats; bell, book, and
candle; cross, crescent, Star of David, pentacle,
Thor’s Hammer; a big old Bible/ Vedas/Sutras/
Talmud/Koran; almost any sort of religious
item, when held by a true believer, can really help
out. But that’s the rub: while a few objects retain
an aura of faith power in and of themselves (like
holy water, a saint’s relic, that sort of thing),
most only focus and enhance the inherent faith
of the person. If said person doesn't believe in
the power represented by the object, it will have
no effect. The flagship items in this vein are
the Swords—Amoracchius, Esperacchius, and
Fidelacchius—which magnify the faith of their
wielders a thousandfold.

Thresholds: The “boundary” around a private
living space, especially a home, which protects
those inside it. It does this by serving as a sort
of shield—if someone or something magical
breaches that shield without the permission of
a person who lives there, he (or it) is forced to

leave a great percentage of his power outside the
threshold. See YS230 for more info.

Magic Citcles: A circle drawn or constructed—

salt or a metallic ring both work extremely
well—that when “closed” (with a drop of blood
and directed intent) provides a shield against
magical forces. See YS276 for more info.

WHAT'S OUT THERE

Now that we've covered the basics, it’s time to
get into what we know about what we've seen
and what we've only heard about.

ANGELS

Description: Angels are composed entirely of
soul-stuff (unlike mortals, which are soul and
flesh). They most often explicitly appear to
mortals as humanoids with wings, but, if being
sneaky, they can appear simply as an average Jake
or Jane.

Angels do all of their mystical effects using
soulfire (see YS292), the very fires of creation.

Angels aren't likely to show up much in the
mortal world, if at all. Their task isn't so much to
tell humanity what to do as to protect human-
ity’s freedom to choose between good and evil.

As such, in order to restore the balance in
humanity’s favor, they're only supposed to inter-
vene when Hell and the Fallen have already
started messing around with mortal free will.

First Appearance: Angelic messengers, the
Archangel Rafael, and the Archangel Michael
have been mentioned in the DEaTH MAsks,
ProveN GuirTy, and Smarr Favor casefiles,
respectively; the Archangel Uriel appears in
person (!) during Smarr Favor.

‘What We Know: The information we have on
angels is limited and is also deeply tied to the
power of faith rather than belief in magic, so
what appears here is mostly speculation.

What we do know is:

Archangels are in the supernatural heavy-
weight class alongside Faerie Queens and old
gods. There are four of them.
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DoNT ForeeT THE PRINCE oF DARKNESS.

He's on THE oTHER siDE; WiTH THE FaLLEN, BUT
’ -
we's leTIME. A-ND HE'S STARTING To &ET INVOLVED

¢ 'The Prince of the Host: Michael. He
loves pomp and ceremony; he moves
with the thunder of the wingbeats of an
army of seraphim, the crash of drums,
and the clamor of horns. He's particu-
larly associated with the Knights of the
Cross (see page 74).

¢ The Trumpeter: Gabriel. He never
walks quietly when he can appear in a

chorus of light.

¢ The Demon Binder: Rafael. He takes
arduous tasks onto his own shoulders;
he solves problems with his own angelic
hands. He has also associated with the
Knights (see below).

¢ The Watchman: Uriel. He's quiet,
subtle, the least known. He’s the most
dangerous of the quartet and serves
as Heaven's spook/Black Ops guy.
(The Winter Queen of Faerie, Mab,
likes him.)

The Knights of the Cross have some interac-
tion with angelic forces: the Archangel Rafael,
or one of his lieutenants, created a powerful
concealment ward on the Carpenters’ Panic
Room; the Knights occasionally receive angelic
messengers bearing prophecies; and, of course,
freaking Archangels personally deliver Holy
Swords to them.

Angelic messengers can be waylaid by
Denarians—see page 55—but it is unknown how
many Denarians are needed to dance on the
head of an angelic messenger.

Uriel has recently taken an interest in Harry
Dresden.

See also the Fallen, page 55.

Powers: Unknown, but potent.

Weaknesses: Unknown; it's believed they
are constrained from operating in the mortal
wotld—perhaps all Creation—but the limits
and loopholes of those constraints are a mystery.

To mr SienT), Murehy
APPEARS AS AN AVENGING ANGEL-
| ALWAY'S THOUGHT THAT WAS
TUST A METAPHOR,) BUT Now
THAT's SHE'S BEEN ©OFFERED A
<Sworp, | #HAVE To WONDER..

CONSTRUCTS

Description: Varies, depending on guidance
and material. Often, a construct appears a little
“off"—for instance, a construct snake may not
move the same way a real snake does; also, a
humanoid construct might have bizarre features.
No insides/guts or blood, either.

First Appearance: STorRM FRONT.

What We Know: The two most important
things about a construct are its guidance (where
the power comes from and the operating intel-
ligence) and the material (what it's made of).
There are several types:
¢ Magical energies
+ ectoplasm (spell-based construct)
¢ Mini-demon/spirit
+ ectoplasm (typical construct)
¢ Demon/spirit/consciousness
+ ectoplasm (ecto-suit)
¢ Demon/spirit/consciousness
+ native materials (golem)
¢ Artificial intelligence (AI)

+ native materials (true golem)

See also Demons (page 34) and Zombies
(page 95).

Power is required to hold ectoplasm-based
constructs together and also to bind them to the
will of the operating intelligence. Native mate-
rial-based constructs require less ongoing energy
expenditure to hold together, but they demand
more energy up-front to create.

Continual guidance requires ongoing energy
and attention; again, creating an Al for a golem
requires a lot of up-front energy.

When disabled, ectoplasmic constructs
dissolve back into goo and then quickly evapo-
rate. Native material constructs just fall apart.

Powers: Depends on the amount of power
used to create the construct; more power gener-
ally means a bigger, badder, better construct.
Native material constructs often gain abilities
or strengths from their material. For example,
a construct composed of plant matter may be
fairly tough and flexible.

To build a construct, start with Inhuman or
Supernatural Strength/Speed/Toughness and
their cousin powers here, as well as some stuff
from “Creature Features” (YS162). Most combat-
oriented constructs aren't usually doing some-
thing particulatly special or outré, so much as
packing a lot of raw physical power into some
sort of form. Some may have special sensory

wWhat Geoes Bump ( Construets)
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Look below.
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It is possible that
some constructs
made of native
materials—like
zombies—aren'’t
blocked by
thresholds but
are blocked by
magic circles.

If the name of
the animating
demon or spirit
is known, it’s
possible that the
guiding force can
be exorcised.

<Snakes. Wiy
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A cAR.. OR. OPTIONALLY) A SHAINSAW.

abilities or a single ace-up-its-sleeve power, but
those are much more rare.

Weaknesses: All ectoplasmic constructs are
blocked by magic circles and can be “shorted-
out” by running water. Thresholds generally bar
constructs from entering a home, but extremely
powerful ones may be able to push through
weak thresholds.

Massive damage causes a construct to fall
apart. Spell-based types require the concen-
tration and power of the practitioner. Native
material types often have weaknesses associated
with the materials they've been built from. For
example, plant-based constructs are vulnerable
to fire.

Constructs seem to share the weaknesses
of their animating magic as well—that is, a
construct animated by Faerie magic is vulner-
able to iron.

CASSIUS' SNAKES

Description: Lots of little snakes, or one big
serpent.

First Appearance: DEATH MASsKs.
What We Know: Spell-based construct. A

favorite of Cassius Quintus, former member
of the Order of the Blackened Denarius (see
page 55). A number of little snakes are useful
for binding a foe, as they can be one hell of a
distraction.

CASSIUS' SNAKES
HIGH CONCEPT: EVIL SNAKE SWARM!
SKIILS
Alertness: Good (+3)
Fists: Great (+4)
Might: Great (+4)
Stealth: Good (+3) .
Most other skills default to Mediocre.
STUNTS . .
Constrictor (Might): +1 to Might when using
it to grapple.
POWERS =
Claws [-1] (representing their bite)

STRESS :
Mental OO Physical 0O Social OO
NO*€ES
Good initiative, Great attacks, Superb at grap-
pling, Weapon:2 “fists”, Great defense. Nasty.

TOTAL REFRESH COST: -2

Powers: Traveling in a group, they wrap around
foes and squeeze them to death. (You could look
at these as simply a spell-effect rather than a
construct, however.)

Weaknesses: Standard construct weaknesses,
plus concentration.

CHLOROFIEND

Description: An enormous (9’ to 10’ tall, and
about as wide) humanoid plant monster. Twin
points of burning emerald light for eyes.

First Appearance: SuMmMER KNIGHT.

What We Know: Significant demon, spirit, or
consciousness plus native materials; a golem.
When Harry encountered this construct, it was
guided and empowered by Aurora, the Summer
Lady, and composed of plants, trees, and soil
from a garden center.

Powers: Strong, tough, and huge.

Weaknesses: Standard construct weaknesses,
plus fae weakness to iron.

CHLOROFIEND
HIGH CONCEPT: FaeriE PLANT MONSTER
SKIILS
Fists: Great (+4)
Might: Great (+4)
Athletics: Fair (+2)
Endurance: Good (+3)

Most other skills default to Mediocre.
POWERS

Hulking Size [-2]
Inhuman Strength [-2]
Inhuman Toughness [-2]
The Catch [+1]is a weakness to cold iron
and, if the body is dry wood, fire
STRESS
Mental OO Social 00O
Physical OO0000(00), Armor:1
Notes
Mediocre initiative, Great attack & defense
Weapon:2. y
TAL REFRESH Cosr: =5
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“ECTO-SUIT”
Description: Varies by guidance.
First Appearance: STorRM FRONT.

What We Know: This is more a “type” than a
specific creature. Combination of a significant
demon, spirit, or consciousness plus ectoplasm.
See Demons on page 34 for a good example of
how this works, though other examples might
include the Nightmare (see Ghosts, page 56) or
when Bob inhabited the mostly-ectoplasmic
body of Sue the Zombie Dinosaur.

Powers: Varies depending on the purpose the
“suit” is meant to fulfill.

Weaknesses: Standard construct issues.

It’s theoretically possible a mortal wizard could
form an ectoplasmic body and move his or her
consciousness into it...but the power required,
and the need to protect the empty mortal
body, might be too much for any but the most
powerful and skilled wizards to attempt.

VICTOR'S SCORPIONS

Description: These constructs are brownish-
black scorpions, with pincers, a stinger tail, and
a bad attitude. They grow from normal size to
terrier size to gorilla size in a few minutes.

First Appearance: STorRM FRONT.

What We Know: Minor demon or spirit plus
ectoplasm. A favorite construct of the sorcerer
Victor Sells, these constructs—while mostly
composed of ectoplasmic flesh—started from
the native material seed of a dead, dried scor-
pion. Sells incorporated a neat trick into this
construct: so long as there is ambient power
in the area available to be drawn in and turned
into ectoplasmic flesh, the construct continues
to grow. However, when a number of these
constructs were activated at once, they grew
much more slowly.

Powers: Growth (limited by number of other
constructs); Poison; Pincers.

When scorpion constructs reach terrier size,
their pincers can shear through wood or thin
metal; at gorilla size, they're even stronger and
are able to cut through steel.

Weaknesses: Standard construct weaknesses,
plus not particularly smart. They're single-
minded, attack-anything sorts, thanks to the
simple demonic intellects stuffed inside them.

what coes Bump (Lonstruets)

ANIMATED SCORPIOM
‘GH CONCEPT: ANIMATED SCORPION
SKIILS

Athletics: Good (+3)

Fists: Great (+4)

Endurance: Good (+3)

Might: Fair (+2) |

Most other skills default to Mediocre.

STUNTS ‘

Tough on the Environment (Fists): -
+2 on attacks meant to destroy non-living
barriers (doors, desks, elevator ceilings).

POWERS

Claws (Venomous) [-3] ‘
«Human” Form [+1] Inhuman Strength is

unavailable until the scorpion has enough
available energy to grow into a gorilla-
sized threat.
Inhuman Strength [-2]
STRESS ;
Mental OO Physical 0000 Social 0O
NOZES “l
Nasty little things with Mediocre |n1t|gt|ve,
Great attack & defense, Weapon:2 stingers
that can poison you. When gorilla-sized:
\Weapon:4 stingers, poison at full potency.
AL REFRESH COSI: -5
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Ancient Mai left
arudimentary
“shadow” of her
consciousness
within the statues
as their Als; this is
what is responsible
for controlling
their behavior.

Youd know a little
about that, Harry.
NOT TALKING

ABOUT THAT,

Bos.

What Eoes Bump (Pemons)

WARDHOUNDS

Description: Statues of dark grey-green stone
in the shape of Chinese temple dogs: gaping
mouths, extremely large eyes, curling beards and
manes. Stand perhaps a yard tall at the shoulder.

First Appearance: SUMMER KNIGHT.

What We Know: Al plus native materials; true
golems. Inspired by Temple Dogs, wardhounds
were created by Ancient Mai of the Senior
Council to aid Wardens in their security duties.

Powers: Incredibly tough, and they have the
ability to sniff out black magic.

Weaknesses: Slow, not really for combat. Their
sensory abilities, while potent, can be confused
by a wizard’s strong emotions and/or blood.

WARDHOUND

HIGH CONCEPT: GUARDIAN GOLEM-HOUND

OTIER ASPECTS: STONE CoLb, WHITE COUNCIL WATCHDOG

Y SKIILS

| Alertness: Great (+4)
Fists: Good (+3)
; Endurance: Good (+3)
Investigation: Great (+4)
Intimidation: Fair (+2)
Most other skills default to Mediocre, though any in sync with
its dog/guardian nature default to Average.

STUNTS

Unfeeling as Stone (Endurance): Uses Endurance instead of
. Presence to calculate social stress capacity.

Shadow of Mai (Endurance): Uses Endurance instead of
Conviction to calculate mental stress capacity.

Black Magic Detection (Investigation): Uses Investigation
instead of Lore to get a read on the presence of dark
supernatural influences (though blood and strong emotion
may give false positives).

The Scent of the Black (Investigation): +2 to Investigation

} when using it for Black Magic Detection (above).

POWERS
Claws [-1]

Supernatural Toughness [-4]
The Catch [+0] is unknown, but it wouldn’t be shocking if

the Senior Council or Mai, at least, had some sort of “back
door” override.

STRESS

Mental OOOO Social 0000
Physical OOO0O(O000), Armor:2

NoO+1€s

of Great initiative, Good attack & defense with Weapon:2 teeth,
These things might have more tricks up their sleeves, too.

. REFRESH COST: -9

oL 2

DEMONS

Description: Varies, but usually humanoid.
If attempting to appear human, something is
always a little “off” about the demonic shell’s
appearance—mouth too wide, eyes glow in the
dark, claws on the fingertips, etc.

First Appearance: STorM FRONT.

What We Know: Most demons are beings
from somewhere in the Nevernever (many hail
from a subdomain called the World Below or
Downbelow, which may or may not be Hell),
and they don't usually pay much attention to
the mortal world—unless they're hungry or just
plain mean. Status within demonic hierarchies is
important to some; these demons often deal in
human souls. Demons don't “get” sacrifice or love
and have no sense of right and wrong. Demons
are not the same thing as the Fallen (see below).

Demons in the mortal world are gener-
ally either using an ecto-suit construct (see
Constructs) or possessing a mortal body
(similar to the “golem” type of construct). Both
usually require mortal summoning and power so
the demon can cross over from the Nevernever;
possession requires substantially more power, as
far as we understand it. While in theory a demon
could cross over without mortal aid, the power
requirements to do this from the Nevernever
side are staggering—up into the supernatural
heavyweight class (Faerie Queens, Archangels,
old gods, etc.).

When their shell is destroyed or they are
exorcised, demons don't die—the ectoplasmic
body collapses into goo and the animating
demonic entity returns to the Nevernever.

Demons may be related to the spirits of Rage
that empower hexenwolves and lycanthropes,
and the spirits of Hunger that empower White
Court vampires. See those entries (page 93
and 89, respectively), as well as “Entities of the
Nevernever” on page 29.

Powers: Varies; furthermore, demon constructs
can be brutal or subtle, smart or stupid,
depending upon the particular demon. Like
other Constructs (see page 31), the more power
that is available when a demon is summoned,
the better and stronger its construct.

For a typical demon, it's a good bet that
they have at least Inhuman Strength, Speed,
or Toughness; as more power is placed into the
summoning, the remaining attributes get added.
If further amounts of energy are available, then
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each of these attributes can get ranked even
higher. Claws and other creature features make
frequent appearances, as well as a host of occa-
sional “grow your own” powers (acidic spittle,
anyone?).

) Weaknesses: Can be bound by magic to a

wizard or sorcerer’s will, especially through use
of their True Name. If control is lost, demons
can run amuck.

Running water can ground out a demon’s
construct body.

They are usually blocked by thresholds; if
they enter without an invitation, they must
spend most of their energy just to hold them-

¥\ selves together—that means no freaky magic,

just physical capabilities. (However, demons
possessing a mortal host may be able to work
some weird mojo anyway, since they don't have
to constantly work to maintain their integrity.)

Demons are blocked by magic circles.

Lastly, they are vulnerable to exorcism
(magical and faith-based), the power of faith,
and holy objects.

CHAUNZAGGOROTH

Description: Humanoid demon with chitinous
shoulders, crablike pincers instead of hands,
and a beaklike nose. He speaks with an Oxford

accent and wears wire-rim spectacles.
First Appearance: Foor MooN.

What We Know: AKA “Chauncy” He has
been summoned by Harry Dresden at least six
times in the past. Chauncy is primarily a broker
of information and mortal souls, jockeying for
position and status in the World Below. He's
smart, sneaky, has access to a lot of information,
and drives hard bargains. He rarely mixes it up
in a physical sense, though.

Powers: He's very strong and probably fast,
but has never been seen in action outside of a
summoning circle. Plus he tends to show up
covered in chitin.

Weaknesses: Standard demon weaknesses, plus
too subtle for his own good.

WHEN BARGAINING wWITH
A DEMON—OR. A FAERIE)
FoR. THAT MATTER
NEVER. WRITE cHESKS
~YoUR. soUL CA-NIT <A SH-

What Goes Bump (Pemons)

In theory, it’s possible that a powerful magical
artifact like Amoracchius might be strong enough
to kill demons permanently right through their
physical shell...but the power of faith isn't really

my department.

CHAUNCY

;éfII:SCONCEPT: INFERNAL INFORMATION BROKER
Contacts: Superb (+5)
Fists: Great (+4)
Deceit: Good (+3)
Most other skills default to Fair—
bases covered.

STUNTS

Caveat Emptor (Deceit): Chauncy gets a +2 when using
Decellt to lull potential customers into a false sense of
security regarding their purchases.

Knowledge For Sale (Lore): Chauncy gets a +2 to his Lore to

discover knowledge that someone else is
to pay for,

Chauncy has a lot of his

explicitly willing

Secrets Man Was Not Meant To Know (Contacts): Chaunc
gets a +2 to his Contacts when using them to discover .
m.formation that has been lost, forgotten, or forbidden

Terrifying Demon (Intimidation): +2 on his Intimidation o.nce

he drops all pretense of civility. Once he does, he’s ata —
on any other social skills for the r-
POWERS

Claws [-1]
Inhuman Strength [-2]
Inhuman Speed [-2]
Inhuman Toughness [-2]
The Catch [+1] is a weakness to hol
genuine faith
STRESS

Mental 000 Physical 000
NoOtes
Outside of a summoning circle, Chaunc
Great initiative, Weapon:4
defense, for starters,
TOTAL REFRESH COSr: -10

est of the scene,

y items and expressions of

(00), Armor:1 Social 000
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KALSHAZZAK

Description: Squat (less than 5’ tall), misshapen
humanoid with an inhuman, leathery, warty face,
glowing googly eyes, long fingered pad-tipped
hands, and claw-tipped feet.

s
: First Appearance: STorM FRONT.
] {
32 KALSHAZZAK
P : HIGH CONCEPT: RELENTLESS DEMONIC ASSASSIN
D SKIILS

Fists: Superb (+5)
Weapons: Great (+4)
Endurance: Great (+4)
Intimidation: Good (+3)
" Athletics: Good (+3)

LI Most other physical skills default to Fair, the rest to
Mediocre.

‘ STUNTS

Fh‘- Mighty Leap (Athletics): Thanks to powerful toady-

legs, this demon reduces any borders by 2 when
leaping over them. .

Implacable (Presence): Gains Armor:1 against overt
social attacks from anyone that doesn’t know its true

name.
POWERS
i Breath Weapon [-2] (acid)
| Claws [-1]
Supernatural Strength [-4]
Supernatural Toughness [-4]
The Catch [+2] is a weakness to holy items and expres-
sions of genuine faith

STRESS ; ’
Mental OO Physical 0OO0(0000), Armor:2 Social O

NOZES
4 Bad news! Spits Weapon:2 acid up to a zone away
| with Great skill; Superb melee attack & defense with
Weapon:6 claws & strength. The one small blessing is

its Mediocre initiative—you get one chance to turn tail

and run. Take it.
AL REFRESH COST: —11
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What We Know: AKA “Toad Demon” or
“Toadface” This demon was summoned by
Victor Sells and sent after Harry Dresden. Since
Sells tapped the energy of a thunderstorm to
summon Kalshazzak, there was a vast amount
of power available to bring the demon into the
mortal realm and provide him with a kickass
shell. Ironically, Kalshazzak was fried by Harry
tapping a thunderstorm himself. The demon
was summoned again by Sells later, and this
time Harry cut off Sells’ binding of the demon
without asserting his own—freeing Toadface
to rampage. Kalshazzak killed Sells, and his
construct was destroyed in turn by Sells’ scor-
pion constructs.

Powers: Incredibly strong and tough enough to
shrug off bullets. Spits really strong acid (after a
throat undulation with a sick spitooning sound).
Powerful enough to push through the threshold
of Harry Dresden’s apartment and still be very
tough, but not strong enough to bust down
Harry’s magic circle.

Weaknesses: Standard demon weaknesses.

As statted Up, This s
nasty treature, but it all
short range. Putting distance
between you and it s the
surest way 1o stay safe—
Whieh tan be Lricky, diven its
moblity. Im glad 1've never
had 1o face this one.

|oADFACE WAS THE POSTER—DEMON FOR.
‘THE MORE POWER. ‘YoU PUT IN) THE BISGGER.
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[T WAS AN EASY MISTAKE To MAKE: AS THE

Nie#TrarE) KRAVOS WAS SUDDENLY PLAYING
WA~ ABOVE THE WEIGHT CLASS HE HAD IN LIFE

POSSESSED PEOPIE

Description: Looks like the possessed victim,
though perhaps with glowing eyes, a different

voice, or other minor cosmetic changes.

First Appearance: Grave PerirL (ghost
possession) and DeatH Masks (Denarian
possession).

What We Know: Fair warning! Much of this
is extrapolated from Leonid “the Nightmare”
Kravos' possession of the gitl calling herself
“Lydia.” Though the Nightmare was actu-
ally a ghost, the situation was similar enough
to demonic possession that Harry Dresden
believed that the entity in question was actually
the demon Azorthragal. It is interesting to note
that, while possessing Lydia, the ghost of Kravos
was vulnerable to the White Court vampire
powers of Thomas Raith. This might show a
possible weakness when a spirit—be it ghost or
demon—possesses a mortal body.

Powers: It's like the bionic man, only done up
demon style: stronger, faster, better. Possessed
people are potentially better able to handle
running water and thresholds, particularly if the
possessors have a “back door” into their heads
(Kravos was able to get into Lydia inside Harry's
apartment thanks to a dream-wotld connection
through the Nevernever).

If you want to stat these up, take a normal
person and either just amp up their physical
and combat scores— Athletics, Fists, and Micht
deserve the most attention. (In a few cases |
may want to toss on some Inhuman Strength or
Inhuman Speed, if you're talking about a situa-
tion like the one with Kravos: something awful
powerful driving the possession.)

Weaknesses: Standard demon weaknesses, plus
the vulnerabilities of the host body.

SHEN

Description: Demented purple chimpanzees
with raven black feathered wings sprouting from
their shoulders.

First Appearance: BLoop RiTes.

What We Know: Chinese guardian demons,
used by the Temple Dog puppy kidnappers to
guard their haul. They seem to operate in packs
of around 20 individual demons.

Powers: Regardless of their size, these things
have incendiary poo and can fly. Technically
they shapeshift, but it’s all in terms of combining

TOTAL REFRESH COST: =3 chimp; -5 baboon:

v .

SHEN

HIGH CONCEPT: DEMONIC Poo-FLINGING MONKEY-THING
SKIILS

Fists: Good (+3) Might: Good (+3)

Most other physical skills default to Fair, the rest to Mediocre
POWERS (CHIMP-SIZED) .

Breath Weapon [-2] (incendiary poo) Wings [-1]
POWERS (BABA@N-SIZED)

add Inhuman Toughness [-2]

add Inhuman Recovery [-2]

The Catch [+2] has two parts. First, the Recovery power only
works when multiple chimp-sized Shen get absorbed by a
larger Shen, which removes the smaller Shen from the conflict
(but increases the larger Shen’s size if it absorbs enough of

them). Second, the Toughness power only protects against
mundane, not magical, assault.

POWERS (GORILLA-SIZED)
add Inhuman Strength [-2]
POWERS (KONG-SIZED)
Hulking Size [-2]
upgrade to Supernatural Strength [-2 more]
upgrade to Supernatural Toughness [-2 more]

STRESS
Chimp: Mental 00O Physical 00O Social 00
Baboon+: Physical 000(00), Armor:1
Kong: Physical DOO00O(0000), Armor:2
NoO#*€S

Mediocre initiative, Incendiary poo (Weapon:2 of stinky burning)
can be flung a zone away with, thankfully, only Fair skill. Hand to
hand attacks & defense at Good. At gorilla sized, its hand to hand

attacks are Weapon:2, At Kong, Weapon:4. Jump in the Blue
Beetle and start pedaling!

=7 gorilla; =13 Kong.

INcENDIARSY Poo 1s A CONSIDERED A BREATH
wEAPoNS | esT THAT IT's cREATED &
BODY AND IT's RANGED, sUT £/

THE

well, | warnded 4o show how Lou tan adapt similar
powers for different civeumstances. hink it pretty
obvious [m not mplying that monkeys breathe poo!
<. J:ST..-YUcK.

several smaller ones into one larger one, which
they can do through several size-classes. They
start out chimp-sized, and get tougher when
they've recombined into a smaller number of
baboon-sized ones. Recombine those into a
handful of gorilla-sized ones and they can start
swinging around some above-human strength.
If you're unlucky enough to see them all
combine into one Kong-sized creature, it's even
Wworse news.

Weaknesses: Standard demon weaknesses.




What coes Bump (Pragons)

l've ONLY MET
ONE DRAGON so
FAR. AND) LET
ME TELL You,
ONE IS Too
MAN~Y -

These things
are strietly
n plot-Levice-
only territery,
at least Sor
any game 'L
run. Theyre
Ludierously
powerSil Ffrom
what weve
heard. Near as
[ tan tell, the
only reason
Michael was
able 1o take
one down (s
thanks to the
Sword of the
Cross making
it pessiple
70 bypass
the dragon’s
I m Freaking
aneient and
mmortal’
power=set:

No lesser dragons
have been seen in
the mortal world,
to my knowledge,
since the days

of the original
Merlin.

The Nevernever,
though...that’s a
different story.
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DRAGONS

Description: Since the greater dragons are
extremely powerful shapeshifters, their appear-
ance varies. However, it has been said that their
natural form would crack the earth and any
mortal looking at them would be overwhelmed
with awe, terror, and insanity.

The only true dragon currently known is
Ferrovax (see Mister Ferro, page 145).

First Appearance: GRAVE PERIL.

What We Know: The greater dragons are
extremely powerful; they fall into the heavy-
weight class of supernaturals (Faerie Queens,
Archangels, old gods, greater demons). They are
huge, in every sense of the word. They tend to
see humans as a bunch of chittering monkeys.

Dragons seem to be curious and to enjoy
meddling to an extent. They have been known
to send out agents, or to appear personally in
disguise, in order to observe interesting events
or to push particular mortals towards particular
choices. They're mysterious, distant, unknow-
able, alien—and very, very dangerous. If they
help people, it’s always for their own reasons.

The only two greater dragons we know
anything about are Ferrovax and Siriothrax
(deceased, killed by the Fist of God, Michael
Carpenter; see page 125). Siriothrax even had a
cult of worshippers.

Powers: Plot device-level magic, especially
shapeshifting and Name magic. The ability to
breathe dragonfire seems likely. The benefits
of long experience, lots of power and skill, and
functional immortality. Assume it has at least

one of Mythic Strength, Toughness, and Speed.

Weaknesses: Unknown, but a Knight of the
Cross wielding one of the Swords was able to

kill Siriothrax.

LESSER DRAGONS

Description: Lesser dragons are essentially big,
scaly winged lizards. Details vary, but whether
this is due to different draconic subspecies
or slowly developing shapeshifting abilities
is unknown.

First Appearance: None.

What We Know: This entry is pure specula-
tion, cobbled together from some rumors about
dragons that haven't reached the age or power
level of Ferrovax or Siriothrax, or that have been
created by the greater dragons for some purpose.

Powers: Most dragons can fly and breathe
gouts of dragonfire. You will experience major
trauma fighting one of these! In statting these
up, focus on Supernatural Strength, Toughness,
and Recovery; and don't forget Hulking Size,
Claws, and Breath Weapon. (That's =16 on
the refresh cost, maybe knocked down to —15
by a Catch involving the thing’s underbelly.
And that’s without considering any possible
shapeshifting abilities...)

Weaknesses: Unknown, but legend often speaks
of dragons having soft underbellies or vulnerable
“Achilles’ Heel” areas in their armor.

FAERIES

Description: The appearance of a fae varies by
what sort of type of faerie it is—there’s a vast
range of different sizes, shapes, and distin-
guishing features. They are all remarkable in
some way, though—be it remarkably beautiful,
remarkably ugly, or remarkably odd.

First Appearance: STorM FRONT.

What We Know: Most fae start off their exis-
tence as “wyldfae”—that is, they're not aligned
with either of the major faerie “nations” (the
Summer Court and the Winter Court). While
many fae declare allegiance to one or the other,
an equal number choose not to declare. The aris-
tocrats of the fae are called Sidhe (see below)
and are slightly different than the typical fae
(who are often called “the Little Folk”). The
highest aristocrats rule the Courts; these include
the six Faerie Queens and their mortal emis-
saries, the Winter and Summer Knights.

Little Folk don't tend to keep memories long.
Nor is logic their strong suit. A promise given
three times is binding upon them. They are not
methodical or organized, nor do they tend to be
impatient (though the lesser fae may get antsy
when pizza is offered)—however, they are often
vindictive. Debt and obligation make up a huge
part of what they are, and they constantly trade
gifts and favors, jockeying for power and posi-
tion. Mortals shouldn't give or receive gifts from
fae or strike bargains with them: anything but
an equal exchange is either enticing or insulting.

See also“Entities of the Nevernever” on page 29.

Powers: Functional immortality and glamours
are pretty common, especially Invisibility and
Blending (of varying potency). Most types of fae
have natural skill and power with a particular
type of magic. They can pass from their lands
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in the Nevernever (called Faerie) to the mortal
world through specific points close to their
particular nature (nixies through water, or cobbs
through a shoe store, etc.). Most Little Folk have
a few hoarded bargains or gifts or favors they can
call upon. Breaking an oath to a fae gives that
fae power over you, power that passes directly
through any magical defenses. Little Folk are
also very good at learning a lot of information
really quickly and make great reconnaissance
scouts.

Fae are notoriously difficult to command via
magic, thanks in great part to their tricky and
deceptive natures.

They are also not fully spiritual beings: when
killed in the mortal world, they leave some sort
of residue.

Weaknesses: The standard fae weaknesses
include:
¢ Iron (which they call “the Bane”) burns
them with its touch. This is more than
simple discomfort—it is a poison,
affecting both body and spirit.
¢ Fae must speak the truth (though they
can still deceive).
¢ Their magic doesn't tend to last long
outside of their immediate presence.
Additionally, fae aren't used to enduring pain.
Like children, they get scared and wound-up
about even relatively minor pains, like getting a
shot or skinning a knee.

What Goes Bump (Faeries)

A-s rar as BROKEN oATHS 6o — (

FAERIES HAVE, AND MoR.E THE
NATURE orF A MA—&ICA-L-I—Y'—BOUND
SATH. Masic comEs FRoM whe
YOU SENUINELY ARE, AT THE
<oRE. BREAK YoUR. oATH AND
You BrREAK YOURSELFE
You'RE crackeD SPEN—THAT's
WHAT LETS THE raERIES IN.

/
THAT'S LEss A POWER. THAT THE ‘

Traditionally, many of the Little Folk have
strong cravings for human food items like bread,
milk, and cheese. In the modern world, pizza has
replaced the older fare in a gigantic way—almost
to the level of a drug. Many Little Folk will take
unusual risks for a single pizza.

Some fae have additional specific weaknesses
due to their type.

THE SUMMER COURT

Description: Fae associated with Summer often
have coloration (skin, hair, eyes) that corre-
sponds to the colors of the summer season—
shades of scarlet, gold, green, or white.

First Appearance: SUMMER KNIGHT.

What We Know: The Summer Court (also
known as the Seelie) is associated with summer,
life, and fire. It is more subtle than Winter and
more emotionally warm/sympathetic. However,
it cannot simply be termed “good”—faeries are
more complex than that.

AL THINGS
ZONSIDERED,
| LIkE THE
LiTTre Folk.
You caN
SENERALLY
DEAL WITH THEM
EQUITABLY
WITHOUT A
REAL PROBLEM.
l-l—oWEVEK;
THE SipHE—
ESPECIALLY
THE QUEENS—
ARE A WHolLE
STHER., STORY -
Stay AWAY,
ESPECIALLY IF
You THINK ~You
KNow WHAT
Y ou'RE poINe.

Harry speaks
truth. | know
from personal
experience.

ONE oF THESE
DAY'S) YouRE
S&oIN& To
HAVE To TELL
ME Wiy Mas
WANTS To
KiLL YouU.

No way, no how.
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| worRy
ABOUT THESE
SUYS—THE
FERLKING HAS
A MAD—ON
AGAINST ME-
I7's M~y owN
DAMNED FAULT.
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The Faerie Queens of the Summer Court are
Mother Summer, Titania (Summer Queen), and
Lily (Summer Lady); the Summer Knight is Fix.

Powers: Vary wildly by type. Summer is
usually stronger during the day and during the
summer season.

Weaknesses: Winter ice is dangerous and
painful to members of the Summer Court.

THE WILD HUNT

Description: The Wild Hunt is composed of
the Erlking, his mount (a gigantic black stallion),
and a number of black hounds the size of horses
with glowing red eyes.

First Appearance: DEAD BEaT.

What We Know: A gathering of some of the
more predatory beings of Faerie, the Wild Hunt
is associated with both autumn and winter
storms, as well as any sort of rough weather. It
is led by the Erlking, who is a heavyweight-class
Sidhe.

Appearing once every 5 or 6 years, anywhere
in the world, it kills anything or anyone it runs
across. No one has met it and survived, though
some few hunters or predators have met it and
joined rather than be torn apart. Usually, the
Hounds are formed from the spirits or energy
of fallen hunters.

Powers: Without facing the Hounds of the
Wild Hunt, it’s hard to say how nasty they are.
Start with the things that make a good pred-
ator—start with a couple picks from Inhuman
Strength/Speed/Toughness, Claws, Echoes of
the Beast, etc., if you're going to put these into
play, but it's possible they're much nastier than
that. If you're bringing in the whole pack, led by
the Etlking, they are of “plot device” potency.
Rumor has it that the members of the Wild
Hunt can run across anything (water, smoke, the
air itself ), even across the boundaries of worlds,
in pursuit of their prey.
Weaknesses: Unknown, but it's possible that
individual Hounds retain the weaknesses of their
initial type (ghost, fae, vampire, werewolf, etc.)

TH WINH€R COURT

Description: Fae associated with Winter often
have coloration (skin, hair, eyes) that corre-
sponds to the colors of the winter season—
shades of blue, silver, green, or white.

First Appearance: GRAVE PERIL.

What We Know: The Winter Court (also
known as the Unseelie) is associated with
winter, death, and ice and snow. It is more piti-
less and lacking remorse than Summer and
more emotionally cold and ruthless. However, it
cannot simply be termed “evil”—faeries are more
complex than that.
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The Faerie Queens of the Winter Court are
Mother Winter, Mab (Winter Queen), and
Maeve (Winter Lady); the Winter Knight is
Lloyd Slate.

Powers: Vary wildly by type. Winter is usually
stronger during the night and during the winter
season.

Weaknesses: Summer fire is dangerous and
painful to members of the Winter Court.

FAERIE QUEENS
Description: See the individual Whos Who

entry for each Queen.
First Appearance: SUMMER KNIGHT.

What We Know: There are three Faerie Queens
per Court: Queen Who Was (the Mother),
Queen Who Is (the Queen), Queen Who Is to
Come (the Lady).

The Ladies are closest to the mortal world
and are the weakest of the three.

The Queens live completely in Faerie and
rule their Court. The power of the Queens has
existed since the dawn of life and will until its
end; it is power to rival Archangels and lesser
gods—but the power of the Queens of Summer
and Winter cancel each other flawlessly. They
are in the heavyweight class of supernaturals.

The Mothers live together in deep Faerie
(which is odd, given the usual animosity
between the Courts) and seem to be involved
in maintaining the natural order. Their power is
an order of magnitude over that of the Queens.
(Mother Summer or Mother Winter can hear
you thinking and could kill you with a stray
thought!) However, the Mothers cannot inter-
fere with the Queens or the Ladies.

When a Faerie Queen is running around
“backstage” and sneakily making bargains, the
weather in the mortal world often reflects her
presence.

The Sidhe Knights have different duties to
each Faerie Queen of their Court; however, the
precise nature of these duties as regards Mother,
Queen, and Lady is currently unknown. (They
seem to be most often found in the company of
the Lady of their Court, possibly because both
Knight and Lady are closer to the mortal world
than the others.)

What éGoes Bump (Faeries)

Powers: A Lady is easily as powerful as a Senior
Council wizard.

A Queen is as powerful as an old god, an
Archangel, or the entire White Council while in
Faerie; plot device territory. Outside of Faerie,
they're probably only as powerful as the entire
Senior Council.

A Mother is really most sincerely a plot device.

Weaknesses: No Faerie Queen can kill anyone
who isn't attached to the Courts through birth-
right or bargain (that’s what the Sidhe Knights
are for; see page 52). Nor can they act in affairs
that are not directly related to the fae and Faerie.

A Lady often cannot interfere in the work-
ings of the Court in Faerie.

A Queen often cannot interfere with the
workings of the mortal world or the overall
natural order maintained by the Mothers.

A Mother cannot interfere with the Queens
or the Ladies.

CHANGEIINGS

Description: Essentially human-looking,
changelings often have one or two unusual
features—odd hair color, unusual musculature,
weird facial features, that sort of thing. But,
frankly, in today’s world, they don't stand out all
that much in a big city.

First Appearance: SUMMER KNIGHT.
What We Know: A changeling is the child of a

mortal and a fae; it’s a type of scion (see page 78).
Although born a normal mortal baby, a change-
ling’s fae traits begin to express themselves
around puberty. These traits vary, depending
upon the type of the fae parent, but usually
involve Inhuman Strength or Toughness. This is
accompanied by physical changes (color of hair,
gaining inches of height or pounds of weight)
that start out as only cosmetic, but the more the
changelings draw on their fae natures, the more
pronounced these changes are. Unusual anger,
hunger, and loss of temper reinforce the tempta-
tion to draw upon their fae traits more deeply.

At some point, a changeling must Choose
whether to become totally fae or totally mortal.
If they go fae, they get all the powers of their
type, but lose a lot of their free will. If they go
mortal, they lose a lot of their inborn powers,
but retain free will and mortal agency.

See also Meryl (page 194), Fix (page 145),
Ace (page 145), and Lily (page 173).

SomE oF
MY BEST
FRIENDS ARE
<HANGELINGS,
You KNow.
Actually, no,
they’re not
anymore.

Meryls dead,
Lily essentially
Chose fae when
she became the %
Summer Lady, Fix
essentially Chose
mortal when
he became the
Summer Knight,
and Ace...well,
Ace wasn't really
your friend,
now was he?
He sicced the
Tigress on you!

| woNbER.

WHAT HAPPENED
2= H-IM_?
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COBB
(IGH CONCEPT: FAERIE COBBLER
SKIILS
Athletics: Good (+3)
Craftsmanship: Great (+4)
Stealth: Good (+3)
Most other skills default to Mediocre.

STUNTS
Cobbler (Craftsmanship): +2 to work on shoes.
POWERS
Diminutive Size [-1]
Glamours [-2] .
Ritual [-2] “shoe magic” and other craftwork aids

STRESS _
Mental OO Physical OO Social OO

NOZES
These guys repair shoes. Not so much with ’Fhe .
fighting. “Ritual” is the closest fit for approximating
their shoe magic. In practical terms, it means they
have the magic and tools to do extremely fast,
magically-perfect work on shoes, probably using
Craftsmanship in place of Discipline.

AL REFRESH COST: -6

| hooKED SOME <oBBS UP WITH
A PLACE AT THE C_ARPENTERS'.
THERE ARE ENoUGH SHOES
IN THAT HoUsSE To KEEr
'Em BUSY FOR. YEARS.

ELF
HIGH CONCEPT: ELF
SKIILS
Bows (Guns): Great (+4)
Athletics: Good (+3)
Deceit: Fair (+2)
Stealth: Fair (+2)
Most other skills default to Mediocre.
STUNTS
Archer (Bows): +1 to attacks using a bow.
POWERS
Glamours [-2]
Inhuman Speed [-2]
Inhuman Toughness [-2]
The Catch [+1]is cold iron and the like.
STRESS

Mental OO Social 00O Physical 0O(00), Armor:1
No1t€s
Great skill with the bow (Weapon:2, likely), Great
defense (boosted Athletics), Great initiative. Plus
lots of Glamour-ous trickery.
TOTAL REFRESH Cosr: -6

Powers: Lesser versions of the abilities and magic N
of their fae parent’s type. The more they draw
on those abilities, the more they get. Statswise, _/
you start with a regular Joe or Jane mortal, and
then layer on Inhuman Strength or Toughness or

Speed at first.

Weaknesses: At least initially, changelings aren't /
affected by standard fae weaknesses. However,
as they draw on their abilities, those weaknesses
start affecting them at an irritant level, growing

in effect as their supernatural powers increase. ;

COBBS

Description: Cobbs are Little Folk who gener- -
ally stand about 10” tall and sport puffs of hair (
(often white). ¢

First Appearance: “It's My Birthday, Too.”
What We Know: The shoemakers of the

fae, they are adept at repairing, creating, and -
enhancing footwear of nearly any sort. They
are wise in the ways of minimizing damage to
themselves from iron (possibly from long asso-
ciation with the tools and workshops of mortal

cobblers).
The leader of the cobbs of Shoegasm
(Woodfield Mall, Chicago) is named Keef.

Powers: Cobbs can bring basic faerie mojo to
bear, largely as glamours. They tend to come in
“swarm” quantities and have some pretty potent,
if narrowly focused, “shoe magic.”

Weaknesses: Standard fae weaknesses, plus
small size, a horror of damage to shoes and
threatening to throw broken shoes away, as well
as an obsession to repair shoes.

ELVES

Description: Three foot tall :rlrchers, usually
aligned with the Summer Court. That's all we
know.

First Appearance: SMALL Favor.
What We Know: Preternatural archers.
Powers: Standard fae.

Weaknesses: Standard fae weaknesses.

I leFt oS the Seelie/ Ynseelir
Magie syt Though +hat's

Aebataple Iiven thei seemingly

erehanted “elf-sppt” anmunition,

—_— R

(o O O O I O O

.9 ¢

naOOOODOAODND

0

e s oy ol R ol o N R

rq’"rn"Tw—r b



FETCHES

Description: In their natural form, fetches
appear to be vaguely humanoid, black wavering
shadows with ghostly white eyes. Otherwise,
they tend to look like their victim's worst fear.

First Appearance: PRovEN GUILTY.

What We Know: These fae are usually aligned
with the Winter Court; many serve as Queen
Mab’s elite spies and assassins. They feed on
fear—it makes them stronger. They can easily
cross over from the Nevernever through mirrors,
and they are rather intelligent.

Powers: Standard faerie jazz, plus shapeshifting,
the usual strong/tough/fast boat of powers,
the ability to sense and feed on fear, and some
nasty immunities that kick in when the target is
particularly afraid. Their ability to step through
the veil to and from Faerie is strongly afliliated
with mirrors.

Weaknesses: Standard fae weaknesses, plus the
courage or general lack of fear in the victim may
downgrade abilities.

FETCH: BUCKY

Description: An ugly, almost humorous,
demon-doll.

What We Know: Bucky the Murder Doll is an
example of a weak fetch.

Powers: Inhuman Speed. Feed on fear. Mirror-

gates. Shapeshifting.

Weaknesses: Standard fetch weaknesses, small
size (and rather comical appearance).

FETCH: HAMMERHANDS

Description: Insane farmer with sledgehammer

heads in place of hands.

What We Know: Hammerhands is an example
of a normal fetch.

Powers: Inhuman Strength and Toughness.
Feed on fear. Mirror-gates. Shapeshifting.

Weaknesses: Standard fetch weaknesses, plus
no hands or thumbs!

FETCH: THE REAPER

Description: 7’ tall, slabs of muscle, overalls,
blue shirt, hockey mask, sickle.

What We Know: The Reaper is an example of a
strong fetch. (Eleven SUBURBAN SLASHER movies
made! Character is supposedly unkillable!)

What éGoes Bump (Faeries)

BUCKY

HIGH CONCEPT: FAERIE FETCH
OTHER ASPECTS: MURDER DOLL
SKIILS

Fists: Fair (+2)

Deceit: Fair (+2)

Intimidation: Good (+3)

Stealth: Fair (+2)

Weapons: Good (+3)

Most other skills default to Mediocre.
STUNTS

Smell Fear (Investigation): +2 to Investigation rolls to

home in on or locate a source of fear.

POWERS (STANDARD WEAK FETCH)

Glamours [-2]

Emotional Vampire [-1] (Fear)
POWERS (BUCKY FORM)

Inhuman Speed [-2]

Inhuman Recovery [-2]

The Catch [+1] is cold iron and the like,
STRESS

Mental OO Physical OO Social 0O

NO1€Ss

Carries a comically big knife (Weapon:2, probably). Great
initiative, Fair attacks & defense. Fast little bugger, and
dangerous in a dark room. Shapeshifting abilities aren’t
listed here, as most fetches tend to “lock in” on one

particular form when they enter this world. If you want to
represent this as one of many forms of a Fetch, you'd be

looking at a fetch with True Shapeshifting [-4] & Modular
Abilities [-5] to encompass this form’s listed powers. As a

weak fetch, Bucky doesn’t have a resistance to magic.
L REFRESH COSTI: —7 (or —-13 as a shapeshifter)

Powers: Inhuman Strength or Toughness.
Supernatural Strength or Toughness. Feed on
fear. Mirror-gates. Shapeshifting.

Weaknesses: Standard fetch weaknesses.

FETCH: THE SCARECROW

Description: 8-foot-plus tall scarecrow, with
a jack o' lantern head, wrapped in rags and
pumpkin vines.

What We Know: Scarecrow is a very old and
strong fetch—lots of experience and very
cunning.

Powers: Supernatural Strength and Toughness.
Its size lets it cover a lot of ground—but maybe
it has a boost beyond that. Feeds on fear and
sloughs off magic. Mirror-gates. Shapeshifting.

Weaknesses: Standard fetch weaknesses.

SOME oF
THE woRr sT
PH'OBOPH'A-G.ES
You'LL EVER.
MEET. This
Is Wi~ |
DON'T ave
MIRR oR s IN M~
APARTMENT.

You know, boss,
given how scruffy
you can get, you
might want to
rethink that.
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HAMMERHANDS

[iGH CONCEPT: FAERIE FETCH
OTFER ASPECTS: HANDS MADE OF HAMMERS
SKIILS

TER
Alertness: Fair (+2) ey ‘L"Z:( o
Athletics: Good (+3) D:» pED THE SpER
; s
Fists: Great (+4) g P e

6\_\MB‘N
Deceit: Fair (+2)

Endurance: Fair (+2)

Intimidation: Good (+3)

Investigation: Average (+1)

Stealth: Average (+1)

Most other skills default to Mediocre.
STUNTS

Smell Fear (Investigation): +2 to Investigation rolls

to home in on or locate a source of fear.
POWERS (STANDARD FETCH)
Glamours [-2]
Emotional Vampire [-1] (Fear)
Physical Immunity [-8]

The Catch (Stacked) [+5] is that it’s only immune to
magic, and only when the creature using magic is
afraid of the fetch (determined by the fetch using

its Intimidation vs. the caster’s Discipline; if the
caster doesn’t beat the roll, the immunity is in
effect). External power-sources (such as Hellfire
or Summer Magic) may bypass this as well.
POWERS (HAMMERHANDS FOR M)
Inhuman Strength [-2]
Inhuman Toughness [-2]
Claws [-1] (Hammers)
Inhuman Recovery [-2]
The Catch [+3] is cold iron and the like.
STRESS

Mental OO Social OO Physical 0OO(O0Q), Armor:1

NoO*€Ss
Weapon:4 hammer hands, Fair initiative, Great
melee attack & defense. Goes down hard. If you
want to represent this as one of many forms of a
Fetch, you're looking at True Shapeshifting [-4]
and Modular Abilities [-6] to encompass the listed

powers of Claws plus Inhuman Strength, Toughness,

and Recovery.

TOTAL REFRESH COST: -11 (or —17 as a shapeshifter)

THE REAPER

1IGH CONCEPT: FAERIE FETCH
OTHER ASPECTS: DEATH INCARNATE

SKIILS
A.Iertness: Fair (+2) e
FlstS:. Goold (+3) we K.L:;: e
Deceit: Fair (+2) APER A ,_ME
Endurance: Good (+3) B

Intimidation: Good (+3)
Investigation: Average (+1)
Stealth: Good (+3)
Weapons: Great (+4)
Most other skills default to Mediocre.

STUNTS
Smell Fear (Investigation): +2 to Investigation rolls to

home in on or locate a source of fear,

POWERS (STANDARD F ETCH)

Glamours [-2]

Emotional Vampire [-1] (Fear)

Physical Immunity [-8]

The Catch (Stacked) [+5] is that it’s only immune to
magic, and only when the creature using magic is
afraid of the fetch (determined by the fetch using
its Intimidation vs. the caster’s Discipline; if the
caster doesn’t beat the roll, the immunity is in
effect). External power-sources (such as Hellfire or

| Summer Magic) may bypass this as well.
POWERS (REAPER FORM)

Claws [-1] (Sickle)

Inhuman Strength [-2]

Inhuman Toughness [-2]

Supernatural Recovery [-4]

The Catch [+3] is cold iron and the like,
STRESS

Hopg HE DoEsn/+
SOME Ba 1 PO

Mental OO Social 00O
Physical 0O0O0(0000), Armor:1
NoO#*€s
Fair initiative, Great melee attack & defense. Use
the stress bonus of the claws and strength as a layer
on top of the sickle weapon it carries (Weapon:2
itself, upgrading to Weapon:4), rather than as 3 Fists
attack—the equivalent of 2 sword or similar blade,
If you want to represent this as one of many forms
of a Fetch, you're looking at True Shapeshifting [-4]

and Modular Abilities [-10] to encompass the powers

-
-
L

—

listed for this particular form.

[OTAL REFRESH COST: -13(or-19as a shape-shifter)
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GIANT SCARECROW
HIGH CONCEPT: FAERIE FETCH
OTHER ASPECTS:
GIGANTIC FREAKING SCARECROW
SKIILS
Alertness: Good (+3) Barcasiln TV
Athletics: Good (+3) o el
: HOOD.
Fists: Great (+4) o AT
Endurance: Good (+3) e S,
Intimidation: Superb (+5) e

Might: Good (+3)
Most other skills default to Average or Fair.
STUNTS
Smell Fear (Investigation): +2 to Investigation
n rolls to home in on or locate a source of
fear.
POWERS (STANDARD FETCH)

Glamours [-2]

Emotional Vampire [-1] (Fear)

Physical Immunity [-8]

The Catch (Stacked) [+5] is that it's only
immune to magic, and only when the
creature using magic is afraid of the
fetch (determined by the fetch using its
Intimidation vs. the caster’s Discipline; if
the caster doesn’t beat the roll, the immu-
nity is in effect). Unlike the lower-powered
fetches listed so far, Hellfire does not
appear to pierce the immunity this one has.

POWERS (SCARECROW FORM)

Claws [-1]

Hulking Size [-2]

Supernatural Strength [-4]

Supernatural Toughness [-4]

Supernatural Recovery [-4]

The Catch [+3] is cold iron and the like.

STRESS

O

G 4(‘*"

e 1

v ﬁ#t UBUBLRU R R el 1 |

v

Mental OOO Social OO0
Physical 0O0000(O000), Armor:2
NO1€S
Good initiative, Great attack & defense
(though folks get a +1 to attack it due to
its size when that’s a factor), Weapon:6
clawed hands. Very, very hard to kill. If you
want to represent this as one of many
forms of a Fetch, you're looking at True
Shapeshifting [-4] and Modular Abilities [-14]

Recovery, and Hulking Size.
TOTAL REFRESH COST:

= | r—g\]

to encompass its Claws, Strength, Toughness,

-19 (or —25 as a shapeshifter)

What éGoes Bump (Faeries)

GOBIINS

Description: Goblins are lantern-jawed and
burly, with wide batlike ears.

First Appearance: SUMMER KNIGHT.

‘What We Know: Goblins are associated with
hunting. The Erlking is a powerful Sidhe of
goblin-kind.

Powers: They have the usual boat of faerie
mojo going on. Due to their association
with the Erlking, they also have what works
with a hunting orientation: they're probably
strong and tough, and in some cases might
have some other magic (maybe like Seelie/
Unseelie Magic, even—only drawing from
the Erlking instead of the Courts).

Wealnesses: Standard fae weaknesses.

GOBLIN
dIGH CONCEPT: HUNTER GOBLIN
SKIILS
Alertness: Fair (+2)
Athletics: Fair (+2)
Bows (Guns): Good (+3)
Fists: Good (+3)
Survival: Great (+4)
Weapons: Good (+3)
Most other physical skills default to
Average, the rest to Mediocre.
STUNTS
Hunter (Survival): Use Survival instead of
Investigation when tracking prey.
POWERS
Echoes of the Beast [-1] (Hunting Hound)
Glamours [-2]
Inhuman Strength [-2]
Inhuman Toughness [-2]
Inhuman Recovery [-2]
The Catch [+3] is cold iron and the like.
Pack Instincts [-1]
STRESS
Mental OO Social 00O
Physical O00O(00), Armor:1
NoO1€s
Fair initiative, Good close up and at range
with attacks, Good defense, Weapon:2
strength.
L REFRESH COST: -8
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What éoes Bump (Faeries)
ELDER GRUFF

11GH CONCEPT: ELDER GRUFF

OTEER ASPECTS: SENSE OF HONOR, SWORD AS LONG

As A CAR

SKIILS
Alertness: Fair (+2)
Athletics: Good (+3)
Endurance: Good (+3)
Fists: Superb (+5)
Guns: Good (+3)
Survival: Great (+4)
Weapons: Good (+3)

Most other physical skills default to Fair, the rest to

Average.

STUNTS
Hunter (Survival): Use Survival instead of

Investigation when tracking prey.

Old Or New Doesn’t Matter (Guns): May use
archaic weapons with Guns just as easily as
modern weapons, and vice-versa.

POWERS

Claws [-1]

Echoes of the Beast [-1] (Goat)

Glamours [-2]

Hulking Size [-2]

Supernatural Strength [-4]
Supernatural Toughness [-4]
Inhuman Recovery [-2]

The Catch [+3] is cold iron and the like.
Pack Instincts [-1]

STRESS
Mental OOO Social 00O

Physical 000000(0000), Armor:2
NO1€ES
Weapon:6 strength & hooves, Fair initiative,
Superb melee attack & defense. Not so much a
can of whup-ass as a keg.
TAL REFRESH COST: -14

I'vE ALWASY'S SUSPESTED
THAT MY SODMOTHER L-EA
HAD SOME coNNECTION To
e WiLp H-UNT) &IvEN HER

PENCHANT FOR. TURNING THOSE
THAT oOFFENDED HER. INTO
H-eLLrounDs, BUT |'vVE NEVER
BEEN ABLE To REMEMBER To
AsKk HER. ABouT IT- NoT THAT
I'> @ET A STRAIGHT ANSWER.

HELLHOUND

HIGH CONCEPT: HELLHOUND

TEER ASPECTS: ONCE MaN, Now BEAST
1ILS

Alertness: Good (+3)
Athletics: Good (+3)
Endurance: Fair (+2)
Fists: Good (+3)
Intimidation: Fair (+2)
Presence: Average (+1)
Survival: Fair (+2)
Most other physical skills default to
Average, the rest to Medi
; ocre (or
STUNTS -
Caltch the Scent (Alertness): Use Alertness
Instead of Investigation when tracking
prey.
Unﬂappable (Presence): Armor:1 against
Intimidation attacks.

- POWERS

Claws [-1]
Echoes of the Beast [-1] (Hound)
Inhuman Speed [-2]
Pack Instincts [-1]
STRESS
Mental OO Physical 000 i
Social
No+#*€s o
Epic initiative, Weapon:2 teeth, Good
attg;k, Great defense, and fast on its feet.
Individually survivable—but deadly as a
pack.
TOTAL REFRESH Cosr: -
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GRUFFS

Description: Gruffs usually stand between
5" and 6’ tall (though some are much, much
larger). Usually white-furred, they are packed
with muscle. Their heads are goatlike, with
forward-curling horns. Their eyes are usually
yellow, with rectangular pupils. Their hands
are three-fingered and clawed. Their legs are
reverse-jointed, and they have hooved feet. Alas,
they also give off a scent that smells something
between a skunk and a barrel of rotting eggs.

Gruffs and trolls are historic (folkloric?)
enemies, and gruffs are known for killing trolls;
all gruffs are related as “brothers.”

First Appearance: SmaLL Favor.

What We Know: They kill trolls. Gruffs tend
to be smart and are also high in the Summer
hierarchy. They are equally adept at using oaken
cudgels or submachine guns.

Powers: They have the usual faerie stuff, plus
claws/hooves and varying levels of strength.

For simplicity, we'll rate Gruffs in three
categories: standard gruffs, elder gruffs, and the
eldest gruff. The first two have varying levels
of strength and toughness. The third, which
apparently has only one member, seems to be
an incredibly powerful spellcaster—possibly on
the level of being more plot device than stattable
threat, seeing as one casually whacked a few
Denarians as a warm-up to the main event of
taking on Harry Dresden. With that in mind,
we're leaving the Eldest Gruff out here, but see
page 142 for more details.

Standard gruffs are practically indistinguish-
able from Goblins (see page 45) in their writeup,
save that they're just as good with guns as they are
with any other mode of killing. Add Claws [-1]
to the mix and give them a Summer instead of
Wyld affiliation, and you're off to the races.

Elder gruffs are as shown on the facing page.

Weaknesses: Standard fae weaknesses—
however, their hooved feet may be more vulner-

able than one would expect.

HEIXHOUNDS

Description: Hellhounds are faerie beasts that
appear like mastiffs made from shadows and
soot; their eyes are flat and black.

First Appearance: GRAVE PERIL.

What We Know: Despite their name, hell-
hounds appear to be fae—or possibly trans-
formed humans, warped by magic into a dog-like

What Eoes Bump

form. They may be associated with the Hounds
of the Wild Hunt. They have some connection
to Leannansidhe—she thinks of them as “hers”
and can command them.

Powers: They might have some standard faerie
stuff going on, but primarily we're looking at a
boosted beast here—fast and strong and made
with pointy bits.

Weaknesses: Unknown, but it's probable that
they have the standard fae aversion to cold iron.

HOBS

Description: Hobs are fae, five feet tall (more
or less), with a squat, baboonish build; they are
covered in thick, rubbery muscle. They possess
shark-like teeth. Interestingly, they have no eyes.

First Appearance: SMaLL Favor.

What We Know: Their armor and their weap-
onry depend upon their ranking in the Court.
The least wield stone implements, while the
higher wield bronze. In Faerie, they almost
always live in lightless tunnels.

Powers: Standard fae, plus at least Inhuman
Strength, Claws, long ropy tails, and can conjure
myrk (tangible matter from the Nevernever that

absorbs light; see page 48).

Weaknesses: Standard fae weaknesses, plus

they are harmed by light.
KELPIES

Description: Usually Summer-aligned, kelpies
are masses of animated wet weeds, with gaping
mouths and glittering pinpoints of silver light for
eyes. They tend to weave long, brown, fibrous,
slimy strands together into a nebulous—vaguely

humanoid—body.
First Appearance: SmaLL Favor.

What We Know: Not much.

Powers: Standard fae, plus “tentacles.” Kelpies
are almost more “hazardous terrain” than crea-
tures. They lurk in the water, tangle up boats and
prevent them from going anywhere, and yank the
occupants out and drown them if they can. But
they're generally amorphous and not too hard
to fight off if you can get a sword or spell swung
at them. Unless you're going for an underwater-
centric setup, just set a difficulty target for skill
rolls (say, Good) and dish out some stress when
folks fail, and you're cool.

Weaknesses: Standard fae weaknesses.

(Faeris)
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HOB
HIGH CONCEPT: DARK-DWELLING HoB
SKIILS

Alertness: Fair (+2)
Athletics: Average (+1)
Discipline: Good (+3)
Fists: Good (+3)
Stealth: Good (+3)
Weapons: Good (+3)
Most other physical skills default to
Average, the rest to Mediocre.
STUNTS
Strike in the Dark (Weapons): Hobs gain
a +1to their Weapons attacks when
making an attack veiled within a zone of
myrk.
POWERS
Cloak of Shadows [-1]
Glamours [-2]
Myrk [-1] (see text box)
Inhuman Strength [-2]
Inhuman Toughness [-2]
The Catch [+1] is cold iron and light.
STRESS
Mental OO Social 00O
Physical OO(0O0), Armor:1
NoO+t€s
Fair initiative, Good attack & defense with
Weapon:2 strength. Great attacks when
concealed in Myrk.
L REFRESH COST: -8

48

MYRK (POWER)

Myrk is a power created just for this crea-
ture. Hobs can conjure or exude myrk, a
tangible, foggy substance that absorbs light,
casting the zone they occupy into total
darkness (and placing a LiIGHTLESS aspect
on that zone). When two or more hobs are
in the same zone, they may cause the myrk
to spread out to adjacent zones, one addi-
tional zone per hob. The myrk dissipates
only once all of the hobs have been driven
off or are otherwise taken out. If skill rolls
to oppose the conjuration or manipulation
of myrk become necessary, use the hobs’

Discipline skill.

MALK
HIGH CONCEPT: FAERIE FELINE (MALK)
SKIILS
Alertness: Good (+3)
Athletics: Great (+4)
Fists: Good (+3)
Might: Good (+3)
Stealth: Great (+4)
Most other physical skills default to
Average, the rest to Mediocre.
POWERS
Claws [-1]
Cloak of Shadows [-1]
Echoes of the Beast [-1] (Cat)
Glamours [-2]
Inhuman Speed [-2]
Inhuman Toughness [-2]
The Catch [+1] is cold iron and the like.
STRESS
Mental OO Social OO
Physical 0O(OO), Armor:1
NOZ€S
Weapon:2 claws, Epic initiative, Good
attacks, Superb defense. These are more
faeries of the “one of them might just be

trouble, but a pack of them are absolutely
terrifying” type.
L REFRESH COST: -8

Malks are to cats what Hannibal Lecter is to people.

|HEY EAT CA-TS-_7

It's times like these where I can't tell if you think
you're being funny or if you're just being obtuse.
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MALKS

Description: Malks are bobcat-sized feline
creatures, with weirdly-shaped (not cat-like)
heads, rougher fur, and wide paws that have an
extra digit.

First Appearance: SUMMER KNIGHT.

What We Know: Malks are mean fae that typi-
cally associate with Winter. They congregate in
packs of twenty or so and leave clumps of grey
hair and claw-scratches to mark their territory.
Often found in Chicago’s Undertown. Malks are
sentient, even smart, and their voices are truly
inhuman.

Grimalkin (see page 154), of Maeve’s Court,
may be a Sidhe of malk-lineage.

Powers: Enhanced senses (via Echoes of the
Beast), strength greater than natural animals
(possibly to Inhuman level), Inhuman Speed,
nigh-Invisibility.

Weaknesses: Standard fae weaknesses, plus
especial aversion to fire.

NIXIES

Description: Almost always female humanoids,
very attractive, with green hair.

First Appearance: SUMMER KNIGHT.

What We Know: Nixies are notably vicious
and like to drown mortals for fun. They often
interact with shellycobbs. They are associated
with water.

Powers: Aquatic, quick to heal, and pretty flip-
ping strong. Add to that an ability to beguile
or entrance a victim over and above what faerie
glamours provide, and the use of those glamours
to take on the appearance of others, and you've
got a nasty faerie package here.

Weaknesses: Standard fae weaknesses.

OGRES

Description: Ogres are 8 to 12’ tall humanoids
with curly hair, flattened gorilla-like features,
and ears that stick out.

First Appearance: SUMMER KNIGHT.

What We Know: Ogres are the thugs of Faerie.
Big, strong, dumb, tractable: perfect legbreakers.

The skins of those that select Summer turn
scarlet; the skins of those that select Winter turn
blue. There’s also a variant with shaggy white fur,
called Snow Ogres, connected to Winter.

What éGoes Bump (Faeries)

Powers: These things are really big and strong,
but more than anything they're durable—mostly
bulletproof, and naturally magic-resistant (at
least with mortal magic—Seelie or Unseelie
Magic might be a different ball game). Their

fingernails can cut steel.

Weaknesses: Standard fae weaknesses, and not
known for their brains or initiative.

PIXI€S

Description: Pixies are pale humanoids that
range from ant-sized up to a foot tall; they have
silver dragonfly wings and oddly-colored manes
of hair and are often surrounded by a colored
nimbus of light (often silver).

First Appearance: SToRM FRONT.
What We Know: Pixies are the dockworkers,

scouts, and messengers of the fae.

NIXIE
dIGH CONCEPT: NixIe TEMPTRESS
SKIILS
Alertness: Fair (+2)
Deceit: Good (+3)
Athletics: Great (+4)
Fists: Great (+4)
Stealth: Good (+3)
Most other physical skills default to
Average, the rest to Mediocre.
STUNTS
At Home in the Water (Athletics): +2 when

using Athletics while swimming.
POWERS

Aquatic [-1]

Glamours [-2]

Incite Emotion (Lasting Emotion, At

Range) [-3] Beguile/Attract

Inhuman Strength [-2]

Inhuman Recovery [-2]

The Catch [+1] is cold iron and the like.
STRESS

Mental OO Physical 000 Social 00O
No+€s
Fair initiative, Great attack with Weapon:2
strength, Great defense. Plus can use
its Good Deceit (vs. Discipline) to lay a
Weapon:2 mental stress psychic whammy

on you & get you to let your guard down.
OTAL REFRESH COST: -10
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SKIILS

POWERS
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THE RAWHEAD | FRIED DURING THE “JUNeLE" casE

Elidee (see page 143) is an example of an ant-
sized pixie, while Toot-toot (see page 237) is a
more typical specimen.

Powers: Wings. Light Source. Found in swarms.

Weaknesses: Standard fae weaknesses, plus
proud, very small, and tend to leave glittering
dust everywhere (that evanesces like all ecto-
plasm, eventually).

RAWHAD & BL@DY BONE€ES

Description: A physical body (weightlifter’s
build) constructed of lots and lots of bones,
held together with gelatinous, drying blood.
Traditionally, the head of a Rawhead and Bloody
Bones is a longhorn bull’s, with carnivore fangs
filling its jaws. Its hands end in sharp claws.

~H CONCEPT: HULKING OGRE

—ﬁESE BUSGGER.S
ARE TousH, PAR.—
TICULARLY FoR.
A SPELLCASTER..

Alertness: Fair (+2)
Athletics: Fair (+2)
Deceit: Average (+1)

Fists: Great (+4)
Endurance: Good (+3) F'®&E poEsSN/T FAZE
Intimidation: Good (+3) THEM, | wenT
Might: Great (+4) H::/‘L’*' :::l:l—; ]
Presence: Fair (+2)

Most other physical skills default to
Average, the rest to Mediocre.

SINCE mMAaGicAL

Glamours [-2]

Hulking Size [-2]

Inhuman Strength [-2]

Supernatural Toughness [-4]

Inhuman Recovery [-2]

The Catch [+3] is cold iron and the like.

Physical Immunity [-8]

The Catch (Stacked) [+5] is that ogres are
only immune to (mortal?) magic, not
mundane sources of harm.

STRESS
Mental OO Social 00O
Physical 000000(0000), Armor:2

NOIES

Fair initiative, Great attacks & defense (but

11 to be hit due to size), Weapon:2 strength.

Big as a pickup truck, and hits like one.

L REFRESH COST: —12

i
SEEMED To HAVE No FEAR. oF cRAWLING AROUND Al
THE IRON AND STEEL IN THAT TRAINYARD.-

First Appearance: “Welcome to the Jungle.”
What We Know: An Appalachian/Ozarkan

boogeyman—an evil fae. They start on rats, then
work their way up to household pets and, even-
tually, humans.

Powers: These things start out stronger than a
man and scale up to much, much stronger once
they grow past human-sized. For stats, espe-
cially given the way they “eat,” use the writeup
for a standard ghoul (page 58). Add Hulking Size
and step up to Supernatural Strength if you
have one that’s had enough time to consume
its way to larger than man-sized, increasing the
refresh cost by 4.

Weaknesses: Standard fae weaknesses (?2), plus
a voracious appetite.

PIXIE
HIGH CONCEPT: WEE PixIE
OTEER ASPECTS:
INSATIABLE APPETITE FOR PizzA
SKIILS
Alertness: Good (+3)
Athletics: Good (+3)
Contacts: Good (+3)
Deceit: Good (+3)
Rapport: Fair (+2)
Presence: Fair (+2)
Stealth: Good (+3)
Weapons: Fair (+2)
Most social and mental skills default to
Average, the rest to Mediocre.
STUNTS
Ear to the Ground (Contacts): +2 Contacts
when working the faerie info network.
POWERS
Diminutive Size [-1]
Glamours [-2]
Light Source [-0] (see notes)
Wings [-1]
STRESS
Mental OOO Physical OO Social 000
NoO*€Ss
Light Source is a zero-refresh power that
means what you'd expect: the creature is
a low-wattage light source, usually of one
particular color. It’'s enough to overcome
mundane darkness in one zone, at least
enough to read by—about what you'd expect
‘om a flashlight.
AL REFRESH COST: -5
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SHEILYCOBBS

Description: Shellycobbs are crablike things
with slick black shells and pincers that are as big
as basketballs.

First Appearance: SUMMER KN1GHT, although
more details surface in “Something Borrowed.”

What We Know: A water-dwelling fae type
that often interacts with nixies.

Powers: These aquatic creatures are neatly all
shell, giving them a natural armor against most
attacks. While strong, their most potent strength
resides in the vise-like grip of their giant pincers.

Weaknesses: Standard fae weaknesses.

SIDHE

Description: The nobles of the fae, who often—
but not always—look human, except extremely
beautiful or handsome with canted, feline eyes.

First Appearance: GRAVE PERIL.
What We Know: Much like the Little Folk,

only moreso. Sidhe is a state of being, partially
political and partially based on the fae’s original
type. That is, they share the basic traits of their
type, taken to an extreme degree. Also, they
tend to have better memories than their smaller
kin, and other powers besides. Sidhe are almost
always bound to one of the Courts—though
there are exceptions, like the Erlking,

See also Jenny Greenteeth (page 153),

Leannansidhe (page 169), and Lord Talos
(page 233).
Powers: Sidhe have more general magical
power than Little Folk. They can open gates to
and from the Nevernever anywhere, not just at
specific points. Most are adept at shapeshifting
(at least by way of Glamours) and have a lot
more favors owed to them (and a lot more skill
in dealing with those who have made bargains
with them). Some combination of Inhuman
Strength, Speed, and Toughness are common.

A Sidhe is often as magically potent as a
strong wizard, with the most powerful equal to
a Senior Council member of the White Council.

Many Sidhe in the highest echelons possess
countermagic abilities and are able to block or
obviate mortal spellcasters’ efforts.

Sidhe are as widely varied as the various
other faerie creatures we've listed in this section.
In general, if you want to turn a regular faerie
writeup into a Sidhe version, add Unseelie or

What éGoes Bump (Faertes)

SHELLYCOBB

~H CONCEPT: FAERIE CRAB-BEAST (SHELLYCOBB)

X

SKIILS
Alertness: Fair (+2)
Athletics: Good (+3)
Endurance: Good (+3)
Fists: Good (+3)
Might: Good (+3)
Most other skills default to Mediocre.
STUNTS . ,
Vise Grip (Might): When clenching or crushing something
with its pincers (usually in terms of grapples), a shelly-
cobb is at +2 to its Might rolls.
Unfeeling Crab-Creature (Endurance): Use Endurance :
instead of Presence for calculating social stress capacity.

POWERS
Aquatic [-1]
Claws [-1] (Pincers)
Echoes of the Beast [-1] (Crab)
Inhuman Strength [-2]
Supernatural Toughness [-4] p
The Catch [+3] is cold iron and the like. In addition, the

armor benefit does not apply if you can manage to get
under their shell.
STRESS

ED
Tennv &qrEENTEETH &
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e THE FAERIE /e
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pUR!
A cOUPLE

Mental OO Social 0OOO
Physical 0000(0Q00O0), Armor:2

NOZES |
Fair initiative, Good attack & defense, Weapon:4 pincers &

strength.
AL REFRESH COST: -8

seelie Magic and improve their social and mental
skill-set to better support it. You may also want
to consider Greater Glamours, and in some
rarer cases a Physical Immunity to mortal magic.
Don't forget the Swift Transition power, either,
to represent that ability to cross into and out of
the Nevernever with ease.

Weaknesses: Sidhe have the standard fae weak-
nesses as well as those of their original type,
but they are additionally bound to the will and
orders of the leaders of their Court. They may
also gain the weakness of their Court against
its opposite. If a Sidhe prevents a vassal from
fulfilling an oath or bargain, that oath or binding
falls upon the Sidhe.

SUDHE <AN'T LIE, BUT NEVER. TRUST THAT
THEY/RE TELLING You THE TRUTH-
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MORE SIDH KNIGHTS

An idea that might be interesting for your
own DRreEsDEN Fires RPG campaign is the
idea of empowering more than two mortals in
service to the fae Courts. There are a couple of
ways this could happen:

Just Plain More: Maybe the Courts have
multiple Sidhe Knights, not just one. So long
as the numbers are balanced, no problem.
(This is unsupported by what we currently
know, but for gaming purposes, why not?)

The “Wyld Courts”: There are a couple
powerful Sidhe on par with the Faerie
Queens—the Erlking is one of them, and it’s
rumored—DON'T LAUGH!—that Santa
Claus (a brownie Sidhe) may be another.

Also, if there’s a Summer Court and a Winter
Court, shouldn't there be a Spring Court and
an Autumn Court? Why shouldnt those
Courts have Sidhe Knights of their own?

Sidhe Squires: Maybe after the little fiasco
of the War Over Chicago, the Faerie Queens
mutually decided it might be a good idea to
have a couple “spares” on tap in case one of
their Knights gets kacked and the mantle
of power needs to be taken up. Therefore,
the Summer and Winter Knights have been
recruiting “squires” (who may receive some
fraction of power from their Court) to train in
Knightly duties. (This is the Captain Marvel-
Mary Marvel-Captain Marvel Jt. option).

(See also Valkyries, page 83, for more ideas in
this vein.)

SIDHE KNIGHTS

Description: See the individual entries for
Fix (the Summer Knight) on page 145 and Lloyd
Slate (the Winter Knight) on page 229.

First Appearance: SUMMER KNIGHT.

What We Know: The mortal that takes up the
mantle of power of a Sidhe Knight becomes
the champion of one of the Courts of Faerie.
There are only two Sidhe Knights: one for the
Summer Court and one for the Winter Court.
They tend to come and go rather quickly, from
the fae perspective. (From a mortal perspective,
over time, the Sidhe Knights seem to get more
and more Sidhe-like.)

They are trusted with a considerable amount
of power, the sort of “mystical weight” that only a
free-willed mortal can possess; thus, they end up
with more Sidhe-style power than most Sidhe!

They are a critical element of the balance
between the Courts. Faerie Queens cannot
kill anyone who isn't attached to their Court
through birthright or bargain, but the Knights
can. The Knights can also act in affairs not
directly related to Faerie (unless they are ordered
by a Faerie Queen not to interfere).

The Sidhe Knights are considered an exten-
sion of the wills of their Faerie Queens. They
have different duties to each Faerie Queen
of their Court, but what these are as regards
Mother, Queen, and Lady is currently unknown.
(However, they seem to be most often found in
the company of the Lady of their Court, possibly
because both Knight and Lady are closer to the
mortal world than the others.)

When a Knight dies, his mantle returns to
the nearest vessel of the Court, and thus to the
Queen, who then chooses the next Knight.

Powers: Sidhe Knights have powers in line
with their particular Court (mostly attack and
defense powers), plus a heaping helping of raw
power and combat skill.

We've never seen Lloyd Slate in action,
though we know he was sneaky enough to do in
the previous Summer Knight. Fix hasn't given
away a lot, either.

So what powers to give them? You might
consider some of the Inhuman Strength/
Toughness/Recovery/Speed set; definitely
Unseelie or Seelie Magic; maybe an Item of
Power, possibly some form of Glamours. There
are too many options to provide a straight up
one-size-fits-all writeup of a Knight here.

That said, the trick is to build a Knight that
has some essence of mortal free will, so it's prob-
able you can't crank the power dial too high...

Weaknesses: They are bound by obedience and
duties to the Faerie Queens of their Court.

SYLPHS

Description: Sylphs look like young human gitls
with claws and razor-edged dragonfly wings.

First Appearance: SUMMER KNIGHT.

What We Know: Sylphs are notably vicious.
They are associated with the air.

Powers: Claws, Wings (with razor edges!),
Inhuman Speed.

Weaknesses: Standard fae weaknesses.
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SYLPH

HIGH CONCEPT:

RAZOR-EDGED DRAGONFLY GIRL (SYLPH)
SKIILS

Alertness: Fair (+2)

Athletics: Great (+4)

Endurance: Fair (+2)

Fists: Good (+3)

Most other skills default to Mediocre,

with a few standouts at Average.
STUNTS

Strafe Attack (Fists): +1 to Fists to make

an attack when in flight.

POWERS

Claws [-1]

Inhuman Speed [-2]
(o) Inhuman Recovery [-2]

The Catch [+1] is cold iron and the like.

Wings [-1]
STRESS
5/ Mental OO0 Physical OOO Social OO0
C’/ NOTES
Fantastic initiative, Superb defense,
Good attack w/ Weapon:2 claws.
| The flying is the real problem, though.
6' »L REFRESH COST: -6
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What éGoes Bump (Faeries)

TROILS

Description: Trolls have rubbery muscles, warty
skin, hairy arms, sharp claws, lumpy shoulders,
malformed heads, lantern jaws, hideous faces,
and tiny hate-filled eyes. They range between 12’
and 15’ tall. They don't walk so much as stomp.

First Appearance: “Restoration of Faith” (but
more details surface in PRoven Guirty).

What We Know: Many trolls live under bridges,
sometimes even in the mortal world. Naughty
children (those that cross bridges at night, at
least) are apparently still lawful prey for bridge
trolls under the Unseelie Accords.

Some trolls seem to be a strange sort of
collective organism, composed of many tiny
trolls living in one gigantic troll skin.

Many trolls are aligned with Winter—several
of the strongest are used by Queen Mab as
guards at her stronghold of Arctis Tor.

It is rumored that troll-kin smiths created
that bane of wizards: the Thorn Manacles.

Trolls and gruffs are historic (folkloric?)

enemies; gruffs are known for killing trolls.

Powers: They're huge and supernaturally strong,
they can climb pretty much anything, and they're
hard as hell to kill. (From a system perspective,
the tendency for “killed” trolls to dissolve into a
scattering horde of mini-trolls is basically just
a colorful way of handling a “taken out” result,
peculiar to trolls.)

Weaknesses: Standard fae weaknesses.

OTHER FAERIES

Description: Varies.
First Appearance: SUMMER KNIGHT.

What We Know: Brownies, centaurs, and
gnomes; faerie horses and dogs; giant bumble-
bees, spiders, and bats; mountain lions made out
of shadow, tree-spirits, unicorns, etc.

Powers: Two of Inhuman Strength or Toughness
or Speed, plus at least one special power. (Very
potent fae, like centaurs or unicorns, may have
more than two Inhuman qualities, maybe even
Supernatural ones, and additional powers.)
Most humanoid faeries have Glamours, and
a few have access to Seelie or Unseelie Magic;
transformed and giant beasts, not so much
(though this trade-off usually means they're not
as vulnerable to things like cold iron).

Weaknesses: Standard fae weaknesses, indi-
vidual types may have additional weaknesses.

Also Found on
message boards
everywhere.
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BRIDGE TROLL
{IGH CONCEPT: BRIDGE TROLL
SKIILS
Alertness: Fair (+2)
Athletics: Good (+3)
Deceit: Average (+1)
Fists: Great (+4)
Endurance: Good (+3)
Intimidation: Good (+3)
Presence: Average (+1)
Weapons: Great (+4)
Most other physical skills default to
Average, the rest to Mediocre, with a few
Fair standouts.
B STUNTS
: Territorial (Alertness): Trolls gain +2 to
their Alertness when acting on their
home turf (usually a small area they have

: : a personal claim to—like a bridge).
Z ed POWERS

' ) Claws [-1]

Glamours [-2]
Hulking Size [-2]
Supernatural Strength [-4]
Inhuman Toughness [-2]
Supernatural Recovery [-4]
The Catch [+3] is cold iron and the like, and
they’re vulnerable to their own weapons
(which look like large meat-cleavers—
treat as a sword) if you can get it away
from them.
Spider Walk [-1]
STRESS
Mental OO Social 00O
Physical OOOOO00O(00), Armor:1
No1€s
Fair initiative, Great attack & defense (but
1to be hit), Weapon:6 strength & “claws”
\eat cleavers).
_OTAL REFRESH COST: -14

fonnnaennnnng

(o O O O I O O

o

¢ T O T O T I
l‘l rq-rn"ﬂﬂ—r"—r.-r e —— g e e 2 ‘-T-«

I

T

nnaqg

nanan



THE FAILEN

Description: Unknown, but probably human-
oids with bestial aspects (such as the demonic
forms of the Denarians).

First Appearance: DEATH MAsKs.

What We Know: The Fallen are former angels,
cast out of Heaven. (In other words: serious
heavyweights in the spirit world.) They are not
the same things as regular demons, though the
Fallen might rule over the demons in the World
Below/Hell in the Nevernever. The Fallen are
very interested in the mortal world, but they are

not free to act unless given permission (see the
Order of the Blackened Denarius, below).

Powers: The Fallen are in the heavyweight class
of supernaturals, but—given that they lost the
War in Heaven—they are slightly weaker than
the Archangels. They have access to Hellfire.

Weaknesses: There are rules that bind the
actions of the Fallen in the mortal world. They
are almost certainly vulnerable to faith magic.

THE ORDER OF THE
BIACKENED DENARIUS

Description: In their human form, Denarians
look like their hosts. In their shapeshifted,
demonic form, they usually look like humanoid
or semi-humanoid beings with bestial and
unnatural features. Many have two sets of eyes
that glow (one human and one devilish) and a
shining tattoo or sigil on the forehead that is
their particular sign.

First Appearance: DEATH MaAsks.

What We Know: Thirty Fallen have found a
way into the mortal world by being bound to
the thirty Roman silver coins paid to Judas for
his betrayal of Jesus Christ: the Order of the
Blackened Denarius. Each coin bears a symbol
in tarnish that is the sigil of the Denarian bound
to it.

A mortal who picks up the coin almost
always becomes the host of the Denarian;
usually, the Denarian simply overwhelms the
human personality and takes over. However, this
nigh-permanent possession must be consensual.
The Denarians are not above using drugs, dark
rituals, and so forth to ease the process. Some
Fallen work in tandem with their hosts (to a
greater or lesser degree) and these partnerships
are particularly dangerous—human ambition

What éoes Bump (The Fallew
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melded with the power of a Fallen angel. The
mortal hosts sought by the Order are generally
assassins, poisoners, warriors, or sorcerers.

All Denarians have over two thousand years
of observing mortal history (and the mortal
mind) to draw upon. Masters of deception, it
sometimes takes the Knights of the Cross (their
direct enemies) literally hundreds of years to
figure out if they are lying.

They seem to be divided into two factions:
one beholden to Nicodemus Archleone
(see page 102), and one to his wife Polonius
Lartessa—AKA “Tessa” (see page 167).
Nicodemus’ faction focuses on the long-term
and targets coin-bearers based on talent or
potential talent. Tessa’s faction focuses on the
short-term and targets coin-bearers based on
raw desire. (Tessa’s faction goes through coin-
bearers much more rapidly than Nicodemus’
faction.)

Recently, the Knights of the Cross had thir-
teen Blackened Denarii in safekeeping, leaving
‘only” seventeen out in the world. During the
Smarr Favor case, they gained eleven more
coins, lost them, and collected one back at the
end of the case. Currently, the Knights have
fourteen in safekeeping, Thorned Namshiel’s
coin is in the hands of the Monoc Corporation,
and fifteen coins are unaccounted for.

RULE oF THUME IF A
NickELHEAD IS cALLED BY A
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What coes Bump (Ghosts)
MeaNING The Order of the Blackened Denarius isa (G HOST'S
PRETTY MUSH  gignatory of the Unseelie Accords (see page 14).
THAT THEY See Nicodemus Archleone/Anduriel  Description: Ghosts are usually invisible; when

ALTERNATE (page 102), Tessa (page 167), Ursiel (page 239), they do appear, ghosts are typically transparent,
HIDING BEHIND oR. [ . | (page 167), Quintus Cassius/Saluriel ~ insubstantial, and shaped like the original
SUBVERTING THE (page 127), Rosanna (page 222), Thorned  person they came from, though their ability to

QUL WHAT Namshiel (page 233), Magog (page 181), and reshape their ectoplasmic form can lead to exag-

SIGNATORY.
g erated or unnatural features.
poEsN T Deirdre (page 131). g

Powers: It may be impossible to fully enumerate ~ First Appearance: GRAVE PERIL.
the possibilities here. They have, in varying ~ What We Know: Mortals have everything
NickeLheaDs  combinations and degrees, shapeshifting, inside them to make a ghost—all they need is
Hos Tl TURE-= immortality, a perfect memory, some degree of  the right set of circumstances. Ghosts are beings
magic resistance, and access to centuries of that live in the spirit world; they are the impres-
. spellcraft (and Hellfire). It all adds up to lots sion left by a personality at the moment of death.
FORMS THAN A q . 3 .
of power, knowledge, skill, practice, and expe- A strong imprint—due to either the strength
THeveHT. Wiig Flence. They feed on pain and suffering (espe-  of the personality or the situation around the
e oL ow cially that of the Knights of the Cross and person’s death—makes a strong ghost. While
- other people of faith). The forms they take have  they appear to be self-aware and capable of
AND HasiTs N varying amounts of Inhuman Strength, Speed, feeling emotion, they are not.

CcONTROL OoVER

| INITIA LY

THEIR ctolce  loughness, and Recovery—or worse—plus Ghosts” home turf is the Nevernever, though

oF s#are, THEY powers and natural weaponry related to their they often skirt the borders of the mortal
bo #avE A BIT  demonic form. world. Shades tend to linger in graveyards

oF PLAY IN These guys are so varied that theres no point  more than anywhere else, especially in older

ADIUSTING TS in providing a generalized stat block. Take alook  cities. The boundary between the mortal world
 SITUATIONS ©N - ot the specific ones over in Whos Who. Rule of  and Nevernever is thinnest on Halloween;
fh‘ﬂ . THE SRSUND thumb? Take a normal mortal, then raise his ghosts formed at this time of spiritual turbu-
BE WARNER. il cap, add in 10-20 skill points, spend 12-24  lence are often more impressive. Strong ghosts

refresh on the powers we're talking about here,  can have their own demesne or bailiwick in the

and you've probably got a workable Denarian ~ Nevernever, where they make the rules and are

F
i
T

recruit. more powerful.

) , | )
Weaknesses: First and foremost, a Denarian is While ghosts don’t usually inhabit a
bound to its coin. construct or magical body, they can manifest one

In demon form, a Denarian’s human eyes are  if desired.
still vulnerable (say, to pepper spray). See also Agatha Haggelthorn (page 156),

They're vulnerable to faith magic and people ~ Demons (page 34), Ectomancy (YS285),
of faith (the Knights of the Cross were specifi- ~ Kravos (page 162), Mavra (page 191), Morty
cally founded to combat them). Denarians dont  Lindquist (page 174), Necromancers (page 65),
like to go into churches, because it makes them  Spirits (page 81), and the Wild Hunt (page 40).
feel and remember; it makes them sad (at least See also “Entities of the Nevernever” on page 29.
in one case). Powers: If they don't acknowledge you, you can't

Given their long experience of the mortal  affect ghosts in the mortal world. Requirements
world and their expectations of “how things  for getting acknowledged: the speaker must
work,” the Nickelheads can be blindsided by  possess some form of magic, know the ghost’s

spontaneity and improvisation. identity, and speak its name aloud.

Lastly, the mortal host of a Denarian can Exceptions to the magic requirement can and
willingly reject the Fallen and give up the coin,  do exist, usually via a personal connection with
resulting in freedom from the monster. the deceased.

Ghosts are strongest just after the sun goes
down, at the witching hour, and just before the
sun comes up. Spiritual turbulence between the
mortal realm and the Nevernever not only gives

sT
TRERE'S No POINT IN TAKING oN A PRI

UNLESS ~rou AN GET IT To ACKNOWLEDSE
~oU—AND UNLESS YoU HAVE SOMETHING

LikE SGrosT DusT, “ILLING' 1T ONLY ' '

5 6" coRcES IT BAcK INTo THE NEVERNEVER. rise to the formation of stronger ghosts but also

tends to increase the powers of existing ones.
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Common ghost abilities include telekinesis
(minor to major), causing enchanted sleep,
reforming their ectoplasmic shape, manifesting
visually or materially through an ectoplasmic
construct (though these abilities, especially
forming a construct out of ectoplasm, appear to
cost power), cold spots, sound generation, and
weather control. A ghost can possess a mortal,
but this takes a tremendous amount of power.

When building a ghost, the big things to focus
on are the powers under “Nevernever Powers”
starting on YS170, and a faitly costly version of
Physical Immunity (operating only in the mortal
world, and requiring acknowledgement of the
attacker). Skillwise, look at Conviction, Stealth,
and attack skills. Perception skills almost never
rank above default—ghosts are too wrapped
up in their own story to pay much attention
to the real world. For a good prebuilt example
of a powerful poltergeist, see the University of

Chicago Library Ghost on page 58.

Weaknesses: Ghosts are usually limited to a
certain time, place, or event, most often related
to their death. Ghosts are not people or sentient
spirits; they do not change or grow, they simply
exist, experiencing whatever feelings they had
when they died. They are not terribly obser-
vant—indeed, ghosts barely notice the mortal
world except in how it relates to their limited
purpose or existence. That being said, old spirits
are often attracted to objects related to their
nature—this might be possessions they owned
while living, their mortal remains, or items of
great personal importance.

Faith magic works best when simply fighting
ghosts, but necromancy can do so much more
to them: enslave, control, or even destroy them.
Ghosts sense necromantic energy, and it drives
them into paroxysms of terror.

They can usually only manage to move things
in bursts; the average ghost doesn't seem to have
much of a magical “reserve tank.” Perhaps due to
this, ghosts absolutely cannot cross a threshold
unless invited.

In the mortal world, they can be locked into
place through the use of Ghost Dust (YS304).

Does THaT -4
REFRESH MEAN THAT
| couLp pLAY A
SPECTRE WITH FREE
WILL oR, SOMETHING_?

What Goes Bump ( Ghosts)

SPECTRE

Description: Transparent, faintly glowing,
semi-corporeal figures.

First Appearance: DEAD BEAT.

What We Know: Spectres may not be naturally
occurring ghosts. They may actually be ghosts
“modified” via necromancy into a manifested
construct form. Necromancers often use spec-
tres as troops in mass conflicts,

Powers: Spectres seem to trade the bulk of their
ghostly powers in favor of manifesting a trans-
lucent, semi-corporeal, ectoplasmic construct
that's stronger than a man and quick to heal
(thanks to easily reconstituted ecto-flesh).

Weaknesses: Standard ghost weaknesses
plus—due to being forced into a semi-material
form—spectres don't seem to have the luxury
of being able to ignore mortal reality and can
be affected by anyone (not just those who have
magic, know their identity, and speak the ghost’s
name aloud).

SPECTRE

HIGH CONCEPT: SPECTRAL FOOTSOLDIER
OTLER ASPECTS: NECROMANTIC BINDINGS
SKIILS

Conviction: Average (+1)

Athletics: Fair (+2)

Fists: Good (+3)

Endurance: Fair (+2)

Intimidation: Good (+3)

Presence: Average (+1)

Weapons: Good (+3)

Most other skills default to Mediocre.
POWERS

Inhuman Strength [-2]

Inhuman Recovery [-2]

The Catch [+0] is that they can’t heal from stuff that
specifically disrupts ectoplasm (like Ghost Dust).

STRESS

Mental OO0 Physical OO0 Social 00O

NOFHES
Mediocre initiative, Good attack & defense,

Weapon:2 strength.
i AL REFRESH COST: -4
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: What éoes Bump (Ghouls)

L—ISTEN! =L UNIVERSI¥Y OF CHICAGO
~YouU SMELL LIBRARY GHOST

< o up . B
S TN Description: “A big bestial thing,

You know, there ' What We Know: A ghost taken down by Harry
are some useful Dresden and Michael Carpenter; a fairly typical

thaumaturgical poltergeist.

ideas in that Powers: Standard ghost powers, with emphasis
movie. on telekinesis (via the Poltergeist upgrade on
L. Spirit Form).

eealL~y wanT Weaknesses: Standard ghost weaknesses.
ME WALKING
AR.OUND WITH
AN UNLICENSED LIBRARY GHOST
NUCLEAR. HIGH CONCEPT: LIBRARY GHOST

ACcELERATOR. | OTHER ASPECTS: SHHHH!

©N MY 3’*4'<.? YKIILS

Conviction: Great (+4)

Fists: Good (+3)

Intimidation: Great (+4)

Presence: Good (+3)

Scholarship: Good (+3)

Most other skills default to Mediocre, with

[ any academic ones defaulting to Fair.

E‘;_ 5 POWERS

I:'i Demesne [-1]
Spirit Form (Poltergeist) [-5]
Swift Transition (No Mortal Home) [-1]
Inhuman Strength [-2]
Physical Immunity [-8]

" The Catch [+2] is that the ghost can only be
hurt in the mortal realm by those it has
acknowledged(seepages6).Ifconfronted
in the Nevernever, the ghost still has
Armor:2 against attacks that aren’t
specifically structured as countermea-
sures against ghosts (like Ghost Dust).

STRESS

Mental OOOO Physical 0O
Social OOOO

... Point taken.

NoO1€es
Mediocre initiative, Good attack & defense,
Weapon:2 strength, and impossible to
touch unless you've done your homework
or are very good at getting its attention.

TAL REFRESH COST: -15
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GHOULS

Description: When blending, ghouls appear
completely human. In ghoul form, they look like
a Japanese horror cartoon: hunch-shouldered,
grey-skinned fiends, covered in short wiry hairs.
They have the worst features of mankind, hyena,
and baboons, all mixed together: stunted strong
legs, too long arms, and hands that have spurs
of bone.

First Appearance: Mentioned in GRAVE PERIL,
seen first in SuMMER KNIGHT.

What We Know: Ghouls are probably scions—
crossbreeds between uber-ghouls (see next page)
and humans in the long-ago past—that breed
true.

Ghouls can go through 40 to 50 Ibs of meat
a day, preferably human. Most ghouls existing
outside of the society of clans (one of the largest
being the LaChaise clan) don't live very long.
Maybe one in ten actually makes it to adult-
hood. These specimens are extremely dangerous.
The rest get eaten by other supernatural preda-
tors, killed by animals (who really despise them),
sicken and die, get run over by cars, or end
their own miserable existence in fits of despair.
Intriguingly, despite not being the brightest crit-
ters, many ghouls speak ancient Sumerian—
likely their “household tongue.”

Many of the ghoul clans provide cheap
muscle for various nasty supernaturals. Both
the Red and White Courts of vampires have
utilized the LaChaise clan of ghouls for private
vendettas in the past, the former using them as
footsoldiers in the Vampire War.

See also Li Xian (page 171), the Tigress
(page 235), and Scions (page 78).

Powers: Like cockroaches, ghouls can recover
from just about anything short of decapitation
or a similar mortal trauma; they scar when they
heal, but this may or may not last. They're inhu-
manly strong, and in many cases faster than any
mortal. They have claws and can appear human
at will.

Weaknesses: Affected by holy water.
Unwavering inability to control their appetites

for long. Most are kind of dumb.
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UBER-GHOULS

Description: Uber-ghouls look like 8’ monsters.
They're more like man-hyena-gorilla than the
man-hyena-baboon of typical ghouls. They have
a heavier brow ridge, serrated ridges on their
cheekbones, and more massive jaws. Their fore-
arms are longer, and their fingers are tipped with

claws backed with knobbed ridges of bone.
First Appearance: WHITE NIGHT.

What We Know: Uber-ghouls are stronger,
faster, and tougher than regular ghouls. They
may even be functionally immortal. On the
upside, they are a remarkably rare sight, don't
seem to live in the mortal world, and they cannot
blend.

They may have bred with humans to produce
the usual ghouls seen in the mortal world.

GHOUL
HIGH CONCEPT: CANNIBAL GHOUL
OTEER ASPECTS: INSATIABLE APPETITES
SKIILS
Alertness: Good (+3)
Athletics: Great (+4)
Endurance: Good (+3)
Fists: Great (+4)
Intimidation: Good (+3)
Presence: Good (+3)
Most other skills default to Mediocre, with
any physical ones defaulting to Fair.
POWERS
Claws [-1]
Human Guise [-0]
Feeding Dependency (Meat) [+1], affecting:
Inhuman Strength [-2]
Inhuman Speed [-2] (some lesser ghouls
may not have this)
Supernatural Recovery [-4]
The Catch [+2] is wounds from holy
objects. Also, dead is dead with a ghoul;
if you inflict enough massive trauma (e.g.,
decapitation), it's not something they
come back from.
STRESS
Mental OO Physical OO00
Social OOOO Hunger OO
No3€s
Weapon:4 strength & claws, Great attack,
Superb defense, and an Epic initiative make
these bad boys extra bad.
AL REFRESH COST: -6

What éoes Bump (Ehouls)

Powers: Mythic Recovery (can be beheaded,
and it’s only a temporary setback; spilled blood/
ichor flows back into their bodies). Supernatural
Strength, Inhuman Speed. The largest of these
might even qualify for Hulking Size.

Weaknesses: Unknown, but probably exagger-
ated versions of typical ghoul weaknesses.

UBER-GHOUL

HIGH CONCEPT: CRAZED UBER-GHOUL
OTEER ASPECTS: PURE KILLING MACHINE
SKIILS
Alertness: Good (+3)
Athletics: Great (+4)
Endurance: Great (+4)
Fists: Great (+4)

SmpLYy TERRIFTYING.
“THERE HAS To BE A
BETTER WAY To KiLL
THESE THINGS BESIDES
CcoLLAPSING A cOUPLE
Intimidation: Great (+4)  pousanD ToNs oF
Presence: Good (+3) RocK ON THEM-
Most other skills default to Average, with any physical
ones defaulting to Fair.
POWERS
Claws [-1]
Feeding Dependency (Meat) [+1], affecting:
Supernatural Strength [-4]
Inhuman Speed [-2]
Inhuman Toughness [-2]
Mythic Recovery [-6]
The Catch [+2] might be wounds from holy objects,
but we have precious little data on that.
STRESS
Mental 00O Social 0OOO Hunger OO
Physical 0O0O(O0), Armor:1
NOZ*€S
Unkillable by almost any means. Or more accurately,
you can kill them, but it tends not to stick with these
guys. Epic initiative, Weapon:6 strength & claws,
Great attacks, Superb defense. Do not try to take one
of these on alone. Do not try to take on a cavern full of
them without lots of explosives and a personal army.
TOTAL REFRESH COST: —12
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GODS

Description: Varies wildly.
First Appearance: None, at least not directly.

What We Know: There are a lot of old gods
hanging around the mortal realms: Greek,
Roman, Norse, Amerindian divinities, African
tribal beings, some Australian Aboriginal gods,
others in Polynesia and southeast Asia, and
about a zillion Hindu ones. Ninety-nine percent
of these have been dormant for centuries.

Or have changed in nature as they've been
incorporated into other belief systems.

It is said that most gods are the first genera-
tion scions of angels, demons, or powerful
beings of the Nevernever. Some of them are
derelict angels—not cast out of Heaven, but just
departed on their own.

Millennia ago, such beings gathered into
tribes (the Olympians, the Aesir and Vanir, the
Jotuns, and so on) and were eventually venerated
as gods by the local mortals. The strongest, most
capricious, most frightening, most helpful, or
most stylish are the ones that tend to be remem-
bered today.

The old gods drew most of their power from
the connection with faith (some say “the directed
will”) of their mortal followers. When monothe-
istic religions (Abrahamic and otherwise) and
non-deity-based philosophies began to take
hold across the world, the power of the old gods
dwindled. Only the ones who were the strongest
and most intelligent remained truly potent—
weak and foolish gods burned out or were killed.

These days, the remaining deities have gone in
for different lines of work. Some have parlayed
still-extant powers and loyal followers into
private corporations offering unusual services.
Others try to link themselves into things that
are connected with their old portfolio—such as
storms, volcanoes, or brewing—and draw power
from the natural associations of those concepts,
or from directed human interest in them.

Then theres the Almighty, the “capital G”
God, and Jesus Christ, who may b -

See also the Knights of the Cross (page 74).

Powers: All of these gods, when active, range in
power from not much stronger than the average
wizard up to the supernatural heavyweight
class. Their powers generally vary due to their

individual portfolios. e

Weaknesses: Varied, due to their individual
portfolios and divine enemies. Also, and this is
pure theory, lack of mortal worship and belief
in them may have made them go dormant, or it

HECAH¢AN HAGS

Description: Tall, withered, clawed “women”

with long greenish hair.
First Appearance:“Welcome to the Jungle.”

What We Know: Though Hecatean Hags look
human, they are emphatically not. Long ago,
they were the inner circle of Hecate worshippers
(some say Hecate herself began existence as a
Hag and later Ascended to godhood.) They are
anthrophages.

See also Maurice Sandbourne (page 223) and
Dana Watson (page 241).

Powers: They know magic (favoring lightning
and fire), have armored skin, poison claws, and
are awful strong.

These things are really bad news. Layering
spellcraft on top of a nasty beasty-killer type
is pricy yet versatile. It's the flexibility—and
highly-rated skill package—that makes just one
of these a gigantic problem. Pity they come in
threes. But it seems they’re more inclined to go
for physical assault than spellcraft when under
pressure—probably because it's more consis-
tently, quickly lethal to do so (thanks in part
to the poison). It's possible they warrant more
Refinement allocations, depending on their age
and experience.

Weaknesses: A Hag has bulletproof skin, but
once that skin is breached (torn off, burned off,
etc.), the Hag is vulnerable.
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HiGH CONCEPT: HECATEAN HAG
SKIILS

Alertness: Good (+3)

Conviction: Great (+4)

Deceit: Good (+3)

Discipline: Great (+4)

Fists: Good (+3)

Intimidation: Great (+4)

Lore: Great (+4)

Presence: Good (+3)

stealth: Good (+3)

Most other skills default to Fair.
POWERS

Evocation [-3]

Thaumaturgy [-3]

Refinement [-2]

Claws (Venomous) [-3]

Human Guise [-0]

Inhuman Strength [-2]

Supernatural Toughness [-4]

The Catch [+1] is that once they take phys-
ical consequences, the Toughness goes
away: they lose the extra stress boxes if

they have a Mild physical consequence,
and lose the benefits of the ability
entirely once they've taken something
moderate or worse.

.I. REFRESH COST: 16

" HECATEAN HAG

SPECIAIZAT IONS

i,

Evocation: Elements (Fire, Air, Spirit);
power (Air +1, Fire +1, Spirit +1).

Thaumaturgy: Complexity (Blood
Magic +1); Control (Blood Magic +1;
Summoning +1).

RO1€E SPELLS

Lightning Surge: Weapon:s single target
nastiness.

Fire Blast: Weapon:3 area affect (1 zone)
blast of flame.

STRESS

Mental 0000 social 0000
Physical 000(0000),Armor:2

NOTES

Makes a Good attack with Weapon:4
claws; can opt to make the attack with
venom, which places a POISONED aspect on
the target instead of stress, and the target
must roll Endurance vs. an automatic
Good attack every exchange until medical
attention removes the aspect or the
target is taken out. Good initiative, Good
defense, and hard to hurt, And that's just
as a physical combatant—the real problem
is their spellcasting ability, which favors
blazing flame and crackling lightning in its
evocations.
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MORTAL
PRACTITIONERS

Description: Varies by individual.
First Appearance: SToRM FRONT.

What We Know: Mortal practitioners have
something that permits them to access the
power of magic, to a greater or lesser degree.
(Note that even mortals with no talent for
slinging mojo can use ritual magic effectively; see
Sponsors, page 66.)

It’s important to keep in mind that only
mortals can summon demons or Qutsiders to
the mortal world.

Lastly, a practitioner of any degree who

has broken one of the White Council’s Laws
of Magic is called a warlock (see “The Laws of
Magic,” YS232).
Powers: Mortal practitioners can work magic.
Some, perhaps many, also have slight differences
in their biology from other mortals (see“Wizard
Biology,” YS222).

Check out the various player character
templates in “Types and Templates” (YS72) for
a variety of starting-points for mortal practi-
tioners, ranging anywhere from the Focused
Practitioner (YS76) to the full blown Wizard
(YS86). But at the end of the day, once you have
the core powers in place for these guys, the varia-
tions are really broad; it'’s not about the tools
they bring to the job, it's about the way they use
those tools. There's also a sidebar (YS77) with the
templates that gives you a recipe, if not a fully

baked result

Weaknesses: Mortal practitioners suffer from
the hexing of technology (see “Hexing,” YS228).

TH WHIH€ COUNCIL
Description: Varies by individual.

First Appearance: StorM FronT (via
Wardens), Summer KnigHT (proper).

What We Know: Only members of the White
Council are properly termed “wizards.” Being a
member is like having a black belt—a mark of
respect and status.

Powers: Power, skill, and knowledge regarding
magic. Access to other powerful, skilled, knowl-
edgeable wizards; mutual aid and protection.
Can notify the Wardens if something big is

going down.

Rather than provide stats here, let us point
our dear reader to the several examples we have
in Who's Who: Harry Dresden, Peabody, and
Carlos Ramirez, just to name three—but there
are plenty more.

Weaknesses: White Council wizards abide by
the rules of the Council and the decrees of the
Senior Council members. A wizard is obligated
to represent the White Council if it becomes
necessary when there is a clash of Unseelie
Accords signatories.

They have an unyielding policy of not dealing
with terrorists.

WARDENS

Description: Varies by individual, but look for
the grey cloak.

First Appearance: STorM FRONT.

What We Know: Wardens are the enforcers/
soldiers/police of the White Council; they wear
grey cloaks and carry special swords. They hunt
down necromancers, sorcerers, and warlocks to
behead them. They are dangerous in a face-to-
face confrontation.

Warden security is comprised of some of
the best magical countermeasures in the world;
they are trained in the use of wardhounds in
this work and also have access to voluminous (if
incomplete and sometimes outdated) dossiers
on various supernatural players.

Wardens get a monthly paycheck/stipend
from the White Council: while the amount of
money is not great, it is still nothing to sneer at.

Regional commanders are in charge of secu-
rity and operations for a large area (like, up to
half a continent—though this vast demesne
is certainly due to the current Vampire War;
before this, four regional commanders for North
America was the norm).

See Morgan (page 196), Luccio (page 176),
and Ramirez (page 215).
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What Goes Bump (M ortal Practitioners)

Powers: Wardens have combat training and
are usually extremely talented and/or powerful
evocators. They also usually have a decent basic
knowledge of investigation methods and can
run newfound practitioners through the White
Council’s standard tests to see if they're powerful
or skilled enough to be offered membership.

Back in the day, most Wardens rated as
hardcore evocators, like Morgan (page 196)—
but their numbers have been whittled down
by the Vampire War, so they're flush with new
recruits. This means they're lower in power, but
potentially more varied, as the Wardens can't
afford to be as choosy as they once were.

Additionally, some Wardens also have access
to special equipment:

¢ Grey Cloak: A Warden’s cloak is a
symbol of his or her role within the
Council. Conveniently, blood leaves no
stain upon it—it washes out as soon as
the cloak hits water.

¢ Warden’s Sword: Another symbol of
authority, a Warden’s Sword can cut
through magical spells and enchant-
ments, usually with a chiming surge
and an explosion of magical force as the
enchantment unravels. Even when used
as a basic sword, it seems that there’s
more than simple physics behind these
blades; they can slice through a sizable
live tree and cause it to char from the
heat of the blow. Swords are tailored
specifically to each Warden; interest-
ingly, Commander Luccio could use hers
even after being body-switched. At the
moment, no new Swords can be created.
See YS303 for system details.

¢ Wardhounds: See Constructs, page 34.

Again, looking at the specific Wardens in

Who's Who is better than providing some
generic write-up.
Weaknesses: Overwhelming duty and obliga-
tions to the Senior Council, the White Council,
wizardkind, and the mortal world (apparently in
that order).

I5 This 2 fair assessmend oF
The Warders, Harry?
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THE BIACK COUNCIL
Description: Varies by individual.

First Appearance: Possibly STorM FrONT, but
not identified as such until Proven GuiLTY.

What We Know: AKA the Circle, the Black
Hats.

Although their existence has not been offi-
cially confirmed, this rumored group is seem-
ingly behind a lot of the dark goings on over the
past several years.

It's suspected that they have an agent in the
White Council...possibly even on the Senior
Council itself. Known members and/or allies
include Cowl, Vitto Malvora, and Kumori.

It is known that Nicodemus Archleone (see
page 102) is not a member of the Black Council,
but there is a strong suggestion that Thorned
Namshiel (see page 233) is.

Powers: Many and varied—at least two mortal
wizards, a White Court vampire, and a Denarian
are connected to the Circle.

Weaknesses: Unknown at this time.

CULTISTS

Description: Varies by individual, but cult
members and leaders display great egotism in
their own importance and the importance and
power of their sponsors.

First Appearance: STORM FRONT.

What We Know: Some unscrupulous sorcerers
use drugs, sex, psychology, and blackmail to get
followers. They then lead these followers into
activities to raise energy—rites, ritual murders,
orgies, etc.—and channel this energy to do
magic.

Victor Sells, Leonid Kravos, and Gregor all
had cults (Gregor had a sponsor, too; see page 66).
Sells used his cult in the creation of the mystical
drug ThreeEye, Kravos used his to assemble
power to summon big and impressive demons,
and Gregor used his as food/tribute for his

sponsor to gain personal power.

Powers: Sponsored magic is a big deal with most
cultists, allowing them a conduit to easy power.
There are also various benefits conferred by
henchmen.(See“Using Help”in Spellcasting, YS272,
for an idea of how henchmen contribute to spell-
casting.) You can follow the other caster write-
ups for cult leader stats, applying the appro-
priate power level. Servitor cultists are normal
mortals, but some might have the Ritual ability.

Mavia seems
like she..it-.
has 1he bind
of power and
perspective
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William, a note
for your cultist
giery —

The “benefits”

you're referring to

occur more when

the sorcerer treats

his henchmen
like material
components of

a spell, the way
Victor Sells did
with the Beckitts.
And as with
them, it doesn’t
leave them in
very good shape

afterwards.

Regardless,
neither is an
intrinsic “power”
enjoyed by the

cultists.
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Technically, classic werewolves—like the
Alphas of Chicago—could be considered
hedge wizards, in that they know a s'mgle

spell extremely well.
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It's a gift.

“Laypeople” in the cult might not have any mojo
at all—just a variety of skills they're willing to
use to accomplish the cult’s aims.

Weaknesses: Many cultists have an obligation
to a sponsor. Additionally, any cult leader can
be manipulated through other cult members—
a leader has to hold power somehow, and the
more followers one has, the harder it is to main-
tain control. Servitor cultists are usually not that
magically gifted, and they are often not so far
gone that they can't be reached—-convinced to
leave the cult, contact the authorities, and so on.

HEDGE WIZARDS
Description: Varies by individual.
First Appearance: FooL Moon.

What We Know: Mortal practitioners who do
not have the skill, power, or knowledge required
to join the White Council by passing their
standard tests are usually called hedge wizards.
Some hedge wizards have very limited powers,
while others have more rounded abilities.

In Chicago, many of the local hedge wizards
hang out at McAnally’s, looking for fellowship,
training, or an edge.

Recently, a group calling itself the Ordo Lebes
(Order of the Cauldron) has begun organizing
as a mutual aid and information society amongst
these so-called “second class” practitioners.

See also Kim Delaney (page 132), Mortimer
Lindquist (page 174), and Abby (page 99).

Powers: There are numerous kinds of hedge
wizards in the world, often with interesting
specialties:

¢ Ectomancers: Very sensitive to spirits of
the dead and spirit energy.

¢ Kinetomancers: Basically, telekinetics—
they can move things around with their
minds.

¢ Kitchen Witches: Usually female prac-
titioners with a well-rounded mystical
portfolio, if not all that powerful. Many
are Wiccans as well.

¢ Prescients: People whose Sight is over-
clocked, allowing them to see anywhere
from a few seconds to a few minutes
into the future—along with all of the
branching possible timelines. (Prescients
who see further than a couple minutes
are usually completely insane.)
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¢ Sensitives: Extremely high empathy for
all other living beings or some subset
(people, animals, plants, dogs, one’s iden-
tical twin, etc.). This can extend even
to true mental communication, within
limits.
Weaknesses: Hexing, and often a lack of infra-
structure or support.

Prescients often have issues in social situa-
tions, and epilepsy is a common aliment many
prescients suffer. It's possible that other hedge
wizards suffer ailments related to their limited
abilities.

NECROMANCERS

Description: Varies by individual, but they tend
to be pale.

First Appearance: DEAD BEAT.

What We Know: Necromancers use the power
of death to muck about with all sorts of things.
They are almost always considered warlocks for
breaking that “Thou shalt not reach beyond the
borders of life” Law of Magic. They have deal-
ings with demons, vampires, and other nasties.

Ghosts fear them because necromancers can
enslave, control, or destroy them; ghosts can
sense a necromancer’s power in the vicinity, and
this drives them into a state of terror.

See also Ghosts and Zombies (pages 56
and 95, respectively), and the Disciples of
Kemmler immediately below.

Powers: Necromancers can do all sorts of creepy
things like animating and controlling corpses,
manipulating ghosts, accessing the knowl-
edge stored in dead brains, inhabiting corpses
with their consciousness or possessing other
mortals, bringing folks back from the dead, and
numerous freaky things involving the soul.

Plus, using the dead as henchmen.

They also tend to be powerful. While it
doesn't preclude the study of other types of
magic, a known practitioner of necromancy will
quickly find himself hunted by the Wardens,
and every right-thinking wizard is supposed
to be turned against them. (Unfortunately,
the White Council’s zero-tolerance policy for
necromancers has led to the Council not having
appropriate defensive training for its members.)

These guys are all over the map, and rough
work to stat. Naturally, they have a Lawbreaker
stunt, and all so far appear to have the full boat
of true magic powers, but with a focus on necro-
mancy and mind- and spirit- magic rather than
the usual classics. Build them like wizards; it'll
fit 90% of the cases.

Weaknesses: Powerful necromancy often
requires a bit of pre-work, apparently moreso
than average thaumaturgy. (If nothing else, they
have to get their hands on dead bodies or histor-
ical artifacts a lot of the time.)

Also, when the White Council isn't distracted
by wars with the Vampire Courts, necromancers

are hunted down with prejudice by the Wardens.
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NECROMANCERS:
DISCIPIES OF KEMMIER
Description: Varies by individual.

What We Know: Two—possibly three?—
former apprentices of the ridiculously
powerful necromancer Heinrich Kemmler
came to Chicago a couple years ago to create a
Darkhallow: using the power of death and fear
to become a god. This was stopped in the nick
of time by Harry Dresden and a number of
Wardens.

See Kemmler (page 161), Grevane (page 154),
Corpsetaker (page 129), Cowl (page 130), and
Kumori (page 164).

Powers: The Disciples of Kemmler are probably
the most knowledgeable and dangerous necro-
mancers left on the planet. (At least, so long as
Kemmler doesn't come back. Again.)

Weaknesses: Their greatest weaknesses are
incredible egotism and difficulties in working
with each other.

Also, they're seriously hunted by the White
Council. Taking them on is typically a job for the
Senior Council itself.

SORCERERS

Description: Varies by individual, but they
tend to favor reversed pentagrams, feathers, and
blood as accoutrements.

First Appearance: STORM FRONT.

What We Know: “Sorcerer” is a term the White
Council uses for practitioners who spend all
their energies in a destructive fashion. In many
cases, it's a fair assessment. Typically not as
strong as the average White Council wizard,
sorcerers may supplement their power through
the use of cults (see page 63) and sponsors (see
below), though those that do are typically going
off the deep end and into the black.

White Council members use the word
“sorcerer” as a mark of contempt, but they
also use it as recognition that the individual is
possibly dangerous.

It's a good bet that the average sorcerer is also
a watlock (i.e., a black magician).

Powers: Sorcerers have access to some of the
same magics as wizards, but rarely have the
training, experience, or maximum potential to
finesse their magic as finely or potently as a full

wizard of the White Council might.

Sorcerers dabbling or delving in black magic
may cut deals to get raw power boosts from a
sponsor or build cults to tap the energy of the
members. Other power boosts come from killing
things, most potently from human sacrifice. They
tend to do a lot of demon summoning—perhaps
having (seeming) control of a powerful mystical
entity makes them, in turn, feel powerful.

Kravos and Victor Sells are the big examples
of black magic sorcerers. But this write-up is
for a sorcerer who's not instant archvillain mate-
rial—simply a class of spellcaster somewhere
between Focused Practitioner (YS76) and full
Wizard (YS86)

Weaknesses: Remarkable egotism and trust in
the power they've stolen from their disciples or
been given by their sponsors. Sorcerers tend to
denigrate skill and knowledge in favor of raw
power. Also, hunted by the Wardens of the
White Council.

SPONSORS &
THE SPONSORED
Description: Varies by individual.

First Appearance: BLoop RiTEs.
What We Know: A good chunk of ritual magic

can be done by vanilla mortals if the ritual has
a sponsor. (This makes casting ritual spells
much like dropping a quarter into a jukebox:
the participants offer up some sort of sacrifice to
the sponsor, and the sponsor makes the magic
happen.) The biggest limitations here seem to
be finding the correct ritual formula and hoping
that not too many people are already using it,
since sponsors usually have a limited amount of
energy to send into the mortal world.

A few sorcerers seek out sponsors to grant
them power, knowledge, or skill; this can range
from a sort of apprenticeship to a simple inves-
titure of ability.

An example. of the first type is the ritual
entropy curses of the Evil Eye Franchise
(see page 228) empowered by He Who Walks
Behind; an example of the second type is Gregor,
who had the dragon Siriothrax as his sponsor—
see page 154.
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In this game, we decided to treat the first type
mostly as a “plot device.” Such “‘common rituals”
are few and far between, often unable to muster
any juice; when they can, they're not so much an
outgrowth of the caster’s capabilities (beyond a
few Lore rolls, perhaps) as an event the caster
happens to trigger.

For the second type, and for more on spon-
sored magic, see YS287 in Spellcasting.

Powers: (for the Sponsored) Possibly power,
skill, or knowledge boosts, but...

Weaknesses: (for the Sponsored) ...the need to

satisfy the sponsors’ wants.

MORTALS

Description: Varies by individual.

First Appearance: Not applicable—mortals are
everywhere!

What We Know: Mortals live in the mortal
world, natch. They're the people that you meet,
the people on the street, the people that you
greet each day.

Powers: Mortals can learn, grow, and change
over time—an advantage of free will that
many supernatural critters do not have. This
is the primary strength and power of mortals
in the Dresdenverse, and it should not be
treated lightly.

Mortals have a bunch of other things going
for them:

¢ There are a lot of them in the mortal
world, far outnumbering the supernatu-
rals running around.

¢ Mortals work together extremely well,
possibly moreso than any other intel-
ligent being.

¢ Mortals have developed technology that
can do wonderful things, paralleling and
often outpacing a substantial amount of
the nifty stuff that magic can do.

¢ Mortals have access to the power of faith,
in a way denied to most supernaturals.
Faith magic is apparently orthogonal to
typical magic, and less is known about it
overall.

Only mortals can summon demons and
Outsiders to the mortal world. All mortals have
access to the very basics of magical power—
things like setting up protective magical circles.

For a GM that's winging it, the easiest way
to build a mortal is to pick three skills that

wWhat Gees Bump (M ortals)

represent what the mortal does for a living or is
otherwise particularly good at, and rate them at
Good. A Good rating in a skill means they’ll be
a solid ally or enough of a threat to make them
“matter” to the PCs. Give them an aspect, maybe
a stunt or two, and you're pretty much ready
to go.

Mortals without a lot of stunts should show
up on the scene with at least 2 fate points, if
they're more than just “bit part” or “throwaway”
characters. This stands in contrast to most of the
monsters and other creatures in this chapter that
have sewn up most of their fate point potential
in their powers.

Weaknesses: Other than being slower and
weaker than most supernatural beings, humans
also have a nasty habit of ignoring the weird
stuff that doesn't fit their rational worldview—
or worse, confabulating bizarre justifications to
“explain” that the demon that ate seven people
downtown was really an escaped bear from a
traveling carnival. This willful ignorance allows
supernatural critters to move and act nearly
undetected in the mortal world.

THE AUTHORITIES

Description: The Authorities usually have at
least two of a badge, a gun, or a uniform.

First Appearance: STORM FRONT.

What We Know: Before the Vampire War,
calling the mortal authorities into a supernatural
fracas was like pulling out nuclear weapons—
mortal technology, numbers, and organiza-
tion can easily make short work of even really
dangerous critters, if only by blowing the aura
of secrecy needed for their machinations in the
mortal world. However, this may be changing,
as recent Red Court attacks in the Vampire War
have killed thousands of unsuspecting mortals

in the Third World.

Powers: Most authorities are well armed with
guns, discipline, training, and a dedication to the

public good.

Weaknesses: Many authorities are completely
unused to the very concept of supernatural
beings, and a lot of them tend to die before the
rest clue-in.

Bear in mind that a cop putting things such as
“werewolves” or “vampires” in his reports is going
to get psychiatric attention and early retirement
in short order.
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First Appearance: STORM FRONT.

What We Know: Most cities’ police depart-
ments have a unit or precinct where the weird
cases get sent. This can be unusual crimes, sewer
alligator sightings, grave robbing, or genuine
supernatural stuff.

In Chicago, that used to be Precinct 13, the
“black cat” investigations, but the department
finally formalized it into a unit called “Special
Investigations.” The Commissioner tends to
dump problem cases and inconvenient cops
into SI. Most SI officers landed there due to
some failing. While known as a cruddy assign-
ment, these outcasts develop a certain camara-
derie. They tend to work together, play together,
and fully understand that unnatural beings are
outside of the normal procedure.

Currently under the command of Lt.
Stallings, SI has tangled with and taken
down several half-assed spellslingers, six or so
vampires, seven or eight ravening trolls, and a
demon made out of compost-heated garbage in
Chinatown.

POLICE DETECTIVE
HIGH CONCEPT: POLICE DETECTIVE
SKIILS

Alertness: Fair (+2)
Athletics: Good (+3)
Contacts: Fair (+2)
Fists: Fair (+2)
Guns: Good (+3)
Intimidation: Fair (+2)
Investigation: Good (+3)
Most other skills default to Mediocre, with a
few at Average.
STUNTS
Police Ties (Contacts): +2 with Contacts
when dealing with other cops.
STRESS
Mental OO Physical 00O Social OO
NOH€ES
Carries around a sidearm (Weapon:1 or 2),
used with Good skill. Defense ranges from
Fair to Good, initiative on Fair. Effective
as a contact or adversary in noncombat
situations.

ToTAL REFRESH COST: +1 (Pure Mortal

Historically, they've retained the wizard
Harry Dresden to pitch in on the really weird
cases; when he’s involved, they have a 90% like-
lihood of resolution.

Powers: Decent number of guns, understanding
that they're “off the grid” for normal procedure,
and a ridiculous amount of loyalty and esprit de
corps. Unlike most mortals, they're trained to
deal with life-or-death issues under fire. Only
the military does it better.

Weaknesses: A general lack of knowledge of the
supernatural, as well as limited access to magical
responses.

EMTS

Description: Your typical ambulance drivers
and emergency medical technicians.

First Appearance: DEAD BEAT.
What We Know: EMTs see a bunch of weird

things on the ground. Possibly not as much as
the cops or the medical examiners, but definitely
more than most people.

Powers: Lifesaving techniques and technologies
often give insight into traumas and deaths asso-
ciated with supernatural events. Also, they're
trained to react in dangerous situations, which
is always a plus.

Weaknesses: General lack of knowledge of the
supernatural, as well as limited access to magical
responses.

FORENSICS

Description: Coroners, medical examiners,
maybe even morticians.

First Appearance: DEATH MAsKs.
What We Know: The people who deal with the

aftermath of a deadly supernatural event often
pick up clues on the unnatural nature of some of
their “clients.” Unfortunately, pointing the weird-
ness out to one’s supervisor is a quick trip to the

booby hatch.

Powers: Smart—most MEs or coroners are
essentially medical doctors and can distinguish
oddness in physiology. Morticians have vast
experience with corpses and can often tell if

something is “off” about a body they have on the
slab.

Weaknesses: General lack of knowledge of the
supernatural, as well as limited access to magical
responses.
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S. I. OFFICER
HIGH CONCEPT:

SPECIAL INVESTIGATIONS OFFICER
OTHER ASPECTS:
NoBODY ELSE FOR THE Jog BuTt Us
SKIILS
Alertness: Fair (+2)
Athletics: Good (+3)
Contacts: Fair (+2)
Fists: Fair (+2)
Guns: Good (+3) G e
Intimidation: Fair (+p) ~ MaNY oF THEM
Investigation: Good (+3) ~RF o e
Lore: Average (+1) e
Most other skills default to Mediocre, with a
few at Average.
STUNTS
Weird Informants (Contacts): +2 with
Contacts when looking into “weird
cases.”
STRESS
Mental OOO Physical OO0 Social 000
NoO*es
Carries around a sidearm (Weapon:1 or 2),
used with Good skill. Defense ranges from
Fair to Good, initiative on Fair Effective as
a contact or adversary in noncombat situa-
tions, with access to unusual facts (Average
Lore).

TOTAL REFRESH COST*: +1 (Pure Mortal)
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70 bnow at leas+ SOMETHING
about +he Supernatural.
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FORENSIC EXAMINER
HIGH CONCEPT: FORENSIC EXAMINER
SKIILS
Craftsmanship: Fair (+2)
Guns: Average (+1)
Scholarship: Good (+3)
Most other skills default to Mediocre, with a few
at Average.
STUNTS
Forensic Eye (Scholarship): May use Scholarship
instead of Investigation to examine evidence.
Forensic Training (Scholarship): +2 with
Scholarship when performing autopsies,
analyzing crime scene evidence, etc.
STRESS
Mental OO Physical OO Social OO
NO1*€S
Less helpful as a healer, but real good (Superb,
even) at turning corpses into clues.
JTAL REFRESH COST: +0 (Pure Mortal)

No disrespect to you, boss, but Waldo Butters is the
most interesting fleshy sort I've had a chance to talk to
in a long time. What a brain on that guy!

EMT FIRST RESPONDER
HIGH CONCEPT: EMT FIRST RESPONDER
SKIILS

Driving: Good (+3)

Empathy: Fair (+2)

Might: Fair (+2)

Rapport: Fair (+2)

Presence: Fair (+2)

Scholarship: Good (+3)

Most other skills default to Mediocre, with a

few at Average.

STUNTS
EMT Training (Scholarship): +2 when using
Scholarship to administer medical care,
STRESS

Mental OO Physical OO0 Social 000
NoO1€s

Not usually seen as a combat ally, but

damned useful after a fight. Can administer

medical care with Superb skill.
TAL REFRESH COST: +1 (Pure Mortal)
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TH. GOVERNMENT

Description: Much as for other authorities,
depending upon the particular area of interest
(i.e., the FBI is more like cops, while the CDC

would be more like medical examiners...)
First Appearance: FooL Moon.

What We Know: It is unknown how deeply
the US government is clued-in about the super-
natural nature of the world. As pure speculation,
one could consider the “black cat” policework
done by numerous cities as an example: short-
term units put together to study various weird-
nesses, which eventually fall prey to staffing
and or budget concerns. That is, there seems
to be little continuity or coordination between
government units dealing with the weird.

On the whole, it seems that the Government
suspects little, and knows less, about the super-
natural. What it does know is filed away as para-
noid delusions and cultist behaviors for profilers
to research, or as gang wars and serial killings.
The few supernatural beings or wizards who
have posts of authority in the government work
to make sure it stays that way.

See also FBI Hexenwolves, page 133.

Powers: A lot more resources and manpower
than typical cops, plus federal authority. For an
FBI agent, just use the Police Detective on page 68
as a starting point, then give him some extra
authority, maybe even a Resources skill.

Weaknesses: General lack of knowledge of the
supernatural, as well as limited access to magical
responses (but maybe not as limited as local
police units).

ACADEMICS

Description: While academics vary, “tweedy” is a
common adjective.

First Appearance: DEATH MAsKs.

What We Know: Some mortals specialize in the
history, folklore, and psychology of the super-
natural—Father Vincent of the Vatican being
a prime example (at least before his untimely
demise). Whether believers or skeptics, they
might hold important information—however
sketchy—on various paranormal effects or
beings.

Some supernaturals—Ilike Don Paolo Ortega
of the Red Court—use their positions as notable
skeptics and debunkers to help cloak the exis-
tence of the supernatural from the mortal world.

Powers: Academic sorts have substantial knowl-
edge of the occult, though their information is
often spotty and unreliable regarding the true
magical nature of the world. (Any knowledge of
the paranormal that has survived in the mortal
world is probably tainted by the mortal tenden-
cies of confabulation, willful ignorance, and
misinterpretation.)

Weaknesses: Often, lack of belief in their

subject of interest.

PROFESSOR

1IGH CONCEPT: PROFESSOR OF OcCCcuLT
STUDIES
OTEER ASPECTS: “IT’'s ENTERTAINING, BuT IT
CAN'T PossiBLY BE REAL”
SKIILS
Investigation: Fair (+2)
Lore: Good (+3)
Performance: Fair (+2)
Rapport: Fair (+2) (or instead give the NPC
Deceit half the time; depends on method)
Scholarship: Good (+3)
Most other skills default to Mediocre, with a
few at Average.

STUNTS .
Experienced Researcher (Scholarship):

Perform all academic research two time
increments faster.
STRESS
Mental OO Physical OO Social OO
NO1ES
An entertaining mix of knowledgeable and
skeptic—it’s only the exceptions that actually
think their field of study is on to something.
AL REFRESH COST: +1 (Pure Mortal)
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DREAMERS
Description: Everybody!
First Appearance: GRAVE PERIL.

What We Know: Nearly all mortals, if they
have a strong enough dream, have the chance of
creating a dreamscape within the Nevernever—a
tiny pocket domain of their very own.

Powers: Within your own dreamscape, you are
amazingly powerful—if you only realize it. A
skillful dreamer could glean many benefits from
having a tiny world where they are a demigod.

Weaknesses: Unfortunately, if a dreamer is
dreaming hard enough to form a dreams-
cape, their consciousness is reaching out from
the mortal world into the Nevernever...and
bypassing all defenses in the waking world
(like thresholds), making them vulnerable to
powerful spiritual entities.

MADE MEN

Description: Usually tall, broad bruisers in nice
suits. In a word: gangsters.

First Appearance: STorM FRONT.
What We Know: Most gangsters (like

Marcone’s men at the beginning of Harry’s
association with Gentleman Johnny) are simply
mortal criminals.

See also Tommy Tomm (page 236),
“Gimpy” Lawrence (page 169),“Spike” (page 229),
Hendricks (page 158), Franklin (page 147), and
“Bony Tony” Mendoza (page 193).

Powers: Made Men are generally criminals
with professional levels of skill in their special-
ties (smuggling, leg-breaking, assassination, etc.)
and given to violence—both with fists and with
guns.

Many Made Men also have an interesting
specialty of skill or knowledge—for example,
among Marcone’s Made Men, Tommy Tomm
was a trained bodyguard, Bony Tony was a
carnival-taught smuggler, and Hendricks is a
former college linebacker.

This is just a starting point for stats.
Intimidation might swap out with Deceit; one of
the three Good combat skills might drop down
a level, while a “specialty” lower skill steps up.
Might will show up for the bruiser-types. Even
when building just a mob of goons, consider
giving each of them a single change off of the
baseline to give them some personality—as well
as some cues for nicknames, such as“Gimpy.”’

What Goes Bump

Weaknesses: Most Made Men suffer from
having limited knowledge of and understanding
of the supernatural. Exceptions to this are rare;
even crime bosses who are versed in the super-
natural don’t often spread their information
around too much.

MERCENARIES

Description: Usually, athletic and disciplined
badasses—who wear black BDUs and come
loaded for bear when going into combat.

First Appearance: WHITE NIGHT for mortal
mercenaries; Kincaid, a slightly more mystical
sort, shows up during DEaTH MAsks.

What We Know: Soldiers-of-fortune, selling
their combat services to the highest bidder.
In the Dresdenverse, this group is best repre-
sented by the paramilitary mercenaries that
John Marcone hired for the assault on the Deeps
during the recent unpleasantness involving the

White Court.

Powers: As for Made Men (above), with maybe
upping their Alertness and additional military
training, discipline, connections, and gear...
plus some knowledge of very basic occult
countermeasures.

Weaknesses: As of yet, most mercenary compa-
nies don't seem to have any actual practitioners
on staff.

MADE MAN

HIGH CONCEPT: MADE MAN
SKIILS

Fists: Good (+3)

Guns: Good (+3)

Weapons: Good (+3)

Intimidation: Fair (+2)

Alertness: Fair (+2)

Most other skills default to Mediocre, with a few at

Average.
STUNTS

Connected (Contacts): +2 to Contacts when

networking within organized crime.

STRESS
Mental OO Physical OO0

Social OO0
NOIES

These guys have guns (Weapon:1 or 2, sometimes
something nastier), and they know how to use ‘'em,
along with their fists (Good attacks). Fair initiative,
Good defense, and plenty of dangerous friends.

AL REFRESH COST: +1 (Pure Mortal)

(Mor<als)
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REPORTER
HiGH CONCEPT:

REPORTER FOR THE MIDWESTERN ARCANE
SKIILS

b
Alertness: Fair (+2) No-rli e Wi
Deceit: Fair (+2) "',‘(v‘z]‘sp SIGHTING
Empathy: Good (+3) e ) A-ooisenN
Investigation: Good (+3) ZreeeT E-
Lore: Average (+1) SraTion:

Rapport: Fair (+2)
Most other skills default to Mediocre, with a
few at Average.

STUNTS

Ear to the Ground (Contacts): Difficulty of

any Getting the Tip-Off roll is reduc
ed
STRESS &
Mental OO0 Physical 00 Social 000
: Not€es

Excellent contact to have, and a

: good starting
point for a PC,.

n T

L REFRESH COST": +1 (Pure Mortal)
= OCCULT PROPRIETOR
E-'Z‘i" HIGH CONCEPT:

OCCULT BOOKSTORE PROPRIETOR

SKIILS
Alertness: Fair (+2)
Contacts: Fair (+2)
Lore: Good (+3)
Rapport: Fair (+2)
Resources: Fair (+2)
Scholarship: Good (+3)
Most other skills default to Mediocre, with a few at
Average.

STUNTS : :
All Kinds of Books (Resources): Bookstore is treated as

| an Arcane Library of quality equal to Resources skill
(instead of Resources — 2).

STRESS :
Mental OO Physical OO
Social OO0
NO*ES . :
Similar to a Professor of Occult Studies (page 70), bu

s their books are

more likely to buy into some of the idea .

pushing. If you don't have your own arcane library, lthese

stores can be invaluable for spell research—at a price.
‘AL REFRESH COSTI: +1 (Pure Mortal)

BiLLr) AN You PIcK UP AN EXTRA SOPTY
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OCCULT JOURNAISTS

Description: Varies by individual, but usually
pretty perceptive or nosy.

First Appearance: STorM FRONT.

What We Know: Occult Journalists generally
work for tabloid rags like the MIDWESTERN
ARcANE. Any actual supernatural info they can
transmit to the world via their columns is often
lost alongside celebrity dirt, Elvis sightings, and
UFO reincarnation diets.

See also Mort Lindquist (page 174),

Susan Rodriguez (page 219), and Lydia Stern
(page 233).
Powers: Occult Journalists are one step closer
to the magical world than typical mortals, but
one step away from individuals like Occult
Proprietors (see below).

Their investigative skills and wide knowledge
of local weird events can often come in handy
for the wizard who needs more info...but they
may only give up such details in exchange for an
interview.

Weaknesses: Occult Journalists are often disre-
spected or derided by their mainstream fellows
in the media.

Also, they tend to know just enough about
the supernatural to get into trouble and not
enough to protect themselves.

OCCULT PROPRIETORS
Description: Varies by individual.

First Appearance: STorRM FRONT.

What We Know: A few mortals operate busi-
nesses catering to the supernatural set. Good
examples of this include Mac (of McAnally’s
pub) and Artemis Bock (of Bock Ordered
Books).

Powers: While often not practitioners them-
selves, they generally have connections with a
substantial number of local hedge wizards (and
even a few actual wizards), serve as a great source
of information on the local occult underground,
and have very basic knowledge of magical theory.
In addition, their line of business usually func-
tions as an arcane library or workspace.

Also, they may take magical wards or charms
in trade for their goods or services instead of
money.

Weaknesses: Since they're often not real prac-
titioners, and many of their customers are only
hedge wizards, their information and mystical
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defenses—while impressive compared to vanilla
mortals—are limited in the face of real supernat-
ural threats. (For example, the magical defenses
of McAnally’s pub aren’t a bomb shelter—more
like a beach umbrella.)

VENATORI UMBRORUM

Description: Varies by individuals; they
undoubtedly have some sort of identifying
regalia, but they're probably not always wearing
it and, additionally, we've never heard what it is.

First Appearance: First mentioned in FooLr
Moon.

What We Know: The Venatori Umbrorum
(translated as “the Hunters of the Shadows”) is
often characterized as “the Masons with machine
guns” or “the Masons with flamethrowers.” They
are an ancient secret brotherhood of primarily
academic sorts (although some of them are
military) who specialize in human legal systems
and intelligence analysis. In normal times, they
often help provide information and analysis to
the White Council; under the auspices of the
Vampire War, their help has become even more
important—the Venatori Umbrorum are even
participating in field combat to help slow down
the vampires.

There are more members of the Venatori
Umbrorum than there are of the Fellowship
of St. Giles (see page 89). These two organiza-
tions may have had some interaction in the
past; currently, they are working in unison with
each other and the White Council due to the
Vampire War.

Powers: Mortals with skills and networks in
business, espionage, finance, military, history,
folklore, and analysis skills. Probably a decent
grasp of basic mystical countermeasures and
supernatural entity identification.

Weaknesses: The Venatori Umbrorum’s biggest
weakness is the lack of powerful practitioners in
their ranks.

Alternately, this can be translated as
“the Shadows of the Hunters”

T THESE &UYs)

| sHoULD PROBABLY MEE
IN MY

AT LEAST ANY LocAlL ONES)
capaclTY As RESIONAL C_OMMANDER.
or WARDENS FoR. THE MiDWEST-
A-Lso, I'Mm curioUs AS HELL.

PEOPIE OF FAITH

Description: Varies by individual and faith (as
well as if they're secular or are actual members

of the clergy).
First Appearance: GRAVE PERIL.

What We Know: Mortals have access to the
power of faith—miracle-working power, said to
be related to the Almighty, which is protective
and empowering. While the effects of potent
faith often resemble magic, they are somewhat
orthogonal to magical power...A source close to
Harry suggests that faith power is on a “different
frequency” than magic.

Powers: Protection and synchronicity seem to
be the most regular effects of the power of faith.
Faith can hold off or injure nasties that attempt
to harm the faithful. Lucky breaks often fall into
place for the faithful.

On rare occasions, a faithful individual who
calls for aid in a righteous cause may receive
some sort of empowering boon (for example,
Charity destroying the door of adamant ice in
Arctis Tor with a single blow).

True people of faith universally have a strong
rating in their Conviction skill, if not outright
dipping into some of the True Faith powers
on YS187. (This would make them powerful
spellcasters if they also had the gift for magic
along with it...but we haven't seen any highly
religious wizard types.)

Weaknesses: Faith has two big weaknesses: the
strength of belief vs. doubt in the faithful (if a
believer’s faith begins to waver, so do the bene-
fits). Furthermore, the fact that the plans of the
Almighty are unfathomable to the mere mortal
is cold comfort when the faithful are beaten
within an inch of their lives and left for dead.

This variability is disturbing to many people
in the modern rational world; thus, the faithful
are rarer than ever.
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THE EYE OF THOTH

Description: Catholic clergymen who all have
an Eye of Thoth tattoo on the inside of their
right arms.

First Appearance: DEATH MaAsks.

What We Know: This organization existed
between 20 and 30 years ago; today, only one
member—Father Anthony Forthill—survives.
When a vampire killed two people in their town,
a group of young men who were taking Holy
Orders together stopped it. After their victory,
they went out, got drunk, and got tattoos to
celebrate. They swore to be always watchful
against the forces of darkness and to help each
other out when needed.

(In your game, perhaps the Eye of Thoth still
exists, as the non-empowered adjunct to the
Knights of the Cross, or as a component of the
Venatori Umbrorum.)

See also Father Vincent (page 240) and Father
Anthony Forthill (page 147).

Powers: The power of faith, knowledge of
Catholic ritual, some occult knowledge.

Weaknesses: Members of the Eye of Thoth
need to keep their participation secret from the
more worldly members of the clergy; also, they
are often constrained by churchly duties, making
it difficult to go out monster-hunting.

THE KNIGHTS OF THE CROSS

Description: The big, thrumming Holy Sword
is generally a clue.

First Appearance: GRAVE PERIL.
What We Know: Properly, the Knights of the

Cross are three righteous mortals who hold
one of three Holy Swords (thus, also known as
Knights of the Sword). They also have some sort
of (possibly unofficial) support structure within
the Catholic Church, as represented by Father
Anthony Forthill, which provides a base of oper-
ations, advice, coordination, and storage of the
Knight's archives on various foes. (The Knights
may also be the ones behind the “Supernatural
Witness Protection Program” found within the
Catholic Church.)

The Knights were founded to counter the
Denarians; their purpose is to save the humans
who have picked up a denarius. They protect the
freedom of the mortal soul. To that end, they aid
any mortals under the oppression of dark forces,
trying to help that person to win free of them.

See also Michael Carpenter (page 125), Sanya
(page 223), and Shiro Yoshimo (page 242).

Powers: A Knight is naturally already a person
with extremely strong faith. When holding one of
the Swords, however, this faith power is magni-
fied a thousandfold. Thus, the typical benefits of
protection, synchronicity, and empowerment are
likewise enhanced. (See the True Faith powers on
YS187.)

Knights can also sense things related to
morality—that.is, good and evil—often as a
feeling, a smell, or some other sensory effect; this
ability can be used to track nasties.

They also get direct angelic aid—messen-
gers bearing prophecies and magic-like wards or
protections (like those on the Carpenters’ Panic
Room).

Lastly, a Knight can take the place of someone

inder the Barabbas Curse and die in their stead.
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What Goes Bump ( ol ones and outsiders)

There’s no easy way to present a ‘generic”
Knight of the Cross. They'll have strong
Weapons and Conviction skills, and a full
boat of True Faith powers, plus a Sword of
the Cross...but outside of that, each knight is

™ strongly individual. Hit the known Knights’

Whos Who entries to get a look at each of them.

Weaknesses: Many of the Knights' powers
are unreliably under their control; they have
limited access to them when not pursuing the
enemies or goals they “should.” (For example,
when Michael helps Harry on cases not directly
related to his work with the Knights, he is much
more often injured.)

They cannot harm the innocent. When a
Sword of the Cross is vulnerable, using it to
shed the blood of an innocent can unmake it.

HIMAIAYAN TEMPIE MONKS

Description: Generally, bald Asian men in
sunset-colored robes.

First Appearance: BLoop RITEs.

What We Know: Some mystical organizations
in the East are allied with the White Council in
the Vampire War.

It is unknown how much mojo they bring to
the table, but an entire area of the Himalayas
around Brother Wang's (see page 240) partic-
ular temple is warded, and they have access to
Temple Dogs (see page 79).

It's likely they deal with the mysterious Jade
Court of vampires (see page 87) more than the
wizards of the West do.

Powers: The extent of the magical abilities of
Temple Monks is unknown.

A good rule of thumb might be to assume
they're a combination of the abilities of hedge
wizards with either the Venatori Umbrorum or

the Eye of Thoth.

Weaknesses: Unknown, but probably obli-
gations similar to that of the Eye of Thoth
combined with that of the White Council.

INDIAN MONASHERIES
Description: Unknown, but probably similar to
the Himalayan Temple Monks.

First Appearance: WHITE NIGHT.

What We Know: Some mystical organizations

in the East are allied with the White Council in
the Vampire War.

It is unknown how much supernatural mojo
they bring to the table.

It is known that they fought a powerful Red
Court-allied rakasha and its forces in India.

Powers: The extent of the magical abilities of
Indian Monks is unknown.

A good rule of thumb might be to assume
they're a combination of the abilities of hedge
wizards with either the Venatori Umbrorum or

the Eye of Thoth.

Weaknesses: Unknown, but probably obli-
gations similar to that of the Eye of Thoth
combined with that of the White Council.

OLD ONES AND
OUTSIDERS

Description: It's unknown what Old Ones look
like, but they're probably in that “Cthulhuoid”
area. Outsiders might be mistaken for very
powerful demons.

First Appearance: DEAD BEAT.

What We Know: The Old Ones are an ancient
race of gods or demons that once ruled the
mortal world, but they have been cast down
and locked away from reality behind the Outer
Gates. The White Council has instituted an
“instantly punishable by death” Law of Magic
against contacting them.

Outsiders are the servants and foot soldiers
of the Old Ones. Only mortal magic can call
up Outsiders, but somehow the Red Court is
summoning a few (along with demons) in the
Vampire War. Indeed, Vitto Malvora—a White
Court vampire—was possessed by an Outsider;
that entity powered his mega-mental attack.

It is likely that Old Ones and Outsiders have

abilities involving entropy and destruction.
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What Goes Bump ( ol ones and outsders)

HE WHO WALKS BEHIND
111GH CONCEPT: OUTSIDER ASSASSIN
OTHER ASPECTS:;

HE WHO WALKs BEHIND; LoRD oF
SKIILS
Discipline: Great (+4)
Fists: Superb (+5)
Endurance: Great (+4)
Intimidation: Superb (+5)
Stealth: Great (+4)
Most other skills default to Good.
POWERS
Claws [-1] (Spines)
Domination (Possession) [-5]
Gaseous Form [-3]
Superna'tural Sense (Senses) [-2] May “impossibly”
track its prey, assuming it has access to 3 fresh ritual

component from its target—fresh blood or hair, its
True Name, etc... |

Supernatural Strength [-4]

Supernatural Toughness [—4]

Supernatural Recovery [-4]

The Catch [+2] is a weakness to hol
sions of genuine fajth,

Physical Immunity [-8] (speculativel)

The Catch (Stacked) [+0] is...honestly, | don’t know
Swords of the Cross and Harry Dresden have |

managed to get past it, but we have no idea what
else could,
Zone of Silence [-1] (see box)
STRESS

y items and expres-

Mental OOOO Socijal 0000
Physical OO0O(0000),Armor:2
No+€s
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THE SLOWEST TERROR

owers: Statting up an Outsider is hard: we just
don't know much about them. Even the weakest
Outsider (assuming it takes a physical form) has
a full or nearly-full selection of Inhuman powers,
not to mention any sort of weird Outsider
powers individuals probably have. Old Ones are
probably in the supernatural heavyweight class.

Weaknesses: Because of the restrictions on
seeking knowledge beyond the Outer Gates (or
even of the Outer Gates themselves), the weak-
nesses of Outsiders are unknown—though the
Knights of the Cross seem to be able to handle
them.

It is rumored that there are mortals born
under a particular complex confluence of
events, energies, and circumstances who have
the potential to wield power over Outsiders.
Unfortunately, we have little information on
what this means.

THE WALKERS
Description: Varies by individual.
First Appearance: DEAD BeaT.

What We Know: The Walkers are a class of
powerful “knights” among the Outsiders and are
among the ruling entities.

Powers: A Walker has Supernatural Strength,
Supernatural Toughness, and Inhuman Speed,
not to mention any sort of weird Outsider
powers individuals probably have.

They are also said to be unkillable (which

may indicate a Physical Immunity).

HE WHO WALKS BEHIND

Description: Whole appearance unknown,
though he is said to have an inhuman face...and
spines. }

What We Know: AKA The Hunter of the
Shadows, Lord of Slowest Terror.

Long considered by Harry Dresden just to
be a major-league hunter demon or spectral
hit man sent to kill him by Justin DuMorne, it
turns out that He Who Walks Behind is the
most powerful of all of the Walkers.

He Who Walks Behind has an “anti-sound”
scream—a noise that absorbs other noises.

He sponsored the Evil Eye Franchise's ritual
entropy curse targeting Arturo Genosa’s female
associates and can apparently possess mortal
corpses for at least a short time.
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What Goes Bump ( ol ones and outsiders)

Powers: As far as we can discern, He Who
Walks Behind has tons of supernatural strength
and toughness, can track nearly anything
anywhere, can possess people once summoned,
might be able to turn into a gaseous cloud, is
covered in spines, can emit an “anti-scream”
that eats sound, and can even be called upon
to empower rituals without fully entering into
our world. Except for evidence that he’s been
beaten before, this creature looks to be practi-
cally undefeatable.

Weaknesses: Since He Who Walks Behind is
the Lord of the Slowest Terror, it's possible that
his normal speed is slower than even a mortal’s
usual top speed—this would indeed make He
Who Walks Behind glacially slow compared to
most other supernatural entities, but still fast
enough to walk up to you and kill you proper.
Or it could be a reference to something else—
how he toys with his prey, making the agonies he
administers last a long time.

Harry Dresden somehow managed to kill his
temporary shell for a time. It apparently took
quite a few years for He Who Walks Behind
to regenerate a shell, or perhaps just to regain
access to the mortal world again.

Otherwise, as per other Outsiders.

ZONE OF SIIENCE (POWER)

He Who Walks Behind may emit an “anti-
scream,” placing a SILENCED aspect on a
zone that prevents any sound from being
heard within. EACH creature in the zone
may tag the aspect once per scene when
making a Stealth roll. The zone dissipates at
He Who's whim, or when He Who exits the

zone in question.

TENTACIED HORRORS
Description: Horrors with tentacles. Duh.
First Appearance: PRovEN GuiILTY.

What We Know: These seem to be the typical
(possibly weak) Outsiders that the Red Court
can summon into the Nevernever for use against
the White Council in the Vampire War. (None
have been seen recently in the mortal world,
however.)

Powers: A Tentacled Horror has Inhuman
Strength, frhuman Toughness, Inhuman Speed,

Inhuman Recovery, and Tentacles.

TENTACLED HORROR
HIGH CONCEPT:
TENTACLED HORROR FROM OUTSIDE
SKIILS
Fists: Great (+4)
Endurance: Great (+4)
Intimidation: Great (+4)
Might: Great (+4)
Most other physical skills default to Good,
the rest to Average.
STUNTS .
Made of Tentacles (Might): +2 when using
Might to grapple.
POWERS
Claws [-1] (Nasty Tentacles)
Inhuman Strength [-2]
Mythic Toughness [-6]
Inhuman Recovery [-2]
The Catch [+2] is a weakness to holy items
and expressions of genuine faith.
Spider Walk [-1]
Swift Transition (No Mortal Home) [-1]
STRESS
Mental OOO Social 00O
Physical 0000(000000), Armor:3
NOI€ES
swift Transition: Unlike the normal version
of this power, this represents the transition
back to the Outside from the Nevernever.
Tentacled horrors are too alien to be able to
cross into the mortal world.

Average initiative, Great attack & defense,
Weapon:4 crushing tentacles, and Fantastic

Might in a grapple.
AL REFRESH COST: —12
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Weaknesses: As per other Outsiders.
Massive trauma to their current spiritual
body is probably also a good bet for getting rid
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SCIONS
Description: Varies by type.

First Appearance: SUMMER KNIGHT.

What We Know: Scions are the product of a
union between a supernatural being and a mortal
one. They're more common in the Dresdenverse
than one would think.

Scions often are born with—or express
during puberty—traits of their partially super-
natural nature. Usually, continuing to utilize
those traits brings a scion closer and closer to a
supernatural state of being,

Changelings (the children of fae and
human)—see page 41—are definitely scions;
one could even consider “nascent” White Court
vampires as a sort of scion.

GRENDELKIN

HIGH CONCEPT: SCioN oF GRENDEL
SKIILS

Fists: Great (+4)

Endurance: Great (+4)

Intimidation: Great (+4)

Weapons: Great (+4)

Most other physical skills default to Fair, the

rest to Average.
POWERS

Cloak of Shadows [-1]

Glamours [-2]

Hulking Size [-2]

Inhuman Strength [-2]

Inhuman Speed [-2]

Supernatural Toughness [-4]

Inhuman Recovery [-2]

The Catch [+0] is a vulnerability to non-
mortal weaponry, be it a possibly
enchanted axe swung by a valkyrie, or
the claws of a mob of malks.

Physical Immunity [-8]

The Catch (Stacked) [+5] is that it’s only
immune to “standard” mortal magic (or
perhaps just fire). Less common magics
appear to slip right past this defense.

Mental OO0 Social 000
Physical DOO000(0000), Armor:2

Fantastic initiative, Great attack & defense,
powered with Weapon:2 strength, and hard

as hell to kill. Practically immune to conven-
tional magic.

FAL REFRESH COST: —18 ,

Powers: Varies depending upon heritage.

Weaknesses: Unknown, but it's probable that
magic and faith would affect them; they could
have all the weaknesses of their human and fae
parents at once.

There are mortals walking around that

are inextricably tied to the Nevernever.
Changelings are the best example here; note
that faeries aren’t the only ones who can
breed with humanity. The scions of such
unions often have a lot of power. These scions
are usually malformed, freakish, and insane.
But sometimes—sometimes—the child
looks human.

GRENDELKIN

Description: Grendelkin are shaggy (with
wuman hair, not fur), flabby, quarter tons of
muscle standing 8" or 9’ tall. They have fangs,
long and dangerous black claws, and bleed black

ichor.
First Appearance: “Heorot.”

What We Know: Scions of Grendel spawned
on the women taken from Heorot, grendelkin
are solitary and extremely rare creatures. This is
due to their difficulties in breeding—only mead
(and a lot of it!) makes them fertile; even then,
they need a human female virgin to successfully
procreate. The spawn then rip out of their moth-
er's womb. Cheery.

Given these difficulties, grendelkin usually
just abduct, rape, rip to shreds, and consume
their victims.

Grendelkin might have other supernatural
henchmen that they've overawed (at least one
has convinced, tricked, or bargained a pack of
malks to serve as the door-wardens to his lair).

Powers: Immune to fire (perhaps this could just
be countermagic). Supernatural Strength and
Toughness, some Immunities, Inhuman Speed.

Can bend minds: often used for Veiling,
but can sometimes fool technology as well.
Use Glamours to do the heavy lifting for this
ability—though that’s not an indication that
these things have any tie to faerie. (There’s a lot
of guesswork in this writeup.)

Very hostile, but not dumb—they may actu-
ally have better than human intellects.

Weaknesses: Unknown.
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HALF-DEMONS

Description: Half-demons appear essentially
human to mortal eyes—but to the Sight, all

kinds of bad.
First Appearance: DEATH MaAsks.

What We Know: A half-demon is the scion of
a demon and a human. By all accounts, they are
scary individuals (Vlad Drakul is one example
and it's extremely possible the mercenary called
Kincaid is another, a generation or two down
the line; see page 161). They may or may not share
their demonic parent’s lack of understanding of
human morality.

Powers: Stats-wise, we know almost nothing
about half-demons, so just some specula-
tive guidelines here. Functional immortality
(with the added knowledge and skills stem-
ming from a long life). Otherwise, they're apex
humans, potentially shading into the Inhuman
in a few categories, possibly with some degree of
Supernatural Senses.

Weaknesses: Unknown.
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JANN

Description: Appears human, but often the
P
jann's facial features are “off”

First Appearance: PRoven GuiLTY.

What We Know: The scion of a mating between
a djinn (some say the djinni are air spirits, the
Koran calls them “spirits of smoke-less fire” or
“subtle fire”) and a human.

Powers: They're smart and fast, with big pointy
teeth. Give ‘em Inhuman Speed, Claws (those
sharky teeth), and maybe a Supernatural Sense,
then call it a day.

Weaknesses: Unknown.
TJanNN AREN'T so FasT THE~ boN/T
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What éoes Bump (Scions)

TEMPIE DQ3S aka Doeasaurus Rex

Description: Temple Dogs are a large, flop-
eared breed, with a broad chest and powerful
muzzle. Their coats are almost solid grey,
marked with black on the tips of the ears, the
tail, and the lower legs.

They look something like the Caucasian
breed, raised in the Soviet Union to guard
secured military installations, only they’re much
less aggressive.

First Appearance: BLoop RrTEs.

What We Know: Temple Dogs are a scion
bloodline, springing from the union of Foo
Dog (page 82) and mortal canine stock. They are
used as guardian dogs for at least one monas-
tery in the Himalayas (see the Temple Monks
on page 75). They serve as sentinels versus dark
spirits and energies, guard people and places,
and alert others to the presence of danger.

Temple Dogs are smarter than a typical dog:
they are at least “Lassie” smart (“What's that,
boy? Little Timmy fell down the well?”), if not at
full human intellect. They're also extremely loyal
and good-natured, unless there’s supernatural
nastiness about.

It's said that Temple Dogs inspired Ancient
Mai to create the wardhound golems for the
Wardens (see page 34).

Powers: Nigh-human Intellect. Supernatural
Sense (possibly only supernatural creatures and
energies, see below). Fast healing.

The Bark—a loud, steady, painfully low,
metronomic WOOF WOOF WOOF—can
be heard 50-60 miles away, wake up an entire
temple (or apartment building) from a dead
sleep and leave them alert but not panicked.
The Bark carries into the Nevernever—it can be
heard clearly by non-corporeal entities (which
startles them and drives them away).

Temple Dogs seem capable of injuring
supernatural creatures in combat, and exhibit
enhanced strength and toughness in those situ-
ations. When a Temple Dog is actively using
its power, an effect similar to St. Elmo’s Fire
surrounds its jaws, forepaws, and (sometimes)

whole body.

Weaknesses: Unknown, but using their
overtly mystical abilities (the Bark and Sacred
Guardian) seems to take a lot out of them,
leaving them hungry, thirsty, and tuckered out.
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TEMPLE DOG
'‘GH CONCEPT: TEMPLE DOG
SKIILS
Alertness: Good (+3
Athletics: Good (+3)
Conviction: Fair (+2)
Fists: Good (+3)
Endurance: Good (+3)
Intimidation: Good (+3)
Most other physical skills default to Average, the rest
to Mediocre, with a few exceptions.
STUNTS
Unity of Senses (Alertness): Use Alertness instead of
Lore to pick up on the presence of the supernatural.

POWERS
Claws [-1]
Inhuman Recovery [-2]
Supernatural Sense (Senses) [-2] Temple dogs can
detect unnatural presences & supernatural influ-
ences, with enough detail to know whether it's time
to attack or just growl.
Sacred Guardian [-1] (see box)
The Bark [-2] (see box)
STRESS
Mental 00O Physical 0O0OO Social OO0
NO1ES
Good dog! By which we mean Good initiative, Good
attack, Good defense, Weapon:2 bite, boostable
attacks due to Sacred Guardian ability (see box)
1, REFRESH COST: -9

) BEsT STOWAWAY Eoar:

A

SACRED GUARDIAN (POWER)
A temple dog may gain a boost to its attack
or defense roll by inflicting a mental stress
hit upon itself, gaining a +1 for each point
of stress in the hit. The bonus cannot
be greater than the maximum length
of the temple dog’s mental stress track.
Alternatively, on a single attack the temple
dog may take a 2-stress hit to temporarily
satisfy the “Catch” on the toughness abilities
of a spiritual creature.

THE BARK (POWER)

The temple dog may bark clearly and audibly
in an area including its current zone and all
adjacent zones. The radius may be doubled
for each point of mental stress the dog takes
when barking. Those within the affected
area are protected from mind-clouding
supernatural effects by a block (see YS210)
based on an Intimidation roll made by the
dog. This same roll is used as a maneuver
against any non-corporeal entities to startle
them and drive them off.
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SPIRITS

Description: Varies; could include constructs,
homunculi, minor manifestations, or possession
of mortals.

First Appearance: STorM FRONT.

What We Know: Like demons, most spirits are
beings from the Nevernever; unlike demons,
many pay attention to mortals and the mortal
world.

While most spirits have no sense of right and
wrong, many seem to understand friendship,
love, and sacrifice—unlike demons.

Furthermore, it seems that, like fae
and ghosts, spirits can cross over from the
Nevernever without mortal help (again, unlike
demons).

See also “Entities of the Nevernever” on page 29.

Powers: Varies by the type of spirit, but there
seem to be several standard abilities, like:

¢ Dossession of mortals, animals, or mate-
rial objects.

¢ Sensing magic.

¢ Spell-like powers.

¢ Knowledge and experience from a
long life.

¢ Functional immortality.

¢ Feed on some sort of energy (for
example, spirits that feed on human fear
are called “phobophages”).

¢ Manifestation in the mortal world (affect
objects).

¢ See into/through material objects.

¢ Precognition.

Weaknesses: Sunlight can kill or destroy an
unprotected spirit. They are blocked by magic
circles, and are vulnerable to exorcism (magical
and faith-based).

Most spirits don't seem to be as straight-up
powerful as demons, and they rarely have the
juice to build anything other than a limited
construct,

Also, it seems that many must return to the
Nevernever regularly to rest, “eat,” and recu-
perate. They burn energy just to be able to stay
in the mortal world.

What Goes Bump ( Sp(}/('z‘S)

They are usually blocked by running water,
lines of salt, and thresholds. It’s probable that
being immersed in running water could destroy
an unprotected spirit. If spirits cross a threshold,
entering a home without an invitation, they must
spend most of their energy just to hold them-
selves together—that means no freaky magic,
just physical capabilities, which they might not
have. (However, spirits possessing a mortal host
may be able to work some weird mojo anyway,
since they don't constantly have to spend power
to maintain their integrity.)

They can be bound by agreements with
mortals and can in turn bind (within the limits
of their abilities).

BIACK DG5S

Description: A huge dog (often a mastiff),
matte black in color (natch!), with large, evil,
glowing (red, green, or yellow) eyes and sharp
fangs.

First Appearance: “Welcome to the Jungle.”
What We Know: A Black Dog is a Celtic

malevolent spectral being, usually encountered
at night—especially at crossroads, places of
execution, and ley lines—and during storms.
In the past, they were ancestral guardians, but
today they are essentially supernatural hitmen.
A Black Dog is often a portent of death, revenge,
or great strife—a general harbinger of doom.

The Hecatean Hag (see page 60) calling
herself Dana Watson (see page 241) summoned
one into the backseat of the Blue Beetle to
kill Harry Dresden (see page 134) during the
“Welcome to the Jungle” case. Also, prior to the
Smarr Favor case, someone was being stalked
by a Black Dog in Dallas and got word to Harry
via the Paranet (see page 183).

Powers: Strong, tough, and fast. They aren't
mortal; theyre beings of the spirit world.
Blasting one into thousands of pieces might not
stop it, if its body (manifestation, really) can be
rebuilt. (See Constructs on page 31.)

Give it Good Fists, a few boxes of stress,
plus some combination of Inhuman Strength,
Toughness, and Speed, some Claws. A lot like
a standard werewolf (page 92), really, save for the
bit where it dissolves into goo after you fry it.

Weaknesses: No special weaknesses.
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What éoes Bump (Thralls)

I'm somewhat
offended at the
comparison,
but | can see
why you mortal
types might
classify spirits
of Reason
alongside spirits
of Rage and
Hunger. We
might all look
the same to you
lot—but from
where | sit, it'’s

night and day.

Harry, you

haven't actually
encountered one
of these, right?

Nact-

There is just not
the vocabulary
to properly
explain the
difference to
you fleshysorts.
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CONCEPT SPIRITS

Description: Varies, but generally in the “nebu-
lous cloud of light” area.

What We Know: A number of spirits seem
to represent mental, emotional, or sensory
concepts, and this somehow composes their
entire being, Because they are so focused on
their particular nature, it’s nearly impossible for
them to think “outside the box” or consider other
points of view.

They may be related to the spirits of Rage
that empower hexenwolves and lycanthropes,
and the spirits of Hunger that empower White
Court vampires (this is one of those areas where
the distinction between “spirit” and “demon”
seems to be muddy).

Powers: Varies by spirit, but most have versions
of the standard spirit powers above, plus special
abilities that can be pegged at a slightly-more-
than-human power level. For example, a spirit of
Reason probably has a supernaturally enhanced
intellect, a spirit of Rage might have Inhuman
Recovery or Strength, a spirit of Hunger has
Inhuman Speed, etc.

Weaknesses: Varies by spirit type; often related
to their very nature. (For example, spirits of
Intellect, Reason, and Logic cannot grasp or
interact with issues, items, or situations of faith.)

F® DG5S

Description: Foo Dogs look like living versions
of those statues often found outside of Chinese
restaurants.

What We Know: Foo Dogs are divine spirit
animals: specifically, they are celestial guardian
spirits. Some crossbred with mortal dogs to
create the mystical bloodline of Temple Dogs.

Powers: Supernatural Sense, strength, resil-
ience, intellect, speed...you name it.

Weaknesses: Really incredibly rare.

LOAs

Description: Unknown, but probably varies by
“mount” (person they possess, or constructed
body they inhabit); many loa have traditional
personalities, likes, habits, and clothing choices
that express themselves through the mount.

What We Know: Bob claims the loa are
generally good guys, but they do have their

darker aspects.

Loa may have a moral sense, which is rare
among spiritual entities. While entirely specula-
tive on our part, voodoo folklore does say that the
Ghede loa are the spirits of the dead...perhaps
the loa are some sort of merging between a pure
spirit and a ghost?

Powers: Unknown, but various ghost or spirit
powers seem likely, plus skill in Possession of
(willing) mortals.

The loa probably work best as “non-statted”
personalities. A wizard might summon one to
have a conversation, learn some info, that sort of
thing, but it’s unlikely they’ll emerge as an actual
combatant. No need to go deep on system, in
that case.

Weaknesses: Unknown.

THRAILS

Description: Varies by individual.
First Appearance: BLoop RiTEs.

‘What We Know: Thralls are mortals who have
come under the influence of mind control magic,
typically that of either a fae, a vampire, or a
wizard.

With the proper skill, therapies, care, and
time, thralls can recover from their thralldom,
but this always carries a burden of mental issues
sparked by the violation of their minds (recut-
ring nightmares, numerous phobias, personality
changes, etc.).

See also Renfields (page 86).

Powers: No additional. (Want a writeup? Make
a normal human.)

Weaknesses: No additional (other than the
whole “being mind-controlled” thing).

ROUGH THRAILS

Description: To mortal eyes, rough thralls look
like people, though they are kind of docile, unre-
sponsive, and stare off aimlessly into space.

To the Sight, rough thralls look like blind-
folded sheep with their throats already slit.

What We Know: Rough thralls have been given
a quick and dirty treatment of mind control.
They stand around looking blank until given
orders. Some have called them “zombies that still
have to go to the bathroom.”

Basic Black Court mind control, quickie fae
enchantment, and elementary wizardry seem to
fall under the “rough thrall” category.
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Powers: None. Rough thralls, at best, retain one
or two of their skills at full value—usually the
ones used for killing. Precious few mind-mojo
malefactors find much use in a rough thrall’s
(former) skills as a schoolteacher.

Weaknesses: None, other than being a slave to
another’s will.

FINE THRAILS

Description: Fine thralls look just like normal
people. In the Sight, the effect of their enthrall-
ment is much more subtle—they might appear
with bonds or chains wrapped around them, a
collar of thorns, or something similar.

What We Know: Fine thralls are so controlled,
they might not even realize they're a thrall at all.

Creating a fine thrall requires a much more
subtle hand than a rough thrall.

The effects of the narcotic Red Court vampire
venom and the White Court vampire mental
“whammy” are much like limited, often tempo-
rary, versions of fine enthrallment. Advanced
wizardry or a bargain with a fae is needed for
the long-term versions, though prolonged expo-
sure to the vampiric versions may have long term
effects.

Powers: None.

Weaknesses: None, other than being a slave to
another’s will.

VALKYRIES

Description: Generally, a fairly young-looking
woman of Nordic type.

First Appearance: Technically DEaTH Masks,
though more information is available in
“Heorot.”

Harry, even though you've seen
Méss eard in action, there’s 4
lot left 2o be figured out Like
That rune magie stuts is i
magie she does herselt or is it
2 collection of experdable magic
dems harded down from o patron”
I gorna chew on 24is, but Zhink
! have a workable version for Miss
eard on page I48. Harry, check it
out and tell me what you Hink.
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What We Know: AKA “Chooser.” Valkyries
were Norse demigoddesses who brought the
souls of the brave to Valhalla for their lord Odin.

While rumored to have gone the way of the
dodo, it’s entirely possible that there are a couple
valkyries out there kicking around (according
to our sources). If so, it’s likely that they're
connected with the Monoc Corporation.

It’s also been hinted that “valkyrie” might be
a position (with certain benefits, much like a

Sidhe Knight) rather than a type of entity.

Powers: Some of the extrapolated abilities
of a valkyrie include: berserker strength and
resilience; the ability to cast magic (if known/
trained); sense fate/destiny, “Chooser of the
Slain” type stuff; access to some kind of rune
magic; an insanely long lifespan.

Weaknesses: Unknown.

A-PPARENTLY VALKYRIES DO
FREELANCE SECURITY WORK.
A-ND THE~Y MIGHT HAVE ~|HORNED
NamsHeL's NIckEL.
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VAMPIRES

Description: When not “vamping out,” vampires
tend to look like people, though there are some
variations by Court. For instance, Black Court
vampires tend to look like dead people.

First Appearance: STorM FRONT.

What We Know: There are four different
Courts of vampire-kind; while detailed sepa-
rately below, there are some commonalities
among them.

Vampires feed on humans, usually on blood
or life energy. They have a bunch of powers
which make this easier to do, as well as giving
them functional immortality. They get more
powerful as they get older. Increased physical
strength, speed, and toughness are part of the
package.

Vampires have incredible senses (especially
smell). They don't use magic the same way most
mortals do, but they can apparently tap into the
nauseating power of black magic.

If a vampire feeds on you, it can get into your

head in various ways; never look into a vampire's
eyes (see also Renfields, page 86, and Thralls,
page 82). They can tell when a victim is starting

to “go under” their spell. The Black Court seems
to be the best at it, and the White Court is the
sneakiest about it.

Vamps can enter and exit the Nevernever at
points that are close to their nature (graveyards
for Black Court, strip-clubs for White Court,
etc.). If a vampire does magic in the Nevernever,
it’s stronger than it would be in the mortal
world.

Powers: Vampires can feed on humans. Each
type of vampire is able to achieve some kind
of enthrallment to aid its feeding, whether it’s
with narcotic saliva, mind control, or emotional
manipulation. Like most supernatural creatures,
they can crossover to the Nevernever in loca-
tions that match their “affinity” (sex, death, etc.).
Long-lived, they're functionally immortal. Also
on the list: enhanced senses (via powers like
Cloak of Shadows and Echoes of the Beast). A

rare few have magical talent.

Weaknesses: True faith and holy objects can
burn vampires. Most vampires have a creepy
aura, especially when using their powers.
Sunlight is often a problem (but not always,
depending upon the Court and strength of the

vampire).

BIACK COURT VAMPIRES

Description: Black Court vampires look like
dead people. If newly dead, they can be kind
of juicy. If long dead, they're kind of dried up
and withered. They tend to have long black
fingernails, flaking skin, and no fangs, as well as
charnel house scent, rheumy eyes, brittle hair,
no heartbeat. They might be covered in moss,
worms, mold, etc.

First Appearance: GRAVE PERJIL.

What We Know: Since the dawn of human
memory, Black Court vampires have hunted
mortals. The collective noun for Black Court
vampires is ‘scourge” and powerful old ones are
called “Rukhs.”

They kill frequently and propagate the fastest
of all vampires. Any Black Court vamp can
reproduce, but the spawn created by the rank-
and-file tend to just be feral animals that usually
can't create spawn of their own.

Black Court vampires have acres of funky
vampire powers. Even “newborns” are very
powerful. They feel no pain from most physical
damage, and bits of them can keep going even
after being separated from their bodies.
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What éoes Bump (vVampires)

BLAcK C_oURT VAMPS MUST HAVE SoME

FORM OF HEALING) OTHERWISE THEY'D FALL

L’DLACK COURT VA.MPIRE APART FROM EXTREMELY RoU&H HANDLING-
HIGH CONCEPT: BLACK COURT VAMPIRE [T MUST TAKE SOME TIME, THOL’GM—'-ONG-E%
L‘ SKIILS THAN A COUPLE DAYS—BECAUSE ONE-EAR'S
/ EAR. DIDN/T cOME BACK BETWEEN THE Two

Alertness: Average (+1)

Athletics: Good (+3)

Discipline: Good (+3)

Fists: Good (+3)

Endurance: Fair (+2)

Intimidation: Fair (+2)

Stealth: Fair (+2)

All other skills vary depending on the abili-
ties and experience the vampire enjoyed in L

TimES | SAW HiM ON THE §ENoSA SASE:

My money’s on them working more Like mathines:
they get repaired rather Han “heal? Im Thinking
maybe they have some taxidermist thralls?

Euet. BiLLy) Do ME A FAVOR.
REAL QUICK: STOP THINKING.
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life.

POWERS

Claws [-1]

Echoes of the Beast [-1]

Living Dead [-1]

Supernatural Toughness [-4]

The Catch [+3] is Bram Stoker style
weaknesses.

Blood Drinker [-1]

Feeding Dependency [+1] affecting the
following powers:

Cloak of Shadows [-1]

Inhuman Strength [-2]

Inhuman Speed [-2]

Domination [-2]

Gaseous Form [-3]

STRESS

Mental OO Social OO Hunger OOOO
Physical 000O(O000), Armor:2

NO1€S

These things will mess you up. Given time
and opportunity, they can craw! inside
your head in a Discipline vs. Discipline
contest dealing mental stress and with
consequences that indicate some amount
of mental control. Most of the time they
opt instead to rip opponents apart—Great

initiative, Great defense, Good attacks with

Weapon:4 claws & strength. They don't
heal particularly well from major damage,

though.

TOTAL REFRESH COST: -14

.STER BLACK COURT VAMPIRL
HIGH CONCEPT: MASTER BLACK COURT VAMPIRE
SKIILS

Alertness: Fair (+2)

Athletics: Good (+3)

Discipline: Great (+4)

Fists: Great (+4)

Endurance: Good (+3)

Intimidation: Good (+3)

Stealth: Fair (+2)

All other skills vary depending on the abilities and experi-

ence the vampire enjoyed in life.
POWERS

Claws [-1]

Echoes of the Beast [-1]

Living Dead [-1]

Supernatural Toughness [-4]

The Catch [+3] is Bram Stoker style weaknesses.
Blood Drinker [-1]

Beast Change [-1]
Cloak of Shadows [-1]
Supernatural Strength [-4]
Inhuman Speed [-2]
Domination (Master Dominator) [-4]
Gaseous Form [-3]
STRESS
Mental OOO Physical 0OO0O(O0O00), Armor:2

Social OOO Hunger OO00
NO*€S

All of the warnings for the garden variety kind (above)
apply here. They can also turn into bats and wolves
and clouds of gas, their strength is greater providing
Weapon:6 attacks, and their attack and defense rolls are
made at Great.

L REFRESH COST: -19

—

Feeding Dependency [+1] affecting the following powers:




What coes Bump (Vampires)

Despite all this, they've fallen on hard times;

Bram Stoker’s Dracura is “The Big Book of

How to Kill Black Court Vampires”and it details
their powers and weaknesses extremely well.

As a consequence of this, the Black Court
vampires currently around are either old and

experienced, or comparatively young and weak.

Powers: Walking corpses with mind-control
mojo. They can get very strong, very fast, and

their dead bodies mean they can take punish-

ment that would stop a living creature cold

(often ignoring gunshots). Mist-form. Pieces
continue moving even when separated, though
that’s of limited use.

Extrapolated additional powers from
Dracura: Control nocturnal animals (wolves,
rats, bats). Weather control. Transform (bat,
wolf, dust, fog) in unholy places. Rejuvenation
by blood. Many of these may be more the prov-

ince of master Black Court types—see below.

Weaknesses: Standard vampire weaknesses,
plus:

Black Court vampires are affected—usually
burned—by garlic, tokens of faith, sunlight,
running water, and fire. Any of these things can
cause them pain (unlike most other damage).

Staking them causes spastic seizures.

Decapitation can kill them. Most of them are

helpless during daylight hours (unless very old
and strong).

They weigh as much as a corpse of their
appropriate age. This means that old vamps are

desiccated and light...and proper application of

force and leverage can take advantage of this.

Especially when theyre new and haven't
gotten the hang of their powers yet, Black Court
vampires may be “‘clumsy.” (In those cases, drop
their skill ratings down from Good to Fair or
lower. That effective —1 or —2 on their nastiest
of rolls should hit the mark.)

Extrapolated additional weaknesses from
Dracura: sacred or blessed bullets. Communion
wafers. No shadow or reflection. Must sleep in
native earth.

A-LTHouveh RENFIELDS ARENT "PEopLE"
BESAUSE oF THE MENTAL ASSAULT THE~'vE
sUFFERED, I'd REALLY REcoMMEND
ASAINST USING MAGIC To KILL THEM...A-
SREY AREA IN THE FirsT L.aw ofF
Maesic) SURE) BUT THEY STILL Look LIKE
PEOSPLE) AND THAT'S A SLIPPERNY SLopE.

MASHER BIACK
COURT VAMPIRES

Description: As for a typical Black Court vamp,
but probably better preserved.

What We Know: “Master” vampires can spawn
other thinking vampires, though it is unclear
whether or not this is a result of some trait or
quality of the person who has been turned into
a vampire, or some aspect of the vampire’s age
or bloodline or number of “siblings” (how many
vampires have already been made by the same
master) or whatever. Masters can apparently
communicate mentally with their spawn, though
this is fairly short-range.

Powers: Standard Black Court powers, plus:
Spawning. Mental communication with (and
control of?) spawn.

“Spawning” is really a power only from a
story perspective...there’s not much point in
creating an actual on-sheet power that covers it.
(It's a convenient excuse for the character to be
able to add some henchmen mid-game, though.)

For added “fun,” go the Mavra route and add
at least 6 to 8 points’ worth of spellcasting to
this spread.

Weaknesses: Actually, master vampires might
suffer slightly less from the standard Black

Court weaknesses.

DARKHOUNDS

Description: Naked bloody shells of dogs, filled
with horrible rage.

What We Know: Darkhounds are animals—
usually dogs—that have been infused with the
same dark power of Black Court vampires. They
are stronger, faster, crazier, and don't feel pain.

Powers: Fanatic strength, speed, and toughness.

Weaknesses: Standard Black Court weaknesses,
and they're still just animal-minded.
These are really just Renfields that aren’t humans.

RENFIELDS

Description: Their name is taken from the
pages of Bram Stoker’s Dracura. Renfields
look much like normal people, maybe a little
twitchy, until they “go off” and become foaming
wild crazy people.

To the Sight, Renfields have a twisted,
deformed face and hideous swollen muscles with
blackened veins and unnatural power. A band of
shimmering vile energy circles their throats like
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an animal collar. Their eyes appear to have been
clawed out by tiny scalpel-sharp talons. Simply:
there’s nothing there anymore.

What We Know: A Renfield is a victim of mind
control magic, specifically the sort practiced by
7 Black Court vampires. The victim is crushed
into total thralldom by brute psychic force; this
destroys the victim's mind, leaving him no good
for anything but gibbering violence. In many
ways, Renfields aren’t people anymore.

Unlike most thralls created via mind control
magic, being turned into a Renfield may be irre-
versible. (Even the original Metlin was unable to
undo the damage.) Renfields get more and more

v\ deranged and violent over the course of a year or

two, and eventually self-destruct.

Powers: Fanatic strength and pain ignorance.
These are normal folks, built along the lines
of rough thralls (see page 82). Add Inhuman
Strength and Inhuman Recovery, and you've got

the package.

Weaknesses: As noted, Renfields aren’t good for
anything but crazy violence. They're also notably
unobservant.

JADE COURT VAMPIRES
Description: Unknown.

First Appearance: Mentioned in DEATH
Masks, but have yet to appear.

What We Know: All we know is that former
Knight of the Cross Shiro Yoshimo has tangled
with them, they're vampires, and they're based in
southeast Asia.

Powers: Unknown.

Weaknesses: Unknown.

RED COURT VAMPIRES

Description: While wearing their “ecto-
plasmic skin” they look like people—usually
attractive people.

When they vamp-out, they look like black
flabby creatures, with horrible bat faces, fangs,
bellies tight with blood, and fingers and grasping
toes that end in black claws. Slimy wing-like
membranes stretch between their arms and
flanks, but they are not functional as wings.

First Appearance: STorRM FRONT.

What éoes Bump (vVampires)

What We Know: Red Court vampires generate
an “ectoplasmic skin” (like a construct) that
resembles an idealized version of their formerly
mortal body to disguise the bat-like creatures
they've been turned into.

Red Court vampire saliva is a narcotic
which affects victims instantaneously through
mucous membrane or blood contact, or within
1 to 3 seconds through unbroken skin. Vampire
venom is the best drug ever (even better than
morphine)—causing euphoria, arousal, relax-
ation. It also slows the victim’s heart rate
tremendously; it is suspected that this is to help
prolong feeding.

Luckily, exposed venom burns away in
sunlight, and direct sunlight can even help
victims shake off the effects. Several alchemical
formularies include a handy recipe for an anti-
venom potion that can help if taken right before
or right after exposure to the venom.

Powers: Flesh mask, narcotic venom. Plus a
full spread of nastiness: strong, tough, fast, and
quick to heal.

Weaknesses: Standard vampire weaknesses,
plus:

Sunlight doesn’t just burn them; it also
shreds their flesh-masks and strikes them like
a physical blow. Additionally, their bellies are a
vulnerable point; strike them correctly and hard
enough, and all the blood they've consumed
spills out, often leaving them too weak to fight.

RED COURT NOBIES
Description: As per Red Court vampires.
First Appearance: GRAVE PERIL.

What We Know: For Red Court vampires,
only certain bloodlines are capable of turning
people into new vampires. Furthermore, only
the nobility is actually allowed to do so.

Powers: Standard Red Court powers, plus
spawning. See Red Court “Infected,” below.

We don't really know what makes a noble all
that different from the, uh, freeman (?) variety
of Red Court vamp. At the least, bump one of
those Inhumans up to a Supernatural when
making the switch. (Also, Bianca was making
noise about learning some spellcraft right before

she died...but that could have just been her.)

Weaknesses: Standard Red Court weaknesses.

The Jade Court:
Even | know
nothing about
these.

<o LoN&
AS THEY
STAY ouUT
oF C-HlcA&o
AND oUT ofF
e War,
| AN LIVE
WITH THAT-

Bianca’s promotion
to the nobility was
both a legal one
and a metaphysical
one—that’s why
Duke Ortega was
there: to let her
taste of his blood,
giving her the
power and the
authority to make
new spawn.
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RED COURT VAMPIRE

HiGH CONCEPT: RED COURT VAMPIRE

RED COURT INFECTEE
HIGH CONCEPT: RED COURT INFECTEE
SKIILS ;

Discipline: Good (+3 >

Skills vary depending on the |nd|v1dua|: A |

strong Discipline is perhaps the only given;

those who are infected don’t tend to last

long before becoming full on vamps, unless

they have some solid self-control.
POWERS

Addictive Saliva [-1]

Blood Drinker [-1] |

Feeding Dependency [+1] affecting the

following powers:

Inhuman Strength [-2]

Inhuman Recovery [-2]

STRESS ;
Mental OO0 Physical OO0 Social OO
Hunger OO0OO
NO1*€ES

SKIILS
Alertness: Fair (+2)
Athletics: Fair (+2)
Deceit: Fair (+2)
Discipline: Fair (+2)
Fists: Good (+3)
Endurance: Fair (+2)
Intimidation: Fair (+2)
Stealth: Good (+3)
All other skills vary depending on the
abilities the vampire enjoyed in life,
POWERS
Addictive Saliva [-1]
Blood Drinker [-1]
Claws [-1]
Echoes of the Beast [-1]
Flesh Mask [-1]
Feeding Dependency [+1] affectin
Cloak of Shadows [-1]
Inhuman Strength [-2]
Inhuman Speed [-2]
Inhuman Recovery [-2]
Inhuman Toughness [-2]

g the following powers:
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The Catch [+2] to both is sunlight, hol

Yy stuff; no armor on belly.
STRESS

Addictive Saliva allows the use of Fists to

make a mental attack (by licking the hands)
at Weapon:o; physical attacks can be made
with Weapon:2 strength. e

TAL REFRESH COST: -5 f

Mental OO Social 0O Hunger OO0
Physical 0OO0O(00), Armor:

- Fantastic initiative, Good attacks, Good to Great defense. Can
do physical stress with Weapon:4 strength & claws, or set
aside the weapon bonus to make it a mental stress attack with
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their narcotic saliva.
‘AL REFRESH COST: -11
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What éoes Bump (vVampires)

RED COURTINFEC¥ED"
Description: Varies by individual.

What We Know: AKA “Half-vampires”

Half-vampires have been infected by a noble
of the Red Court (whether this is by a massive
overdose of narcotic venom, a different sort of
venom, or something else is unknown.) Until
these victims make their first kill by feeding on
another’s blood, they remain in a half-state—
not quite mortal and not quite vampire.

They have a weaker narcotic venom than full
Red Court vampires and can feel a victim going
under. They are stronger, faster, have sharper
senses...but using their powers strengthens
their bloodthirst,

Sunlight helps them resist their urge for
blood, but usually it's only a matter of time
before they make that first kill and become a
monster.

Powers: Standard Red Court powers, but use of
these powers increases their bloodthirst.

Weaknesses: Standard Red Court weaknesses,
but with milder effects—indeed, things like
sunlight, while painful, may help the Infected
resist their vampiric urges.

Bloodthirst, which eventually leads to the
half-vamp losing control and feeding on a victim,
killing them, and completing the change.

THE FEILOWSHIP
OF ST. GIIES

Description: Members of the Fellowship of
St. Giles look much like normal humans—
except when they've been using their vampire
powers, which causes their mystical tattoos to
become visible.

First Appearance: DEATH MAsKs.

What We Know: Saint Giles is the patron saint
of lepers and outcasts. The Fellowship named
after him tries to help people that the Red
Court has harmed—victims' families as well as
those who have been cursed into a half-vampire
existence. They work against the Red Court,
attempting to expose, hinder, and destroy them
whenever possible.

The Fellowship has developed a type of
binding tattoo that is etched into the flesh of
half-vampire members to help “hold the dark-
ness inside” and warn when the bloodthirst is
rising,

ThHE FELLOWSHP WANTS THE Varmeire War.

To CONTINUE—THEY HOPE THAT THE WhiTe
€. oUNZIL WILL DESTRoY THE RED CoURT-

Powers: Binding tattoos allow recovery and the
return of control, pulling half-vampires back
from their bloodthirst. To build a Fellowship
member, just add the Tattoos (YS190) to a Red
Court infectee. These tats permit some vamp
power usage, but...

Weaknesses: ...when the half-vampire has used
too much power too quickly, the bloodthirst
rises. A non-Fellowship half-vampire usually
loses control, feeds, and completes the change;
with a Fellowship member, the tattoos suddenly
appear, along with some additional pain, to help

the half-vampire pull back from the edge.

WHIH€ COURT VAMPIRES

Description: Normally, they look like pale,
extremely attractive humans. When using their
powers, White Court vampires are surrounded
by a cold wind, their features stretch, their
cheekbones grow starker, their eyes turn silver
and then pure white, their skin glows a luminous
pearl, and their voice becomes more feral and
vicious. Their blood is an unnatural pinkish hue.

First Appearance: GRAVE PERIL.
What We Know: White Court vampires

seduce, deceive, backstab; they are super-subtle.
While not as physically formidable or aggres-
sively organized as the Red Court and lacking
the raw, terrifying power of the Black Court,
White Court vampires also aren’t as completely
inhuman and therefore don't suffer from the
usual vampire weaknesses to as great an extent
as the other Courts. Within each of them
dwells a symbiotic spirit (also called a demon)
of Hunger that drives them to feed and grants
them supernatural powers.

Instead of blood, White Court vampires
consume psychic energies—the pure life
force—generated from strong emotions like
lust, fear, hatred, pain, and despair through
physical contact. They merge their own energy
with that of the prey, allowing their Hunger to
“dance” through the victim’s aura, thus trans-
forming their prey’s life energy into their own;
they then pull this away. So, victims have little
pieces of life nibbled away; the spiritual damage
caused by this makes them more vulnerable to
the vampire’s mental allure and control.

Continued feeding permits the drawing of
energy from a simple caress, builds a psychic
bond between predator and prey, and can burn
the victim out early—usually in the form of a
heart attack during an intense feed. Forcibly

Hev) By
— WITH THE
“No ARMOR.
oN THE BELLY"
THING, How
WwouLDb You
po A ‘caLLED
shoT" IN THIS
sysTEMS

'L probably
Ao it as an
assessment-
129 the aspect
Sor effect,
ard you get
the benefit on
our subsequent
attactks. eor
maybe I'L require
you to get "spin”
on _your attack
rolls 1o kit the
velly (see YSZI4)

TﬁoMA.s
<HARACTERIZES
THE Hunegr. as
His “DEMQN"-——A.
CROSS BETWEEN

AN EMPT~
PLACE INsIDE
HMSELE aAND
& SEPARATE
ENTITY wiTh

ITS oWN MIND.

A male White
Court vampire is
often called an
“incubus” and a
female is called
a “succubus”—
though these

are more general
terms for entities
that feed on
sexual energy.
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~#HITE COURT VAMPIRE
HIGH CONCEPT: WHITE CourT VAMPIRE
SKIILS
Alertness: Fair (+2)
Athletics: Good (+3)
Deceit: Good (+3)
Discipline: Good (+3)
Fists: Fair (+2)
Endurance: Good (+3)
Intimidation: Fair (+2)

MeTims orren FEEL
SEXVAL EUPHoR 1A
DURING THE FEEDING—
AT LEAST FoR,
H-cuse Rarri
sTYyLe W \ 4.

|

| WONDER. IF POSTENTIAL VAMPS
WERE &IVEN ALL of THE
INFORMATION ABOUT THEIR NATURE,

K

AND MAYBE A BIT oF THE SoRT oF
TRAINING THAT THE FELLowsHIP oF
ST. GILES GIVES HALF—VAMPIRES) IF
THEIR F‘-UNGER couLD BE RESTRAINED

FROM TAKING THEM oVER. AND
FORCING THEM To FEED_?

Presence: Good (+3)
Rapport: Good (+3)
Stealth: Fair (+2)
All other skills vary depending on the abilities
and experience of the vampire.
POWERS
Emotional Vampire [-1]
Human Guise [-0]
Incite Emotion (Lasting Emotion) [-2] Start
with one of: lust, fear, wrath, despair,

Feeding Dependency [+1] affecting the
following powers:

Inhuman Strength [-2]

Inhuman Speed [-2]

Inhuman Recovery [-2]

The Catch [+0] is True Emotion—basically,
the expression or influence of the purest
form of a positive, wholesome emotion,
in opposition to the “base” emotions that
can be incited with the Incite Emotion
power. So, True Love for lust, True Hope for
despair, etc. If the vampire can incite several
emotions, each of the corresponding True
Emotions can hurt him.

STRESS
Mental OO Physical 0000
Social OOOO Hunger 0000
No+1€s
Often upgrade their Incite Emotion with “At
Range” at least, or pick up a second emotion
if they've spent time with a house other than
their own. Weapon:2 strength, Fantastic
initiative, Great defense, and Fair attacksin a
fight—though their attack capability improves
significantly (perhaps rising to as much as

p—t”
pulling away from the victim after the “last
moment” is thought to be impossible.

While a White Court vampire can feed on
several types of emotions, the three main blood-
lines of the White Court tend to stick with a
single “flavor”: House Malvora feeds on fear,
House Raith feeds on lust, and House Skavis

feeds on pain and despair. To that end, the
White Court secretly has its fingers in many
industries catering to those emotions; an area
of special interest seems to be films, especially
horror and pornographic ones. As one source
commented, this is like “training the deer to
come to a place where they can be stalked and

killed.”

Powers: Standard vampire powers, plus a sensi-

tivity to emotional energies (and the ability to
give rise to them, feed off them). Strong, fast,
quick to heal; major sex appeal, at least among
the lust-feeders. It wouldn't be a surprise if
powerful, old White Court types also take their
Speed up to Supernatural.

Very old and powerful White Court vampires
get the Kiss of Death (which allows them to
rip the life out of someone with a mere touch):
probably a use of Incite Emotion with enough
upgrades to take it to a lethal extreme.

Weaknesses: White Court vampires suffer less
from the standard vampire weaknesses.
However, if their “reserve tank” starts to run
low from overuse of their powers, they start to
get hungry. In the short term, they grow moody,
angry, and paranoid; over the long-term, the
Hunger takes over and forces them to feed (or

Great) if they have any combat training. Many of
the White Court prefer to act through others,
however,

"AL REFRESH COST: -8 [

White Court “sensitivity” can equate to mild telepathy
or empathy with regard to the vampire’s mortal prey—

especially if the incubus has already fed from the mortal.

they go insane).

Additionally, White Court vampires suffer
injury from True expressions of pure, selfless
emotions considered the “opposite” of the one
they mostly feed on. This effect includes physical
objects related to that emotional energy (some
White Court vampires have suffered grave
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injury from handling a wedding ring or a rose
exchanged between lovers). A prospective victim
experiencing these emotions limits the effect of
a vampire’s enthrallment powers.

WHIT€ COURT VIRGINS

Description: Essentially human, with no
“vamping out” changes.

What We Know: White Court vampires start
out as normal humans, more or less; but in their
teenage years, the Hunger starts. If they feed,
their first feeding is lethal, and they become full
White Court vampires. (White Court victims
do not become vampires—they recover, become
thralls, or die.)

If the potential vampire has sex for the first
time with someone she loves (and who loves her
in return), this can kill the Hunger and leave her
fully mortal—at least for those of House Raith.
It can be speculated that feeling True Courage
or True Hope at some point before using Fear
or Despair to feed for the first time would work
similarly for Houses Malvora and Skavis. (Then
again, since it seems that a White Court vampire
can select the type of life energy they feed upon,
maybe it’s just sex with love across the board...
or it could be all of these at once, giving the
potential vampire three outs.)

Powers: It's hinted that potential vampires
have the merest hint of White Court presence
and a “come hither” vibe. Give them Emotional
Vampire and Incite Emotion. Otherwise, they
“stat up” just like any mortal.

Weaknesses: None, really, but the Hunger can
actually take them over and force them to feed
the first time. (House Raith encourages this by
not educating their Virgins on what they actu-
ally are, letting nature take its course.)

HOUSE MALVORA

Description: As per typical White Court
vampires.

What We Know: House Malvora vampires
primarily feed on fear.

Powers: Standard White Court powers.
Weaknesses: Standard White Court weak-

nesses, plus injury from the expression or trap-
P jury P p

pings of True Courage.

Mabri&Al RAITH HUNG AROUND WITH
H-ouse MaLvorA @UITE A LST AND
PICKED UP THEIR. TASTE FOR. FEAR.-

wWhat Geoes Bump (ﬂ/ﬂfpez{ Animals)

HOUSE RAITH
Description: As per typical White Court

vampires.

What We Know: House Raith vampires
primarily feed on lust.

Powers: Standard White Court powers.
Weaknesses: Standard White Court weak-

nesses, plus injury from the expression or trap-
p jury p

pings of True Love.

HOUSE SKAVIS
Description: As per typical White Court

vampires.

What We Know: House Skavis vampires
primarily feed on despair.

Powers: Standard White Court powers.

Weaknesses: Standard White Court weak-
nesses, plus injury from the expression or trap-

pings of True Hope.

WARPED ANIMALS

Description: Sort of like a normal animal, but
with many weird and disturbing features.

First Appearance: DEeatrH Masks
(Nicodemus' Guard Beasts). (Arguably, the hell-
hounds of GRavE PEerIL could be considered to
be Warped Animals—in this case, humans.)

What We Know: Magic can warp animals into
chimerical beasts with additional abilities, often
for less than savory purposes.

So far, we've only seen a few critters like this
(Nicodemus' guard beasts)—but the similarities
between darkhounds, transformed werewolves,
Leannansidhe’s hellhounds, and the Wild Hunt
should be obvious.

Powers: Usually, warping an animal means
adding on a few Inhuman abilities, or grafting
traits from several mundane animals onto one
creature.

Weaknesses: Still just an animal.

NICODEMUS' GUARD BEASTS

Description: These monsters are nightmarish
critters used by Nicodemus. They have four cat-
legs, wrinkly leathery mottled skin, heads that
look like a cross between a jaguar and a wild
boar (tusks and fangs), and nasty claws.

What We Know: They are probably some sort

of magic-warped mountain lions or cougars.

When
<CONSIDER.ING
L_eaNNANSIDHE s
HELLH-QUNDS’
'™ A LITTLE
UNNERVED THAT
“Humans" <oUNT
as “aNimaLs"
HERE. T He
L.AaAws of
Masic DR.AW
A DISTINCTION

BETWEEN
ANIMALS
A-ND H'UMA-NSI
AFTER. AlLL.

| soMETIMES
WONDER. WHY
NIcoDEMUs USES
THESE THINGs),
RATHER. THAN
OoNE oF His
FOLLOWERS
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NicxeLheADS,
A SUMMONED
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CULTISTS-
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What Eoes Bump (Werewolves)

WARPED BEAST

Hi1GH CONCEPT: WARPED BEAST
SKIILS

Alertness: Good (+3)

Athletics: Fair (+2)

Fists: Great (+4)

Might: Good (+3)

Stealth: Good (+3)

=) Most other skills default to Mediocre, if they

THoUuGH -.. :
WerEsurraLa exist at all.
POWERS
Werebuffalo! Claws [-1]
ki ¢ Inhuman Speed [-2]

Spe.a g 04 X Inhuman Strength [-2]

which... William, STRESS

b, should Mental OO Physical OOO Social OO

probably just NOIES

Enic initiative, Great attacks with Weap
ngth & claws, Good to Great defense.

OTAL REFRESH COST: -5

call this section
“Theriomorphs;”
there’s no need

to focus solely
on your lupine
brethren.

on the other

hand, when | St e g » - A
say “werewoltS !
e Ui WEREWOLF
advardage 5H CONCEPT: WEREWOLF
of people SKIILS
Lnowing what Alertness: Good (+3)
the frak /m Athletics: Good (+3)

Fists: Good (+3)
Stealth: Good (+3)
While in wolf-form (shown here), most phys-
ical skills fall into the Average or Fair range,
with other skills defaulting to Mediocre.
POWERS
Beast Change [-1]
Echoes of the Beast [-1]
Human Form [+1] affecting:
Claws [-1]
Inhuman Strength [-2]
Inhuman Speed [-2]
Pack Instincts [-1]
STRESS
Mental OO Physical 00O Social OO
NO*€S
Epic initiative, Great defense, Good attack
with Weapon:4 strength & claws. And they

travel in packs.
9 2 T I, REFRESH COST: —7

talking about:

M~ Fuzay
FRIEND HERE HaAsS
A PoINT, Bos.

Sigh. Mortals.

Luckily, they don't seem to be as tough as a
typical demon.

Powers: Inhuman Strength. Inhuman Speed.
Fangs. Claws. Controlled by Master/Maker.

Weaknesses: Still just an animal.

WEREWOLVES

Description: As a person, looks like a person.
As a wolf, looks like a wolf—often a big and
scary one. (Usually, there’s continuity between
human hair and eye color and wolf fur and eye
color.)

First Appearance: FooL Moon.

What We Know: Simply, mortals that can
change or have been changed into a wolf (except
lycanthropes, see below).
There are plenty of other types of therio-
iorphs (animal shapeshifters), including were-
bears, werebuffaloes, weretigers, and many more.
Despite what Hollywood movies tell us, the
majority of the forms of lycanthropy/therio-
morphism detailed herein are not caused by
infectious bites.

Powers: Varies by type.
Weaknesses: Varies by type.

CIASSIC WEREWOLVES
Description: As for werewolves.

What We Know: A classic werewolf is a person
who uses magic to transform himself into a
wolf; the magic reshapes the human body to a
lupine body.

Unfortunately, classic werewolves have to
learn how to do everything in wolf-form—
they're still a human mind in a wolf body and
lack lupine instincts and experience.

Powers: Transformation into wolf-form and
(potentially) all the abilities that come with
it. This generally takes anywhere from a few
seconds to a couple minutes.

Skills are reprioritized to reflect the different
abilities of the animal and human forms. The
write-up shown here is the wolf-skilled version;
for the human version, just rearrange the skills
to resemble the experience of the person in
question.

Weaknesses: Classic werewolves are just big
and tough wolves, with no extra defenses. Plus,
there’s also a long learning period where they
cannot take full advantage of their wolf-form.
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Clothes do not transform along with the
body, so, for the clothing budget, it's best to
start naked. And remember where you leave
your clothes for when you change back to
human-form.

THAT SOUNDS LIKE KNOWLEDG&GE HARD—
WON THR.oOUGH EXPERIENCE-

Let's just say | didn't plan Lo
nelule streaking on my Long
list of tollede experientes.

THE ALPHAS
Description: As for werewolves.

What We Know: The Alphas are a pack of
classic werewolves that patrol the campus and
surrounds of the University of Chicago. They
are fairly skilled and experienced werewolves
(individually and as a hunting pack) that have
fought everything from vampires to hexenwolves
to ghouls to fae to zombies.

The Alphas are also good at collecting occult
info and serve as an important part of Chicago's
supernatural grapevine.

Powers: As per classic werewolves, plus thanks
to their training under Tera West in how
to use their wolf bodies and several years of
dangerous patrolling, it's not unfair to give the
Alphas extremely quick Transformation, access
to Supernatural Sense (they learn to sniff out
monsters), and some skill bonuses in hunting,
tracking, and combat—an experienced Alpha
will probably bump a skill or two up into the
Great area.

Weaknesses: Still just wolves.

TRANSFORMED
WEREWOLVES
Description: As for werewolves.

What We Know: If someone else uses magic
to turn you into a wolf, you're a transformed
werewolf. However, this violates one of the Laws
of Magic, because it's mucking about with the
mind.

Furthermore, a forced transformation wears
away at the mind and personality. If the target
is strong-willed, it might survive in a damaged
form; if not, it can be wiped out entirely, leaving
just a wolf.

What Eoes Bump (Werewolves)

Powers: As per classic werewolves, except...

Weaknesses: ...the transformed person has
no control over their transformation. There's
also the potential for loss of human mind/
personality.

HEXENWOLF
Description: As for werewolves.

What We Know: A hexenwolf (or hexenwulf, in
the original German) effectively uses someone
else’s magic to transform to a wolf, with a
talisman (generally a belt) serving as an anchor
for a spirit of bestial Rage. The spirit insulates
the human’s mind and personality during the
transformation and runs the wolf-body, while
the human mind controls the spirit (in theory).

In practice, however, the human mind’s
unconscious desires come to the fore, with
all conscious inhibitions gone. This makes it
tough to control the talisman-spirit unless the
human is very strong-willed.

The crucial difference between a hexenwolf
and a classic werewolf is that the hexens are
getting their power from something external
instead of themselves...and those sorts of
bargains always come with a price tag.

Powers: Transform into a huge wolf with
human-level intelligence and animal-level
ferocity, with full access to all of the abilities of
the wolf-form without extensive training.

To build a Hexenwolf, take a werewolf,
add in Item of Power (YS167) and a Demonic
Co-Pilot (YS175), and maybe “cheat” a little and
raise the skill cap on any beastly skills to Superb
while in the transformed state: those skills are
coming more from the Rage spirit than the
transformed individual.

Weaknesses: A hexenwolf’s powers are linked
to the talismanic belt; remove the belt from the
wolf and it reverts to human.

Additionally, the talisman-spirit is difficult
to control (and is quite bloodthirsty), and the
release of inhibitions and violent expression of
unconscious desires can lead to the corruption
of the soul.

Sgeriousiey, KIDS, DoN'T PUT
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I hereby revoke your license to neologize.

The “werewolf
spell”is a

single complex
form of ritual
thaumaturgy
boiled down
and refined into
an evocation
requiring only
an effort of
will. Harry, you
realize that you
could learn to
do something
similar, only
easier and faster,
due to your
magical talent?
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What éoes Bump (Werewplves)

LOUP-GAROU
HIGH CONCEPT: ACCURSED LOUP-GAROU
SKIILS

Alertness: Great (+4)

Athletics: Superb (+5)

Fists: Superb (+5)

Endurance: Great (+4)

Intimidation: Great (+4)

POWERS

Beast Change [-1]

Echoes of the Beast [-1]

Human Form (Involuntary Change) [+2] affecting:

Claws [1]

Hulking Size [-2]

Supernatural Strength [-4]

Supernatural Speed [-4]

Supernatural Recovery [-4]

Physical Immunity [-8]

The Catch [+2] is inherited silver. Indirect magic (like some-
thing that confuses sight and wires its jaw shut) can affect
it, but direct assaults on its body or mind just seem to slide
right off; that said, special rituals might still be possible that
would pierce its immunity, but not its ability to heal.

STRESS
Mental OOOO Physical OOOOOO Social OO00O
NOH*€S

Freaking terrifying. No toughness here—just flat out immune

to harm unless it comes from a specialized source (inherited

silver). Weapon:6 strength & claws, and it always wins initia-
tive. Superb attacks, and defense rolls in a physical context
rarely matter.

AL REFRESH COST: —-21

et LYCANTHROPE
HIGH CONCEPT: BERSERKER LYCANTHROPE
SKIILS Many V‘Lking berserkers

Alertness: Good (+3) yyere actually lycanthropes.
Athletics: Fair (+2)

Fists: Good (+3)
Weapons: Good (+3)
Most other skills fall in the Average to Fair area.
POWERS
Echoes of the Beast [-1]
Pack Instincts [-1]
Human Form (Involuntary Change) [+2] changing
only during the time of the full moon, affecting:
Inhuman Strength [-2]
Inhuman Recovery [-2]
STRESS
Mental OOO Physical OO0 Social 000
NOH€S
2apon:2 strength near the full moon. Good
iLtack & defense, Good initiative.
TOTAL REFRESH COST: -4

I | NEVER. RUN INTo ANSTHER.
©ONE oF THESE, [--.wiLL s
EXTREMELY coNTENT.

LOUP-GAROU

Description: As for werewolves, only the wolf
form is gigantic and sometimes has glowing eyes.
Clearly unnatural.

What We Know: Loup-garoux are the rarest
of the werewolf types, and thank all the powers
that be for it. A loup-garou is a major monster
(possibly in the supernatural heavyweight class).

In short, a powerful someone has cursed a
human such that he is possessed by and trans-
forms into a wolf-like demon, usually at the full
moon. When the full moon comes, the loup-
garou goes on a killing spree, slaughtering every-
thing until sunrise or moonset.

Worst of all, the curse seems to be handed
down within families; the lucky ones have
figured out methods of trapping themselves or
minimizing the damage they cause while in their
transformed state.

The last two major loup-garou rampages
occurred in Gevaudan, France, in the Sixteenth
Century, where the “Beast of Gevaudan” killed
more than two hundred people in just over a
year; and in Chicago in the eatly years of the
Twenty-First Century, where the cursed Harley
MacFinn rampaged through a police station
(and was caught on film).

Powers: While in loup form, essentially unkill-
able—poisons, magic, gunfire, all slide right off
the thing. When it does get hurt, it heals fast.
Plus, it's ludicrously fast and strong.

Weaknesses: A loup-garou has zero control
over his actions when transformed; the demon
is fully in control.

Only silver weapons can hurt loup-garoux—
additionally, the silver used must be inherited
from a family member. :

Also, since loup-garoux are effectively a
combination of spiritual and mortal, normal
magical circles do not block them: only a special,
complex triple circle can do so.

LYCANTHROPE

Description: Normal human appearance.
While berserking, there is a wild light in the eyes
and often the lycanthrope foams at the mouth.
Lycanthropes have no wolf-form.

What We Know: A lycanthrope is a natural
channel for a spirit of Rage. They do not trans-
form physically into a beast; they instead trans-
form mentally. This makes the lycanthrope
more aggressive and fierce; faster, stronger; very
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WHERE THE HELL DID 1 ERA WEST LEARN HER

TRANSFORMATION speLLl From LISTENS To Winn< W /(ﬂ/% &@ s BMMP
resistant to pain, injury, and sickness; and speeds ZOMBIE |
their healing remarkably. HIGH CONCEPT: ZOMBIE i
Powers: Inhuman Strength. Inhuman Recovery. SKIILLS
Feels no pain. Athletics: Good (+3) Hev, Bog) bo zangiee
Weaknesses: Transformation and associated Fists: Good (+3) S:_:: D/ECOMPQS,NS. AFTER,
abilities are linked to the cycle of the moon and En(_iuranc.e: Fa”’.(+2) Y VE BEEN RAIsER O
only operate while the moon is in the sky. ntigidationsfair (+2) D ,
POWERS epends if they're long.tery
Living Dead [-1] short-term servitors, '

WOLFWERES

Description: A wolfwere is a wolf who uses
magic to transform himself into a human; the
magic reshapes the lupine body to a human
body. (It is theorized that there are at least a few
“whatever-weres” among the animal kingdom,
but the only one seen thus far in the casefiles

happens to be a wolf.)

What We Know: There’s at least one animal
that has learned how to transform into a human
(see Tera West, page 241).

Extrapolating from her example, a wolfwere
(some folks say “werehuman” though that's less
accurate) would be an animal mind in a human
body, suffering many of the same advantages
and drawbacks as classic werewolves do—only
in reverse. That is, they have to learn how to
do everything in human-form, since they lack
human instincts, socialization, and experiences.

Powers: Thumbs!

Statted exactly the same way as a classic were-
wolf...only with the logic running in reverse.

Actually, there are some hints that “were-
humans” would retain some of their animal
senses—or at least, have a better grasp on how
to use the human senses they end up with. Plus,
they're generally in pretty good shape for a
Twentieth Century human—extremely athletic
in comparison. Many wolfweres who can actu-
ally function in human society also probably
have a high Conviction to help them deal with
the mental pressures.

Weaknesses: Not good at interpreting human
social cues, technology, or cultural concerns,
difficulty in using human language, and possibly
an aspect like VERY DISTRACTIBLE.

ZOMBIES

Description: Zombies look like dead people
shambling around, except when they're running
like madmen after your car.

First Appearance: DEAD BEAT.

Inhuman Strength [-2]
Inhuman Speed [-2]
Inhuman Toughness [-2] (zero-value Catch)
STRESS
Mental OO Physical 0OO(00), Armor:1 Social OO
NO1FES
Weapon:2 strength, Great initiative, Good attack &
defense. These things are faster than you'd expec
‘AL REFRESH COST: —7

What We Know: When a necromancer infuses W A
energy into the corpse of a dead being, yougeta  zepo—vaLue
zombie. Since zombies were once human, they < aTen on THE
have a larger “metaphysical footprint” than, say, 2omeiesd
animals. This means that a necromancer can g/l / don't
pour more energy into them and get stronger 4,0, 4t
goons. Old:er corpses have a deeper footprint they have a
and are easier to control; they are also harder to
call up, stronger, and more difficult to damage. toughress-
Necromancers control zombies using a drum, applicable
creating a false heartbeat. The necromancer links weakress. But
to the beat, which links to the zombie, making they don't heal
the zombie think the beat is coming from inside ally and.
itself. In this way, via the linked drumbeat, the
necromancer’s intentions are communicated

o you get rid

to the zombie. The zombie thinks that these 2 the false
intentions are its own and follows them without heartheat,
question. they'lL just
Powers: Inhuman Strength. Inhuman Speed. keel over:
Inhuman Toughness. Feels no pain. Neither of

Note: this is for a relatively fresh zombie; whiek really

older ones (like at least a century per individual werds sl
upgrade) can have Supernatural—or even
. Toughness-
Mythic!—Ilevels of power. Lityin
WL
Weaknesses: Massive trauma can kill a zombie. il
effeet.

They can be rendered inert by cutting off the
flow of energy animating them via running
water, magic circle, ring of salt, etc.

If the drumbeat controlling a zombie is lost, PaLa wite
it will slip control and act unpredictably (could  never. nbiE!
just stand there, or could run amok).

Zombies aren't intelligent, but they can

follow orders; they're about as smart as an
average animal.

-
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What Eoes Bump

HIGH CONCEPT: ZomMBIE DINOSAUR
SKIILS

Athletics: Great (+4)

Fists: Superb (+5)

Endurance: Superb (+5)

Intimidation: Superb (+5)

STUNTS
Dino Charge (Athletics): +2 to Athletics when
sprinting in straight lines.

OWERS

Claws [-1]

Hulking Size [-2]

Living Dead [-1]

Mythic Strength [-6]

Mythic Toughness [-6]

STRESS
Mental OO Social 0O
Physical OOOO0O(0O00000), Armor:3
No*€s
Do not mess with Sue! Weapon:8 strength &
claws mean business, and she can take a truly
ludicrous amount of trauma before falling
apart. Great defense, Superb attack, Mediocre
initiative. She has a Catch; we're not sure what.
‘OTAL REFRESH COST: =17

96

SUE THE ZOMBIE DINOSAUR

Description: Normally, Sue’s just a skeleton.

Zombified, Sue was as long as a city bus and
had pebbled dark grey skin with ripple patterns
of black along her head, back, and flanks—much
like a jaguar.

What We Know: Located in the Field Museum
in Chicago is the largest and most complete
Tyrannosaurus Rex skeleton ever found: Sue.

During the Darkhallow a few years ago,
Harry Dresden animated Sue as a zombie,
clothing her bones with ectoplasmic flesh.

A 65 million year old zombie is extremely
powerful. Unless you're looking down the barrel
of an apocalypse, do not try this at home, kids.
(Also, it's a grey area under the Laws of Magic.)

Powers: Mythic Strength. Mythic Toughness.
Very fast foot speed (but doesn't corner well).
Big, big, big teeth. Massive size.

Weaknesses: Standard zombie weaknesses.

<
<) B~ 11 0y READING THE

RULES HERE
o RE corREcTLY, Suels
YTHIC " ToueHNEss" was ABLE
To HELp
. CA-ELII_'os SURVIVE THE
PLST DEVICE EXPLOSION of
THE DARKHALLoW SoLLAPSING,

ALBEIT wiTH MASSIvVE lN.TuglEs?

Sounds like an immovable object

meeting an irresistible force
situation.

By the way, boss: can you make another

dinosaur zombie? It was fun driving

that construct around!

No.
Buie=—
TJosT ne-
You could—

END OF DISc USSION, gog!
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Whe's Whe

THE FACES OF
THE CAS€ES

The casefiles of Harry Dresden are full of
rich and vibrant characters—some friends,
some allies, some clients, and many, many foes.
These individuals range from the mundane to
the monstrous, from the saintly to the satanic.
This chapter collects as much knowledge about
each of the people (or not-quite-people) that
have had an impact in Harry’s adventures and
attempts to give game stats to many of them.

(Note that, while an effort has been made to
stick to just the facts, a little speculation creeps
in occasionally.)

Boss—/ Ve gone Hrough the casefiles you
Jave me, starting with The one lﬂb{l@é
SsToRM FRONT, and extracted 1he info
on eath of The idividuals ivolved ( B/%

the way, your take on the evernds of w/go
you tall Fool MooN, where we me% ‘15'

interesting) | took out some of the M(.SSMﬂ
Log” and “lost welding ring” cﬂl./SZ'S (f ,
they Lidn't volve at least & 5rjngfzcm
paddie. Theres alse & “Mise” fdf Sor
shorter ases, like the Astor girl, “Weltome
+o the Jungle” ny welding, and sueh.

! dil npp,
] e Some
(; OME Ming, Ze—z‘:j pasiies ! Lidn't add interval tross-
S
€ promine 7 betueen references 1o endries (in This

thapter: They broke up the
realing—Flow 1oo much. &ener=

ally, if you named someore
N the casefiles, 1ve made people Lon't really
an entry (Uisted alphabeti-

eally by famiy rame).

A FEw WORDS ON PLOT
DEVICES AND EXTREMELY
POWERFUL CHARACHERS
Several of the individuals and entities listed
in this chapter are so powerful that their
key stats are just summarized rather than
written out in full. Where that occurs, the
stats given include general guidelines for
how to deal with challenges regarding that
character. For the most part, refresh costs
for these kinds of characters are probably
underestimated—all we really have to go
on is what we've seen them do, but many
of them are capable of much, much more.
GMs might have to adjust the refresh cost
and add additional powers or bonuses to
appropriately challenge a group, using the
scaling guidelines in Running the Game
(YS331).

There are other characters, such as
Senior White Council members, who
also might seem a bit anemic in terms of
powers. Again, this is largely because we're
not entirely sure of the extent of their capa-
bilities—these write-ups contain what is
generally known. The scaling guidelines
should help you add to the write-ups where
you need to in order to get the appropriate
mileage out of these characters or other
characters you model on them.

[ made lists of all the
Lnown members of the
Jroups 2wl organizations
werdioned in The taseriles.
Sometimes all we really

have (s & name, s0 these

warrant entries of their
own. In Those cases, | pm‘

(NE), meaning “No entry”

“E RN Lhe lookay,
but we ean easily dp

and replace” pn 4y & the names 7
Pretect 44 Mecensd when weyre y
.
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© 9o #p PUbLeatipn &F the game
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A-gB~Y IS AcTUALLY SHORTER. THAN

ABBY MurPH. C_AN ~YoOU BELIEVE T

Abby is a mid-40s, short, prettily plump woman
with blonde hair and rosy cheeks. She is usually
seen carrying—or walking—her Yorkshire
terrier, Toto. She is a regular patron of Bock
Ordered Books. Mouse guarded her and other
Ordo Lebes members during the Skavis “culling”
project. During the WHITE NIGHT case, she
was sheltered at a motel by Thomas Raith and
Elaine Mallory, and she witnessed the final battle
with “the Skavis.” Abby wears a medical bracelet
detailing her epilepsy; Toto may be trained to
warn her when a seizure is coming on.

ACE
(See “Ihe Changelings of Summer Knight” for

more details.)

Ace is a short, stocky fellow with dark, curly
hair and a goatee. His Winter Court parent—
both the name and subtype of fae—is unknown.

Upon the Summer Knight's death, Ace
sought protection from the Red Court. In return
for their protection, he was forced to hire the
Tigress to kill Harry Dresden. During a conflict
with Harry, the Alphas, and his fellow change-
lings, he accidentally shot his friend Meryl
and then ran off. His current whereabouts are
unknown.

TH CHANGEIINGS
OF SUMMER KNIGHT
In the SumMER KNIGHT casefile is a
picture of four young people—Ace, Fix,
Lily, and Meryl—standing with an older
man. The four youths are all changelings
of the Winter Court, and the older man is
Ronald Reuel, the Summer Knight at the
time. The changelings sought Summer’s
protection from the torture and abuse of
Maeve, the Winter Lady, and Lloyd Slate,
the Winter Knight. Unfortunately, due
to the machinations of the Summer Lady
Aurora, Reuel died, and the changelings
were left to fend for themselves. (For infor-
mation on changelings, see page 41.)

¢ Ace

¢ Fix

¢ Lily

¢ Meryl (deceased)

Whe's Whe (heo

ABBY
HIGH CONCEPT: PRESCIENT ORDO LEBES MEMBER
TROUBIE: EPILEPTIC
OTHER ASPECTS: TOTO SEES IT COMING
SKIILS
Alertness: Good (+3)
Conviction: Fair (+2)
Empathy: Good (+3)
Lore: Good (+3)
Rapport: Fair (+2)
Most other skills default to Mediocre.
STUNTS
Animal Affinity (Rapport): +2 to Rapport checks
made to interact with animals, and particularly
her dog Toto.
POWERS
A Few Seconds Ahead (Minor Ability) [-1]: Abby
can use her Lore skill to get a reasonably accu-
rate picture of events 1-2 seconds ahead of now
(limited to what she will personally experience
in those moments). She may roll her Lore skill
to defend against physical or social attacks or
maneuvers,
STRESS
Mental OOO Physical 0O Social 00O
NO1€S
Good initiative, Mediocre attacks, Good defense
against most attacks.
AL REFRESH COST: -2

Un i
known, Possnbly SOme Winter.

Nitiative & defense
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_— 4.




Who's Whe (hneient Mad

100

"
Look up "iINscrRUTABLE" IN THE DICTIONARY) AND THERE'S

ANCIENT MAI

HIGH CONCEPT:
SENIOR WHITE COUNCIL WIZARD

OTHER ASPECTS: WISDOM OF THE AGES: SPEAK
SOFTLY BUT CARRY A BIG STIck; My FACE TELLS
YOU NOTHING; POLITICAL SURVIVOR

SKIILS
Alertness: Good (+3)
Athletics: Fair (+2)
Conviction: Superb (+5)
Contacts: Good (+3)
Deceit: Great (+4) William —
Discipline: Fantastic (+6) Interesting that you went
Empathy: Good (+3) off the European game
Endurance: Fair (+2) plan with her Evocation
Intimidation: Good (+3)  elements here. That’s
Lore: Fantastic (+6) agood call, even if it
Presence: Great (+4) ends up having nothing
Resources: Good (+3) to do with how Mai

PO
WERS_ actually conceptualizes
Evocation [-3] e magic

Thaumaturgy [-3]

The Sight [-1]

Soulgaze [-0]

Wizard’s Constitution [-0]
Refinement [-11]

SPECIAUZATIONS

Evocation: Elements (Earth, Wood, Spirit, Water);
Control (Earth +3, Wood +2, Spirit +2, Water +1);
Power (Earth +3, Wood +1, Spirit +2, Water +1)

Thaumaturgy: Control (Veils +2, Wards +2,
Ectomancy +1), Complexity (Veils +1, Wards +1)

F@US TEMS

Wand (+2 Offensive Control for Earth) — This is
speculation...

STRESS

Mental OOOO, extra mild consequence
Physical OOO Social 0000

NO1Z€S

Ancient Mai has Discipline enough to casually
control 6 shifts of Evocation in something she
doesn’t specialize in; in Earth, her best element,
that jumps to 9. She likely has several items to aid
in her defense; despite all her power, she will most
likely deem it prudent to withdraw from a conflict if
the option is there.

TOTAL REFRESH COST: -18

There are arcane restrictions on the spoken
knowledge that the Archive acquires—too
abstruse to go into now. Suffice to say, she isn’t
eavesdropping on everyone, all the time.

A-NCIENT Mal. | MEAN, AT LEAST THE SATEREEPER. - T
SEEMS To HAVE A SENSE oF HUMOR, STRANGE AS IT Is.

ANCIENT MAI

Do not underestimate the tiny Oriental woman
with the porcelain skin and the braided granite-
colored hair held up with jade combs. Look into
her dark, rheumy eyes or hear her creaky but
firm voice, and you will sense the age and might
of one of the most powerful wizards on Earth.

A long-time Senior Council member of the
White Council, Ancient Mai is responsible for
the creation of the wardhounds (page 34) used
by the Wardens (page 62)—no small feat, that!
Like all Senior Council members, she is active
in the administration and execution of White
Council strategy in the Vampire War; specifi-
cally, she has been working in Indonesia and
other hotspots in southeast Asia.

Mai is powerful enough to be considered a
plot device for most games—it should be more
about beating a difficulty to get past her (or
more to the point, escaping her notice) than
about taking her head-on.

These stats are speculation at best. If
anything, we're underestimating her—maybe by
as much as 10 additional refresh or more. Unless
you go by titles like “Merlin” or “Gatekeeper”
or maybe “Blackstaff;’ I figure you don't have a
chance in hell if you cross spells with her.

THE ARCHIVE
VY

Picture a darling little gitl—seven years old,
when Harry Dresden first meets her—with
fine, blonde hair and a British accent. That's
how most people in the world see the Archive.
However, for those with mystical senses, the
little girl hums with strange force and power,
like yet unlike that of a wizard.

This is because she is the host for the living
memory of mankind, the sum of all human
knowledge: culture, science, philosophy, lore,
traditions—all that’s ever been spoken, printed,
or written down. (Electronic information doesn’t
count until it’s printed out.) Her purpose is to
procure and preserve that knowledge. And she
understands it all, every last bit of it.

Somebody, a long time ago, created the

\rchive: an intellectual construct, a spiritual
entity, composed of pure information (compa-
rable to an advanced database system), bound
to neutrality (though, interestingly, the host of
the Archive might not be bound to neutrality),
dedicated to the gathering and preservation of
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THE C_oUNCIL BELIEVES THAT THE A-rcHIVE HAS
Too MUcH POWER. AND Too LITTLE RESTRAINT-

knowledge in case of the collapse of civilization. 4

The Archive has a strong drive to protect itself
and avoids exposing its host to risk and danger.

In ancient Greece, the famed Delphic
Oracle—Pythia—was actually the Archive.

The Atrchive is passed from mother to
daughter; at the moment of the mother’s death,
it completely empties the mother’s mind—
pouring the Archive (and all its knowledge)
into her daughter’s mind. Usually, the Archive is
inherited by a woman in her early- to mid-30s.
The sudden influx of the weight of thousands
of successive lifetimes (plus the massive amount
of knowledge on nearly every topic of interest
to humanity) contained within the Archive can
drive the host insane. This is one of the reasons
the Archive tends to distance itself (and its
hosts) from humanity: it minimizes the added
weight of another lifetime of experiences. Of
course, this tends to make the Archive’s host
emotionally remote.

The Archive is Power, with a capital P. While
the White Council considers the Archive on
par with the Faerie Ladies, recent events have
led Harry Dresden to compare the Archive to
the power level of the Faerie Queens Mab and
Titania. The wealth of the Archive’s mystical
knowledge is such that its host can do things
that are nigh-impossible for a mortal wizard,
like perform two entirely different spells in
either hand at the same time, or hold off seven
Denarians—five of them powerful sorcerers!—
at once.

The Archive can be contained within a
greater circle—but it must be one using a heavy-
duty ritual, in a proper location, with flawless
construction.

The current host of the Archive is a twelve
year old girl. Harry Dresden calls her “Ivy.” (In
this text, “the Archive” refers to the informational
entity, while “Ivy” refers to the mortal host, with
the understanding that the nature of the Archive
will cause this distinction to blur.)

Ivy’s grandmother was killed in freak auto-
mobile crash. When she inherited the Archive,
Ivy’s mother was a seventeen year old girl who
was both in love and greatly pregnant. Rather
than bear the weight of her responsibility, she
committed suicide, passing the Archive directly
onto her unborn daughter.

Ivy knows all of this, from many angles—
including her mother’s perspective.
Mind-twisting! :

Kincaldp catls HER "THE MIDGET." | LIKE MY NAME FoR. HER. BETTER- (A-np | THINK SHE DoES, To

Though Ivy is physically a child (and often
requires an adult “bodyguard” to help handle
any relevant social and physical difficulties;
see Kincaid), it must be remembered that Ivy’s

mind contains five millennia of memories and
skills. Due to this vast knowledge and power
(in addition to wealth and experience), she is a
Freeholding Lord (page 22) under the Unseelie
Accords.

The Archive was appointed as Emissary in the
duel between Harry Dresden and Duke Paolo
Ortega of the Red Court of vampires during
the DEaTH Masks case. When the duel was
disrupted, she used her command of the weapon
of the duel—a chunk of mordite (page 15)—to
kill many Red Court vampires. It is unknown if
the Red Court holds this against her.

She next showed up in the casefiles during
the SmarL Favor case. Harry chose her as
Emissary to help mediate in the issue of the
Denarians’ snatching of John Marcone, since
they had a“working relationship.” Unfortunately,
the Archive—and Ivy—was Nicodemus’ target
all along; Marcone was simply a test and a target
of opportunity.

—
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Who's Whe (Nicodemus Arehleone)

THE ARCHIVE (“IVY")
FiGH CONCEPT: THE ARCHIVE
TROUBIE: I'M ONLY A KID
OTEER ASPECTS: KNOWLEDGE IS MY SHIELD; ON
THE SHOULDERS OF GIANTS; TORTURED BY THE
DENARIANS: LOOK, A KITTYL KINCAID'S CONTRACT
SKIILS AND POWERS
Anything remotely involving knowledge, don’t

bother rolling; she knows it.

Spellcraft, assume an Epic or better in any skill

relating to the paranormal—lvy is able to cast
and maintain several different spells simultane-
ously in magical combat.

STRESS

Mental 0000 (+2 mild consequences)
Physical OO Social OO0O

NO1€S

Politically, assume she presents a Great challenge,
unless she can’t force the other side to take her
seriously—she is just a young girl. Physically, way
to go, Rambo—you can take a kid. Aren’t you
proud? Paranormally, she’s off the charts—able
to match spells with multiple Denarians simul-
taneously, in fact. She can tire out, though, or

be tricked or convinced to accept defeat. Pin her
down and she’s helpless.

TOTAL REFRESH COST: Does it matter? She’s

"“EY WAIT —

sre powerful than most of us will ever be.

STAT-IESS IN
SEAFTFE CHICAGO?
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While many of the entries in this chapter
deal with average folks who don't really
need extensive “stats” (Faith Astor, Mike the
Mechanic, Clark Pell, etc.) some of them
deal with extremely powerful characters
(The Archive, Cowl, Ferrovax, etc.) who are
likewise lacking in stats. Despite the amount
of “screen-time” they receive, their specific
abilities are often not clearly defined. Still,
there is usually some information on the
nature of their personality, as well as indica-
tions of their general power level (often very
high!) and abilities.

For that reason, most of these potent
individuals are not given formal stats, but
only sketches and suggestions based on
what we've seen them do in the past. (See
also “Supernatural Heavyweights,” page 28.)

A-R.CHLEONE MEANS »
"
“CEEKING WHOM HE MAY DEVOUR..

Ivy was captured at Shedd Aquarium, taken
to an evil island in Lake Michigan, abused and
tortured by the Denarians—especially Rosanna
and Tessa, and then held captive in a greater
circle. They were preparing her to accept one of
their coins, but Harry Dresden and the Knights
of the Cross rescued her from that fate.

It is currently unknown what effect her
captivity and torture at the hands of the
Denarians will have on her future actions.

NICODEMUS

ARCHIEONE
Nicodemus is the leader of the Order of the

Blackened Denarius and is in full partnership
with his Fallen—Anduriel, one of Lucifer’s
Captains before the Fall. This makes him one
of the most dangerous and powerful beings in
the world. Nicodemus is dangerous because
he is Nicodemus, not because he’s the host of
Anduriel.

He typically appears to be a human man of
medium height and build, with short dark hair
bearing an off-center streak of silver. His eyes
are dark. He speaks with a British accent; his
voice is mellow and deep. He favors grey suits
and always seems to be wearing a slender grey
tie. (On closer inspection, this “tie” is actually
a hangman’s noose—the Barabbas Noose, a
powerful artifact that prevents the wearer from
dying and also allows him to mandate a death
that cannot be avoided.)

His shadow writhes and boils, like blobs of
tar. It can strike, grab, and hold things; its grip
is cold and sucks away magical power. It whis-
pers words in angelic (demonic?) language.
Nicodemus can use it like bat-wings to fly. (It is
unknown if this shadow is in place of, or in addi-
tion to, a demonic form like those possessed by
other Denarians.)

Nicodemus is the husband of Tessa (see
Polonius Lartessa). The pair rarely works
together: Nicodemus is focused on the long-
term (and enhancing the potential talent of his
recruits), while Tessa is focused on the short-
term (and encouraging the eagerness and raw
desire of her recruits).

He is also the father of Deirdre, and their rela-
tionship is...unconventional, to say the least. He
tends to keep his daughter, Saluriel (see Quintus
Cassius), Ursiel, and perhaps two or three other
Denarians near him at all times. However, the
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events of the DEATH MaAsks case removed
Ursiel and Saluriel from the playing field entirely;
the coin-bound Lasciel was also removed from
his immediate control. It is unknown if he has
replaced these Denarians in his entourage with
new ones. He has an apparently human grey-
haired valet named Porter and a number of
fanatical human minions (descended mother to
daughter, father to son) who tend to be of the
large, blocky, and tongue-less VarietY: ’

He may be over 2,000 years old (it's unknown
whether this is from being a Denarian, from the
powers of the Noose, or a combination of the
two), and of all of the foes Harry Dresden has
faced, he possibly has displayed the best under-
standing of the value of information. He makes
sure to destroy the archives of the Knights of the

+CODEMUS ARCHLEONE

HIGH CONCEPT:
FIRST AMONG THE DENARIANS
OTHER ASPECTS: ANDURIELS HosT;
BEEN AROUND FOR A LONG, LONG YEAR:
THAT SOUL WHICH HAS THE GREATEST
PUNISHMENT; PRIDE GOETH BEFORE
EVERYTHING; TRY NoT My PATIENCE; |
REJOICE OVER THE CORPSES OF KNIGHTS
SKIILS
Assume that any physical conflict is of at
least Superb difficulty (especially with Guns
or Weapons). Due to his physical immunity
to..well, everything, if you do manage to
win an exchange against him (as Michael
Carpenter did briefly) it won’t cause phys-
ical damage, but you might push him back
or gain some other temporary advantage
(treat attacks as maneuvers—see his Item of
Power, below).

In other conflict, he tends to start at
Great before considering his aspects. Use
his aspects—your players will appreciate the
Fate Points.

His Lore knowledge rivals the Archive,

both personally and sourced from Anduriel,
NoO+*€s

You lose.

Nicodemus is..well, he’s invincible. In
game terms, it makes little sense to stat
him out point-by-point—he’s a plot device.
Conflicts against him need to be more

oriented toward getting around him rather
than through him,

Whe's Whe (Nicodemus Arehileone)

Cross every century or so, to limit their knowl-
edge of his abilities. .

Despite that, it’s known that Nlco.clemus has
personally killed over a hundred Knights of the
Cross; over a thousand priests, nuns, and monks;
and over three thousand men, women, and chil-
dren. Only four Knights of the Cross hav? ever
faced him and survived: Shiro Yoshimo, Michael
Carpenter, Sanya, and an unknown K.night of
the past (possibly the mysterious Egyptian). '

Nicodemus has a vast knowledge of magic
and the power of faith. He duplicated the
enchantment for the “thorn manacles” created by
the fae to bind human wizards. He can identify
a person as a member of the Fellowship of St.
Giles (page 89) by recognizing the control tattoos
the organization uses.

POWERS
Assume at least Supernatural
Recovery [-4], if not Mythic.
Wings [-1]. The dude has freaking wings.
Made out of shadows.
Marked By Power [-1]. In case anyone
hadn’t noticed.
Possible Spellcasting, or something like
it; at the least he can exercise his will
in the form of living shadows, and he
appears to be adept at a variety of rituals
for creating items or twisting beasts,
Assume Great, possibly Superb difficulty
when facing these abilities, which mani-
fest with effects of living shadow.

Item of Power [+2]: The Barabbas Noose
covering the following powers:

Physical Immunity [-8]. He’s impervious to
everything up to and including a nuclear
strike. Except for..,

The Catch [+0] is the Barabbas Noose itself
can be used to harm its wearer.

Barabbas Curse [-87?]: The ability to make
someone’s death both inevitable and
more imminent. Does this function like
a wizard'’s death curse, minus the dying?
We don’t know. Cost in refresh is specu-
lative, and probably underestimated.

STRESS
Mental OO0OO Social 0000
Physical 0000 +2 mild consequences
TOTAL REFRESH COST: A whole damn lot,

SuRE, THE
Noose makes
THE WEARER,
INVULNER ABLE. ..
BUT NOT™ 1o
BEING, <HokEep

WITH 7.

at least —20, probably more.
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- Who's whe (Nieolemus Arenleone ®

Perhaps more immediately frightening, he
has a ton of information on Harry Dresden:
his history, his nature, his methods. Nicodemus
knew—and has fond memories of—Harry'’s
mother Maggie LeFay.

In the DEaTH MaAsks casefile, Nicodemus
claimed he was trying to keep Harry out of

H-e knows | A HER
~OUNGEST <HILD- | HUS)
HE KNows ofF AT LEAST

T HoMAS) AND L_oR.D
RAlITH. DID ©oR DOES
Nlaonsmus HAVE DEALINGS
wITH L-oRD IZA-l-mZ

the situation involving a magical plague curse
and the theft of the Shroud of Turin. However,
he needed someone of “a certain metaphysical
mass’ to be a sacrifice for power and Harry fit
the recipe. When he refused Nicodemus’ offer
of Lasciel’'s denarius and membership in the
Denarians, Harry got nominated as the sacri-
ficial meat. Nicodemus was about to kill him
when Shiro Yoshimo showed up and agreed to
take Harry's place as the Denarian’s prisoner.
Nicodemus readily agreed, since his ends were
even better served by the torture and blood of
Shiro instead of Harry (Shiro’s agony and death
would personally empower Nicodemus in addi-
tion to powering the Plague Curse).

Nevertheless, Nicodemus is apparently afraid
of Harry for some reason. He used the inherent
ability of his Noose to cast the Barabbas Curse
on Harry, mandating his death. However, Shiro
took Harry’s place in that as well—one of the
abilities of the Knights of the Cross, it seems.

A man of power with no tolerance for fools,
Nicodemus cast out Quintus Cassius when he

THE ORDER OF THE
BIACKENED DENARIUS
(See What Goes Bump, page 55.)
Listed by mortal host/Fallen.
¢ Nicodemus Archleone/Anduriel
¢ Polonius Lartessa (Tessa)/Imariel
¢ Deirdre/??? A
¢ Quintus Cassius (“Liver Spots”)/
Saluriel
Rassmussen/Ursiel
Rosanna/???
222/ Akariel (NE)
?2?/Lasciel
222/Magog
222/Ordiel (NE)
222/ Thorned Namshiel
222/ Urumviel (NE)
222/ Vartheial (NE)

® 6 6 6 O 4 6 6 O O o o
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surrendered Saluriel’s denarius to the Knights
of the Cross. Nicodemus is not an idiot, and
he plays hardball. He does not like being inter-
rupted. Quiet, still, dangerous, patient, vile, mali-
cious, Nicodemus is beyond all scope of mortal
understanding. He believes that treachery is a
more dangerous weapon than any magic—and
he’s had two thousand years to practice.

He will use a gun as readily as a knife. While
he may not up be on recent psychological tech-
niques, he can drive a chariot. Interestingly, while
Nicodemus can use a katana well enough to hold
off Michael and Sanya at the same time, he lost
ground rapidly against Michael when Michael
was using Amoracchius and Fidelacchius simul-
taneously during the DEaTH Masks case.

During the SmaLL FAvoRr case, a number of
things came to light:

¢ Nicodemus is not part of the Black
Council (page 63).

¢ Nicodemus is upset and disturbed
by Mouse.

¢ Nicodemus offered Harry a partner-
ship, including: support, wealth, and
companionship; the destruction of the
Red Court of vampires; and a promise
of assistance for Susan to find a cure for
her half-vampiric state. All Harry had to
do was agree to work with Nicodemus
in ways that would not go against his
(Harry’s) conscience. Nicodemus also
offered acceptance of a soulgaze as proof
of intentions.

¢ Nicodemus didn't realize that “Lash’s
shadow” had been burned out of
Harry’s brain.

In any case, Harry ended up using the
Barabbas Noose to try to choke Nicodemus to
death (again). He choked Nicodemus at least
30 seconds past unconsciousness (possibly up
to 90 seconds), then dumped Nicodemus into
the freezing waters of Lake Michigan. Though
Nicodemus was recovered by his daughter
Deirdre, it is unknown if he suffered any
ill-effects.

Whe's Whe (hnna Asi)

ANNA ASH

An attractive woman, Anna (pronounced
“Ah-nah”) Ash’s dark complexion and long,
straight salt-and-pepper hair (often worn in a
bun) displayed her Native American ancestry.
A hedge wizard, she was a frequent patron of
McAnally’s. While in her early 30s, she founded
the Ordo Lebes—the Order of the Cauldron—
as a place to find fellowship and support for
those women whose talents were not devel-
oped enough to join the White Council. During
the recent “culling” program of the Skavis
(detailed in the WHITE NI1GHT casefile), she
and the rest of Ordo Lebes—suspecting White
Council or Warden involvement in the disap-
pearances—hired Elaine Mallory for protec-
tion. Unfortunately, despite the protection of
Mallory, she came under the influence of the
Skavis and hung herself in Mallory’s room at the
Amber Inn.

ANNA ASH
H CONCEPT: ORDO LEBES FOUNDER
COTEER ASPECTS: NEVER TRUST A WARDEN
SKIILS
Alertness: Good (+3) A-NNa 1S aNoTHER
Conviction: Fair (+2) FERSeN I'vE raiep.
Lore: Fair (+2)
Presence: Fair (+2)
Resources: Fair (+2)
Most other skills default to Average or
Mediocre.
POWERS
Ritual [-2] (specialization unknown)
STRESS
Mental OOO Physical OO Social 00O
NO*ES
She’s alert enough to act quickly in a fight
(Good), but her magic is not suited for it;
Mediocre in most things that would matter.
DOTAL REFRESH COST: -2

HE DIDN'T pESERVE
WHAT THE Skavis
DID To HER..

ORID LEB€ES
¢ Abby
Anna Ash (deceased)
Helen Beckitt
Maria Caselli (NE) (deceased)
Janine (NE) (deceased)
Elaine Mallory
Pauline Moskowitz (NE) (deceased)
Olivia (NE)
Priscilla (the Skavis) (deceased)

® 6 6 6 6 0 o o
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Whe's Whe (Faih Asteor)

TosT The
STHER. pAYYy |
WAS THINKING
ABoUT FaiTh.
<HE's ecTTA

BE NEARL~Y

TWENT~

YEARS
oLDp Now. |
WONDER, DID
| havE AN~

PoOoSITIVE

IMPACST IN
HER LIFES

| MEAN, oTHER,
THAN SAVING
HER. FR.om
THE TRoLL.
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FAITH ASTOR
While working for Nick Christian on the

“Restoration of Faith” case, Harry tracked down
ten-year-old runaway Faith Astor in a dumpster
in downtown Chicago. She believed (possibly
rightly so) that her wealthy parents didn't care
for her except as a reflection of their own status
and interests; Faith believed that the only one
who ever cared for her was her “Gremma.” After
saving her from the bridge troll Gogoth and
showing her a bit of magic, Harry helped restore
a bit of her faith in the world.

FAITH ASTOR
IGH CONCEPT: GIRL OF RESTORED FAITH

I ROUBIE: PRIVILEGE MAKES ME CYNICAL
SKIILS

Alertness: Good (+3)

Athletics: Fair (+2)

Conviction: Average (+1)

Rapport: Fair (+2)

Most other skills default to Average.,
STRESS

Mental OO0 Physical 0O Social (0]0)

Noites

She’s a ten-year-old. Mediocre on attacks, but
hard to lay a hand on (Fair defense), and quick
on her feet (Good initiative).

'OTAL REFRESH COST: +2 (Pure Mortal)

AURORA
TIE SUMMER LADY

At first glance you'd have seen a short gitl, pale
and radiant, with long white hair. But as you got
closer, youd see the exotic beauty, the dimple,
the canted feline eyes of a violent green (almost
exactly the same features as her Winter Court
counterpart, Maeve). Standing only five feet tall
and weighing in at 100 pounds, Aurora’s phys-
ical size had absolutely zero to do with the sheer
power she possessed as the Summer Lady.

Said to be the daughter of Titania, her court
was composed of such luminaries as Lord
Talos, the centaur Korrick, and—of course—
the Summer Knight Ronald Reuel. Known
for artistic and healing pursuits, Aurora’s court
collected individuals seeking protection, like
the Winter Court changelings and the human
wizard Elaine Mallory.

Whether spurred by her inherent kindness or
by an outside and alien influence (love, Maeve
theorizes?), something caused her to conspire
with—and manipulate—the Winter Knight
Lloyd Slate against her own Knight, Reuel.
When Slate killed Reuel, Aurora redirected
Reuel’s mantle of power into the changeling Lily
and turned her into a marble statue. She hoped
to disenchant Lily at the turning of the seasons
and sacrifice her on the Stone Table. This
would break the eternal cycle of Summer and
Winter by adding the Summer Knight's power
to Winter, forever giving them the advantage.
Luckily, Aurora was stopped at the last moment
by Harry Dresden and killed by wyldfae who

ad chosen to follow him: Toot-toot and his
swarm of pixies.

Despite saving humankind, the cycle of
seasons, and the power of the Summer Court,
Harry Dresden is still responsible for the death
of Titania’s daughter. And the Summer Queen
has not forgotten.

BART

Bart is a typical specimen of Chicago muscle for
hire. He'’s in his late 30s, tall, athletic, and good-
looking. Unfortunately, his dark weasel eyes mar
the overall effect.

During the SmaLrL Favor case, Bart was
hired by Torelli as a driver. His job was to
run Harry Dresden off of the road and cover
Torelli’s shooter.

After being freaked out by Molly Veiling
herself and Murphy, and Harry threatening
to burn off Bart’s face with his “little ball of
sunshine,” Bart was accidentally shot by Torelli’s

l

goon. N THE Ass,

DOCTOR CHARIES
BARTIESBY

This portly old British man, with sideburns to
his jaw, was a leading historian specializing in
Cahokian artifacts. He was also, for an undeter-
mined time, inhabited by the possessing spirit of
the necromancer known as Corpsetaker. During
the Darkhallow in Chicago, Corpsetaker left his
body to enter that of his assistant, Alicia Nelson.
Corpsetaker left Nelson’s spirit in the Doctor’s
aged body, which was killed for anthropomantic
purposes (and to provide a snack for the other
assistant: the ghoul known as Li Xian).
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AURORA
j7 HIGH CONCEPT: THE SUMMER LADY
O0|> TROUBIE: UNSTABLE
OTHER ASPECTS: ARTIST'S HEART: SIDHE GRACE;
WHETHER YOU WANT IT OR NOT; CAUTION ABOVE

ALL; SCHEMES AND MACHINATIONS; REST AND
! 5 FORGET YOUR PAIN
SKIILS AND POWERS

She was one of the Ladies of the Faerie Courts;
she’s at least Superb at everything. Against any
direct assault, consider her opposition to be at
least Fantastic, before adding in her fae strengths
and weaknesses. For purposes of her Seelie magic,
assume her spellcasting is of Epic level or higher.
Against social or political assault, best of luck to
you. Try to outmaneuver her at your own risk, and
you'll face Legendary level difficulty in doing it.

Aurora was able to exercise vast, ineffable, and
far-reaching effects, most of which none of us here
have been witness to. Consider that her successor
casually granted Harry Dresden the ability to carry
a powerful mote of Summer flame into the heart of
Arctis Tor...

She has at least Greater Glamours and Seelie
Magic, with a lot of juice to back them both up, and
has at least Supernatural Toughness and Recovery
against all but the usual Catches (cold iron and
such).

STRESS
Mental OOQO, extra mild consequence
Physical OOOO(0000)
Armor:2 vs. physical, extra mild consequence
‘ Social 0000, extra mild consequence
- TOTAL REFRESH COST: At least —16, but that's just
‘ what we can explicitly guess at based on Harry’s
( observations in the Summer Knight case; she was
probably far more powerful.
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You have no idea. Her implicit powers probably

ubled this.

A-UR.ORA HAD NO SOMPUNETION
ABOUT HARMING OR SREATLY
ENDANGER.ING MORTALKIND™—
WE'RE TALKING MASSIVE
EATASTROPHES HERE—IN OR.DER.
To sAvE THEM. IN MY BooK,
THAT'S PRETTY <RAZY-

whe's whe (Poctor Charles Bartleshy)

CHARLES BARTLESBY
1IGH CONCEPT: DOOMED HISTORIAN
SKIILS
Alertness: Fair (+2)
Contacts: Good (+3)
Lore: Average (+1)
Presence: Good (+3)
Resources: Fair (+2)
Scholarship: Great (+4)
Most other skills default to Mediocre.
STUNTS
High Quality Workspace: The quality of Bartlesby’s
workspace (the Field Museum) is determined by
his Resources skill, rather than Resources 2.
Capable Researcher: Any scholarly research
Bartlesby does is completed two time increments
faster than usual—due in large part to the fact
that he’s probably read something about it before.

STRESS .
Mental OO Physical OO Social OOOO

NOZES .
He’s pretty much crap in anything but an academic
debate or politicking in museum society.

TAL REFRESH COST: +0 (Pure Mortal)

BART
HiGH CONCEPT: WHEELMAN
TROUBIE: | GET PAID To Do CRAZY STUFF
SKIILS
Alertness: Fair (+2)
Driving: Good (+3)
Fists: Good (+3)
Intimidation: Fair (+2)
Guns: Good (+3)
Most other skills default to Mediocre.
STUNTS
Connected (Contacts): +2 to Contacts when
networking within organized crime.
Eat Chrome! (Driving): +1 to Driving when
using the skill to attack or block.
STRESS
Mental OO Physical OOO Social OO
NO*ES
Fair on initiative, Good with his attack skills.
Likely to carry a pistol (Weapon:2), or just try
running someone over with a car.
OTAL REFRESH COST: +0 (Pure Mortal)
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Whe's Whe (hmanda Becki)

<OMETIMES
| wonper. IF |
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HeLen aBouT
A-raNDA-
RuT THEN |
REMEMBER. THAT
DEMETER. IS
BUGFUCK. <RAZBY -
BiLL~Yy) THE
rmorE | THINK
ABoUT IT, THE
mMorE | THINK
WE MAY HAVE
To DELETE
THE A-mAaNDA
ENTRY)
BEcAUSE | HAVE
ABSOLUTELY
NO ipEA WHAT
DEMETER
wouLDb bo IF
SHE READ THIS
BooK AND SAW
THAT INFO-
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AMANDA BECKITF

In a top notch long-term therapeutic facility in
Wisconsin lays a comatose girl. Known to the
facility’s staff only as Jane Doe, she has a secret
benefactor—a very wealthy one, who spares no
expense in seeking her comfort and recovery.

Jane Doe is actually Amanda Beckitt, the
daughter of Greg and Helen Beckitt. Years ago, a
power struggle within the Vargassi crime family
erupted in gunfire near where the Beckitt family
was picnicking. Little Amanda was hit by a
bullet meant for John Marcone. Believed to be
mortally wounded, Amanda spent three weeks
in intensive care, and then “died.” In reality, she
was hidden away by the Don, “just in case” it
came to light that his son was the shooter. When
Marcone took over the Vargassi operation, he
discovered she still lived. The little girl who had
taken a bullet intended for him had never, ever
left his mind.

While her mother has no idea that she’s alive,
Marcone has gone to great lengths to protect
and try to heal Amanda...even so far as to
have the Shroud of Turin stolen to wrap her in,
hoping for a miracle. It is unknown if the three
days she spent with the Shroud had any effect

on her condition.

GREG BECKITF
Husband to Helen and father to Amanda, Greg

Beckitt was an up-and-coming young profes-
sional when his life was torn apart: his daughter
was killed in a shoot-out between the Vargassi
Mafiosi and some “Jamaican gangbangers.”
He and his wife were devastated. When they
learned that John Marcone had been involved in
the gunplay, they tried to sue him for wrongful

death. Though they lost that case, Marcone
offered them reparations, which they refused.

Greg and Helen apparently descended
into a soulless, Yuppified existence—but their
desire for revenge drove them down darker and
darker paths: some sexual, some violent, and
some occult. In an attempt to “get” Marcone,
they joined Victor Sells’ ThreeEye Cult,
offering financial backing and helping fuel Sells’
ThreeEye creation and “heart-explodey” spells
with the energy raised from ritual sex magic.
They convinced their chauffeur (and live-in
lover) Linda Randall to participate.

Greg wore glasses. He was athletic and a good
shot with an automatic pistol. When Harry
Dresden took down the ThreeEye Cult in the
StorM FRONT case, both of the Beckitts were
sent to jail. Greg died in a prison riot about 7
years before the events recounted in the WHITE
NiGHT casefile.

HEIEN BECKITF
“MS. DEMEF€R”"

(See entries on Amanda Beckitt, Greg Beckitt,
and “Gentleman Johnny” Marcone for more on
Helen’s backstory with them.)

Helen Beckitt is many things: the widow of
Greg Beckitt, the mother of Amanda Beckitt, a
former executive handling accounts with total
value in the hundreds of millions of dollars, a
functional borderline psychopath, an ex-ritual
sex magic cultist, an ex-con, a member of a circle
of witches, a stylish dresser, and a madam of
high-priced call-gitls (working for a man she
both loves and hates).

Tall and lean, with very short hair and stark
features, Helen Beckitt is a striking woman.

While Amanda doesn't appear much in the
casefiles, the mere fact of her existence shapes
the motivations of two characters: Marcone
and Helen Beckitt. Indeed, Beckitt—though
unaware that Amanda is alive—continues
to be influenced by her daughter’s life (and
presumed death).

There’s a temptation in role-playing games
to make the PCs loners, orphans, or estranged
from their families. Often, those charac-
ters care little about other people, and—as
a result—are difficult to care about. Strong,
intriguing backstories involving NPCs who

DEPENDENTS AS LONG-TERM MOTIWTORS

may never even become involved in the main
action of a campaign can have a valuable effect
on characterization and motivation. And—
if they do get involved in some way—there’s
plenty of material to use for subplots and main
plots.

The DrespeN FiLes RPG makes it
easy to include these sorts of friends, allies,
contacts, and dependents during character
creation (YS52). They're especially potent, and
sure to be woven into the story, when PCs take
them as aspects.
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Her mind is always calculating and her heas
lacks empathy, but she’s not necessarily an
evil person. She’s broken, and she’s self-aware
enough to realize it.

She’s also secretive. None of her friends in the

™ Otrdo Lebes knew of her job (or identity) as“Ms.

Demeter,” the manager of Executive Priority
Health—a health club/bordello for busy exec-
utives, created when Marcone took over the
remains of Bianca St. Claire’s Velvet Room.
Not even the closest thing she had to a friend in
the Ordo Lebes, Anna Ash, had any idea about
Helen's past or present. It was only Ash’s tragic
death under the powers of the Skavis that made

i her cooperate with Harry Dresden, allowing

him to end the Skavis “culling” program.

During the SmaLL FAvoR case, Beckitt—or
Demeter, since that seems to be her name for the
foreseeable future—was again playing both ends
against the middle. While it eventually came out
that she was using Torelli as a catspaw against
Marcone, she also gave Harry the address of
Marcone’s safe house (which shed also given to
the Denarians!) and asked for Harry's word that
hed help Marcone.

Harry has decided not to hand her over to
Marcone (because the internal machinations
of organized crime are “none of his goddamned
business”), but he may ask her for information
in the future.

BiLL~y) WE MIGHT WANT To LEAVE SOME
/
DETAILS ouUT oF THE BESKITTS' INFo

FoR. NOW, UNLESS You'RE EXTRA—EASER.

To &ET ©oN Mar.coNE's BAD SIDE-

GREG BECKITT
[IGH CONCEPT: SORCERER’S ASSISTANT

TROUBIE: EMPTY INSIDE
OTEER ASPECTS:

FATHER TO A MURDERED DAUGHTER,;

| WiLL HAVE MY VENGEANCE
SKIILS

Athletics: Fair (+2)

Contacts: Fair (+2)

Conviction: Good (+3)

Discipline: Fair (+2)

Guns: Fair (+2)

Lore: Fair (+2)

Resources: Good (+3)

Most other skills default to Mediocre, with a

few at Average.

Whe's Whe (Helen Beckd

HELEN BrCKITT
IIGH CONCEPT:

SORCERER'S ASSISTANT/MARCONE’S ASSISTANT

TROUBIE:
| WORK FOR A MAN | LOVE AND HATE

OTHER ASPECTS: MY DAUGHTER DIED IN MY ARMS; WOMAN
OF THE WORLD; Ex-CoNVICT; CERTIFIABLY NUTS

SKIILS
Athletics: Great (+4)
Contacts: Fair (+2)
Conviction: Good (+3)
Deceit: Great (+4)
Discipline: Fair (+2)
Endurance: Fair (+2)
Guns: Good (+3)
Lore: Fair (+2)
Presence: Good (+3)

My <ake on Helen (s that she's
had most of her Potend Griet
@la Ereg Betkitt’s stund of that
name) burred out of her by Vietor
ard other expertences, sp (e
left that off her list 15 alse
et tlear if she has seme real
magieal Lalent or juss happens
70 be a litte krewledgeable.

Most other skills default to Mediocre, few AVerage:
STUNTS
Honest Lies (Deceit): Gain a +2 to pass off lies when
incorporating bits of truth in the lie
Takes One to Know One (Deceit): Use Deceit rather than
Empathy to catch someone in a lie
STRESS

Mental OOOO Physical OO0
Social 0OOOO
NoO1¥€S
Helen’s danger comes not from what she can do, but what
she’s willing to do. She has a little knowledge about a lot
of things, is unstable and emotionally compromised, and is
very, very good at lying.
TOTAL REFRESH COST: +0 (Pure Mortal)

STUNTS
Potent Grief: When his emotions are incor-
porated into another spellcaster’s rituals,
he provides a +1 to their complexity rolls.
This bonus can be increased to a +2 for
one roll: each time it is, Greg takes a
mental consequence. In order to benefit,
Greg must believe the spell will in some
way address the object of his grief.
STRESS
Mental OO0O Physical OO Social OO
NO*ES
Greg was handy with a gun (Fair attack,
Weapon:2), Mediocre initiative and Fair for
defense. Mainly he was a juicy minion used to
feed Victor’s nastiest spells.
TOTAL REFRESH COST: +1 (Pure Mortal)




Whe's Whe (Prea Becton)
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DREA BECTON
iIGH CONCEPT: TEEN HORROR FAN
OTHER ASPECTS: MOLLY & ROSIE & ME, BFFs
SKIILS
Alertness: Fair (+2)
Athletics: Good (+3)
Contacts: Fair (+2)
Deceit: Good (+3)
Lore: Fair (+2)  (She’s a horror fan!)
Rapport: Fair (+2)
Scholarship: Great (+4)

Most other skills default to Mediocre, with a few
at Average.

STRESS

Mental OO Physical 0O Social (0]0)

Noites

Despite the ability to run away from trouble
(Good Athletics), Drea ended up a victim like
those in the movies she loved.

TOTAL REFRESH COST: 42 (Pure Mortal)

1S INSANTI¥Y THE END?

According to the casefiles, Harry says that
Drea Becton probably isn't coming back
from the psychic damage she suffered.
However, in THE DrEspEN FiLes RPG,
her tragic tale doesn't have to end this way.
Maybe it could be the beginning—an origin
story—for a DFRPG character. Or perhaps
finding a way to bring back a soul-scarred
friend could be the point of an ongoing
story arc or campaign?
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DREA BECTON

Drea Becton, a teenage girl with shocking
red hair and muddy brown eyes, is a friend of
Molly Carpenter and Rosie Marcella. All three
girls shared an interest in horror movies and
attended SplatterCon!!! together during the
events detailed in the PRovEN GuILTY casefile.
While watching one of the SuBurBaAN
SLASHERS movies at the convention, she took
out her compact to check her make-up. A fetch
(page 43) came out through her mitror in the
form of the monster of that movie, the Reaper,
and began to commit mayhem and feast on
the sweet fear thus generated. Catatonic, she
was taken to Mercy Hospital. There, Harry
Dresden verified using the Sight that she had
been psychically mauled beyond repair, insane
with fear, her entire life henceforth a silent wail.
These stats reflect Drea prior to the attack.

AGENT DEBORAH BENN

Deborah Benn was an FBI agent, serving under
Phil Denton. She was also his lover and his
Hexenwolf packmate. In her late 20s or early
30s, she had prematurely grey shoulder-length
hair, olive eyes, and a thin and savage mouth.
Her body was all hard-muscled sensuality: fast
and dangerous. While her voice was quiet, her
actions were loud—she tried to punch, shoot,
and even reached for her belt to wolf-out on
Karrin Murphy when Murphy threatened her.
Of the FBI Hexenwolves, she seemed the
most strongly affected by the talisman-spirit;
under its influence, she got ecstatic and aroused
by blood and violence. During the events of
Foor Moon, Harry Dresden disabled her in
her wolf-form, but it was her pack-mate George

Wilson—himself in wolf form—who killed her.

BOB TIHE SKUIL

In France during the Inquisition (the late
14th Century to mid 15th Century), a wizard
named Etienne the Enchanter bound a Spirit of
Intellect and Air—which was fleeing for unre-
vealed reasons from Mab, the Faerie Queen of
Winter—to a human skull. This skull serves as
the spirit’s habitat, a mini-Nevernever type envi-
ronment, 2 home away from home. While the
spirit can leave the skull (in a luminous orange-
yellow foglike form) when given permission, it is
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the only place in the mortal realm where it can
rest and recuperate.

Owned by dozens of wizards over the
years, the spirit has served effectively as a form
of “magical computer”: storing information,
revealing knowledge, analyzing formulae, and
keeping track of the slowly-changing laws of
quasi-physics. It knows thousands of beings in
the Nevernever, hundreds of spell recipes, scores
of formulae for potions, enchantments, and
magical constructs. As an informational entity, it
is similar to the Archive, but much less powerful.
(Its direct knowledge of Faerie is mostly focused
on the Winter Court side of the equation. Also,
its understanding of the power of faith—and for
that matter, technology—is limited.)

Not a familiar, the spirit must be paid—
usually in knowledge or a temporary furlough
from the confines of its bony terrarium.

Lingerie catalogues preferred, but zombie
pirate movies are awesome.

One of the wizards who owned the skull was
the necromancer Heinrich Kemmler. For 40
years, the spirit worked with Kemmler, pursuing
dark power. Kemmler twisted the spirit, making
it cold, ruthless, and evil.

When the White Council eventually
destroyed Kemmler, a young Warden named
Justin DuMorne pulled the skull from the smol-
dering ruins of the necromancer’s lab and kept
it, though he claimed to have destroyed it. (The
White Council believes it has been destroyed;
they are concerned about such entities because
they combine “too much power” with “too little
restraint.”)

During this period, the spirit chose (or was
instructed) to forget things about Kemmler,
destroying most of the memories of the years
spent with him, and locking away what couldn’t
be destroyed. Since knowledge is what a Spirit
of Intellect is made of, losing this knowledge
took away a big part of its existence—much like
losing a limb.

The spirit aided its new master with magical
research, including enthrallment and anchoring
spells. Also at this time, it met DuMorne’s
apprentices: Harry Dresden and Elaine Mallory.
When Dresden used magic to kill DuMorne
in self-defense, he “inherited” the skull and its

spirit, .

Who's Whe (Bob the Skull)

DEBORAH BENN

' IGH CONCEPT: HEXENWOLF/FBI AGENT

TROUBIE: Loose CANNON
OTHER ASPECTS: LOVER OF AGENT DENTON; FERAL FURY
SKIILS

Alertness: Good (+3)

Athletics: Good (+3)

Discipline: Average (+1)

Endurance: Fair (+2)

Fists: Great (+4)

Investigation: Good (+3)

Guns: Mediocre

Might: Fair (+2)

Stealth: Good (+3)

While in wolf-form (skills as shown above), most other
physical skills fall into the Average or Fair range, with
most other skills defaulting to Mediocre. In her human
form, she shuffles her skills around a little bit—Guns is
much improved (Good), while Fists drops down a notch
(to Good).

STUNTS

Killer Blow (Fists): At the cost of one fate point, add 3
to the damage of a Fists attack on a successful hit,
once per scene. This stacks with any other damage-
increasing stunts for Fists.

POWERS

Item of Power (Small) [+1], a hexenwolf belt, covering all
the following:

Beast Change [-1]

Echoes of the Beast [-1]

Human Form [+1] affecting:

Claws [-1]

Inhuman Strength [-2]

Inhuman Speed [-2]

Pack Instincts [-1]

Demonic Co-Pilot [-1]

STRESS

Mental OO Physical OO0 Social 00O

No€s

In human form, Benn is not only a capable FBI agent
with the power and authority that implies, but she also
packs heat (Weapon:2 sidearm) and isn’t shy about using
it. In wolf form, she is a murder machine: thanks to her
demonic co-pilot, her bite & claw attacks are Superb, and
the claws and strength abilities mean she’s effectively
Weapon:4 on those attacks. Speed comes into play to
make her initiative Epic, and her Athletics dodges are
Great. All of this at the low, low cost of her identity as a

uman being!

L REFRESH COST: -8

Harry, you buried me in a dank hole for however many
years you were down in Hog Hollow with McCoy!

For. ~your. SWN &ocob, Rog.
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All-in-all, not bad.
| am fairly great,

Dresden named the skull-spirit “Bob,” and
Bob has since become one of the best teachers
and assistants a wizard could ever hope for. Now

identifying as“he,” Bob has become fascinated by

During the SMaLL FAvoR case, Bob informs
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Harry on the nature of soulfire—an interesting | "
exception to his lack of knowledge regarding /

“faith-power.”
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when you put it
all together this

sex, sexuality, and gender. His furloughs involve
possessing Dresden’s cat Mister and roaming
around causing a ruckus (visiting strip clubs,
causing orgies at universities, and the like).
He enjoys lingerie catalogues, bodice-ripping

Stats are pretty irrelevant for Bob. He's a
personified Lore check of, at the very least,
Superb quality. Or you could simply regard him
as a very high quality arcane library. In his evil
“purple skull-lights” mode, he can actually throw

1989

Gothic Romance novels, pornography, and around some power—and his ability to possess
house pets and go for a ride can be a factor as

well. But by himself, as an advisor in a skull, he’s

N

noa

romantic comedies.
Though briefly out of Harry’s possession—
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EVIL BOB

It seems that, if commanded to recover the
memories and knowledge of Kemmler that
could not be destroyed, Bob's spirit form
changes from a nebulous orange cloud to
a geometric shape of cold, blinding, blue-
violet light. He also turns into a jerk. A
ruthless jerk with vast raw psychic power. In
his “unlocked” form, Bob came within an ace
of killing Harry Dresden in mere moments.

While Harry has ordered Bob to never
recover those memories again, nor to obey
a command to unleash them again, it's only
effective while Harry possesses the skull. If
someone steals it (like Kumori and Cowl
did), all bets are off.

Or are they? During the Darkhallow in
Chicago, it seems that Harry was able to
wrest control of Bob from Cowl (or at least
block Cowl’s control of Bob) by reminding
Bob that Harry had named him. Names
have power. Wresting control put Bob back
into Harry’s possession, Evil Bob got locked
off (because of Harry's earlier order), and
Harry was then able to give Bob permission
to leave his skull, so that Bob could possess
Sue the Zombie Dinosaur and run amok.

BOBBY
O “GOWAN COMMANDO"

Tall, in his eatly 20s, and built like a statue of
Hercules (though his face is slightly unattractive),
Bobby is an actor in pornographic films. He sports
a high-tech tan, coal black hair, and a macho,
mildly homophobic demeanor. He’s strong and
knows martial arts. While working with Genosa
Productions, he met Inari Raith and fell in love
with her—even to the point of taking a bullet for
her. After the events of BLoop RiTEs, he, Inari,
and his friend Jake Guffie moved to California to

open a feng shui business.

ARFEMIS B@K

Artemis Bock is a bear of a man: broad-shoul-
dered, heavyset, weathered, unshaven. Under
years of comfortable living, he still sports a bit of
muscle. His knuckles are big and scarred. In his
late 50s, he peers at customers at his occult book-
store over the rims of a pair of reading glasses,
then pushes them up with a stumpy finger.

Who's Whe (hrtemis Bock)

BOBBY
H1GH CONCEPT:

PORN STAR WITH A HEART OF GOLD
TROUBIE: I'D TAKE A BULLET FOR INARI RAITH
OTIER ASPECTS: TRUE LOVE
SKIILS

Athletics: Good (+3)

Conviction: Fair (+2)

Endurance: Great (+4)

Fists: Good (+3)

Intimidation: Fair (+2)

Might: Fair (+2)

Performance: Fair (+2)

Rapport: Good (+3)

Most other skills default to Mediocre.
STUNTS

Martial Arts (Fists): Bobby uses Fists at +1

as a knowledge and perception skillfo-
cused on unarmed fighting. He may use
it to make assessments and declarations
related to fighting styles and culture.

Sex Appeal (Rapport): Bobby receives a +2

to the roll on any seduction attempts
with Rapport, provided that the target is
someone who could be receptive to his
advances.

STRESS

Mental OOO Physical OOOO Social OO
NO1I€S

Bobby’s a lover, not a fighter (despite the

training), but he’ll swing a fist (Good) or jump

in front of a bullet (Good Athletics) if you try
to hurt his girl.
TOTAL REFRESH COST: +0 (Pure Mortal)

Her By, wiy'p you
INcLUDE BoBsY &Easz

Guy takes 2 bullet for «

White Lourt virgin and falls in
mutual love with ner effectively

curing her condition=/ think

that’s pretty signifieant.
-

/
BiLi~, Yau'rE A TRUE RoOMANTIC.

Cuilty.

Any time you want to score me one
of Mr. Commando’s films for research,
I'm game.
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While not a practitioner himself, he under-
stands basic magical theory and—better yet—
his mystical clientele and the occult society of
Chicago. He deals with everyone—from were-
wolves and vampires to hedge wizards and
White Council sorts. All their money spends
the same—after all, he’s got a kid in college
to worry about. (And he’s been known to let
customers who don't have the money reinforce
the wards and protections on the shop in lieu
of cash.) This egalitarian nature, along with his
habit of not taking sides in internecine conflicts,
has made Bock Ordered Books one of the most
respected occult establishments in the Midwest.

ARTEMIS BOCK
+H CONCEPT:
OccuLT BOOKSTORE OPERATOR
T'ROUBIE: | CAN'T GET INVOLVED
OTIER ASPECTS: KNOWLEDGE IS THE GREAT
EQUALIZER; A MIGHTY FORTRESS IS MY SHOP
SKIILS
Alertness: Good (+3)
Contacts: Great (+4)
Conviction: Fair (+2)
Endurance: Fair (+2)
Guns: Fair (+2)
Lore: Fair (+2)
Might: Fair (+2)
Presence: Good (+3)
Rapport: Good (+3)
Scholarship: Fair (+2)
Most other skills default to Mediocre, with
a few at Average (particularly social and
knowledge-oriented skills).
STUNTS
Ear to the Ground (Contacts): The difficulty
of any Getting the Tip-Off roll is reduced
by two.
Paranoid? Probably. (Alertness): Gain +2 to
Alertness when rolling against surprise.
STRESS
Mental OOO Physical OO0 Social OO0O
NO*€S
Artemis uses his Superb Alertness when
rolling against surprise to duck behind
the counter or close up shop. He's a busi-
nessman, but he’s not an idiot.
TAL REFRESH COST: +0 (Pure Mortal)

A-ND How DoOES THE MISSUS LIKE
He “ExTREMELY" HeRES

I being ohjective. For the sourcebook!

GEORGIA MCAIUISTER
BORDEN

Tall, extremely thin, blonde grad student
Georgia McAlister Borden is a werewolf.
More than that, she’s the second in command
and surrogate mom of the Alphas—a pack of
classic werewolves that patrol and protect the

-

University of Chicago campus and environs.
While born to wealth, she doesn’t seem to have
many hang-ups stemming from that—but she
does seem to have access to a fancy SUV and
Gold Coast emergency crash-space with her
dad and step-mom Eve. Recently, she married
Will Borden, fellow Alpha and combat leader
of the pack. Their cramped apartment near the
University of Chicago has served as nominal
“Alpha HQ” for many years.

As detailed in the “Something Borrowed”
casefile, Georgia (and the other Alphas) incurred
the animosity of Maeve the Winter Lady of
Faerie while working with Harry Dresden.
Hours before her wedding, she was kidnapped,
spellbound, and replaced by Jenny Greenteeth
(under a glamour, page 153). A kiss from her
true love freed Georgia from her enchanted
sleep, then she and her intended gnawed a bit on
the faerie interloper.

WIILIAM BORDEN
(“BILLY“ OR “wI LL")
Will Borden is the leader of the Alphas—a pack

of classic werewolves that patrol and protect the
University of Chicago neighborhood. An ideal-
istic pessimist, he thinks people are too incom-
petent to purposefully hurt themselves and each
other as much as they do. Yet, he wants to make
a difference. As a student at the university, he
ran the numbers on “weird crimes” and realized
that something mysterious was up. Indeed, he
thinks the mundane response to the supernat-
ural—explain it away or ignore it—is a stupid
response, and he isn't afraid to say so.

While in his youth, he was a short, pudgy
geek type; after a few years of being a were-
wolf, he’s now a short, muscular geek type.
He's worked for Harry Dresden informally
1s an information source, office assistant, and
loer of legwork. Recently, he married Georgia
McAlister, fellow Alpha and “surrogate mom”
of the pack. Their cramped apartment near the
University of Chicago has served as nominal

“Alpha HQ” for many years.
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GEORGIA BORDEN
HIGH CONCEPT:

SURROGATE MOM OF THE ALPHAS
TROUBIE: IN LOVE WITH WILL BORDEN
OTHER ASPECTS: BORN OF WEALTH;

| DON'T HAVE A PRIVILEGED ATTITUDE
SKIILS

Alertness: Fair (+2)

Athletics: Average (+1)

Conviction: Fair (+2)

Discipline: Fair (+2)

Driving: Average (+1)

Empathy: Good (+3)

Endurance: Fair (+2)

Fists: Average (+1)

Investigation: Fair (+2)

Lore: Average (+1)

Presence: Good (+3)

Rapport: Good (+3)

Resources: Good (+3)

Scholarship: Good (+3)

Stealth: Average (+1)

These skills represent Georgia in her mortal

form. As a wolf, she can shuffle her skills,

swapping Empathy, Presence, Rapport,

Resources, and Scholarship for Alertness,

Athletics, Endurance, Fists, and Stealth. As

time passes, though, those physical skills will

tend to remain the same—being a werewolf
long-term is a good work-out program.
POWERS

Beast Change [-1]

Echoes of the Beast [-1]

Human Form [+1] affecting:

Claws [-1]

Inhuman Strength [-2]

Inhuman Speed [-2]

Pack Instincts [-1]

STRESS
Mental OOO Physical OO0
Social 0000

S
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NoOI€S
Claws & Strength give her Weapon:4 with
her “unarmed” attacks, which are made at
Good. Initiative in wolf form is Epic, dodging
at Great.

TOTAL REFRESH COST: —7
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Whe's wWhe (Wiliam

WILLIAM BORDEN
HIGH CONCEPT:
COMBAT LEADER OF THE ALPHAS
TROUBIE:
HARRY DRESDEN IS MY FRIEND
OTEER ASPECTS: STREET-SMART;
IN LOVE WITH GEORGIA; COMMITTED GAMER;
PeOPLE NEED TO WAKE UP!; | WANT TO MAKE
A DIFFERENCE
SKIILS
Alertness: Good (+3)
Athletics: Great (+4)
Conviction: Fair (+2)

Contacts: Average (+1) —EARS wiTHoUT
Craftsmanship: Fair (+2) LEARNING &
Discipline: Average (+1)  _tt-g 8T F‘\"‘*""‘T
Empathy: Average (+1) COURASGE ©

Endurance: Good (+3)
Intimidation: Average (+1)
Investigation: Fair (+2)
Fists: Good (+3)
Might: Average (+1)
Presence: Great (+4)
Scholarship: Great (+4)
Stealth: Fair (+2)
These are Will's skills when in human form.
When in wolf-form, he has the option to
shuffle these, usually putting Fists and
Alertness at Great at the expense of
Presence and Scholarship.
POWERS
Beast Change [-1]
Echoes of the Beast [-1]
Human Form [+1] affecting:
Claws [-1]
Inhuman Strength [-2]
Inhuman Speed [-2]
Pack Instincts [-1]
STRESS
Mental OO0 Physical 0OO0O
Social 0000
NO*ES
Claws & Strength give him Weapon:4 with
his bite & claw attacks, which are usually
made at Great. Initiative in wolf form is
usually Legendary, dodging at Superb.
TOTAL REFRESH COST: -7

Borden)
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As detailed in the “Something Borrowed”
casefile, Will (and the other Alphas) incurred the
animosity of Maeve the Winter Lady of Faerie
while working with Harry Dresden. Hours
before his wedding, Georgia was kidnapped,
spellbound, and replaced by Jenny Greenteeth
(under a glamour, page 153), completely without
his knowledge. A last-minute rescue by Harry
Dresden and Sergeant Karrin Murphy brought
the real Georgia back just in time, and a kiss
from her true love freed her from her enchanted
sleep. Then Will and Georgia wolfed-out and
killed Jenny Greenteeth together.

A-wwwww. You crAZ~ KIDS-
IT's RIGHT ouUT oF A FREAKIN'
FAIRY TALE, LITERALLY.

THE ALPHAS: THEIR STORY
(See What Goes Bump, page 93.)

The Alphas started out as a group of
somewhat geeky college-age kids inter-
ested in environmentalism. After they met
Tera West through the Northwest Passage
Project, they became something more. She
taught them a spell that allowed them to
turn themselves into wolves. This makes the
Alphas classic werewolves. Will Borden is
their combat leader, and Georgia Borden is
their overall manager and coordinator.

Out of their nominal headquarters in the
Bordens' apartment, they patrol their neigh-
borhood (the University of Chicago campus
and surrounding area) for supernatural
baddies. They not only hunt monsters, they
take a bite out of crime, keep their ear to the
ground regarding supernatural occurrences,
and maintain good relations with the rest
of Chicago’s occult community. Today, the
campus is a monster-free zone, and it will
remain so as long as there’s a pack to patrol
it. They've worked with Harry Dresden on a
number of cases and seen plenty of combat,

including the Sidhe War.

From some of the books Ive r
gotten at Bocks, | tan understand

Jow you wiz ard=Types € s
this way, ard | have Autifully
changel the text 4o fit- However,
my experente of tharging sn't
what I'L tall “tasting & spell”
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THE ALPHAS: THE PACK

Alex (NE)

Georgia McAlister Borden
William “Billy” or “Will” Borden
Cindy (NE)

Kirby

Mitchell (NE)

At least ten more Alphas—
including “once plump now volup-
tuous redhead gir]” and “petite gitl

® 6 6 ¢ o 0+ o

with mousy brown hair and scar”
(NE)
¢ Tera West

Like you asked, boss, | haven't
Slled in the guys’ and gals’
names..just the ones mentioned. in
SoUr Files. (Thoudh Im curious 1o
see how the gals will take your
Slppant destriptions of +hem. }

| FIGUR.E IT's BETTER. FOR.
EvVERYONE IF THEY KEEP A LowW ‘
PROFILE WHEN THEY &AN- BuT |
~ou AND SECRSIA ARE TS |
WELL KNoWN ARSUND TOWN FoR |
Us To GET AWAY WITH THAT- ‘
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LISA BOUGHTON
NEE LISA MURPHY Muret

The youngest sister of Karrin Murphy and the
unknown Murphy boys, she’s a very feminine
young woman with a princess attitude. Some
of this demeanor may come from the fact that
she seems to be the youngest child. Also, her
parents—Collin and Marion Murphy—raised
her less strictly than they did her older sister
(and presumably the boys).

A pretty girl, she has blonde hair, fair skin, a
pert nose, and cornflower blue eyes. She started
dating her ex-brother-in-law, Rick Boughton,
after he arrested her for public drunkenness
and underage drinking during Mardi Gras in
New Otleans. They became engaged during the
Broop RiTes case and were married by the
time of PRovEN GuiLTY.

At..EAd. “THS MISHT ExpLAIN WH~

Mureh wenT To Heawan with Kineain
DURING THE DEAD REAT case.
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AGENT RICK
BOUGHION

Sometimes called “Rich,” Rick Boughton is an
FBI agent, formerly based out of New Orleans,
who's recently returned to Chicago. More on
that in a sec. Rick’s in his mid- to late-30s, a bit
over average height, on the lean and sinewy side,
with short brown hair and a tightly-cropped
goatee. He likes to play “good cop,” and he can be
quite manipulative,

Speaking of being manipulative, that’s one
of the reasons he left Chicago. You see, he was
the second husband of Karrin Murphy, and he
wanted a family, while she wanted to be a cop.
Tensions ensued, to say the least.

Why is he coming back? Well, he arrested
Murphy’s sister Lisa for being drunk at Mardi
Gras, and they kept in contact. Plus, Murphy
matriarch Marion always liked Rick. So
now Karrin’s ex is her brother-in-law. Family
reunions are “fun”—almost as much fun as
SplatterCon!!!, where Rick got gut-shot by panic
fire in the darkness and confusion of the phobo-
phage-related events there. (He got better.)

Whe's Whe (hgent Rick Boughteon

THE GOVERNMENT Ie THe
(See What Goes Bump, page 67.) SovERNMENT

EVER &ETs

WISE To THe
SUPERNATURAL
IN A Bl& wa~, |

Thus far, we really haven't seen much influ-
ence or evidence of government involvement
in the supernatural doings of THE DRESDEN
FiLes. Its likely that the majority of govern- | <ycpeot 1uin e
mental employees are clueless or skeptical WILL &=
(like Rick Boughton), with some few already ReaL Ranb,
co-opted or working as moles for an occult ReaL Fas.
organization (like the Venatori Umbrorum),
or are meddling in dark forces on their own
(like the FBI Hexenwolves).

¢ Rick Boughton
¢ The FBI Hexenwolves (page 133)

CONTRADICTORY ASPECTS

So, Agent Rick has two aspects that seem
directly in contradiction with one another:
MaN1pULATIVE JERK and NoT As MucH oF A
Jerk As He Seewms. That's totally okay! People
are complicated and full of contradictions. How
this is going to manifest in play will depend on
how the person playing Rick spends fate points
for him and how he takes compels. If he takes a
lot of compels on Not As MucH oF A JErk As
He Seems and not as many on MANIPULATIVE
JERK, it shows that he’s a good guy, generally
speaking, but might occasionally have some real
prickish moments. And vice versa. You can cover
the whole spectrum of inner struggle this waj

LISA BOUGHTON
11GH CONCEPT: AMERICAN PRINCESS
OTHER ASPECTS: MURPHY’S KID SISTER;

Missus RICK BOUGHTON

SKIILS .
Athletics: Fair Endurance: Fair Rappo

STRESS .
Mental OO Physical 00O Social 0O

NO1ES
She’s a Murphy. Watch yourself.
~7AL REFRESH COST: +2 (Pure Mortal)

rt: Good

RICK BOUGHTON
[11GH CONCEPT: FBI AGENT
TROUBIE: MANIPULATIVE JERK
OTHER ASPECTS: MURPHY’S Ex, Now IN-LAW;
UNDER MURPHY’S SKIN; EXPERIENCED
INVESTIGATOR; NOT AS MUCH OF A JERK AS HE

SEEMS
SKIILS

Athletics: Good (+3) | hONESTLY
Alertness: Good (+3) NEVER. THOUGHT
Burglary: Fair (+2) I's SEE A REAL—
Contacts: Fair (+2) LIFE ENA-c-rMEa-_r
Endurance: Fair (+2) oF gA(—A‘_;_[\IE’\Ig
Fists: Fair (+2) W

et IS TERS:
Investigation: Great (+4) A
Guns: Fair (+2) Syt

Rapport: Good (+3)
Presence: Fair (+2)

STUNTS : t
Fleet of Foot (Athletics): Boughton gains a +2 10

Athletics when sprinting.

Scene of the Crime (Investigation): Boughton
gains +1 to his roll and arrives at his findings one
step faster than usual on the time table when
investigating a crime scene. .

Best Foot Forward (Rapport): Boughton gains
2 41 to make first impressions with Rapport, .
and failures on this roll do not confer a negative
temporary aspect on him.

S
g Mental OO Physical 00O Social 000

NC)A*ceiJSmpetent agent, Good initiative, Good dodginlg,
2 Fair shot with a sidearm (Weapon:2). He'll play it
safe, but in a fight his first priority is to guard the
lives of civilians .
ToTAL REFRESH COST: —1 (Pure Mortal) 7 -
4




Wwhe (Bucky the Murder »oll)

BUCKY TIHE

MURDER DOIL
See page 43.

D@1TOR WALID
BUTTFERS

Look at the small man in the lab coat and “I ¢
Polka” t-shirt, the one with the broad smile, wild
shock of black hair, and black-rimmed glasses
perched on a beaky nose. That's Waldo Butters,
Assistant Medical Examiner at the Forensic
Institute in Chicago. Waldo is a damned good
guy.

A little nervous, yes—mostly worried about
his own courage, a little squeamish around
violence occurring in front of him, and averse
to treating living people medically. But all that
cloaks a brilliant mind, honesty, integrity, and
the moral courage to take a stand. And squea-

mish? He can sink his arms up to his elbows
| in the dead rotting guts of a corpse on his slab,
s . be exposed to impossible (by science’s lights)
E phenomena, and stand up to tell the world “this

L

corpse is humanoid, but not human” and not
even bat an eyelash. Even if they send him to the
psych ward for it.

Because they did, you know? After he studied
the remains of several vampires after the fire at
the Velvet Room, he said in his report that the
bodies weren't right, and they packed him off
to a sanitarium for three months. After a long
legal battle, he got his post at the Institute back,
but not without losing his seniority, getting
stuck with the nightshift semi-permanently, and
making an enemy of his boss, Dr. Brioche. All of
which greatly fed Butters’ own rebellious streak.

He’s worked with Special Investigations on
several occasions, playing CSI for the weird.
That's how he met Harry Dresden, and the
two of them have become friends. Heck, more
than that: Butters is effectively Dresden’s doctor,
patching him up after various nasties have
slapped him around or taken a bite out of him.
His association with Harry and SI—and certain
experiences Waldo’s had himself, including
a long talk with Bob the Skull during the
Darkhallow—have introduced the hidden world
of magic to Waldo Butters, and applying medical
knowledge and science to the oddness he’s seen
has made him one of the most knowledgeable
“civilians” on the topic of wizard biology.

And no discussion of Doctor Waldo Butters
can conclude without mentioning his over-
riding passion: polka. Butters is a fan, a musi-
cian, a composer (of “The Quasimodo Polka”), a
one-man-polka-band, and regular participant in

Chicago’s Oktoberfest Battle of the Bands.

DEIE€CTIVE
RON CARMICHAEL

Ron Carmichael was a good cop. Sure, he was
short (barely taller than Murphy), balding,
overweight, with beady, bloodshot eyes and
an unshaven weak chin. What matter that he
always looked rumpled, like he slept in his
clothes? Or that he was a skeptic about all the
supernatural stuff SI ran into?

He was a member of Special Investigations in
Chicago for years, a detective with a razor-sharp
intellect, a loyal friend and partner. He died in
the line of duty, facing something that would
tear through a platoon of Wardens of the White
Council without even pausing: a loup-garou.

Ron Carmichael was a damned good cop.
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Who's Whe (Petettive Zon Carmichael)

WALDO BUTTERS

1 CONCEPT:
CLUED-IN MEDICAL EXAMINER
TROUBIE: My COLLEAGUES THINK I'M INSANE
OTEER ASPECTS: PHYSICIAN TO WIZARDS;

MUSICIAN’S SoUL; THE DEAD CAN SPEAK;

BY THE BOOK? WHAT BOOK?;

PoLkA WiLL NEVER DIE!
SKIILS
Alertness: Good (+3)
Athletics: Fair (+2)
Deceit: Fair (+2)
Empathy: Fair (+2)

BUTTERS <AN
DEFINITELY 20M™
padt TOUR. PAHR

Is
Lore: Average (+1) Pﬁ“’—;ki"[’s‘swnsﬁ
Scholarship: Great (+4) 31 iND u,~l
Performance: Good (+3) S'N<%!
'\"\"’E Bool‘.

Rapport: Good (+3)
STUNTS

Fleet of Foot (Athletics): When sprinting,
Butters gains a +2 to Athletics.

Medical Examiner (Scholarship): Butters
may use his Scholarship instead of
Investigation to find clues when exam-
ining a corpse.

Doctor (Scholarship): Butters may use his
Scholarship skill to declare appropriate
justification for the recovery of moderate
physical consequences when outside a
medical facility, and for the recovery of
severe physical consequences within a
medical facility. For research purposes, he
gains +1 on Scholarship for any medical
research and an additional +1in a specific
area of medicine (in his case, forensic
medicine).

STRESS
Mental OO Physical OO Social OO
NOHZES

Butters makes a lot of squeaking noises

when violence happens. He runs away with

an adjusted Athletics rating of Great.
TOTAL REFRESH COST: -1 (Pure Mortal)

A-w, maN. TRAT'S NOT FAIR.-
AccurATE) MavEE. BUT NoT FAIR.

EARLY oN) C-ARMICHAEL £oULD BARELY
DISGUISE HIS cONTEMPT oF ME; THINKING
| WAS SOME SORT ofF coN—MAN.
H-oweveERr, ovER TIME, HE LOOSENED UP-
W/E couLD USE MORE MEN LIKE HIM-

(Ma~8E WITH BETTER FASHION SENSE) THOUSH:

RON CARNMICHAEL
HIGH CONCEPT: ONE Goob Cop
OTHER ASPECTS: SPECIAL INVESTIGATIONS;
SKEPTICAL OF HARRY DRESDEN; SCRUFFY-
LOOKING; PUT THE PIECES TOGETHER;
STREET SMARTS
SKIILS
Alertness: Good (+3)
Burglary: Fair (+2)
Contacts: Good (+3)
Empathy: Fair (+2)
Guns: Fair (+2)
Intimidation: Fair (+2)
Investigation: Great (+4)
Rapport: Good (+3)
Most other skills default to Mediocre, with a
few at Average.
STUNTS

I Know Just the Guy (Contacts): When
using the Gathering Information trap-
ping for Contacts, his efforts are at a +1,
and are 1 time increment faster.

Quick Eye (Investigation): When exam-
ining a location for clues, Carmichael’s
eye is quick to pick out the visual details.
His first Investigation roll to determine
deeper details about a scene is two time
increments faster than usual.,

Scene of the Crime (Investigation):
Carmichael has a practiced eye when
combing over a crime scene. In such
a circumstance, he gains +1 to his
Investigation roll and arrives at his find-

ings one step faster than usual on the
time table.
STRESS
Mental OO Physical 0O Social 0O
NoOt€es
He could handle a gun (Weapon:2) pretty
well (Fair attacks, Good initiative) but it was
his investigative skills that really made him
stand out.

\L REFRESH COST: -1 (Pure Mortal)




. Who's Whe (Charily Larperder)

CHARITY CARPENTER
HIGH CONCEPT: TOWER OF FAITH
TROUBIE: WIFE OF MICHAEL CARPENTER,

WIFE OF A KNIGHT
OTEER ASPECTS: NoT WITHOUT MY CHILD;

BIG FREAKING HAMMER; THROUGH THE

VALLEY OF THE SHADOW OF DEATH; | DON'T

LikE DRESDEN BUT | MUST TRUST HIM;

WHAT AM | GOING To DO WITH MOLLY
SKIILS

Alertness: Fair (+2)

Conviction: Superb (+5)

Craftsmanship: Great (+4)

Discipline: Good (+3)

Empathy: Fair (+2)

Endurance: Fair (+2)

Intimidation: Good (+3)

Lore: Fair (+2)

i Presence: Fair (+2)
y Stealth: Fair (+2)
| wibL ALwaY'Ss
Weapons: Good (+3)

BiLLYy —
PLEASE EXCI
AlLL MENTION
oF CHARITY's
MAGICAL
TALENT IN THE
NEXT DRAFT-
<HE TolLb ME
ABOUT IT IN
<oNFIDENcE—I
NEED To MAKE
surE MickhaEL
AND MoLL~y
NEVER. HEAR.
ABOUT IT
; FR.OM ME-

REMEMBER. . :
CHARITY Most other skills default to Mediocre, with a
[ BUSTING DOWN few at Average.
g«  THE siEeE poor. STUNTS
if : OF ADAMANT Tower of Faith: Strongly held beliefs
1ce INn A-reTis enable Charity to protect her mind from
TTor. WITH the aggression of others. Provided she

ONE MIGHTY gets a chance to pray or otherwise call
HAMMER. BLOW.-

upon her faith, she gains Armor:1 against
] SHe MaDs THE any social or mental stress in a scene.
s 72U | powees
e e Hetiy Bless This House [-1]
Guide My Hand [-1]
Righteousness [-2]
STRESS
Mental OO0O, +1 mild consequence,
(Armor:1 — Tower Of Faith)
DETAILED IN Physical OOO
e SMA-LL- Social 000 (Armor:1 - Tower Of Faith)
FAVOR | Nozes
cASE—SHE Swinging around a ball-peen hammer
(Weapon:3) she can be a real terror, with
Good attacks and Fair initiative. If actually
suited up for battle in chain mail and Kevlar,
she has a fairly comprehensive Armor:2.
YTAL REFRESH COST: -5

<SHE ALSO
FoUGHT

THE FAE ©F

SSUMMER, AS

KILLED A
GRUFF WITH A
NAIL&UN AND

A BALLPEEN

HAMMER.

I've krnoeked any mendion of
! spelleasting off her sTats.

Need 1o revise the text:

THanks) Biiiy.

CHARI'FY
CARPENIE€R

Charity Carpenter is a statuesque woman with a
timeless remote beauty, dark eyes, and gorgeous
silken blonde hair that hangs to her waist. Her
shoulders are notably broad and her arms well-
muscled. She’s a loving wife, dedicated mother,
and devout Catholic. She’s also a motorcycle
mechanic, a weaponsmith, and an armorer.

Born to wealthy and respectable parents,
her mild magical talent began to express itself
just before she turned 16. Because her parents
wanted her to be “normal,” they chose to believe
that she was a drug addict or emotionally unbal-
anced. For several of her late teen years, she was
repeatedly sent to “special schools” (and hospi-
tals disguised as schools) for troubled upper
class kids. She eventually ran away and fell in
with a bad crowd: a cult or coven run by a man
named Gregor.

A Warden of the White Council visited once,
interviewed them, explained the Laws of Magic,
and described what would happen to them
if they broke the Laws. Instead of chastening
Gregor, the visit actually spurred him into doing
more sketchy magic, skirting the edges of the
Laws with summoning spells, and finally crossing
the lines. Gregor started killing cult members (or
at least handing them over to be killed) for his
new mystical sponsor, the dragon Siriothrax.

When Gregor came for Charity, she fought—
to no avail. Chained to an iron post and left as
a meal for the dragon, she was suddenly saved
by Michael Carpenter, Knight of the Cross.
Michael killed Siriothrax and freed Charity;
Gregor went insane. Charity never used magic
again after the night Michael saved her, and they
were married soon after.

For twenty years, she has made all of
her husband’s weapons (well, all except
Amoracchius) and armor, and she has served as
his sparring partner and medic. She is dedicated
to his holy quest as a Knight of the Cross—once
going so far as to nearly wrestle a desk sergeant
to get Amoracchius back after Michael and
Harry were arrested. Her experiences have given
her very strong faith (such that she can make a
crucifix glow in the presence of evil forces and
may actually be able to call on holy strength in
times of great stress). Charity has said that she
will not lie or compromise her beliefs in order to
hurt others; frankly, they're not worth it.
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During those twenty years, Charity and
Michael have had seven children: daughter
Molly is the eldest, and son Harry—named after
Harry Dresden—is the youngest. (After the
events of GRAVE PER1L, she may be unable to
have another baby.) A good mother—she never
lets the kids come home to an empty house—
she is often a bit overprotective of her kids. This
has led to friction with the independent Molly
over the way she dresses, her boyfriends and
ex-boyfriends, Harry Dresden, and magic.

Charity never liked or approved of Dresden.
For many years, she was unreservedly hostile
toward him for several reasons, not the least of
which is that Michael always came back from
missions with him in more trouble or more
banged up than he would get while “on the
clock.” However, after the events of the PROVEN
GuiLty casefile, she realized that some of her
animosity against Dresden is actually misplaced
anger toward herself. Dresden’s actions fighting
alongside Charity in the depths of Winter
to rescue Molly, and his risk of the Doom
of Damocles to save Molly from the White
Council, has softened Charity’s attitude. A little.

DANIEL CARPENY€R

The second-oldest child and the eldest boy
of the Carpenter family is Daniel. During the
events of PROVEN GuiLTy, he showed great
bravery: unarmed, alone, he tried to fight off the
three fetches (shapeshifted into horror movie
monsters) that came to kidnap his older sister
Molly. He was beaten severely for his pains, yet
maintained enough presence of mind to escape
from Hammerhands up into the treehouse—
the monster couldn't climb the ladder without
hands.

The psychic wounds he received at the hands
of the fetches have probably faded to psychic
scars, and he's definitely old enough to drive by
the end of WH1TE NiGHT. At the time of the
SmaLL Favor case, Daniel has filled out: he is
a muscular young man, quick-witted, and dedi-
cated to the defense of his family.

Anether COUrRIEDUS, smur+
Carpenter who's saced the
SUperrnatural Multiple times
ard survived. dpesn t that
sourd like 2 gread POsshle
haracter backaround?

wWhe's Whe Panwel M/pem‘er)

TH: CARPENT€ERS

The Carpenters are a large, tight-knit
family—the kind that Harry Dresden was
always a bit envious of. While we know a
bunch about parents Charity and Michael,
and daughter Molly, and a little about son
Daniel, the other kids haven't shown up in
the casefiles much except in passing. (Thank
goodness!)

Here are the Carpenter kids, from eldest
to youngest (all of the boys have dark hair
and most of the gitls have blonde hair).

¢ Margaret Katherine Amanda
“Molly” Carpenter
Daniel Carpenter
Matthew Carpenter (NE)
Alicia“Leech” Carpenter (NE)
“Princess” Amanda Carpenter (NE)
Hope “Hobbit” Carpenter (NE)
Harry Carpenter (NE)

NOTE: Through Michael, all of the
Carpenter kids are descended from
Charlemagne.

® & 6 o o o

A-Licia—STuplous) SERIOUS)

BESPEcTA»cL.ED, LoVES SoFTBALL,)
AND THE ©NLY DARK—HAIRED

C_ARPENTER. &GIRI\--

MaTTHEW—SHARES MichaeL
AND DDANIEL'S DARK HAIR. AND
SoLIp) SOBER. EXPRESSION-

H-ope—FLucTUATES BETWEEN

EXTREME SHYNESS AND BOLD) IMPULSIVE

"
~optosiTr- Was My 'seuiRe" IN
THE SNoOWBALL- FIGHT AT START oF

He SMALL FAVOR case:

A-MmANDA—C ALLS ME “RiL' BEcAUSE
THE~ ALREADY HAVE A H-A-&P:(-

H-arry—SAvED FROM
L_AsclEL's DENARIUS.

THE CARPENHER

KIDS CAMPAIGN

An interesting idea for a DrREsDEN FILES
RPG campaign might be for players to take
some (or all) of the other six Carpenter kids,
searching for Molly after she and Harry
disappear. This could be in the present day,

or maybe flash-forward to them as adults...

A" FTER HAVING
Mou_Y AS AN
APPRENTIcE
FOR A coupLE
YEARS, |
FIND M~sSELF
EMPATHIZING
MORE AND
MORE wWITH
HER. MoTHER..

She giving you
sassback, boss?
You want me to
discipline her?

Stor IT) Bos
| MEAN 1T,

A-np 1'm
SURE THAT
MicHAEL AND
CHARITY
wouLD BE
RIGHT ©oN

THEIR |

TAILS) Too.

121



. Who's who (Molly Carpenter)
MOLLY CARPENTER

CONCEPT: WIZARD-IN-TRAINING
KROUBIE: DOOM OF DAMOCLES
OTHER ASPECTS: CARPENTER Kip;
HARRY DRESDEN’S APPRENTICE;
MORE INNOCENT THAN | Look; You CAN'T
TELL ME WHAT To Do (UNLESS You CAN);
SUBTLETY IS ITS OWN POWER
SKIILS
Alertness: Average (+1)
Athletics: Good (+3)
Burglary: Average (+1)
Conviction: Fair (+2)
Deceit: Good (+3)
Discipline: Great (+4)
Empathy: Fair (+2)
Endurance: Fair (+2)
: Investigation: Average (+1)
Lore: Fair (+2)
Rapport: Average (+1)
Stealth: Good (+3)
STUNTS
Sensitive: Molly uses her Discipline instead
of her Lore when rolling to perceive the

supernatural world.
O STRESS

Mental OOO Physical 000 Social (0]0)

POWERS

Lawbreaker (Fourth) [-1] Molly has
violated the Fourth Law of Magic,
enthralling Rosie and Nelson to cure
them of their drug addiction.

Evocation [-3] )

Ritual [-2] (Divinations now, full
Thaumaturgy later)

Wizard’s Constitution [-0o]
SPECIAIZATIONS y
Evocation: Elements (Spirit, Air);
Power (Spirit +1) -)
RO1€ SPEILS
Hide (Spirit block, three shifts): Veils
Molly and one or two additional people
standing with her, Seeing through the
veil requires a rol| against a difficulty of

Good (+3) unless she expends a shift into
persistence, 3
NoO1*€s
Molly is still an apprentice. As of the events
of the Small Favor casefile, she was
working on a third Evocation specialty, the
Thaumaturgy power, and possibly the Sight,

but did not yet have full control of them.
TOTAL REFRESH CosT: —7

DANIEL CARPENTER
1IGH CONCEPT: CARPENTER Kip e
TROUBIE: THE BAD GUYS HATE MY FA e
OTIER ASPECTS: NOBODY BEATS UP
BUT ME; WOUNDED BY FETCHES
SKIILS
Athletics: Good (+3)
Conviction: Good (+3)
Discipline: Fair (+2)
Endurance: Fair (+2)
Fists: Fair (+2)
ight: Fair (+2) : '
Efsrltother(skins default to Mediocre, v;/;tztaFair
few at Average, and likely couple mo
or even Good. Add skills as necessary.

RESS - ;
# Mental OOOO Physical 00O Social OO

¢ [ ' st
NOA smart, tough kid, rated Fair or Goodlm n;”oS
of the things that’ll matter for protecting
i i ters. !
sister against mons
TOTAL REFRESH COST: +2 (Pure Mortal)
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MOILY CARPENHE€R

MARGARET KATHERINE
AMANDA CARPENHER

In the casefiles, we first meet Molly Carpenter
as a precocious youngster during the events of
DeatH Masks, hiding her gothy outfits from
Mom, precociously talking about “fun-time
handcuffs” and tying people up for “bleeping,”
and surreptitiously encouraging Knight of the
Cross Sanya to make prank phone calls. The
next time we see her is in PRoveN GuILTY,
where she’s called Harry to bail her—or rather,
her ex-boyfriend Nelson—out of jail. By the
time of WHITE N1GHT, she's Harry’s appren-
tice, learning not just how to do magic, but why
to do magic.

Molly is physically much like her mother
Charity: tall, fair, and built. Her limbs are long
and shapely, and—frankly—she’s pretty stacked.
She moves with strength, grace, and beauty.
While her natural hair color is blonde, she has a
penchant for changing it every few months, often
to colors not seen in nature. She also radically
changes the style in which she wears it—long
to spiky to medium to whatever. Most recently,
her hair has been shoulder-length, the color of
white gold—except for the tips, which are dyed
in a blend of blue, red, and purple. She is greatly
pierced (earrings, eyebrows, nose, tongue, labret,
other bits) and tattooed (notable tats include a
slithering serpent that starts on the left side of
her neck curling down to her navel, tribal mark-
ings at her neckline, and a set of whirls, loops,
and spirals on her right hand and arm.)

Molly is intelligent and brave, with an excel-
lent sense of humor and a disturbing amount of
curiosity. This curiosity, along with her sense of
teenage invulnerability and the intense clashes
of opinion with her mother, has often led her
into trouble. Indeed, she has been arrested on
charges of possession of marijuana and ecstasy
(caught holding during a police raid on a party)
and sentenced to community service (homeless
shelters). While always precocious intellectu-
ally and sexually, Molly is notably still a virgin.
Harry Dresden has forbade any sort of experi-
mentation until she has a better handle on her
magic—which is a good call considering some of
the inciting events of the PRovEN GuUILTY case.

Who's who (Molly Carpenter)

She used magic—black magic—to influence
the minds of her best friend and ex-boyfriend
to instill fear in them when they were tempted
to use drugs. This was more-or-less effec-
tive with Rosie Marcella, but ex-boyfriend
Nelson suffered worse, because of Molly’s
underlying feelings of anger and betrayal.
While she did these spells for the good of the
targets, the simple fact of playing with their
minds put her in conflict with the Laws of
Magic, and thus the White Council...not to
mention making her a beacon for the phobo-
phage fetches that terrorized SplatterCon!!!
Even after the SplatterCon!!! situation was
worked out (and Molly had been rescued from
the heart of Winter—Arctis Tor—after being
kidnapped by fetches), she still had to stand trial
before the Merlin. That's when she fell under
the Doom of Damocles and became Harry
Dresden’s apprentice.

Magically, Molly is a Sensitive. She has a gift
for subtle stuff, especially things that involve the
mind and emotions (neuromancy and psycho-
mancy). She can feel when people die and she
picks up a lot of information when using her
abilities. She is extremely good with subtle and
delicate magical stuff, and extremely bad at
handling the psychic stress and gross physical
interaction of magical combat. Molly has learned
to respect her limitations: she is an excellent
support mage, but she probably won't serve on
the front lines with combat mages.

Molly is also exceptionally talented at raising
veils around herself.

Her powers and control are growing, and it
has been seen that she has the potenti<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>