
GAEA COSMBOOK
Sourcebook of the Gothic Horror Reality

INTRODUCTION

   Gaea, the cosm from which the Gaunt Man invaded Earth.  A world much like the Earth in the late Nineteenth Century.  And yet a world with some 
key differences.  Gaea was discussed in brief in the Orrorsh Realmbook.  This book constitutes a more detailed look into the home cosm of the 
Victorians.
   A few things to consider.  One, the history depicted in the previous volume was the product of Victorian propaganda, edited over more than a 
thousand years to glorify the Victorians over all other peoples.  Two, the cosm was altered in some ways by the Reality Storm that followed the death 
of the Gaunt Man.  Just exactly how the world has changed is impossible to determine as no one recalls anything other than how the world exists 
now.  Three, and most important, the description of the state of the cosm beyond the Victorian Isle was the work of Lord Byron Salisbury.  Lord 
Salisbury was, of course, an alias of the High Lord himself.  And while the Dark Lord did not, as a rule outright lie, he did present himself by a false 
name.  It must be assumed that the state of affairs he reported to Queen Victoria was not entirely accurate.  While the details he presented may have 
been technically true, there is a precedent that he may have left out key details.  That he may have allowed a misrepresentation to be taken as fact.
   Prepare to see the world as it truly is.  As it truly was.  All is not as it appears.

   Note: the term Orrorsh will be used interchangeably with Gaea at times.  Gaea is the world that existed before the Gaunt Man, and the world that 
exists now.  Orrorsh is the reality of fear that the Gaunt Man shaped it into.

   Note, the Second: Gaea is not a world of Equality or Political Correctness.  It is a world of Social Classes, and overt racism.  That does not make it
right – on Gaea or any other reality.  But playing a game in the cosm, or even dealing with its' natives on Earth, without it would be doing a 
disservice to the setting – much like playing in the Nile Empire without using the Law of Morality.  It is a part of the world, and one that the majority 
of people (ords) do not question or object to.
   If you as a player are uncomfortable with this, Gaea may not be the setting for you.  Please instruct your Gamemaster accordingly.  Gamemasters, 
in such a case, your options are to never adventure there, play without the troubled player(s) for those adventures, or try to tone it down.

CHAPTER ONE
AXIOMS AND WORLD LAWS

Axioms
   The Axioms of Gaea are exactly what the Gaunt Man wanted.  The Magic and Spiritual axioms are somewhat higher than Gaea originally 
possessed.  While the Social and Technological axioms are the product of Victorian (and other) development.  However, they served his needs.  

Magical Axiom: 15
   Of all the realms which invaded, only Aysle has a magic axiom greater than the Gaea, an indication of importance of magic in the reality of 
Orrorsh.  The high magic axiom exists to create Orrorsh's monsters with a strong measure of magic - whether it be a zombie or a werewolf.  This is 
why many monsters in Orrorsh have Achilles Heels such as "killed by silver bullets" built into them.  Each is formed through a mystical equation that
requires checks and balances to keep a monster alive.  The monsters can leave the high axiom level without difficulty - it is their creation that 
requires the magic.  Orrorsh monsters do require an axiom  level of eight to survive. A disconnected creature in a lower axiom level slowly dies. 
   A by-product of this high level of magic is the power of the occult.  The occult is the core magic of Orrorsh. It is not as quantified and 
comprehensible as Aysle's magic.  There are few practitioners of the occult, and those who have pierced its mysteries risk loss of life and sanity every
time they deal with it. If comparisons can be drawn, the occult is much closer in nature to Mobius' weird science than it is to the magic of Aysle.  The 
effects are often short term, unpredictable, and specific.  It seldom works through grimoires and spells, depending much more often on guesses, 
hunches, and haphazard dabbling to obtain the desired effect.  
   There are spells specific to Orrorsh.  These have been created through centuries of research by countless occultists.  Some occultists, those who had
found the means to live the years of several lifetimes, might create a spell themselves.  Other occultists, breathing their last breaths on their death 
beds, hand obscure and coded notes to their apprentices, telling their young students to carry on the research.  Many times an occultist has died alone 
and without any company in the midst of her work.  Her unfinished mystical formula would lie untouched next to the corpse for decades before found
by another occultist who might be able to decipher the notes and carry on the spell creation.
   Spells are rare in Orrorsh.  There are no wizards wandering around with an encyclopedia full of spells buried in their head.  There are no grimoires 
used to choose and learn the day's mystical armaments.  The discovery of a tattered page outlining the process to tum lead to gold is a piece of 
amazing good luck.  Even finding a few lines of a mystical script on a torn scrap of paper is valuable, for it might be possible to reconstruct the rest 
of the spell from the information given.  Most spells have histories and are sought in the same way fabled swords are searched for in the magical land
of Aysle.
   The Power of Corruption works through the magical axiom to keep spells rare.  Therefore spells from most other cosms always cause at least a one-
case contradiction, as "easy magic" is contradictory to the reality of Orrorsh.  The only magic that Storm Knights have found to work without 
contradiction has been the Egyptian magic from the Nile Empire.  The complex, limited and ritualistic nature of the Egyptian magic is similar enough
to the occult of Orrorsh to avoid contradiction.
   The power of the Occult has also had an effect on the technology of the cosm (see below).

Social Axiom: 20
   Victorian society is a paradoxical mix of organized bureaucracy and backward standards.  The businesses of the country are very efficient and the 
government's bureaucracy effectively ruled most of the world for decades.  There is a place for everyone and everyone knows their place.
   The placement of some people is extremely dated by the standards we live by today.  Although there is no slavery as an economic system, women, 
blacks and Asians have no vote.  They are not allowed to purchase land, and should they marry, women hand over their property to their husband.  
Some women have begun to ask for equal rights, but are usually silenced upon the punishment of hell by the powerful Sacellum.  Despite this, there 
are many women and racial minorities (Storm Knights) that have carved dangerous and exciting lives for themselves through their own battles with 



the monsters of Orrorsh.  Seldom is such work acknowledged, and most monster hunters of this group work through open-mind, good, secret 
societies.
   The poor are in their place, and the Victorians see this place as proper.  The poor seldom get a chance for advancement, working at rates that can 
starve both them and their families. Children, sometimes from the age of six or seven, work in factories to help the family make ends meet.  The 
conditions of the factories are often very dangerous.  Such a childhood has no time for education, and those who survive their youth and become 
adults have little chance of bettering themselves or helping their own children to a better life.  Victoria's upper class sees nothing wrong with this, as 
the entire society stands upon the notion of "breeding." That is, some people are better than others, simply by nature of birth.
   The Sacellum is the guiding social force of the Victorians. The populace believes that the Sacellum has protected the Victorian's from complete 
domination from the terrors of the invaders.  Most people are willing to listen to its message that any change, any deviation from the way things were
done yesterday, is going to bring ruin to every man, woman and child in Victoria.
   Entertainment in Victoria (and the colonies, past and present) consists of listening to Sunday sermons and reading long (very long) sentimentalized 
accounts of sinners reforming their evil ways who then spend every Sunday listening to sermons.  A small underground press is developing, which 
offers one of two types of contraband narratives. 
   The first deals with characters involved with sinful activities - adultery and murder and so on.  The second type of book deals with characters 
sympathetic to the plight of the poor and underprivileged, the rights of women and so on.  A very popular author of the second type of fiction is G. H.
Woodhouse.  Authorities believe "Woodhouse" to be a pseudonym since no one has ever met the man or knows anything about him.  Woodhouse 
creates Gothic horror romances that suggest the ruling class is no better than the vampyres that roam the surface of Victoria.  Needless to say the 
ruling political and religious structures in Victoria receive Woodhouse's books the same way they deal with the first type of underground 
entertainment - they burn them when they find them.
   Conditions across Europe, and the rest of the cosm, are not dissimilar.  New Victoria and Norlins, despite superficial resemblances to Core Earth's 
America, are still built on a class system.  It is somewhat more flexible, but the upper classes are comprised almost entirely of the descendants of 
Victorian nobility.  The rest of Europe, not burdened by the pressures of a fallen empire, are less repressed.  This is especially true of the Latin 
nations (Navarre, Gascony, and Lombardy).  They openly enjoy sensual pursuits, such as fine wines and food, intergender dancing (even with 
unmarried girls), and women wear more daring clothing (brighter colors, decolletage, bathing costumes that expose ankles).  Pruessen places a 
greater emphasis on military rank over intelligentsia or merchants.  And Rosskya, which was never conquered by Victoria, utilizes a strict feudal 
system, with Nobles, Clergy, and Serfs.  The lands of Asia Minor hold to social customs and a religion even more rigid than Victoria.  The Orient 
utilizes rigid caste systems, which determine a person's place based solely on their parentage, without any respect for personal preference or ability.  
However, in Indira and Nippon, women do hold some place in most castes (warrior caste being the noted exception).
   More detailed accounts will be found in Chapter Three.

Social Classes
   Victorian social classes, particularly on the higher levels, are very much a big club, where non-members are considered suspect and those who 
enjoy the benefits of belonging are above reproach. 
   Because of this, a Victorian Storm Knight may face some problems when dealing with another Victorian of a higher social class. As a general rule, 
interactions between members of disparate classes mean that the attitude of the participant of higher status should be dropped one level. For instance, 
a Victorian shop owner is normally friendly toward average Storm Knights. But when dealing with a Victorian Storm Knight who is a common 
laborer he will be neutral. In addition, the laborer suffers a +3 to the difficulty of charm or persuasion attempts on the shop owner.
   Victorian social structure is organized as follows:
Royalty
Nobility (Lords, Ladies, Dukes, Earls, Barons, Baronets, Knights)
High Clergy (Sacellum heads, Bishops, Archbishops)
Officers (Army and Navy officers of captain's rank or higher)
Landed Gentry (wealthy people with large real estate holdings but no titles)
High Mercantile (bank presidents, company presidents or chairmen)
Common Clergy (Sacellum priests) 
Intelligentsia (professors, doctors, researchers, explorers, scholars)
Victorian Storm Knights from lower classes
Common Military (Army and Navy members ranging from leftenants to common foot soldiers. Also includes police.)
Common Mercantile (store and shop owners, heads of guilds)
Skilled Servants(Educated Victorian butlers and maids)
Most Non-Victorian Storm Knights
Common Laborers (average Victorian workers. farmers, sailors)
Non-Victorian Servants
Non-Victorian Laborers
Gypsies
   These classes are only slightly malleable in regards to social situations.  For example, at a military ball, a general may be accorded more deference 
than a bishop - though the bishop won't be accorded less. It is an important distinction that respect due to class and respect due to achievement must 
be interwoven in Victorian society.  Class is the official, and always recognized, factor, but achievement can often allow for temporary "promotion" 
or "demotion" between class levels.

Spiritual Axiom: 17
   The high rating of Orrorsh's spiritual axiom is a direct result of the Gaunt Man's shaping of the way his horrors and terrors live and breathe.  The 
process of Eternal Corruption, the reincarnation of corrupted souls from one life after another, requires the powerful rating.
   Unlike the occult for magic, the High Lord never created a specific means of controlling the spiritual power of his reality.  He usually finds 
religious groups that might further his own goals and then alters the reality of Orrorsh's spiritual axiom to give them the benefits of its power.  On the 
world of Gaea and in the Realm of Orrorsh, the axiom's power is bestowed upon the Sacellum.  Some Sacellum clergymen question the teachings of 
their religion. They have a faith in the basic concepts of Christianity, but do not trust the Book of Power.  These men draw on the spiritual power of 
the reality to cast miracles of a nature different than the typical Sacellum variety.  The Swamis and several other mystic traditions of Gaea also tap 
into the mystical power.  For more details, see Chapter Two and Three.



Tech Axiom: 19
   Gaea operates at a level of technology that is roughly equivalent to that available in Britain at the end of the nineteenth century.  While there are 
tribes in less civilized regions that are much less advanced, Victorian technology (as well as that of their former colonies) functions normally 
everywhere in the cosm.  
   The technology of the realm has more to do with the Victorians than the Late High Lord himself.  When the Gaunt Man invaded Gaea the world 
was in the middle of its 17th century.  Their tech axiom then was 16.  Over the last three hundred years, their own advances in science pushed 
Victorian's technology to its current axiom rating of 19.  However, this is as high as the Gaunt Man wanted his reality's tech axiom to rise, and he has 
fixed Victorian technology here.  This might change in time, as scientists (using Occult) have begun hypothesizing new advances.  Tech 20 
prototypes function normally in the cosm, as they are technically occult creations.  Production models are a contradiction in the cosm, but function 
normally in Orrorsh mixed zones on Earth.
   The technology of Gaea can be broken down into the following categories: 
Communication: Telephone technology exists, but Victorians use telephones only within urban areas.  Most long distance communications travel by 
telegraph.  Communication between Victoria and New London goes by the Transdimensional Cable, a telegraph line that runs through the Victorian's 
gate to Earth.  
Weaponry: Victorian weapons of war are in the midst of a technological revolution.  Breech loading rifles have given way to bolt action rifles.  Hand
cranked machine guns appeared just 30 years ago.  Several types, including the Standard Cross and the Rutherford see general service throughout the 
Victorian army.  The guns are quite heavy (200 to 300 pounds each).  
   Self-loading machine guns are possible, and exist in limited numbers – either imported from Marketplace, or in Pruessen.  However, the nature of 
the war with  Orrorsh is different from the war's fought on Earth.  Machine guns are very effective against closely grouped opponents.  Although 
some monsters (such as zombies) do travel in packs, most monsters are loners. The need for a weapon that cuts down groups has never been pressing 
on Victoria, so money for investments into such a device as the Maxim machine-gun never developed. 
Transportation: Automobiles are just becoming available in Victorian and a few other nations.  These are still rare in most areas, being most 
common in Majestic, and Pruessen.  Otherwise, anyone traveling within a city or to an area not connected by a coal-fired steam locomotive travels by
a horse drawn cab or coach.  The locomotive systems are in use in most European nations as well as New Victoria.  The Victorians have also laid the 
track for a train line running along the western coast of Majestic, with New London as the hub.  The train initially served to transport troops and 
equipment.  As an area was tamed the trains carried civilians and speculators searching for new areas to settle and profit from. 
   The technology that lets locomotives use steam power to travel iron roads also moves ships across the seas.  Although sailing vessels are still in use 
to transport cheap cargoes, the more expensive steam ships are now commonly employed to move both passengers and cargo.  One of the fastest 
growing industries in New London is the Hampshire dockyard, where workers turn out steamships at an incredible rate, to allow the Victorians the 
opportunity to explore their New World.
Medicine: Basic understanding of the causes and treatment of common diseases, as well as antiseptics and syringes are becoming commonplace.  
While many doctors have theories regarding the treatment of mental illness, there is no formal, universally accepted methodology.
Daily Life: Electricity powers some of Victorian society, but it is not in Widespread use.  Most homes are lit by gaslights, and all tools and appliances
of the home are powered by the human hand.  Indoor plumbing is widespread throughout the cosm.

The World Laws
   Unlike the world laws of some realities, the Power of Fear and the Power of Corruption can influence anyone within the realm of Orrorsh – even 
those Storm Knights Surrounded by reality bubbles.  This is because the Power of Fear and the Power of Corruption are alive within Orrorsh. They 
inflict themselves upon all its guests.  They are not rules that the characters can take advantage of when they desire.  A Storm Knight can create a 
reality bubble around himself and live by her own reality - she must also live by the world laws of Orrorsh.  A character from the Cyberpapacy with a
reality bubble can use her cybertechnology, but if she uses it to commit an evil act she draws the attention of the Power of Corruption and might be 
affected by it.
   Orrorshan creatures in other realms may use their World Laws, but doing so requires a contradiction check.  If a vampyre wants a group of Storm 
Knights to make a Perseverance check in accordance with the Power of Fear (see below), the gamemaster rolls a die. On a roll of "2-4" the creature 
disconnects and cannot enforce its world laws until it reconnects. 
The Power of Corruption
   Heketon and the Gaunt Man's successors love acts of evil.  The very nature of the reality of Orrorsh rewards those who commit acts of evil. 
   An act of true evil in the environment of a role-playing adventure is often difficult to adjudicate.  This is because adventurers and heroes are often 
in dangerous situations where lying, killing, and stealing is either necessary or an accepted part of life.  Whereas most of us live in a society that 
considers murder reprehensible, the state of war that exists on Earth sets up a separate set of ethics for people directly involved in the conflict.  These 
ethics state that killing the enemy is at worst a necessary evil, and at best a just and heroic action.  The human soul, even in war, often views killing 
as evil, no matter what the conditions.  To separate acts of necessary evil from evil acts that are not acceptable, we will use the term Wicked.  The 
term Wicked is used to define people who commit evil actions that they know are unnecessary, and the actions these people commit.  Wicked actions 
are actions of unnecessary evil.  
   For example, a Storm Knight captured by servants of an occultist wants to escape.  To do so he might have to kill one of the guards that walk up 
and down the corridor outside his cell.  He decides that if the guards resist his efforts to escape he will kill.  Others might judge the prisoner's 
decision evil, but it is not Wicked.  But if the Storm Knight kills the guards after escape seems certain, or if he escaped and tortured the guard, even 
for information, that would be Wicked.  
   Another example: if a group of Storm Knights knew that a creature would be placated by living, human flesh and went out to get people to feed to 
the creature rather than risking their lives to destroy the beast, that would be Wicked.  Notice that a special moral imperative exists for Storm Knights
- they are expected to perform tasks that might cost them their lives so that others might live. They are heroes.  If an act is evil, but is the only way a 
character can achieve a goal more important than his own safety, then the gamemaster should probably consider the act a necessary evil.  In Orrorsh, 
slaying the Wicked is considered  a necessary evil and a heroic act.  If the act is merely convenient, or only obtains goals important to the characters 
performing the act, the gamemaster should consider the act Wicked.
   When a person commits a Wicked act he gets an automatic Up bonus in addition to any other benefits he has gained through cards or other 
possibility points.  
   In addition, upon committing his first Wicked act, a character gains a new item in his skill list - Corruption.  Corruption is not really a skill, but for 
convenience it is placed in the character's skill list.  Corruption is given a value just like any other skill.  The first value assigned for a Wicked act is 
always eight.  After that, the  Corruption Value increases by one to five points for every Wicked act committed by the character.  The gamemaster 



decides on the point assigned.  The more Wicked the act, the more points that are given.  A one point Wicked act might be stealing from a family that 
badly needs food.  A five point Wicked act would be the destruction of an entire city.  Torture is usually two points. 
   After the character receives his new Corruption points, the character rolls for a Corruption check.  The difficulty number for each and every 
Corruption check is 12. 10's get additional rolls, but cards and possibility points may not be played.
   If the Power of Corruption succeeds at the Corruption check, then the character's physical form is altered in some way.  The specific alteration is up
to the gamemaster, but suggestions are given below, according the the success of the result.
Minimal/ average: red or yellow eyes; eyes glow in dark like a cat's; sharply pointed eyebrows and ears; forked tongue; open sores on arms. 
Good: grows tail; eyes melt away, but the character can see normally; sores become large enough that bone is seen through the holes; a foul odor, 
perhaps that of a corpse rotting, surrounds the character.  
Superior: horns sprout from the character's forehead; hair covers the character's body; the character's body is covered the scales of a reptile; the 
character's mouth becomes a snout; the character's left hand becomes a metal hook
Spectacular: The character becomes a horror of Orrorsh. The character might become a monster (a zombie, a vampyre) or he might retain his form 
and work within human society as an agent of evil.  The character is no longer under the control of the player and has become a gamemaster 
character.  He is a monster, like any other monster, that must be hunted down and destroyed.
   The physical descriptions noted above are a character's true form. As noted in the true sight skill, a character's true form is hidden from the average 
person. Only the mystical talent of true sight can pierce the veil of the banal and reveal a person for what he or she truly is.  In some cases, such as 
the form of a werewolf, the true form is obvious upon transformation.  But a well dressed vampyre at night might simply appear as a pale man. The 
true sight ability lets a person see the vampyre's true nature - a predator of humanity.
   The player notes the changes in the character's appearance on the back of the character sheet.  In the case of gamemaster characters, the gamemaster
notes the changes.  Arrange the changes in four slots, as above, so that as a character is corrupted his player fills in one of the four categories at a 
time. Each corrupted character  an have only one change due to a minimal/average Corruption result, one good result, one superior result, and one 
spectacular result.  If a slot is already filled, then a character automatically fills in the next available slot of a better result.
   The changes listed above are noted in discrete divisions for convenience.  We suggest for better "feel" that character gradually note the changes.  
This keeps the players guessing as to how bad the effects of Corruption are going to get, and suggests a stronger image of decay. 
   When a character becomes completely corrupted, and turned into a monster, the corruption is complete.  Usually no more corruption totals are 
generated.  The corruption points a character had when he became a creature of Orrorsh are often all the points he will ever have.  Heketon does not 
waste his powers on characters which it has within its grasp.  Some monsters prove their worth to Heketon, and their Corruption may increase.  A 
Corruption value can never be higher than Heketon's reality value (64).  
   Characters who know of and allow Wicked acts are also corrupted.  Even characters who are not directly taking action and thus not receiving the up
bonus are corrupted.  A character who knows that one of his companions is about to torture someone, even if he is out in the hall, and does nothing to 
stop the action is given the same corruption points as the torturer and must generate a Corruption total.  Only characters who cannot possibly prevent 
the Wicked action are exempt from the shared Corruption.  Example are unaware characters who are several miles distant from the Wicked action, or 
characters tied up against their wills.  
   The gamemaster should always warn players when they are about to commit a Wicked act, so that a character can weigh his choice out for a 
moment before taking the action.
   Corruption can be penetrated by the true sight skill. Other methods of  detecting good and evil, such as the Nile Empire's inclination ability, can 
reveal evil, but not the creatures true form.  The difficulty of such attempts is the Spirit value of the creature.
   Orrorsh shields those with high Corruption values from detection; they are valuable agents of evil.  If an ability is used to detect Corruption or gain 
information about its nature, the character may generate a Corruption total.  If the Corruption total equals or exceeds the skill or ability total used to 
probe the corruption, the information is lost. This use of Corruption eventually strengthens a group's Perseverance (see below). The Perseverance is 
increased by one point.  The gamemaster is free to give the Perseverance increase some time after the Power of Corruption was used.  This may cause
doubt in the player's mind as to exactly when the Power of Corruption was invoked, and which character used it.

The Power of Fear
   There are two reasons that the Power of Fear exists in the reality of Orrorsh.  The first reason is part of the logic of the world witthin the game 
world, the second is a logic of game mechanics, exterior to the "fictional reality" of Torg.
   First, the Power of Fear exists because the Gaunt Man was very powerful and created a powerful force that weakens his enemies.  Some High 
Lords use their power to increase their technology so they can build tougher tanks, others increase the sophistication of their reality's mirac1es.  The 
Gaunt Man and Heketon, who love fear, decided to make it harder for heroes slay his monsters rather than make the monsters tougher.
   The second reason is that every realm of Torg: Roleplaying the Possibility Wars should have its own distinct feel to it.  The realm of Orrorsh is a 
place of atmosphere, of slow searches through mist·shrouded graveyards.  We created the Power of Fear so that Storm Knights cannot go blasting 
their way through every conflict the same way they might do in the Living Land or the Empire of the Nile. 
   These rules make it vital that the characters spend some time investigating their opponents and introduces the risk that whenever they are facing off 
against a horror of Orrorsh their characters might f1ipout from the sheer terror of the situation.  The Power of Fear also creates a situation where 
(hang on to your possibility energy) the Storm Knights might lose, or, at the very least, a character or two might find True Death before they stake the
vampyre's heart.  Again, this is a choice on our part to make Orrorsh a nasty, frightening place.  Storm Knights entering this reality should be 
prepared to face the most challenging realm on the planet - for although he was defeated by the heroes of Earth, his reality is the most powerful and 
evil reality to invade our world.  We're warning you ahead of time.  Tarry in Orrorsh and you can assume that you have a good chance of meeting an 
untimely end.  This is not to say Storm Knights should not adventure in Orrorsh.  On the contrary, Orrorsh must be destroyed - precisely because it is 
so evil.  But the cost for victory will be high.
   The Power of Fear has two important features which should dismay Storm Knights:
• Until the Power of Fear is overcome, a Storm Knight may not invoke a reality storm.
• Until the Power of Fear is overcome, Storm Knights may not play for the critical moment when using their cards.
   If a Storm Knight attempts to invoke a storm while under the Power of Fear, the storm is destroyed as it forms.  The Power of Fear then 
immediately disconnects the offending Storm Knight from her reality.
   If the Storm Knights unwittingly try to play for the critical moment when the Power of Fear has not been overcome, the gamemaster should let all 
the players put all their cards out on the table, then smile cruelly as he sweeps the cards up off the table and tells them it doesn't work.  The players 
lose the cards. That's it. It just doesn't work.



Perseverance
Perseverance is the commitment that a group of Storm Knights has to pursuing their quarry in Orrorsh.  Without Perseverance the characters are 
overwhelmed by the Power of Fear and become ineffectual, perhaps even paralyzed, when confronting the monsters of the realm.  The Perseverance 
value rises and falls during the course of an adventure or act set in Orrorsh.  The Storm Knights want to accumulate as much perseverance as 
possible, for without a strong perseverance they are doomed to failure.
   A group of Storm Knights always start an adventure with a Perseverance value of eight.  If the entire adventure takes place in Orrorsh, characters 
start with a Perseverance of eight at the start of the first act.  This number continues to increase as the story progresses.  If the time spent in Orrorsh 
is only one or more acts out of an adventure that spans the globe, then the group's Perseverance is eight at the start of the act in which they arrive in 
Orrorsh, or the gamemaster calls for a Perseverance check.
   The entire group is assigned one Perseverance value.  It acts just like an attribute value, except that the value belongs to the Storm Knight group, 
not to a single character. When the group needs to make a Perseverance check one of the players (it does not matter which one) rolls the die, finds the
bonus number, and adds the bonus to the Perseverance value.  The gamemaster then compares the Perseverance total to the Perseverance Difficulty 
number.
   Heketon wants to limit resistance to the Power of Fear. The nature of Storm Knights is to exceed whatever limits are place upon them.  The High 
Lord experimented with Perseverance on each new cosm he invaded.  He and Heketon built a machine to sort possibilities, to gather the slimmest of 
chances and concentrate them, to make them real.  Hundreds of stormers were carefully used, their possibilities dissected by the machine.  Finally he 
succeeded at making real one critical aspect of Perseverance: he separated the basic ability to resist fear from the abilities and attributes of 
individuals.  Individual actions could still affect Perseverance, strengthening it.  The Gaunt Man sought to eliminate this imperfection, but failed.  
The High Lord is beginning to believe that such an act might be beyond even his own abilities.
   Perseverance is still one of the Gaunt Man's great achievements.  His horrors face the small chance of defeat, and each defeat helps convince the 
populace to continue the fight.  Orrorsh lives in fear, not despair.  That is as the Gaunt Man wishes.  The small chance of a monster being slain was 
not as inconvenient as he first thought.
   The Gaunt Man had not counted on the number of Storm Knights created by the Possibility Wars.  For the first time, enough heroes exist to make 
the necessary sacrifices to defeat the horrors of Orrorsh. 

The Perseverance Difficulty Number
   The gamemaster assigns every adventure (or act, or series of acts) a Perseverance Difficulty number.  This number does not change for the duration 
of the adventure or acts of the story set in Orrorsh.  The higher the number, the more difficult the adventure is.  The gamemaster sets the Perseverance
Difficulty by the "key" monster of the adventure.  The key monster is usually one monster, but it might be a group of characters, like a coven of evil 
occultists.  The key monster is usually the most powerful monster in the story.  It may also be the most intelligent monster in the story if the 
intelligent monster is pulling the strings of the really strong monster.  In short, the key monster is the "villain" of the story - the creature that is behind
the murders in the village or the evil plot or whatever.
   If the story is about hunting a vampyre, then the gamemaster sets the Perseverance Difficulty by the vampyre. The Storm Knights might encounter 
zombies or large vampire bats, but the Perseverance Difficulty number used in every situation is the one the gamemaster chose from the fact that the 
key monster is a vampyre.
   Note that the adventurers might not know what the key monster is until well into the adventure.  For example, the characters are helping a village 
hunt down a vampyre.  As far as they know there is only one vampyre and they think the story is about getting that one vampyre.  In truth, the 
murders in the village have been caused by a group of five vampyres that have decided to take turns attacking the village to hide their number.  The 
Perseverance Difficulty is higher than the Storm Knights expect because they don't have all the information yet.
   What this means is that how bad the Storm Knights think things are does not matter.  All that matters is how bad things really are.  
   The gamemaster keeps the Perseverance Difficulty number a secret from the players.  This way the group does not know how much Perseverance 
they need to be safe when encountering monsters during the adventure.  This creates tension for the session, since every time the characters encounter
a creature they do not know if they are outclassed.  During the course of the adventure the players slowly get a gauge of what the number is.  That's 
fine, but the gamemaster should let the group figure it out for themselves.
   When creating his own adventure the gamemaster must do two tasks specific to the Power of Fear.  First, he must assign the key monster a 
Perseverance Difficulty number. Here are some example difficulty numbers:
10-14. These are the lowest difficulty numbers any key monster should have.  At the start of the adventure the characters will be hard pressed to beat 
the number every time the group generates a Perseverance total.  This is the usual difficulty number for a single monster of average strength.  
Examples are a werewolf, an oozing terror, or a competent occultist.
15-22. This is the difficulty number of really powerful monsters and large, organized agents of evil.  Examples are above average vampyres, occultist 
covens, and truly terrible giant, shapeless horrors of the kind the Nightmare Ahjebax might create.
23-27. Numbers such as these are nearly impossible to attain, reserving them for Nightmares, members of the Hellion Court, and the Darkness 
Device. An adventure with one of these creatures as the key monster requires a good deal of research and preparation on the part of the Storm Knights
- and the realization that none of them might finish the task. 
   The second gamemaster task is to create and assign the value of clues and possible incidents that might take place in the story, because these clues 
and incidents are the method by which the Storm Knights raise their Perseverance.

The Fear Rating
   So what does it mean when the group fails when generating a Perseverance total?
   The monsters of Orrorsh are a special breed apart from monster of other realms.  A vampyre from Orrorsh is very different, and more dangerous, 
than a vampire from Aysle. This danger is measured by a Fear Rating. 
   A Fear Rating may be 1/2, 1, 2, 3, 4 and 5. More powerful monsters have higher Fear Ratings. Fear Ratings above three are extremely rare, given to
Nightmares, members of the Hellion Court, and very ancient creatures. 
   Whenever a group fails their Perseverance check the monster receives a number of fear points equal to its Fear Rating multiplied by the number of 
Storm Knights it is facing. A creature with a Fear Rating of three faces four Storm Knights; when the heroes fail a Perseverance check, the creature 
gets 12 fear points.  Fear points must be spent as soon as they are received, although their effects may linger. 
   For a Fear Rating of 1/2 the gamemaster rounds fear points in favor of the players.  Thus, if there are four Storm Knights in the scene the 
gamemaster gives the creature two fear points.  If there are three Storm Knights the creature receives one fear point.



   For one fear point the creature may: 
• Take one card from any player's pool.  If no cards are in pools yet, the gamemaster may draw a card at random from a players hand. The creature 
may spend additional fear points to steal additional cards.
• Stymie one of its opponents.  The creature may spend additional fear points to stymie additional opponents.
   The effect ends once the scene ends, or the afflicted character makes a Perseverance check (no cards or Possibilities may be spent on the check. On 
the bright side, the stymied result does not apply to the Perseverance check).  Unless the individual character succeeds at a Perseverance check, the 
character is stymied in the presence of the creature.
   A character may make Perseverance checks to overcome the fear.  Doing so counts as the character's action for a round. If successful, he has 
overcome the Power of Fear.  If not, he is still stymied. The creature does not gain any more fear points due to these individual Perseverance checks. 
• Spend a possibility for a roll-again.  This is possible even for monsters which are not possibility rated; the energy comes from the Power of Fear.  
The creature may buy this benefit only once per failed Perseverance check.
   For two fear points the creature may:
• Produce an up result. As with the ordinary up results, the up applies to the creature's entire faction.  The creature may only buy this benefit once per 
failed Perseverance check.
• Cause a single Storm Knight or character to be setback by fear. The creature may buy this benefit more than once.
   The effect ends once the scene ends, or the afflicted character makes a Perseverance check (no cards or Possibilities may be spent on the check).  
Unless the individual character succeeds at a Perseverance check, the character is setback in the presence of the creature.  He is able to do nothing 
but flee from the horror. 
   A character may make Perseverance checks to overcome the fear.  Doing so counts as an action, and must be performed out of sight of the creature 
which caused the setback.  If successful, he has overcome the Power of Fear.  If not, he is still to afraid to take effective action; the creature does not 
gain any more fear points due to these individual Perseverance checks.
• The creature may mark a character for death.  A character marked for death may not spend Possibilities to remove damage.  The effect lasts for the 
remainder of the scene, or until the group succeeds at a Perseverance check called for by the gamemaster.
   Only Storm Knight groups who succeeded at their Perseverance actions are immune from the effects of the Fear Rating, which is why it is so 
important to get a high Perseverance.
   Although every monster has a Fear Rating, only one rating is used at a time during an encounter.  The rating used is the highest Fear Rating 
available.  Thus, if the Storm Knights are battling an occultist with a Fear Rating of two who is controlling two zombies with Fear Ratings of 1/2 
each, the villains draws two cards from the players' card pools if they lose the Perseverance action. If heroes destroy the occultist, then the Fear 
Rating is reduced to 1/2.  If a group of four Storm Knights were attacked by a group of zombies with a Fear Rating of 1/2  each, then the players 
would lose two cards when they failed their Perseverance check.

Gaining and Losing Perseverance
   Storm Knights lose and gain Perseverance during the course of any adventure or series of acts in Orrorsh.  TheStorm Knights have a given 
Perseverance value that stays with them during the adventure.  It starts at eight, and rises and falls, but it is a Perseverance value for that particular 
adventure.  When the adventure ends the Perseverance value is discarded, no matter how high or low it was.  The next time the characters are in 
Orrorsh, they start with a value of eight once more.
  As stated above, the Perseverance Difficulty number comes from the threat of the key monster in the adventure.  As the Perseverance rises it reflects
the work of the Storm Knights to deal with the particular threat of the key monster.  Once the key monster is dispatched the Perseverance is valueless
because the Storm Knights built it for that particular monster.  If the monster completely wipes out the group, the next group that goes after the 
monster must start anew to collect Perseverance.  If new characters are brought in to replace characters killed during the course of the adventure (a 
likely occurrence in Orrorsh), the old Perseverance value can be carried over to this "new" group.  It is assumed that the surviving members of the 
original group pass on information collected before the untimely deaths of their colleagues.
   At no time can the Perseverance value drop below zero. If the group encounters a situation that subtracts points from their Perseverance that would
drop the value below zero, the value simply becomes zero.
   Add Perseverance points to the group's Perseverance Value when the group:
• discovers information about the creature they are pursuing
•when they win a skirmish against the forces of the Gaunt Man
• when they encounter people in need of help
• when something so horrible happens that they strengthen commitment to kill the monster.  The points are awarded in scene in which the heroes can 
contemplate what they have seen; they are never awarded in the same scene as the one in which they previously lost Perseverance for seeing 
something horrible. 
Perseverance points are subtracted from the group's Perseverance value when they:
.suffer a loss at the hands of the forces of Orrorsh
• witness a horrible sight committed by a monster, or see a companion die 
• witness a violent and grisly sight caused by the power of the occult.
   There is overlap between the the ways that Perseverance points are subtracted and the need for Perseverence totals - which is as it should be.  If the 
group sees a Ravagon slay a member of a group, first they lose some points of Perseverance, and. then they have to generate a Perseverance total at 
the new, lower value.
   The reasons for losing Perseverance match some of the reasons for gaining Perseverance.  This is done on purpose as well. For exarnple, if the 
group sees their teammate ripped up by the Ravagon, they immediately lose Perseverance (and have to generate a Perseverance total).  Later, if they 
escape the encounter and have time to mull it over, the anger at their companion's death strengthens their resolve to kill the creature.  In such cases 
the group gains back the Perseverance lost, plus the same value again. The subtraction is brought on by panic, the addition through contemplation.
   The Perseverance points lost or gained for a particular incident.  The points for a single event usually range from one to five. Most point gains or 
losses for a single incident are for one or two points.  Point gains or losses of four or five points are extremely rare, and used only for exceptional 
events.
   When creating an adventure in Orrorsh, the gamemaster must create and place incidents in the adventure for the Storm Knights to find or 
experience.  He should do this before the adventure begins so that he is certain he has left enough clues for the Storm Knights to succeed at the 
adventure.  The Storm Knights might gain Perseverance through unexpected situations, such as the death of a Storm Knight, but this can not be 
counted on.  The gamemaster should total up all the potential Perseverance point gains he has created for the Storm Knights.



   The potential Perseverance point gains the gamemaster plans should equal the Perseverance Difficulty number plus four.  Thus, if the Perseverance 
Difficulty Number is 10, he should prepare 14 points of potential Perseverance increases.  It is not necessary that the characters find all the potential 
points - but they should be there, available for the Storm Knights.  Remember that the Storm Knights will suffer losses to their Perseverance as well, 
and they need to have enough points available for their final confrontation with the monster.

Overcoming the Power of Fear
   When the Storm Knights reach a Perseverance value equal to the Perseverance Difficulty number plus 12 they have overcome the Power of Fear 
manifest in the creature. The lowest bonus that can be rolled is -12 (on a roll of one), and so they will always succeed at a Perseverance check. 
   It does not matter that they do not know if they have enough points to be able to do this - the Power of Fear knows. If they have enough 
Perseverance to guarantee a success then the critical moment can be played normally.  Storm Knights can now invoke reality storms against their 
opponents. 
   The players might start a scene with enough points, but due to horrible things that happen during the scene might lose some, driving their total 
below a guaranteed success on the Perseverance check. If this happens the Storm Knights lose their ability to play for the critical moment, and cannot
invoke reality storms. They must either fight without the ability, or retreat to gain more points and return.  

Perseverance Checks - Non-Combat Failures
   When a Perseverance check is called for outside of combat (such as while investigating a murder scene), failure still has consequences.  Read the 
Margin of Failure on this chart:
Average - Proceed, Stymied until a successful Perseverance Check is made or the end of the scene.
Good - Proceed, Unskilled until a successful Perseverance Check is made or the end of the scene.
Superior - Setback (Nausea, Hysteria, etc.), Can not approach until a successful Perseverance Check is made or the end of the scene. 
Spectacular - Break, must get away, and have nothing to do with the scene.
Botch - Break, and Psychosis.  Read the Margin of Failure as Mental Damage, the Psychosis lasts until it is healed.

Law of Eternal Corruption
   The third and final point is Eternal Corruption, a reincarnation process for creatures of Orrorsh.  Eternal Corruption is offered to beings who have 
been seduced by the Power of Corruption.  When a creature or corrupted person is killed, its soul is offered the choice of either being sent to its 
respective god to be judged, or being detained by the Gaunt Man for a short period of time and then placed in the host body of another creature at 
some later date.
   The mystical means of Eternal Corruption contains several key ideas to understanding how Orrorsh functions and how the Gaunt Man is able to 
survive one invasion after another without depending on massive armies to conquer worlds.  Unless a creature of Orrorsh is killed in just the right 
way its soul lives on even though its body has been destroyed.  If the vampyre's soul agrees to it, it can be saved from leaving the mundane world of 
the cosm and traveling to the higher powers of the universe to be judged.  Since most monsters and corrupted people know they do not want to be 
judged (they've spent their existence killing innocent people for knowledge and power after all) they usually accept the Gaunt Man's offer.
   The Darkness Device sends the corrupted soul, now separated from its body, to a Waiting Village where it resides with other corrupted souls.  There
it is treated to sensations and pleasures only dimly remembered by the corrupt soul.  The darkness that has shrouded the soul's life lifts and it is happy
and content for the first time
in years.  Eventually a Nightmare who wants to create a new creature requests a soul from the Gaunt Man. The High Lord grabs a soul out of the 
waiting village and flings it to the Nightmare who places it in his new creation of terror.  The new terror is let loose upon Orrorsh, but the soul is an 
old soul.  The Storm Knights might well find themselves facing an old foe in a new guise.  If this new body is destroyed as well, then the corrupted 
spirit is once again offered the chance to travel to a Waiting Village. After living the deadened life of a corrupt creature, the promise of pleasure in the
Waiting Village is an offer the creature does not want to reject. The creature again postpones judgement. 
   The problem for the corrupt soul, is that its fear of being judged and its desire for short term pleasure consigns itself to an eternal existence of non-
life as it's reincarnated over and over again as a monster than can never really experience life.

Original Gaean World Laws 
   Though they were repressed during the Gaunt Man's invasion, Gaea's World Laws were not completely eliminated, and have reasserted themselves 
since the Gaunt Man's destruction.

The Call to Glory
   On Gaea, everyone believes in the superiority of their culture and nation. People from foreign cultures are viewed with suspicion and possibly 
disdain. Empires of this world are often about not just ruling the conquered lands, but reforming their culture to match the Empire’s superior one. 
   The Glory of this World Law isn’t individual: it is national. All citizens are called to aid their culture’s rise, to prove the superiority of their ways 
over all others. To this end, they are willing and capable of enduring great suffering, even sacrificing their own lives. In these countries, even the 
downtrodden and dispossessed are fiercely patriotic.
   In game terms, Gaeans have a +1 bonus modifier to resist charm or persuasion attempts by foreigners. Most citizens will be considered Loyal to 
their country and their ruler (for the purposes of Interrogation). Gaeans also have a -1 bonus modifier to resist charm and persuasion attempts of their 
countrymen.
   A Gaean gains a +3 bonus modifier to resist any attempts to convince them that their cultural viewpoint (or any actions taken because of that 
viewpoint) is wrong or incorrect. They also gain a +3 bonus to any direct action taken in defense of their homeland.
   In game play, Gaeans will see the world through their culture's eyes. They may accept companions from other nations or cultures, but they will 
never accept their companion’s foreign ways.



The Mandate of Heaven
   There is an order to all things, mandated by Heaven. The natural world is ordered, proceeding according to perceptible and rational natural laws. 
The moral and spiritual world is likewise ordered, and the natural laws of morality are as real and as binding as the laws of physics (and, indeed, 
there is no difference between the two). And, though they may remain hidden for a time (see the next World Law), violations of natural laws will 
always incite the wrath of the Heavens.

   The Heavens have ordained some to rule, and others to follow. Both have obligations to each other and to the land of their nativity. The awareness 
of these obligations tends to manifest—both personally and culturally—as a strong sense of honor. Outside of the mechanics of this World Law, an 
exacting code of honor is found in nearly every Gaean culture (for example, Nippon’s Bushido or Victoria’s Noblesse Oblige).
   Commoners are meant to follow the commands of their betters, so gain a +1 bonus modifier on actions taken when directly commanded by a noble 
(such as on the field of battle.) They have a -3 bonus modifier to action taken in violation of noble commands. Commoners being led by a noble 
ignore Break results, either from the Drama Deck or from Intimidate/Test non-combat interactions.
   Nobles are meant to lead the commoners, as well as act as their protector (and are forbidden to exploit or otherwise abuse their lessers). Actions 
taken to lead or protect commoners gain a +1 bonus modifier. Additionally, nobles acting within their Mandate gain a +3 bonus to charm and 
persuade those of lesser rank.
   Rulers (such as a Queen, Maharajah, or Emperor) are the mortal embodiment of their nation, and carry on their shoulders the responsibility to lead 
the nation, defend and protect it, and ensure that it grows in prominence and power. Rulers have +3 bonus modifier to all actions taken in defense of 
their nation or when advancing their nation’s interests. They have a -3 bonus modifier to actions taken which violate their obligations or betray their 
nation. If directly leading nobles or commoners (such as on the field of battle), their subjects gain a +3 bonus modifier for all actions ordered by the 
Ruler.
   Another cultural aspect of this Mandate is the universal disdain for merchants and mercantilism. Gaining prominence through the accumulation of 
material wealth is seen as grubby and plebeian. The richest merchant may command a fleet of ships, and an army of soldiers, but in the eyes of 
society (and the Heavens) is nothing more than a commoner.

Occult Mysteries and Hidden Secrets
   There is considerable debate, among those who study such things, as to whether this is a product of Orrorsh, or part of Gaea's original nature.  Or 
possibly a perverted version of some law which existed before the Gaunt Man.
   That which violates natural laws is forbidden, and the violators will be punished. They may seek to avoid the wrath of Heaven, hiding their 
misdeeds in remote locales or secret chambers, but eventually all such secrets come to light, and grief is visited upon the head of the transgressor.
   The violations of the natural order are many, and innumerable. There are acts so abominable, they stain the soul and cast one beyond the bounds of 
humanity. There is knowledge so terrible, it can only be gained through dark and vile efforts. There are nobles and rulers who use their position to 
abuse their servants and those in their care. There is power in mysticism, power gained through forbidden and corrupting rituals. And there are beasts,
monsters with the minds of men, whose existence is owed to dark powers and repellent acts.
   For a time these things may remain hidden for years, decades, or even centuries, but when that time has passed, the justice of Heaven begins to 
manifest, first in small ways but eventually as a curse (and then, the revealing of all their secrets). 
   Even before they are cursed, or their foul deeds come to light, transgressors often find they acquire an ill reputation. There may be no proof of their 
crimes, and the law may have no hold on them, but word of their perverse deeds and dark desires will spread, and they will find their lessors and 
peers growing cold and even becoming hostile.
   After a time, transgressors will find themselves the victim or cause of uncanny occurrences (which events can be noticed by others, contributing to 
their infamy), or the ill-favor of infants or innocent beasts. Eventually a curse will fall upon the transgressor (and in many cases, their family, village, 
or region.)
   In game terms, a cursed transgressor will always suffer a Setback during any confrontation (including all round-play). This Setback is in addition to
any that occur because of Initiative line results or Non-Combat Interactions. Such Setbacks usually act to further reveal the secrets the offender is 
trying to conceal, ensuring that their reputation is further stained and that additional enemies will appear.
   On a larger scale, the accursed (or their family and friends) will suffer from business failures, inexplicable sickness, and other occurrences of bad 
luck. Miscarriages or untimely deaths are common.
   This curse will last until the secret is revealed, the descendants of the original transgressor suffering even though they themselves have done no 
wrong, and are ignorant of their ancestor’s misdeeds. The only way to assuage Heaven’s wrath is for the hidden secret to come to light. (Very often, 
such a discovery breaks the will or mind of innocent descendants.)
   This World Law has a peculiar effect on the supernatural world of Gaea. This reality's magic manifests as complex rituals, requiring the 
involvement of multiple individuals. And, to gain the maximum effect, these rituals require the commission of forbidden and abominable acts. Those 
who act alone, or refuse to engage in dark practices, will find their power extremely limited. 
   The effects of such rituals are usually subtle, and take some time to manifest. This reality has no fireballs or lightning bolts, no rapid-fire magic of 
any kind.
   Supernatural beings–including monsters–are hidden from the rest of the world. They may appear before lone individuals or small groups, but never 
before large crowds (nor is there ever proof of their existence). Even though unnatural, not all supernatural beings are malign. Many are simply 
mischievous, or even beneficial. (There are faeries who are examples of both.)
   Superstition and folk-lore is common among the lower classes or rural dwellers. Though frowned on, these minor rites are not violations of 
Heaven's laws (just unwise and evidence of a weak mind). 

Orrorsh on Earth
   For those who do not wish to play with the cultural norms of Gaea, and would rather play with modern sensibilities, the Orrorsh Realm(s) on Earth 
should be more suitable.  In the stable mixed realms the axioms and world laws are as follows:
   Magic 8 (20 for Occult), Social 22, Spiritual 10 (17 for Horrors, miracles of faith are limited to Earth's values), Tech 24; 
   Powers of Hope, Glory, Corruption, Fear; Laws of Prodigy and Eternal Corruption.  Prodigy can not be used on Gaean/Orrorsh skills without GM 
permission.  Core Earth Storm Knights must overcome the Perseverance DN of the current story in order to Seize Initiative in the realm.



CHAPTER TWO
NEW RULES

Character Creation
   Gaean characters follow the standard rules for character creation, with the following special rules.  

Advantages
   All player characters, being exceptional, have one level of Authority.  This can take a wide variety of forms: Nobility, Church, Military, Police, 
Academia, or some other organization (such as a secret society, business, etc.).  Players may opt not to take this, but this means they are instead 
servants to the other characters (and are limited in social situations) at best.  At worst, they are Gypsies or criminals.

Authority
Rank           Nobility*  , Male         Female                                         Church                        Military                                        Police                          Academia                                 
1 Sir/Lord/Baronet Lady Deacon Sgt., Boatswain, Leftenant Sergeant Professor
2 Baron/Viscount Baroness/Viscountess Priest Captain/Major/Commander Inspector Doctor
3 Earl Countess Bishop Colonel/Captain Superintendent
4 Duke Duchess Archbishop General/Admiral Commissioner
5 King Queen
* Other nations such as Nippon, Ch'in, and Indira have regional variations.

Secret Society Membership (1-4 point advantage)
   This advantage varies depending on the nature, size, and benefits of the Society; and the characters rank within it.  Leadership of a gentleman's club
is likely to be less advantageous than initiation into a society that has knowledge of occult secrets.  Here are some common societies, and the value 
for an initiate member:
1  Gentleman's Club, Ladies' Society
2  Hellfire Club, The Sanctum, Sign of the Six, Swords of the Sacellum
3  The Order of the Purple Eyes

Wealth
-1 Poor: 5 Sterlings on hand
0  Lower Class: 30 Sterlings on hand
1  Middle Class: 200 Sterlings on hand
2  Upper Middle Class: 1000 Sterlings on hand
3  Upper Class: 2000 Sterlings on hand
4  High Nobility: approximately 20,000 sterlings on hand

Sidebar: Currency Conversion Chart
Dollar Sterling Riyal Yuan Rupee Florin/Livre/Dinero/Mark Yen Lira Ruble Skilling

Core Earth Dollar 1 0.20 0.80 0.50 10 4 20 0.67 8 1.25
Victorian Sterling 5 1 4 2.50 50 20 100 3.33 40 10
Bessarabian Riyal 1.25 0.25 1 0.625 12.50 5 25 0.83 10 2.50
Ch'in Yuan 2 0.40 1.60 1 20 8 40 1.33 16 4
Indiran Rupee 0.10 0.02 0.08 0.05 1 0.40 2 0.07 0.80 0.20
Gascon Florin 0.25 0.05 0.20 0.125 2.50 1 5 0.17 2 0.50
Lombard Livre 0.25 0.05 0.20 0.125 2.50 1 5 0.17 2 0.50
Navarre Dinero 0.25 0.05 0.20 0.125 2.50 1 5 0.17 2 0.50
N.V. Dollar 1 0.20 0.80 0.50 10 4 20 0.67 8 1.25
Nippon Yen 0.05 0.01 0.04 0.025 0.50 0.20 1 0.03 0.40 0.10
Osman Lira 1.50 0.30 1.20 0.75 15 6 30 1 12 3
Pruessen Mark 0.25 0.05 0.20 0.125 2.50 1 5 0.17 2 0.50
Rosskyian Ruble 0.125 0.025 0.10 0.625 1.25 0.50 2.50 0.08 1 0.25
Skandian Skilling 0.50 0.10 0.40 0.25 5 2 10 0.33 4 1

Alchemy or Science (1 point advantage)
   Game Systemically, you possess the Occult Skill, but no other magic.  Your character does not consider what he does to be 'magic'.
Alchemy – Once a Horror (or other creatures nature is learned (via Deduction or Research) you may craft weapons to harm it, or devise remedies 
against its attacks.  This generally takes until nightfall the next day (or similar timeframe determined by the gmaemaster).
Science – You are capable of building machinery in advance of Gaea's Tech axiom.

Disadvantages
Minority – Every nation on Gaea favors the rights of men of their nation.  Whatever Nation the campaign is set in, belonging to another race is a 
minority.  For Gaean characters on Earth this trait may not be needed, unless the character is not Victorian and will spend significant time in Orrorsh..
Minority confers a penalty equal to the value of the trait on most social interaction rolls.  With GM discretion, it might confer bonuses to Trick, Taunt 
or Intimidation, based on the reputation of your people.
1  Halfbreed, one of your parents is a native, and you look enough like a native to almost pass.  If you were raised in the other parent's land, this is 
worth 2 points.
    Colonial – New Victorians in Victorian for instance, or vice versa.  You share a common race, skin, and customs, with slight deviation.
2  Related Race – Such as any European race in Victoria.  You look similar, and have similar customs and mores.  Generally, you are from the same 
continent.  For America this is divided between Amerind races or Colonials.  



   Indiran, Khemish, and some other races, live in Victoria, having descended from subjects who immigrated before Orrorsh cut off contact.  They are 
more acceptable than their cousins back home.
3  True Foreigners – generally, someone from another continent.  Asian, Rhodeslander or Amerind in Europe.  
+1 Female – nearly every culture on Gaea considers women to be a second-class citizen (if they even consider them citizens).  This penalty does not 
apply in romantic situations, but it does for purposes of “men's business” such as politics, military matters, or actual business.  Within small groups, 
such as a secret society, in matters pertaining to that society, this penalty might not apply.
'Racial' Packages
   While all Gaean characters must be human, some player characters may be (or become) infected by vampirism or lycanthropy, in which case they 
gain the following packages.  Note: these do count toward the limits of advantages and disadvantages, unless the GM allows you to take points in 
excess of the normal 10 point limit. 

Vampyre (8 points)
-  STR+3/16, Life Drain (SPI+15), 2 points of additional Horror Powers
-  Infection (SPI+5), Nutritional Requirement:Blood (2), Prejudice:Vampyre (3)

Werewolf (8 points)
- Shapechange Skill, Resistance to Normal Weapons, Nightvision, Claws (STR+3), Teeth (Dmg = Shapechange)
- Infection (SPI+5), Vulnerability:Silver (3), Secret or Prejudice:Werewolf (2)
This package may be modified for other werecreatures, replacing claws or teeth as appropriate (i.e. Werehawk has Flight, and Talons)

Regional Skills
   All characters receive one skill add in three skills based on their homeland, this may exceed normal starting adds.  Specializations gain two adds.  
While not all characters from that Nation possesses these skills, they are quite common, and Storm Knights from that land should.  One Difficult skill
on this list is considered a standard skills for these characters.  In addition, all characters receive their native language at 3 adds, and if it is not 
English (or Victorian as it is known on Gaea), they have that language at 2 adds.  Those with Victorian as their native language may select another 
language at 2 adds.  PCs also gain Scholar:Gaea Cosm Lore at three adds, but face a +3-5 penalty for knowledge about regions other than their own 
Nation.  Gaean Storm Knights also may begin with a second realm lore at 2 adds if they have any experience beyond their home cosm.
America
Ghostlands: Direction Sense, Craft:choose one, Survival; Language:Amerind
Karib: Swimming, Vehicle Piloting:Water, Faith:Voodoo; Language:Karib
New Victoria: Fire Combat, Scholar:Fashion, Willpower; Language:Victorian (regional dialect)
Norlins: Melee Weapons, Vehicle Piloting:Water, Craft:Sailor (or any other); Language:Victorian (regional dialect)
Europe
Eire: Research, Scholar:Fashion, Taunt; Language:Victorian (regional dialect)
Gascony: Scholar:Fashion, Craft:choose one, Taunt; Language:Gascon
Helvetica: Vehicle Piloting:Land:Sled, Climbing, Scholar:Fashion; Language:German (regional dialect)
Lombardy: Melee Weapons:Dagger or Rapier, Scholar:Fashion, Trick; Language:Lombard (regional dialect)
Navarre: Beast Riding:Horse, Scholar:Fashion, Charm; Language:Iberian
Pruessen: Maneuver, Melee Weapons, Unarmed Combat; Language:German (regional dialect)
Romany: Prestidigitation, Vehicle Piloting:Land:Wagon, Trick; Language:Rumostrian
Rosskya: Beast Riding:Horse, Survival:Arctic, Willpower; Language:Rus
Skandia: Vehicle Piloting:Water, Craft:choose one, Survival:Arctic; Language:Nordic
Victoria: Scholar:Fashion, Willpower, Any other (excluding 4 Magics, Occult, Focus, True sight, Swami or Spirit Medium); Language:Victorian
Asia and Asia Minor
Bessarabia: Beast Riding, Direction Sense, Survival; Language:Persian (regional dialect)
Ch'in: Oriental Martial Arts:Choose One, Scholar:Fashion, Craft:choose one; Language:Ch'in
Indira: Scholar:Fashion, Swami, Faith:Findaru; Language:Indira and Victorian
Khem: Research, Scholar:Fashion, Survival:Desert; LanguagePersian and Victorian (regional dialects)
Nippon: Oriental Martial Arts, Scholar:Fashion, Faith:Tenno no Ketsui; Language:Nippon
Osman Empire: Scholar:Fashion, Persuasion, Streetwise; Language:Greek or Persian (regional dialect)

New Skills
   Underlined skills are difficult, and skills with a * require a focus.
Agility
Oriental Martial Arts* –  Choose an existing style, the character gains the Strike Bonus and one maneuver.  Examples:
Judo - Uses throws and holds.  May use Martial Arts:Judo as a passive defense against Melee, Missile and Thrown Weapon attacks.  Active defense 
rolls get a minimum bonus of +2.  After rolling an attack, but before results are determined, the user may declare the attack results are read on either 
the damage or maneuver table.
Karate - Uses punches, kicks and strikes (with various other body parts).  Attack values are +2 (does not apply to defensive values).
Kendo - 1 or 2 sword fighting (usually Katana or Bokken).  Attack values are +2 (does not apply to defensive values).  Disarm attempts are also at +2
(total of +4 to hit, but no damage, disarms opponent if results are Good or better).
Kick-Fighting - Uses legs and feet.  Attack value +2 (for kicks only, does not apply to defensive values ).  May use Martial Arts:Kick-Fighting in 
place of Maneuver.
Ninjitsu - Consists of Sneak Attacks and Surprise.  Gain an additional +2 to attack values if any form of surprise exists, no surprise penalties to 
damage on these attacks.  May use Martial Arts:Ninjitsu in place of Maneuver.
Wrestling - Uses holds and some throws.  When performing a Grapple, once the hold is attained, and until it is broken, all additional attacks are at +2 
value (this also applies as the defensive value against the target breaking the hold).  After rolling an attack, but before results are determined, the user 
may declare the attack results are read on either the damage or maneuver table.
   With GM's permission, a Ch'in or Nippon character may take a Core Earth Martial Arts style, and select one minor maneuver of that style.



Perception
Language – Gaean languages are dialects of Core Earth languages, some closer than others.
   Victorian (English), Amerind (amalgation of Earth amerind tongues), Ch'in (dialect of Earth Chinese), Indiran (amalgation of Earth Indian tongues),
Gascon (Gallic Victorian dialect), German (close to Earth Duetsch), Greek (Victorian influenced), Hebrew, Iberian (Victorian with a Latin and 
Moorish influence), Karib (mixture of Victorian and native tongues), Lombard (Latin with Victorian influence), Nahuatl, Nippon (close to Earth 
Japanese), Nordic (amalgation of Earth Scandinavian tongues with Victorian influences), Persian (amalgation of several middle eastern tongues), 
Rus (close to Earth Russian), it is possible there are others on Amazonia, Rhodesland, and Australia, as well as other isolated regions.
Research
Scholar:Fashion – specializations: boys, girls, men, women
   This skill is used to determine the proper attire and grooming for a particular occasion, as well as for varying social classes, etc.
    Applied to dexterity for: tying a proper cravat, hair, make-up, shaving/grooming.  A husband may use this to tie his wife's corset, setting the 
difficulty for her lover to retie it).
   Proper clothing can provide a bonus in social interactions.  Such as an officer's uniform in military circumstances, or a ball gown in a romantic 
situation.  Roll difficulty 12, results adds a bonus to any social skills (including Charm, Persuasion, and possibly Trick, Taunt or Intimidation). Those 
with limited Wardrobe (Wealth 1 or less) are limited.

Results Bonus (Standard) (Poor)
Botch unskilled Unskilled
Simple Failure -1 penalty -3 penalty
Minimum No modifier -1 penalty
Average +1 bonus No modifier
Good +2 bonus +1 bonus
Superior +3 bonus +1 bonus
Spectacular +4 bonus +2 bonus
Spectacular+ +5 bonus +3 bonus

Mind
Occult
Spirit
Faith – limitations: Abramaism, Aztecan, Findaru, Hishlam, Orrorsh Evil, Sacellum, Shamanism, Tenno no Ketsui, Tianming, Voodoo
Shapeshifting
Spirit Medium
Swami
True Sight

Magic
   3 point advantage, common Disadvantage compensations include: Secret or Prejudice:Occultist (1+), Devotion:Secret Society or Entity (1+), Debt 
(2+), or Enemy (2+).
   There are two magic types on Gaea, Occult and the four standard magic skills.  Possession of the Magic Advantage grants all five skills.  Unlike 
other cosms, Gaean characters do not gain free adds in Arcane Knowledges, or Spells.  Both must be bought with Skill Adds or Possibilities.     
   Any spell from the Orrorsh Realmbook is available, Axiom 15 or lower spells from Pixaud's, or other sourcebooks may also be learned with GM 
permission.  However, all such spells are a One-Case Contradiction.  Ords and Stormers alike may cast them, but disconnect on a roll of “2-4”.  
Stormers can reconnect normally, and then regain access to these spells with a Refresh miracle.  Ords may reconnect if Heketon wishes.  Otherwise, 
they require a Refresh, and are unable to contradict Gaean reality for a time value of 25 plus the margin of failure.  Note: since Refresh is not 
normally available to most faiths of Gaea, this is no simple task.
   If the spell is a Wicked act, it is not contradictory.

Occult
   What follows is a synopsis of the Occult rules from the Orrorsh Realmbook
Building an Occult Event - An event sentence must have a Noun, a Verb, and a specific Object.  
Objects for event sentences: 
   The Noun of an event sentence is the person or object that is causing the event. 
   Verbs are the action of the sentence - what is done by the Noun to the Object. 
   Some occult events fit into a single event sentence. Many more are made up of two or more sentences. 
   When several smaller event sentences come together they form a Compound Noun. It is also possible to have a Compound Object. 
   Different occult events can be described through countless event sentences. It is up to the occultist's player to create the sentences. The more 
sentences, the more objects that are involved. The more objects involved, the more effect the occult magic has. Thus, It benefits the players to be as
creative and convoluted in their occult sentences as possible.
   The best way to create an occult event is to start with an event sentence that describes the overall event desired.  This sentence usually begins
with the Noun "I," For example, "I shall animate this corpse." Since Orrorsh magic doesn't allow someone to simply animate a corpse, the overall
event sentence must be broken down into many different pieces. 
Occult Props
   As the event sentences get more complicated, the list of objects involved with the occult event grows. We call these objects props.
   Every once in a while the gamemaster should create situations in which the Storm Knights must use the occult. For example, some creatures are 
resistant to normal weapons.  The Storm Knights must create a weapon specifically designed to kill it.  The monster bleeds when it takes damage,
but it never seems to die. They are baffled. They've done research, and all the information gathered points to the need to draw on the power of the
occult. Not the best solution perhaps, but it seems to be the only one.
The Occult Total
   The occult total is generated once for each overall occult event. It is up to the gamemaster to decide at what point to generate the occult total. This 
is usually upon the completion of the last event sentence. 
   Occult events may have sub-events which do require generating an occult total. Occult totals for sub-events are necessary for the success of the 
overall event, but only allow the one, important occult total for the overall event.  They are never substituted for the overall event total.  



Spell Formats For Occult Events
   When someone uses the occult to get a spell effect he must write up the spell so the gamemaster can determine a difficulty number to obtain
that effect. The format of the spell is similar to that of spells from Aysle.  Because spells of Aysle and the use of occult powers differ, there are some
differences between the two formats.
   When constructing a spell format for an occult event, there are no listings for axiom level, skill, backlash, difficulty, or manipulation.

The Difficulty Number
   When the Storm Knight proposed to create an occult event. the gamemaster must assign the event a difficulty number. 
   Effect: The base difficulty is the effect value of the occult event.  A magic sword grants adds to the damage value. In that case the difficulty is the
maximum damage value for the sword; this is saying the effect value of the spell shall not exceed the maximum damage value for the weapon.
Armor, or spectacles that aid Perception, could be handled in a similar manner.
   The gamemaster may modify the base difficulty based on her judgement of the appropriateness of the spell to story.  If she believes the occult
event is the kind of thing which always happens in horror adventures, she may consider the spell to be easy (-3difficulty) or very easy(-5 difficulty). 
If the spell stretches the horror conventions, it should be 10 times as difficult (+5 difficulty). If the gamemaster feels that this occult event would 
never happen in horror stories, the difficulty modifier is +17 or more.
   Range: Most occult events create an object or an effect within reach of the caster. If the gamemaster thinks that the players have given the event
an excessive range, she may increase the difficulty of the event. The difficulty increase can be as little as +l to as great as the full range value of the 
spell or event.
   Number of Targets: If the event can be legitimately applied to more than one target, it is still more difficult than if the event only affected one 
target. The gamemaster is encouraged to use the One On Many difficulty modifiers to increase the difficulty of the occult event. 
   Conclusion: The gamemaster, after he reviews the effects of the occult event and decides on a difficulty number, then tells the players the number. 
They can try to reduce the number by weakening the effect of the event, or they can create more bonuses by creating a longer event sentence string.
Limits on Occult Events
   1. Generality of Effect: The occult is intended for one specific target, or to solve the one specific problem set in a story, usually the defeat of one 
monster.  Players will certainly try to expand the occult to solve a host of problems with one event. When they do, stop them cold. An amulet which 
protects against all undead makes sense in Aysle, but not in Orrorsh. If the players cannot name each individual target of the event (not necessarily by
name, but at least by a label such as "my husband's killer.") then the event is too general.
   2. Storm Knight Knowledge: The Storm Knights can only produce occult events to solve problems or be directed at targets of which they have
first-hand knowledge. A sword which would harm all evil creatures would require the occultist to have personally faced every single evil creature in
Orrorsh, or to have seen every single evil act in Orrorsh. Prevention of an unencountered problem is not possible with the Occult.
   Storm Knights may not manufacture an occult event to produce True Death for a monster, unless they know what the True Death is supposed to
be. In the example of the woman sword-smith, the sword would not produce True Death unless the occultist knew beforehand that the murderer's 
True Death was "death by an enchanted weapon." While the sword may not produce True Death, it is still an enchanted weapon against her husband's 
murderer.
   Gamemaster character occultists, do not have this limitation. The Ecology of Horror allows them to create occult events beyond their personal 
knowledge by drawing upon the knowledge of Heketon itself. Gamemaster occultists are Simply more powerful than Storm Knight occultists. This is 
because all Storm Knights made a choice to be good at the moment they became Storm Knights.  Heketon and the Power of Corruption are not about 
to help a Storm Knight by giving him the necessary knowledge.
   3. Occult Equipment: Occult lab kits exist which allow small occult events to be produced outside a laboratory.  More ambitious projects require
libraries and fully-equipped laboratories. This can limit where characters use the occult. 
   4. The Power of Corruption: Usually the Power of Corruption bestows one to five Corruption points to a person committing an evil act. When
someone does an evil act with the occult the lid is taken off the number of Corruption points awarded. If an occultist turned all the water in and
around Indonesia to blood it would harm so many people (the fish for food would die, water would no longer be available to drink) that 20 to 30 
Corruption points might be given to the occultist. The path of the evil occultist invariably leads to transformation into a monster. This is not a 
problem for gamemaster character occultists. 
Bonuses for Occult Props
   Occultists also receive a +1 add to their occult value for each Object in their occult sentences.  Objects in sentences that are repetitions of Objects 
from other sentences do not count toward the bonus. 
   The reason occultists are given such a powerful opportunity to determine how many props they will use is if the occult event fails, their theory as to
how to perform the occult event was simply wrong. If they still wish to perform the event they must come up with a new method of constructing the
event - which means writing a new event sentence string. Since acquiring props takes time (and risk and effort) it behooves an occultist to gather as
many bonuses as possible for his roll to insure his event succeeds. Better safe than sorry when dealing with the occult.
Limits on Occult Objects
   Once an occult event string is designed in an adventure, no more than one occult prop becomes effective per scene during which the characters deal
with the occult event. Dealing with the occult event includes obtaining the props,doing the necessary research, and experimenting in the laboratory. If
an event string contains six props, but the characters only spend four scenes gathering props, arcane bits of this and that, or puttering around the lab 
before generating the occult total, then the occult value is increased by +4 rather than +6.  All of the props are still necessary.  If the occult event 
requires six props or objects, all six are needed before the event can be completed. 
   Kind gamemasters may choose to allow the players to increase the number of scenes spent on the occult event.  If the players write an event 
sentence which takes a very specific amount of time, any scenes that take place during that time count toward the number of scenes dealing with the 
occult event.  Players take the risk of making the occult event unavailable to them in order to make it easier to add props to the occult event.
   A rule of thumb for gamemaster occultists is no more than one occult prop may be acquired and added to the occult event per day. An average
time is one occult prop per week, while  extremely difficult props or objects can take months or years. 
Occult Sub-Events
   When working on a string there will be times when an occultist needs to make an occult roll to complete a section of his string and continue on his 
way toward the overall occult event. The sub-event is easier to do than the overall occult event, and failure is not as devastating.
   Any time the gamemaster decides that an occult total is required to continue along the steps of the event string, the occultist must roll against a 
difficulty number of at least 12. He may use all the bonuses (cards, points, coordinated effort) of a normal action, but not the bonus received for 
occult props; Only the overall occult event receives the prop bonus.



   The gamemaster decides how much time the occult activity will take. For example, creating the formula from the notes might lake a week. After a
week of work has passed, the mad scientist makes a roll. If he succeeds he has the formula and may proceed on to the next step of the occult event
string. If he failed, he must start again, spending another week to get another chance at the roll.
   Many occult event sentences do not require an Occult roll. Getting a sword or gathering some hair from the spell's targeted victim are more likely 
to involve stealth or lock picking than the occult skill.

Miracles of Faith
   The Gaunt Man has used Heketon to raise the Spiritual axiom of his realm to allow the Power of Corruption to function.  This has given rise to 
many manifestations of latent spiritual power.  Those who are not corrupted by the Gaunt Man's evil use this power to help them resist the world of 
horror in which they dwell.  The number of individuals manifesting spiritual power is fairly high, due to the missionary activities of the Sacellurn.
   The Spiritual axiom of Orrorsh is 17, and the world laws do not affect the spiritual powers of player characters, only the Horrors.  Spiritual power 
may be called upon through prayer, ritual, or invocation. The focus difficulty of invocations is 36, being somewhat common and always dramatic. 
   Locations and items are capable of perpetual miracles, which occur regularly, with or without the presence of the community. Items may be imbued
with spiritual power by a community of the faithful.

Aztecan
   The Azteca hold to a religion much like that of Earth's Aztecs.  Without Huitzilopochtli (the Darkness Device) or the Akashans, this is seemingly 
impossible.  Except that the Gaunt Man has watched the development of Earth for over three thousand years.  And was introducing changes to Gaea, 
shaping it to suit his needs long before the first stelae was planted.  The entire region actively worships a sun god, who will destroy the world if he 
does not get his human sacrifices.
   But this god does not exist.  The Gaunt Man didn't believe in religions, except as a tool to manipulate and control.  The Aztecan religion, with all its
false gods, is just a form of Orrorsh Evil.  There is no divine (or profane) force behind this belief.  Aztecan Priests do not possess the focus skill.  
Instead, they use their faith, and the alignment of the planets, to perform Occult magic.

Findaru
   According to the Findaru, the universe resonates in one great cosmic harmony, and to be in accord with this resonance is to achieve the ultimate 
state of being. Those living lives of discord see the world clouded by illusion.  It is the ultimate goal of the Findaru to rid himself of these illusions, 
and thus experience the world in its true form. When all beings follow the path of Findaru and rid themselves of their illusions, the cosmos will be 
conjoined and every being will experience true oneness till the universe begins again. 
   Some major obstacles between the Findaru faithful and this goal are the world laws of Orrorsh. Fear and Corruption create extreme discord and 
illusion, disrupting the harmony of all those affected by it. The priests of Findaru are known as "swamis," and they have come out of seclusion to 
actively fight the machinations of the Gaunt Man. 
   In their quest for enlightenment, swamis learn harmonic mantras that allow them to create reverberations in the fabric of reality. These  distortions, 
reflections, and ripples within the universe allow a swami to manipulate his and other's perceptions of reality.  When a swami modifies their own or 
other's personal illusions of reality, many different effects can be produced. 
   Findaru is a non-theistic religion which originated in the cosm of Gaea.  Within that cosm, the Findaru are primarily concentrated within Indira, the 
area corresponding to Core Earth India.  The swamis have proven to be largely resistant to the Power of Fear, as they perceive it to be one of life's 
great illusions. Though the swamis are still a small and select group, their presence disturbs the Gaunt Man greatly. At this time, he is too preoccupied
to deal with them, but certainly a time of reckoning is overdue. 
   All Findaru miracles are enacted by the chanting of a mantra. Usually one or two syllables, for example Om, Mu. Ahm, Summ, Ra, and Kah Nah 
Wa are popular. Many miracles require solitary meditation, fasting, self-inflicted  pain, or complex body positions to initiate. These things make 
concentration more difficult, requiring greater discipline, and thus forcing the swami to face the more persistent illusions within his life.  The Findaru 
add their faith adds to personal Perseverance checks. Because of the personal nature of their spiritual quest, swamis cannot invoke their miracles on 
others, even if the miracle would normally allow this. The enemies of Findaru include any being possessing either Orrorshan or Ayslish corruption, or
anyone of Evil inclination.  However, the Findaru do not possess the ward enemy miracle.

Findaru Prayers
Animal Sounds
Bed of Nails
Bless
Bravery
Contort
Cure Poison
Death Sleep
Death of Sound
Detect Deception
Detect Miracle
Endurance
Fire Walk
Flame Aura
Flame Burst
Flame Ward
Ghost Walk
Heightened Hearing
Heightened Sight
Heightened Taste
Introspection
Leap
Man of Mirrors

Pass Quietly
Read Aura
Run Like the Wind
Soothe
Spell Shield
Spirit Shield
True Vision
Walk on Air
Walk on Water
Wisdom

Findaru Rituals
Beacon
Blessing Vow
Dispell Curse
Divine Intuition
Faith Armor
Feast
Healing
Healing Waters
Introspection
Passing Shadows
Pathway
Portent
Purify Body
Replay Reality
Ritual of Hope
Ritual of Purification
Serpent Staff
Spirit Flight
Spirit Quest
Staff of Swift Iron
Stay Disease
Tongues



The Sacellum
   Excerpt from the Sacellum Book of Power:
   God is your angry father, and you must be His obedient child.  Those who submit themselves to God in every action of their lives will find true 
salvation - but those who do not are truly damned. As it is written in the Book of Power, God will punish those who sin against Him. He will strike
them down and be truly revenged upon them for their failure to obey His divine word. Those who do not fear God, who are consumed by their own 
selfish corruption, who give in to their sinful desire to question His almighty authority, will find that they stand alone against the Horrors of the 
world.
   The Sacellum is the product of the Gaunt Man's manipulations. A religious institution whose beliefs were once similar to Core Earth Christianity,
this Gaean faith has been twisted by fear and corruption. The resulting religion is devoid of love and forgiveness, and is instead a harsh blend of
fear, punishment, fire and brimstone. 
   The Sacellum is organized into a three level hierarchy that consists of bishops, priests, and deacons. There is no central authority, and the actual 
distribution of power and responsibility varies greatly from one diocese to another. 
   Typically, a bishop will run a diocese, a priest will run a church, and deacons will assist a priest in his duties, although this pattern is by no means 
universal. The clergy is responsible for ensuring that the faithful do not stray from the right path as set down in the Book of Power.  They work
to solve the problems faced by a community, always placing God's word before any other factor. As such, they do not always find the optimal 
solution for any situation, and in fact the clergy serves the Gaunt Man's purposes more often than not. 
   There is however a small group of clerics within the Sacellum who have preserved the true teachings of their religion from before the time of the
Gaunt Man's manipulations. They desperately search for proof that the Sacellum has been corrupted from without. Their power is, however,
quite limited and the bishops, priests, and deacons who hold such beliefs must pursue them in secrecy. The members of this sect do their best not
to transmit the messages contained in the Book of Power.
   The Sacellum creed was transported to Earth during the invasion and is the dominant religious force within Orrorsh. 
   The miracles of the Sacellum mirror the destructive and vengeful nature of the God described in the Book of Power.  They are typically invoked by 
calling directly upon God to perform some act, and this call is most often part of an energetic sermon of some type. 
   Priests of the Sacellum can add their focus adds to the effect value of any intimidation attempt against believers in the Sacellum faith. The enemies 
of the Sacellum include all Horrors, undead, demons, and devils. 
   Against priests of the Sacellum, horrors can use one Fear Point after a failed Perseverance check to cause the priest to have a "crisis of faith" for the
Act. This causes the Sacellum priest to lose the use of his faith and focus skills.

Prayers of the Sacellum
Banish
Bless
Blind
Captivate
Cleanse
Crisis of Faith
Crucifixion
Cure Poison
Curse
Deafness
Detect Deception
Detect Miracle
Fear
Inferno
Intensify Emotions
Miracle Shield
Paralyzation
Part the Sea
Pillar of Salt
Presence of God
Sins of the Flesh
Soothe
Spiritual Protection
Thrice Damned
Vex
Walk on Water
Ward Danger
Ward Enemy

Rituals of the Sacellum
Bless Holy Water
Bless Missile
Bless Weapon
Bounty
Cure Disease
Curse
Damn
Dispel Curse
Enhance Food
Excommunicate
Exorcism
Faith Armor
Healing
Hearth Blessing
Chapter Nine
Object Blessing
Penance
Plague of Beasts
Pronouncement of Doom
Ritual of Hope
Ritual of Purification
Staff of Swift Iron

Related Faiths
   The religion of the Sacellum is a dark reflection of Christianity, shaped by the Gaunt Man to suit his needs.  But there are many derivations in the 
world.  
   The oldest is Abramaism, the Gaean version of Judaism.  Like the Sacellum, it focuses on an angry god, full of wrath.  The Children of Abram have 
spread from the northern Bessarabian desert across the world.  Abramists believe they are the chosen people of god.  A belief that has made them 
persona non grata with the Victorians, and every other empire on Gaea.
   Hishlam is practiced throughout Asia Minor.  In practical terms it varies only in the details from the Sacellum.  However those details include much
stricter laws.  Restrictions on food, sex, and mind-altering substances (such as alcohol).  To the Faithful, violation of these laws is a Wicked act, and 
absolute submission to God is paramount.  
   Orthodox Sacellum is practiced in Eastern Europe, specifically in Rosskya.  Reformation Sacellum is practiced in Pruessen.  Both are identical to 
the Victorian Sacellum, a part of the lack of central hierarchy.  Each denomination claims the nation it is found in as the greatest.



Orrorsh Evil
   Morality is the creation of the weak.  A fiction that fools abide by.  The strong do as they like, take what they want.  And it is the true nature of the 
world that the strong shall be rewarded.  They shall be granted success in their endeavors, the blindness of the weak, and after this life has ended, 
they shall live on eternally.

   Orrorsh Evil is the creed of the Corrupt.  It is the rationalization of every soul who strays.  And it is not wholly wrong.  Performing a wicked act is 
rewarded with an up condition (per the rules for Corruption).  The corrupt soul's Corruption value can be used to counteract various special abilities 
of Hunters.  Such as resisted rolls against True Sight.  (Consult the write ups for various special abilities for how Corruption affects them).
   Faith:Orrorsh Evil is also useful in its own right.  When a wicked soul is the subject of an adverse miracle such as Ward Enemy or Holy Water, they
may use their Faith skill to resist, as noted in the descriptions of the respective miracles.  They may also utilize the skill in the same manner as 
Faith:Atheism, making an active resistance against any miracle – with the benefit that the cleric might lose access to some of their arsenal because of 
the failed attempt.
   And of course, a fully corrupted soul will go to a waiting village after death, gaining eternal life.  There is a consequence which should truly horrify
these souls.  But, most are so interested in the power they can amass, that they ignore, deny, or otherwise pretend that their physical transformation 
into a horror isn't happening.  Once the transformation is finished, some few might feel regret – too late.  But most will only accept their new 
circumstances – deciding that this is an improvement.  After all what does a hideous appearance matter if it comes with the power to achieve your 
true desire.  Except that it is a lie, and such desires can never truly be achieved.
   Orrorsh Evil does not grant the Focus skill, and lacks any miracles.  Orrorsh Evil does not grant Ward Enemy, so while there are enemies of the 
faith, they do not count as such game systemically.

Shamanism 
   Everything has a spirit.  The trees, the rocks, the rivers, the birds, the fish, deer, buffalo, coyote.  All have a spirit.  The Amerind peoples of America
once lived at one with the land and spirits.  So much so, they sought to call upon the spirits of the Ghost Dance to repel Orrorsh.  And their failure 
allowed the Corruption and Horror to spread unchecked across the world.  
   The Amerind tribes have many different beliefs.  But they all center on being one with nature and the spirits.  They speak to the sun through fire 
dances.  They talk to the earth, wind and rain.  The plants and animals are their brothers.  They hear the words of their ancestors.
   Shaman of the Amerind tribes all possess Communicate with Animal, Elemental, and Plant Spirits, as well as Spirit Medium.   Anything that does 
not belong in nature – Horrors – are enemies of the faith to Amerind shaman.

Prayers of Shamanism
Animal Sounds
Animal Speech
Bless
Blind
Bravery
Call Animals
Calm
Captivate
Cause Confusion
Cloud Minds
Cure Poison
Deafness
Detect Deception
Detect Miracle
Earth's Ear
Endurance
Fear
Ghost Walk
Hear Water
Heightened Hearing
Heightened Sight
Heightened Taste
Heightened Touch
Inspire
Leap
Miracle Shield
Natural Protection
Obscure Animal's Senses
Pass Quietly
Reduce Toughness
Reverse Emotions
Soothe
Spiritual Protection
True Vision
Vex
Ward Danger
Ward Enemy
Wings of Sparrow
Wisdom

Rituals of Shamanism
Beacon
Bless Holy Water 
Bless Missile
Bless Weapon
Blessing Vow
Common Ground
Communicate with Animal Spirit
Communicate with Elemental Spirit
Communicate with Plant Spirit
Cure Disease
Enhance Food
Faith Armor
Feast
Healing
Healing Waters
Hearth Blessing
Introspection
Pathway
Plague of Vermin
Ritual of Hope
Ritual of Purification
Spirit Flight
Spirit Quest
Tongues
Trap



Tenno no Ketsui
   From the Book of Creeds:
   Amaterasu, the sun, gave birth to the Emperor so that the light of his spirit might defend Nippon against the Gaunt Man's Horrors. When Gaea
was invaded, the Emperor was responsible for marshalling the entire nation of Nippon. He trained the warriors, and taught the priests how to
call upon the protective spirits of their ancestors. He saw through the disguises of the Horrors, striking them dead with his divine light.
   The Emperor saved Nippon from the vast sea of corruption that swept the world in its currents. We are in his debt. We do as he requests, and he
protects us from spiritual destruction.  It is his divine will that has closed Nippon, denying evil even the slightest purchase on our fair land. He 
ordered the construction of the vast castles and temples, so that we might have places of safety in times of need.  With the Emperor, and our ancestors
aiding us, the sun will always rise, uncorrupted, on the fair isle of Nippon. 
   Tenno no Ketsui, "the will of the Emperor," is concentrated on the isle of Nippon in the cosm of Gaea. A select few believers have set forth on 
divine missions for the Emperor, and some have made it all the way to Earth. 
   The servants of the Emperor truly believe that he was born from the sun to protect them. All inhabitants of the islands of Nippon recognize him as
their divine and sovereign ruler. He keeps council with the spirits of the greatest warriors and thinkers ever to have lived, and together they grant
aid to those in need. He can hear the cries of his faithful from any corner of the globe, and will grant them assistance if they have been pure of heart.
   The warriors and priests of Nippon have been granted access to the Emperor's divine power. The Emperor's warriors are known as Tenno no Te, 
"the hand of the Emperor," and his priests are called Tenno no Nozomi, "the hope of the Emperor."
   Because they face their fears, and confront the Horrors, these two groups have become almost divine in the eyes of the people. The warriors of 
Nippon are typically harsh individuals who concentrate upon the sword and the bow. They call upon the power of the Emperor to aid them in battle. 
The priests of Nippon strengthen the people and their belief in the Emperor by telling great tales and demonstrating the Emperor's divine powers.
   Miracles of Tenno no Ketsui are enacted by calling upon the Emperor or the spirits of one's ancestors. Rituals require the burning of incense and
offerings. It has been said that the Emperor will appear to those who truly believe, when all hope is lost. He appears as a man dressed in gold robes
and armor, shining brightly from an inner light, and carrying a sword made of pure fire. 
   The enemies of the Emperor are considered to be enemies of the faith. This group mainly consists of Horrors

Prayers of the Emperor
Banish
Bless
Boost Damage
Bravery
Call Lightning
Calm
Cleanse
Cure Poison
Death of Sound
Detect Deception
Detect Miracle
Divine Light
Earth's Ear
Earthquake
First Strike
Ghost Walk
Inferno
Inspire
Kamikaze
Pass Quietly
Petrify
Presence of God.
Soothe
Speak with the Dead
Spirit Shield
Spirit Sword
Spiritual Protection
True Vision
Unmask Horror
Ward Danger
Ward Enemy
Wings of Sparrow
Wisdom

Rituals of the Emperor
Beacon
Bless Battle
Bless Missile
Bless Weapon
Blessing Vow
Bounty
Bow Master
Cure Disease
Dispel Curse
Divine Intuition
Faith Armor
Feast
Great Heal
Healing
Healing Waters
Hearth Blessing
Introspection
Pathway
Penance
Prowess
Purge Fear
Ritual of Hope
Ritual of Purification
Sacred Barrier
Sword Master

Related Faith – Tianming
   In Ch'in, Tianming, the Mandate of Heaven, is an almost identical religion centered upon the lost dynasties from before the invasion.  This takes 
two forms in the modern kingdom.  Most accept the feudal hierarchy, and accept that no matter the misdeeds of their overlords, all is right in the 
world.  It is for the common folk to do as they are told.  To grow the food, weave the fabrics, and all the other little jobs that allow society to remain 
ordered.  The rulers of Ch'in will do as is proper for them.  Even if what is proper is to suck the vital fluids of the peasantry.
   But a small number accept that the true emperor still exists, that his blood lives on, and that Ch'in can be saved from the demons that have seized 
power.  It is for the Emperor's people to defend Ch'in, slay the demons, and pave the way for his return.  
   Game systemically, this is the same religion, with the same miracles, enemies of faith, and other trappings.



Voodoo
   The Karib islanders practice an animistic religion related to that of the Amerind tribes.  The chief difference is the presence of greater, godlike 
spirits, called Loa.  This religion closely resembles the Haitian religion from Core Earth.  A curiosity to be certain, since there is no Rhodesland 
influence in the islands.
   The Karib communities may have secular leaders, chiefs or the like.  But each also looks to a Houngan and Mambo, a priest and priestess.  They 
may be a married couple, parent and child, or even unrelated.  While some congregations may at some times lack one or the other, they are at their 
strongest when both are present, and work in concert.  If one of these turns to the service of darkness, they are branded Bocor.
   There are many Loa, but the Loa noted in the Delphi Council Worldbook, p. 110, are among the most important.  Legba, god of journeys and 
creation.  Ghede, god of the underworld and death.  Damballah, serpent of the skies.  Agwe and La Sirene, god and goddess of the sea.  Ogoun, 
protector, warrior, king, diplomat, and magician.  Erzulie, goddess of dreams and love.  Loco and Ayizan, the ancestral first priest and priestess.
   The Karibs consider any wicked spirit an enemy of the faith, this includes most Horrors.

Prayers of Voodoo
Bless
Blind
Bravery
Break Gris-Gris
Calm
Captivate
Cause Confusion
Cloud Minds
Consecrate Grade
Cure Poison
Deafness
Detect Deception
Detect Miracle
Earth's Ear
Endurance
Fear
Ghost Walk
Hear Water
Inspire
Leap
Miracle Shield
Natural Protection
Paralyzation
Pass Quietly
Possessing Loa
Possession Trance
Presence of God
Reduce Toughness
Reverse Emotions
Soothe
Spiritual Protection
True Vision
Vex
Ward Danger
Ward Enemy
Wings of Sparrow
Wisdom

Rituals of Voodoo
Beacon
Bless Holy Water 
Bless Missile
Bless Weapon
Blessing Vow
Common Ground
Communicate with Animal Spirit
Communicate with Elemental Spirit
Communicate with Plant Spirit
Cure Disease
Curse
Enhance Food
Faith Armor
Feast
Healing
Healing Waters
Hearth Blessing
Introspection
Object Blessing
Pathway
Plague of Vermin
Pronouncement of Doom
Ritual of Hope
Ritual of Purification
Spirit Flight
Spirit Quest
Tongues
Trap



Other Special Effects
   Gaean characters have access to research, shapeshifting, spirit medium, swami, and true sight.  With the exception of Shapeshifting, none of these 
require an advantage to possess.  However, some of these may not be casually acquired in play.

Research – the ability to study books and other materials to learn details about occult rituals or horrors.  This skill may be acquired freely by any 
character during creation or in play.
   Research is a form of magical deduction using secondary sources rather than direct evidence. Research allows a character to go to books and 
documents about the criminal and piece together information about him without ever examining items touched by the criminal. It represents an 
uncanny ability to string together unrelated bits of information, literally divining
meaning by "reading between the lines", based upon the magical principles of contagion and similarity.  Victorians would stoutly deny that research 
is a form of magic, attributing it success to logic and the keen acumen of its practitioners. They are wrong.
   Characters use research in libraries or places of public records, such as City Hall or the Department of Public Health. It usually takes one to four 
hours of game time to generate a research total. The gamemaster decides exactly how long research takes. He should use the difficulty of the material
researched and the amount of material the characters must wade through when choosing the research time.
   The difficulty number of the research is the Spirit or Faith of the person or creature researched. Even in the simple activity of research the Gaunt 
Man's evil reality holds sway. 
   If the researcher fails, he may choose to become obsessed with his research.  Such an obsession immediately gains the group one Perseverance 
point. The researcher takes a fatigue result (two shock points) which will not heal until the research is successfully concluded.  Each day the 
researcher may generate a research total; if the player believes the total to be high enough he tells the gamemaster his total. If the total exceeds the 
difficulty, all fatigue is removed and the information gained.  If
the research fails again, the researcher suffers another fatigue result; the disappointment of his most recent failure has taken a psychic toll. This 
fatigue also stays until the research is successful. A researcher who takes research fatigue in excess of his Toughness falls into a coma. Unless the 
answer to his research is found within a month, he expires, lacking the will to live. If a
character can speak the answer to him, the comatose character regains the will to live, and consciousness follows in a day or two.
   If the researcher receives minimal,average or good success, the precise nature of the creature under investigation is clear. Characters receive the 
Perseverance point for gathering the information.  On a superior success, the researcher gains an intuitive feeling as to where the next clue might be 
found.  On a spectactular success, the researcher gains an intuitive feeling as to what perils or obstacles guard the next clue.
   Good players might discover the information through Tole playing and solid induction. Rather than simply rolling the dice, the characters might tell
you what books they are specifically looking through, who they are going to for help and so forth. As they
pursue the proper paths of research the game master can give bits of information about the creature they seek.
   Research requires a magic axiom of at least 10 and a social axiom of at least 10 to be a zero-case contradiction (which is then increased to a one-
case contradiction).
   Research cannot be used unskilled.

Shapeshifting – Shapeshifting is the ability (or curse) of changing form between human and animal. For most shapeshifters, the transformation is 
involuntary, triggered by stress, danger, or the full moon. They lose all memory of their humanity, becoming animal in body and mind. Possibility-
rated shapeshifters maintain a modicum of self-control when shifted, though there are
risks even for them.
   When a character shapeshifts, he transforms into another creature, typically a wolf; a player may choose a different animal for his shapeshifting if 
the gamemaster agrees with the choice.  The shapeshifter's animal form may be larger or smaller than his human form. The maximum difference is 
the characters initial adds in shapeshifting.  Once chosen the size does not vary.
   Example: A character with with a weight value of 10 and three initial adds of shapeshifting may choose as his animal form a beast with a weight 
value of from seven to 13 (25 to 400 kilos).
   A shapeshifter has the same total of attribute points in either form, though they can be distributed differently in each form. The Spirit attribute must 
be the same for both forms.  In animal form a shifter may have very high attributes, beyond the normal character limits.
   Example: Bill is a were-tiger. In his human form he has: AGI 9, DEX 9, STR 9, END 9, PER 10, MIN 9, CHA 9, SPI 11. Bill's player decides that 
his weretiger attributes are: AGI 12, DEX 9, STR 14, TOU 12, PER 10, MIN 4, CHA3, SPI 11. Both sets of attributes total to 75 points; the Spirit is 
11 for both forms.
   The shifter also has two completely different sets of skills. When a player designs a shapeshifter, he has 16 skill points for each form. He must 
assign three adds to shapeshifting for each form. If he wishes to have any other skill in both forms, he must also purchase the skill separately for both 
forms.  When improving skills, skills are improved independently for each form.    
   Shapeshifting adds must be improved simultaneously for each form; going from shapeshifting +3 to +4 costs eight Possibilities.
   Human forms may start with any skill available in Orrorsh. They may learn others throughout their life, including skills from other realms.
   Animal forms are limited to skills which animals might logical1y know.  The gamemaster must approve all skill choices. When in animal form 
shapeshifters have a primary attack form with a damage value equal to their Strength plus their shapeshifting adds.  A werewolf with a Strength 14 
and shapeshifting +3 has a primary attack damage value of 17. For a
werewolf, his bite is his primary attack.  As the the shapeshifting adds increase, the damage value of the primary attack also increases.
   A shapeshifters animal form also has the following power and weakness:
   Resistance to Normal Weapons, Severe Weakness to Silver (This power and weakness do not apply to the character's human form. Human forms 
can be damaged by any normal means).   
   A shapeshifter whose animal form falls unconscious automatically reverts to human form. No shapeshifting total is needed. If the damage is from 
friendly sources (i.e. players trying to avoid having the shapeshifter lose control) the gamemaster may insist on a shapeshifting total, as described 
below, too see if the gamemaster takes control of the character.
   When does shifting happen?  The difficulty of voluntarily shifting into animal shape is 10. The character involuntarily changes shape when:
• The character is in danger and the character receives a setback. The set-back may be from any source.
• The moon is full and the character receives a setback. The setback may be from any source.
• The character takes a wound in combat.
   If the character wishes avoid involuntary shifting the difficu1ty is 10 plus the amount of shock damage taken.



   When in animal form, the difficulty of returning to human form is equal to the time value of the number of minutes spent in animal form. This  
number is increased by the amount of shock damage the character has taken. If a character were in animal form for one hour, the shapeshifting 
difficulty is nine.  If the character had six shock points at the time he tried to change back, the shapeshifting difficulty is 15.  
   If a character fails the shifting roll to return to human form, the animal nature has taken over. The gamemaster takes control of the character for a 
time equal to the time so far spent in animal form.  During this time the gamemaster takes control of the character's sheet, and decides all actions for 
the character. At the end of this time the character automatically reverts to human form.
   Each time the gamemastertakes control of the character, the shapeshifter gains a Corruption point. Any evil done while under gamemaster control 
can increase this Corruption. The Power of Fear looks forward to the time when the shapeshifter becomes a true creature of Orrorsh.
Shapeshifting cannot be used unskilled.  see Werewolf racial package.

Spirit Medium – this skill is common among the Indians of the Ghostlands (who use it to speak to their ancestors, or to the spirits of nature), the 
Karibs (who consider the spirits Loa), and the Gypsies.  Other characters may start play with this skill (possibly due to ancestors from one of these 
races), but it is unlikely that a non-occultist or cleric will just discover the ability.  Thus once play begins, GM permission is required to learn this 
skill, and it may require a teacher or an adventure to discover the ability.
   Only characters born and raised as Orrorsh Gypsies can use the skill of spirit medium. The skill allows a character to contact the capricious spirits 
of Orrorsh and ask them for information.  The spirits can answer questions on any subject - questions about the future, questions about what weapon 
kills a monster, questions about the best course of action.  Lost Souls love to talk, and they'll say almost anything to have a conversation with a spirit 
medium. Care must be taken that the Gypsy medium is
reliable and can handle the Lost Souls.  She must silence the mischievous and force the responsible spirits to tell the truth. Even very experienced 
Gypsies contact a Lost Soul who doesn't know what's what. Thus, anyone depending on a Gypsy for information must take care - it is an imprecise 
art.
   When a Gypsy attempts to contact the spirits she generates a spirit medium total to call Lost Souls to her. The difficulty number is 12. Success 
means that spirits appears. The Lost Soul with the highest Spirit is the Lost Soul the medium wants to  talk to.
   The Spirit of the most powerful Lost Soul is 15 (base Spirit of a Lost Soul) The Lost Spirit will therefore always have a Spirit equal to the spirit 
medium total plus three. The more powerful the summoning, the more powerful the spirits contacted. 
   When the spirits arrive they all clamor for the chance to talk with the medium. Anyone watching the medium at work only hears soft giggles and 
whispers coming from around the head of the medium. But the medium hears the voices clearly. "I know
all about the future!" a soul will cry.  "Oh, don't listen to him," another will counter. "He doesn't know what he's talking about!" "Do you know what I
did yesterday," a third will say. "I watched people eat a pig. I forgot people did that!" 
   Because of these distractions the Gypsy must focus her own attention as well as that of the Lost Soul. The whole process is noisy and uncertain.  
The game master should play out all the voices buzzing around the medium. To reflect uncertainty of the séance and the uncommon link between the 
Gypsy and the Lost Soul, two bonuses are generated: one by the medium and one by the Lost Soul. The game master makes the roll for the Lost Soul 
(and the Gypsy if it is a gamemaster character). The bond between the Lost Soul and the medium allows the Lost Soul to use both bonuses generated 
for two separate Spirit totals.
   Any time a Gypsy asks a question, the difficulty number is the highest Spirit or faith value of the people involved with the question. Thus, if Sasha, 
a Gypsy, is asking about her son, the two important people involved in the question are her son and
the werewolf. Herson's Spirit is 9. The werewolf's faith is 15. Therefore, a 15 must be generated by the Lost Soul (using its Spirit) to get pertinent 
information about the fate of the Gypsy's son. If the medium wants to discover how to kill the werewolf, the difficulty is again 15.
   If both totals fail then the gamemaster has the Lost Soul give the wrong information to the Gypsy. The Lost Soul might not even be lying – it just 
might be wrong. If both Spirit totals equal or exceeds the difficulty number, then the spirit gains insight
into the medium's question and the game master answers the question fully. The greater the success result, the more specific and accurate the 
information becomes.
   Minimal: One aspect of the problem is revealed.
   Average: One power or ability of the monster is divined. The gamemaster should pick an ability which the monster has already used during the 
adventure.  Or the location of the next due is revealed.
   Good: One weakness is seen. The nature and location of the next clue is revealed.
   Superior: The location, nature and best timing for the next clue is given.  The True Death of a monster may be revealed.
   Spectacular: The gamemaster should answer the question so as to give the players the fullest amount of information which does not ruin the story.
   Corrupt characters may try to avoid the result of spirit medium. They generate a Corruption total. If it equals or exceeds the higher Spirit total, the 
Power of Corruption blocks the information.  Once blocked, spirit medium may not be attempted again on the same subject, even by another Gypsy.  
Blocking a seance raises a group's Perseverance value by one. They know something important is going on if the information is blocked.
   If one of the totals succeeds but the other fails the gamemaster gives a partial answer to the Gypsy's question. Note that this means that the Gypsy 
can rarely be sure if her information is 100% correct, no matter what bonus she generates.
   The Lost Souls have no Possibilities to spend. The Gypsy may play a Supporter card to help the Lost Soul's Spirit total, and may spend cards and 
Possibilities on her own bonus. In this case, Presence cards may be added to the bonus generated rather than an attribute.
   The gamemaster should make sure to play out giving the information to the Gypsy if the Gypsy is a player character. The Lost Souls are desperate 
to please and easily distracted no matter what the outcome of the rolls.  This way the players don't always
know exactly how reliable their information is.
   Lost Souls are good at digging up hard to find facts or even information known only to one individual now long dead. They are notoriously poor at 
predicting the future, although they are eager to try. If things don't go as the medium predicted, the Gypsy will never know since her information was 
never complete; the Lost Soul could simply be wrong. The gamemaster should strive to make the outcome of events match information successfully 
earned, assuming the information does not totally warp the story.
   Characters may coordinate on spirit medium seances. If the character has spirit medium, the coordination difficulty is eight. Otherwise the character
uses her Spirit against a coordination difficulty of 12. 
   Spirit medium cannot be used unskilled.



Swami – this skill is common among the Indiran, and to a lesser extent their neighbors, the Ch'in, and Nipponese.  Others may be taught, during 
character creation or in play.
   Swamis are Hindu religious teachers from either Earth or Findaru faithful of Gaea. For convenience all the special abilities that Swamis possess are
grouped under the heading of swami. A Swami can do the listed special abilities when he reaches the listed adds. Thus, if a character has two adds of 
swami skill he can perform the first two abilities listed below.
   Most Swamis also possess the skill true sight, but it must be earned by a Swami as a separate skill.  
+1: The Swami does not have to eat or drink while in a trance. The trance is self-induced and lasts a number of days equal to the character's swami 
total. Although the Swami is quite hungry when he leaves his trance, he suffers no ill effects when he leaves his trance. He also needs far less oxygen 
than normal. The swami adds are added to the time value the Swami can survive.
+2: The Swami may use his skill value to generate disbelief totals against illusions, rather than use Spirit or willpower.
+3: If a Swami enters a trance he can accelerate his healing. Shock damage and knockout conditions may be eliminated at twice the normal rate. If a 
character meditates for at least three hours he can eliminate an additional wound level if succeeds at healing
himself that day.
+4:The Swami may purchase true sight adds at a reduced cost, paying one less Possibility per add than he would otherwise. 
+5: The Swami may use his skill value to resist charm or persuasion attempts, rather than his willpower.
+6: The Swami can hypnotize snakes to do his bidding. He can control a number of snakes equal to his swami adds. To hypnotize a snake he must 
make a swami roll using the snake's willpower as the difficulty number. If the Swami wants to hypnotize more than one snake, each snake must be 
hypnotized separately.
   The duration of the hypnotism is determined by the success level of the roll: 

Minimal: one hour
Average: five hours
Good; one day
Superior: five days
Spectacular: one month

   The snake will move, attack, or spy at the Swami's command. The Swami must speak the instructions to the snake. They must not total more than 
20 words. 
   To spy, a snake must go watch what it is that the Swami wants observed and then it must return to the Swami.  The character must then look into 
the eyes of the snake, and he then sees what the snake saw. 
+7: The Swami may purchase faith and focus adds (Hinduism or Findaru) at a reduced cost. He now pays one less Possibility per add than he would 
otherwise.
+8: The Swami may disengage himself from the illusion of the world. The character generates a swami total. The Swami cannot be interacted with in 
any way until he chooses to again see the illusion of the world, or until a character generates a faith total higher than the swami total. A Swami may 
disengage other characters as well as long as they are of the same faith as the Swami.
   The swami skill may be used without contradiction in any realm whose spiritual axiom is at least eight. 
   Swami cannot be used unskilled.

True Sight – especially common among storm knight clerics, swamis, and gypsies.  
   True sight is a mystical skill taught to members of Victorian occult societies and certain religions, such as Findaru. It allows members of the 
organization 10 perceive if a person has a corrupted nature. The corruption reveals itself in the physical transformations described in the Power of 
Corruption. If a character successfully uses his true sight when looking at a corrupted individual, he sees the corrupted character's decay and 
monstrous markings. 
   To use the skill a character must focus his attention on the individual he is examining. The character must see the character he wishes to learn more 
about. The sight can be direct, through a telescope, or through an electronic medium such as television. The character then generates a true sight total 
against the target's Spirit. If a character uses true sight successfully rolls he gains the following information according to success. The information 
gained is cumulative, so that good success yields the average and minimal information also: 
   Minimal: The subject's true form is revealed.
   Average: One power or ability of the monster is divined. The gamemaster should pick an ability which the monster has already used during the 
adventure.
   Good: One weakness is seen.
   Superior: The true sight gives an intuitive insight into where an important clue concerning the monster may be found.
   Spectacular: All of the corrupted character's weaknesses are revealed, if any. 
   The skill, although mystical, does not draw on the power of magic.  Instead, it is a skill based on self-knowledge.  A person studying true sight first 
learns to look into his own heart. There he must confront the good and evil within himself. If he can truly  see that he possesses elements of both and 
accept this truth, then he can begin looking at others with the same discerning eye.
   The Power of Fear penalizes those who use true sight. Any successful use of true sight, even against uncorrupt individuals, lowers the Perseverance
value of the group by one.  The Power of Fear knows such knowledge is dangerous, and compensates
for the use of true sight.
   Corrupt characters may try to avoid the result of true sight. They generate a Corruption total. If it equals or exceeds the true sight total, the Power 
of Corruption blocks the information.  Once blocked, true sight may not be attempted again on the same subject.  Blocking true sight raises a group's 
Perseverance value by two; therefore the value will be one higher than it was before true sight was used.
   True sight cannot be used unskilled.



Horror Powers

One-Point Powers
Attack Form Resistance: A horror has its Toughness (or other appropriate attribute) increased by +10 against one type of attack only.  Types of 
attack forms include: Heat/Fire, Cold/Ice, Melee/Missile/Thrown weapons, Firearms/Explosives, Energy Weapons, Magical physical damage, 
Magical mental damage, Magical spiritual damage, or Spiritual attacks.
Blur Form: The creature is just harder to see when this power is activated.  The creature adds +5 to its dodge value.  The means of the blur is up to 
the gamemaster - it might be a mystical energy that clouds the minds of the creature's opponents, or it might be that the creatures moves very quickly,
or that the creature only exists partially in the physical form at certain times.
Darkness: The creature creates a field of darkness centered around itself, 25 meters in radius. The darkness value is equal to the creature's Mind +5.  
The darkness total is the Perception difficulty to see through the darkness (assuming there is a Source of light.)  The darkness lasts for an amount of 
time equal to the total value in time. If the creature wishes to generate another shroud of darkness during the time, he must first dispel the current 
darkness (a simple action).  In the next round he may create another darkness.  Attacks or other actions which require vision have -5 bonus modifier.  
A character who has spent an action generating a Perception total which equals or exceeds the darkness total does not suffer this  penalty.
Dark Vision: This power lets a creature see in total darkness as any human sees in broad daylight. The creature might still need to make Perception 
rolls, but there is no penalty for the darkness.  
Infection: To possess this power the creature must also have either the power of life drain or shape change.  Infection has a value of the horror's 
Spirit +5.  An infection attack may be made after the victim has taken damage from a shape changer's attack using its shapeshifting adds in the 
damage value. A creature which has successfully life drained its victim may also choose to infect him.  An infection total is generated as an action.  
The victim takes spiritual damage.  If the wound total ever equals six, the victim converts into a monster. The soul of the victim is released and the 
person is, for all practical purposes, dead. The body is animated by a corrupted soul taken from a Waiting Village and put in the victim's body.  
Usually the new souls are souls that were recently dispatched by monster hunters.  Thus, as vampyres in a coven spread their disease they are 
preparing bodies to host fallen members of the coven, since the group has the same advantages and disadvantages.  When a body becomes a creature 
the Weaknesses, True Death and potential Powers of the infecting monster are passed on to the new monster.  Thus the monsters continue to make 
their own kind.  The exception to this rule is if a Nightmare petitions the Gaunt Man for a corrupted soul with different abilities and weaknesses to be
placed in a newly infected body. 
Infection II: This power works just like infection, and the horror must also have life drain or shapechange, but the life drain does not kill the victim. 
Instead, the victim is infected when he or she is "overcome" by the infection - in the same way he or she would have been killed by infection. This 
creates a vampyre, werewolf or other creature that is not already corrupted.
The character takes on some of the abilities and characteristics of the horror that infected him or her.  Infected characters gain Eight Corruption points
(if they did not already have Corruption). This arises out of their being infected, and the vile acts they are now compelled to perform to exist.  The 
character has Infection II  and Powers determined by the Gamemaster (such as Life Drain for a vampyre).  Some powers can be used by character 
without automatically risking further corruption: elemental alteration, shape change,
resistance to normal weapons, blur form, darkness, dark vision, and silence.  Any other powers are available to the character at gamemaster's 
discretion, but a corruption check is required each time they are used due to their nature.  In addition, upon becoming a monster, the character may 
have one three-point package applied to any one attribute not already increased by a package (maximum of 16) - this counts as a 3 point power. 
Lie Detection: Lie detection allows the horror to determine if someone is lying to it with a power of Mind+5. The power has a radius of 100 meters. 
If someone lies to the creature, it may track the offending individual with a +10 bonus to  Tracking or Perception
Silence: The creature call make itself silent. Its silence value is equal to its stealth+5. Characters may choose to take an action to generate a 
Perception or find total against the horror's silence total- otherwise the creature cannot be heard.
Up Condition: The creature is up under certain conditions. The condition can be common to the environment, but must be naturally absent roughly 
half the time, or else be a condition which characters can eliminate. The condition must have an opposite. Examples are night (opposite is day), not 
touching any water (opposite is drenched with water), or cold (opposite is heat). The creature often has a stymie weakness (see below) to the opposite
condition.
Ward Breach: This power gives the horror a +10 bonus modifier when taking an action against one of the following types of defenses: Magic, 
Miracles, Pain Weapons, Psionics.  Ward breach does not increase a horror's defense against magical attack, but would help break magical restraints. 
Ward breach versus miracles may be used in a faith attack on a ward enemy miracle.

Two-Point Powers
Animal Control: A creature with this ability can control animals. The creature has a animal control value of its Spirit +10. The creature generates a 
control total against the Spirit of an animal he wishes to control. The creature can control more than one animal at a time, but the difficulty increases 
as (One-on-Many). A controlled animal will do the creature's bidding, even sacrificing its life for its temporary master.  The power has a range of 
sight.  
    The total generated is the value of time that an animal stays under a creature's control. Thus if the creature gets a total of 18 then the animals he 
controls will follow his commands for one hour. As long as a creature has an animal under his control he cannot make another roll to control another 
animal.  [Alternate Version: Plant Control]
   This power usually lets a creature control one type of animal: wolves, cats, a swarm of insects. Count a swarm as one animal for the purposes of the
animal control roll. Many creatures can control more than one type of animal, however, by buying this power more than once.
Armor Defeating Attack: When attacking characters protected by armor, the attack negates the adds of armor, up to a maximum of +10 adds 
negated.  The gamemaster should describe how the attack defeats the armor.  Possibilities include acid attacks modified by the occult to seek the flesh
under armor, claws which can be made insubstantial until they rip flesh, or a fine mist which poisons its target.  
Dream Attack: Dream attack allows the horror to mentally attack an individual while they are sleeping. The monster uses its Perception to hit in 
mental combat. The damage value of the attack equals the horror's Mind; the victim uses his willpower or Mind to resist damage and all damage is 
applied to the victim's Mind as mental damage. A KO result places the victim in a coma for a time value equal to the creature's Mind value. Six or 
more wound levels result in death.
   The horror must be in physical contact with the victim, and the creature may only attack once per half hour of sleep.  When attacked, the victim is 
placed in the "dream state," which often seems to be a fantastic and psychedelic world very different from our own. The attacker is a virtual 
representation of the host's worst fears.
   Magic and miracles requiring only verbal manipulations can be used in the dream state.



Elemental Alteration: The creature has the ability to change its form into something other than an animal. The form might be mist, or water, or a 
rock. The creature can only change into one one elemental type per power. the creature has a elemental alteration value equal to its Mind +10. To 
change into elemental form the difficulty number is the creature's Toughness. The elemental alteration total is the value of time the elemental form 
lasts. If the creature wants to return to its true form before the time is up it must generate an elemental alteration total against the total value it rolled 
when it turned into the elemental form. If the elemental form can move (a rock cannot move, mist can), it moves at the rate of the creature's normal 
movement. The elemental form cannot attack or speak or use any skills. 
   In Orrorsh an elemental form is not limited to the traditional air, earth, fire and water. It includes darkness and light. It can be any other one form 
the gamemaster chooses. If the elemental form is immaterial, such as darkness or light, the creature cannot be harmed by physical attacks while in 
that form, nor can it take physical actions. 
Enchanted Attack: The creature's attack forms can wound creatures which have Resistance to Normal Weapons.  When attacking characters 
protected by other types of enchanted armor or protective spells, the attack negates the adds of armor,  up to a maximum of +10 adds negated. For a 
defensive spell, the increase in the character defense due to the spell is the spell's "adds". 
 Mind Leech: Mind Leech allows the horror to absorb the Mind and memories of the target. The horror must have physical contact with the victim in 
order to absorb the abilities. The power value is Mind +5.  If the horror generates a power total higher than the victim's Mind, the creature may absorb
1 Mind point (the victim's Mind drops by one point).  For every Mind point absorbed, the horror gains one skill add in any skill the victim has. If 
more than three Mind points are absorbed, the horror gains all of the victim's memories. The horror can never increase its Mind higher than the Mind 
of its victim. This power may only be used once per week.  This power may be taken as a three-point power, allowing the horror to use the power 
once every day.
Resistance to Normal Weapons: The creature can transform wound damage from standard weapons (nonmagical swords, lead bullets) into shock 
damage. The first five wounds taken from an attack are converted into shock damage, one shock point per wound. Knockout conditions are ignored. 
A single attack which causes six or more wounds can wound a creature with this power. In addition, the "shock wounds" are treated as wounds when 
spending a Possibility to remove damage.
Shape Change: The creature is able to transform itself into an animal - a wolf, an eagle, a tiger and so on. This power usually grants a creature the 
ability to change into one kind of animal- so that a weretiger is always a man into a tiger. Very powerful creatures can break this rule; for example, a 
very old vampyre might be able to change into both a wolf and a bat. This power gives the ability to change shape as the shapeshifting skill at Spirit 
+10, but the severe weakness and Resistance to Normal weapons are not part of the power as they are for the skill.  The attributes of the animal the 
creature becomes have the same total number of attribute points has he has in his normal form, though they may be distributed differently in the two 
forms.  The Spirit attribute must stay the same in either form. In animal form a shifter can have very high attributes, beyond normal human 
limitations. 

Three-Point Powers
Animate: Animate allows the horror to give mobility to inanimate objects, including corpses, trees, statues, furniture and any other object with "legs"
that would allow movement. The power value is Mind+5; the horror may animate any number of creatures or objects, as long as the weight value 
does not exceed the power value. For each creature or object so animated, the creature must make a One-on-Many check to maintain control of the 
beings; the base difficulty is 6 for one creature. The creature may animate beings for a range up to its power value. Animated creatures have a Agility, 
Dexterity, Strength, Endurance and Toughness equal to the power value minus 7, although they are immune to any mental attacks because they aren't 
independent beings, but extensions of the mental will of the horror.
Cold Aura: The creature with this power emits a powerful chill into the air at will. At a range of 15 meters from the creature the chill is simply 
uncomfortable.  Anyone who is within 10 meters of a creature using the cold aura power is attacked automatically with a damage value of the 
creature's Spirit+15 for each round within range.  The creature can turn the power off at will, although it takes 4 to 10rounds for the chill in the air to 
dissipate, dependent upon the temperature of the surrounding air. [Alternate Version: Fiery Aura]
Control: This power allows the horror to take complete control of anyone within its range by beating the victim's Mind. The power allows the 
creature to control more than one person at a time, but the power roll must be then made using the Many-an-One power of people being controlled. If 
the power roll is failed, everyone under the beast's control may make another Mind roll to escape the horror's control. The power may only be used on
an individual once per day.
Fire Attack: The creature has the ability to use flames produced within its own body as weapon. Examples of such an attack are dragons, which fire 
their attack from their mouths, or a hell spawn demon whose eyes shoot forth powerful bursts of flame. The attack is made using the unarmed 
combat skill. The damage value of the attack is the creature's Spirit +15. The attack's range is 40 meters. The attack cannot be more made more often 
than once round, so a creature with a flurry could only use the attack once that round. The power can be more limited if the gamemaster deems it 
appropriate.  [Alternate Version: Cold Attack]
Hypnosis: This power gives its wielder a persuasion of Charisma +15 . To use the power the creature must makes successful Hypnosis roll against 
the victim's willpower. The attitude of the creature and the victim do not  affect the roll at all. The total should be recorded.  Every ten minutes the the
victim is hypnotized he can attempt to free himself from the creature's power. To do this he needs to get a willpower result higher than the Hypnosis 
total that hypnotized him.
Life Drain: allows a creature to weaken a victim physically or mentally, and then use the stolen energy to supplement its own life force.  A vampyre 
that drinks the blood of a living victim is using life drain.  Any creature with this power drains from one of the eight attributes, as decided by the 
gamemaster. Only one attribute may be chosen, and the chosen attribute is permanent.  Thus, a amorphous ooze that burrows its wax into a victims 
skull and steals psychic energy might steal either Mind or Perception energy.  A vampyre that goes out of his way to hunt down attractive, charming 
women is probably seeking energy from someone with a high Charisma.  
   To use the life drain power a creature attacks the attribute of the victim he is attempting to leech from.  Life drain has a damage value of Spirit+15, 
and the creature gains one Possibility point for every wound caused (before damage negation).  The attribute does not go down - it is simply the 
measure of how much energy the draining creature acquires.
   Note that there are many ways of draining a victim, and each of them entail their own problems. Thus, a vampyre must draw blood from his victim. 
To do this he must make a successful attack. against the victim and cause damage. This part of the draining process is handled as normal combat. 
Only if the creature successfully completes this part of the process can he drain.  Every life drain has a condition such as this (must drink the blood of
a living human, must touch a living person to suck mental energy).  These definitions are up to the gamemaster.  This power may only confer 6 
possibilities per day/act.
Magical Resistance: The creature is partially protected against any magic that is used against it.  This protection works against any type of magic 
from any reality.  The attribute which resists the spell's effect is increased by 15.  This ability affects any of the creatures attributes.



Paralyzing Touch: Anyone whose flesh the creature touches must make a Spirit or faith roll against a difficulty number equal to the creature's 
Spirit+15 to avoid becoming paralyzed. The victim remains paralyzed until he can  successfully make the Spirit roll against the difficulty.  The victim
may attempt to break paralysis once each round.
Possess: The creature can possess the body of a living person or that of a corpse. Usually a given creature can posses either the former or the latter, 
though there are certain monsters that can do both.  To possess a body the creature must make a Spirit roll against the target's Mind.  If the roll is 
successful the horror now controls the body. The physical attributes of the body are the victims, while the Mind, Perception, Charisma, and Spirit are 
the creature's.  If the host body was alive at the time of the possession, its personality is buried deep within the brain of the body, overwhelmed by the
will of the creature.  The creature does not have automatic access to the memories of the host body; it must make a Mind roll against the host body's 
Mind in order to gather information about its host body's life. The creature needs a superior result or better to retrieve very personal information. The 
possession lasts until the creature is expelled from host body through a religious or magical ritual.  
   Note: This power should be used on player characters infrequently, as it removes the character's player from the game. More often the Storm 
Knights should encounter someone who is possessed. On the other hand, the gamemaster can take aside a player whose character is possessed, 
explain the creature's intentions and goals and have the player roleplay the creature.
Regeneration: The creature heals as if it spent a possibility point every round.  The creature can also spend one possibility each round; Regeneration 
can reduce damage from wounds, knockout conditions and shock taken rounds earlier.
Selective Invisibility: Although the creature using this ability is invisible for all practical purposes, it can be spotted by those who know to look for 
it. A find or Perception total of 23 will allow a character to spot the horror.  The truly disturbing aspect of this ability is that the horror can become 
visible to certain persons while remaining unseen by all others. The creature can speak with, attack, or Simply intimidate a person while she is 
standing in a crowded room, and no one else will see a thing. This allows horrors to put the power to use as a means of driving victims insane.  Use 
of selective invisibility adds +10 to the creature's dodge value.
Spiritual Destruction: The Spiritual Destruction power allows the horror to use fear as a tangible force to cause Spiritual damage to a target. The 
power's effect value is Spirit +15, and the power has a range of Spirit.  The target of such an attack may use faith or Spirit to resist damage.

Possession Knowledge Chart
Success Level Knowledge Attained
Minimal Basic information: target's name, age, address
Average More personal information: target's job, financial status, any current schedule
Good More in-depth personal information: identities and backgrounds of friends, family, lovers
Superior Very personal information: secrets, private likes and dislikes, etc.
Spectacular Everything there is to know

Weakness
   Many monsters have one or more weaknesses. These items sometimes harm the creature, and other times only cause the creature discomfort.  For 
example, some vampyres are turned by crosses; some vampyres even bum at the touch of a cross. Some weaknesses area condition which stymies the 
monster.  When a character presents a weakness before the right creature it must make a Faith:Orrorsh Evil or Willpower  roll against the Spirit or 
faith of the person wielding the item. The presenter may take an action to generate a Spirit or faith total in hopes of increasing the monsters difficulty.
If the roll fails the creature will try to keep at least two meters between him and the item. If this is impossible the creature cowers. He is stymied until
he succeeds at the willpower roll. The Creature may try the willpower roll as its action during a round. 
   A stymie weakness is a condition which automatically stymies the creature.  The condition must be common in the environment or easily produced 
by characters: daylight, touching water, fire. Its opposite often gives the creature an Up condition (see One Point Powers above.)  
A severe weakness is an item or material that causes damage if placed against the creature's flesh. If the item is normally used to cause damage, such 
as silver bullets, use the damage value of the item. Otherwise the damage value of the touch is the Spirit or faith of the person wielding the item 
(unless the item itself has Spirit or faith). If the character did not have to roll a bonus to touch the monster, she rolls a bonus to generate a damage 
total. 
    The gamemaster is free to create whatever weakness he wants for any monsters of his own creation, or to create new weaknesses for old monsters. 
Here are some examples: Holy Symbols, Precious Metals, Flowers, Garlic, Types of Wood, Specific Books, Specific Weapons, Specific Words, A 
Specific Portrait, The Bones of a Victim, Sunlight, Running Water.
   Optional Rule: Each monster is given a minimum number of weaknesses. The gamemaster may assign additional weaknesses to his monsters.  For 
each additional weakness or stymie weakness assigned the monster gains one power point. For each additional severe weakness assigned, the monster
gains two power points. Using this option, the gamemaster can build werewolves, vampyres and other hideous creatures which conform to his notion 
of the monster.



HORROR POWERS

POWER COST EFFECT
Animal Control 2 SPI+10
Animate 3 MIN+5 (DN 6)
Armor Defeating Attack 2 Negates 10 Adds
Attack Form Resistance* 1 TOU+10
Blur Form 1 Dodge+5
Cold Attack/Fire Attack 3 SPI+15 Range 40m
Cold Aura/Fiery Aura 3 SPI+15
Control 3 MIN+20 Range 40m
Darkness 1 MIN+5
Dark Vision 1 PER
Dream Attack 2 PER/MIN
Elemental Alteration 2 MIN+10 (DN TOU)
Enchanted Attack 2 Negates 10 Adds Magic
Hypnosis 3 CHA+15
Infection I/II 1 SPI+5
Lie Detection 1 MIN+5, Tracking +10
Life Drain [ATT] 3 SPI+15
Magical Resistance 3 Defense+15
Mind Leech 2 MIN+5
Paralyzing Touch 3 SPI+15 (DN Faith)
Plant Control 2 SPI+10
Possess 3 SPI (DN MIN)
Regeneration 3 As Per 1 Possibility
Resistance to Normal Weapons 2 First 5 Wounds = Shock
Selective Invisibility 3 Dodge+10, Find DN 23
Shape Change 2 SPI+10
Silence 1 Stealth+5
Spiritual Destruction 3 SPI+15
Up [Condition] 1 Roll Again As Per Possibility
Ward Breach** 1 Defense+10

*  Cold/Ice, Heat/Fire, Energy, Firearms/Explosives, Melee/Missile/Thrown, Magic ( Physical, Mental, Spiritual)
** Magic, Miracles, Pain Weapon, Psionics, Other

New Equipment
   While Victoria's technology has been fairly well established in past volumes, the weapons, vehicles, and daily tools of the rest of Gaea have 
remained unknown, until now.  What follows is a small sampling.  Many of these other lands have access to equipment comparable to that of the 
Victorians.  Here we will look at the major advances of the other nations, or examples of their shortcomings.  
   
Sidebar: Manufacturers
Gascony: Manufacture D'Armes d' Saint-Gaudens, Renault Automotive
Helvetica: HIC (Helvetica Industrial Company)
Indira: 
Khem: 
Lombardy: Biretta Arms
Navarre: Bergara Rifles
New Victoria: Westchester Repeating Arms, Caldwell Manufacturing Company, Knox Automobile Company
Norlins: 
Pruessen: Mauser, Ringer Automotive
Rosskya: 
Skandia: 

ARMOR
   Victorians do not wear armor as such.  This is because it provides no protection against firearms (Armor Value -5/minimum 0 vs. Firearms or 
Energy Weapons).  These items might provide protection against melee or other physical attacks.  Monster hunters may employ some of these items 
to protect against their foes.
Armor Tech Value/Max. Fatigue Price (Value)
Heavy Cloth 3 +1/17 no 10s(9) If layered, provides +2/17
Leather 5 +2/20 no 80s(13)
Silk 12 +2/20 no 100s(14)
Quilted Cotton 12 +3/20 no 25s(11)
Breastplate 13 +5/25 no 800s(18)

Victorian Currency
Tradescoin (Trader)(t)= $0.10  Medway (Med)(m)= $0.25  Sterling (s)=$5.00 or 20m or 50t



WEAPONS
Pistols Tech Damage Ammo Range (S/M/L) Price (Value)
Flintlock 17 14 1 3-5/10/25 300s(16)
Meridian Pocket Pistol 18   10  2  2-5/10/15  15s (10)
Tawning .38 18 13 6 3-5/15/25 15s(10)
Rutherford Single Barrel 18 14 1 3-5/15/25 15s(10)
Lee-Hollings Light Revolver 18 15 6 3-5/10/25 20s(11)
Biretta Pocket Pistol 19 13 1 1-8/12/14 100s(14)
HIC 1862 Revolver 19 14 5 3-5/15/40 80s(14)
Caldwell Single-Action 19 15 6 3-5/15/40 100s(14)
Standard Cross Heavy Rev. 19 16 6 3-5/15/25 25s(11)
Websteran Heavy Revolver 19  13 6  3-10/20/40 30s (11)

Rifles Tech Damage Ammo Range (S/M/L) Price (Value)
Flintlock Musket 17 14 1 3-25/40/100 300s(16)
Westchester 1873 19 16 1 3-40/250/600 180s(15)
Weston Bolt-Action 19 17 8 3-60/120/250 100s(14)
Weston Bolt-Action Carbine 19 17 8 3-50/90/200 90s(14)
Mauser Rifle 19 18 1 3-40/200/400 200s(15)
Bergara Fuerte 19 18 7 3-40/250/600 200s(15)
Lee-Hollings Rifle 19 18 8 3-40/300/1800 200s(15)

Shotguns Tech Damage Ammo Range (S/M/L) Price (Value)
Blunderbuss 18 17 1 3-12/20/30 300s(16)
Westchester 1887 19 17 1 3-15/25/40 100s(14)
Rutherford Double Barrel 19 17 2 3-15/20/35 100s(14)

Machine-guns Tech Damage Ammo Range (S/M/L) Price (Value)
Standard Cross Gatling .50 19 23 25 3-50/500/1k 300s(17)
Rutherford Gatling 1” 19 25 30 3-90/500/1k 400s(17)

Heavy Weapons Tech Damage Ammo Range (S/M/L) Price (Value)
Alexandina 12-pounder 17 24 1 3-150/600/1.5k 800s(19)

Cannister/Grapeshot 25 1 3-350/400/450
Explosive Shells 24 1 3-150/600/1.3k Burst 0-4/6/10 

24-lb Field Howitzer 17 25 1 50-150/500/1k 700s(19) Burst 0-4/10/30
RBL 12-pounder 19 25 1 3-300/1.2k/3k 1600(21) Burst 0-4/10/25
Lee-Hollings 15-Pounder 19 25 1 3-250/1k/6k 200s(16) Burst 0-4/10/30
Mitrailleus 19 22 6 3-100/250/400   400s (17) Crew: 3, Commanding officer, loader, gunner.
111-ton Naval Gun 19 30 1 100-1k/3k/5k 100ks(29) Burst 0-5/15/40
Quick-Firing Gun 19 23 1 3-300/1k/1.5k 20ks(25) Crew 4
Valkyrie Zeppelin Bomb 19 29 1 –/--/200+ 1200s(20) Burst 0-5/20/35
Torpedo 19 30 1 –/--/500-6k 20ks(25) Burst 0-15/50/100

Melee Weapons Tech Value/Max. Price (Value)
Bayonet 16 +5/19 10s(9)
Cavalry Sabre 15 +6/20 60s(13)

TRAVELLING GEAR Tech Price (Value)
Blanket 8 8t(0)
Sandford Camp stove, portable, w. Coal oil 19 10m(2)
Food, canned, one day 19 8t(0) 
Food, one day (restaurant or boarding house) -- 6t to 1s (0 to 4)
Clothing, camping 10-19 1s(4)
Sandford Cot 16 12m(4)
Johnson Lantern, Carbide 19 5s(6)

Fuel 1lb. (lasts 32 hrs) 19 2m(0)
Johnson Lantern, Kerosene or gasoline 19 6s(8)

Fuel 1lb. 19 1m(0)
Rope, 100' 8 2m(0)
Tarp, 10'x10', square rubberized canvass 19 10t(0)
Sandford Tent, 10-man 19 6s(8)
Sandford Tent, 2-man 19 3s(6)

GENERAL GEAR
Telegraph 18 50s(12)
Telephone 19 5s(7)
Wireless 19 100s(14)
Refrigerator 19 160s(16)
Gas Stove 19 100s(14)



Fares and Passage
Cab 0.1t/person +0.06t/mi
Horse, rental 1m
Train
   1st class 3t/mi
   2nd class 2t/mi
   Open car 1t/mi
   Underground 1t/station
Launch/Riverboat 2t/mi
   Steamer
   1st class 1s/100mi
   2nd class 2m/100mi
   Steerage 1m/100mi
Sailing Ship
   1st class 2m/100mi
   2nd class 1m/100mi
   Steerage 1t/100mi

Clothing
Menswear
Boots 2-3s
Business Suit 1-2s
Cane 1-2s
Cape 2s
Deerstalker Hat 1s
Felt Hat 1s
Formal Suit 20-25s
Frock Coat 3-6s
Mackintosh Raincoat 3s
Overcoat 5-6s
Pocketwatch 1s
Quality Suit 10-20s
Shirt 1m-1s
Shirt Collars (12) 2m
Silk Tie 1m
Silk Top Hat 2s
Straw Boater 1m
Trousers 1s
Umbrella 1-2s
Underclothing 2m
Ladieswear
Afternoon/Visiting Dress 3-4s
Bustle 10t
Cape 2-3s
Chemise 1s
Corset 1-2s
Crinoline 1s
Evening Gown 30-100s
   High Fashion 200-500s
Fan 1s
Formal Dinner Dress 10-25s
Frock 2-3s
Hat 1-3s
Hatpins (10) 1s
High-button shoes 5-10s
Morning/Country Dress 1-3s
Muff 1s
Pantalettes 3m-2s
Parasol 1s
Petticoats 1-2s
Reticule (Purse) 1-2s
Shawl 2m-1s
Skirt 1-2s
Stockings 1m

Restaurants
Breakfast 1-3t
Lunch 3-4t
Dinner 8-10t

Groceries
Ale, Beer, Porter 3t
Beef (pound) 40t
Bread 5t
Champagne (Bottle) 5-10s
Dentrifice Powder 1s
Eggs 40t
Fish 1m
Milk (pint) 10t
Port (average) 1-2s
Poultry 30t
Shellfish 40t
Vegetables 5t
Whiskey or Spirits (bottle) 2-4t
Wine (bottle) 1-2s
Soap 20t

Entertainment
Theater/Opera
   Standing 3s
   Seated 10s
   Private Box 20s
Music Hall admission 30t
Opera Glass rental 40t
Fun Palaces & Parks 10t
Public Exhibitions admissions 2t
Public Baths admissions 5-50t
Museums, Gardens admissions 5t
Good Drink (whiskey) 10-15t
Glass of wine 8-10t

Miscellaneous 
Club Dues, 1yr
   Exclusive 100s
   Good 50s
   Average 20s
Hardback Book 50t
“Dime” Novel 10t
Library Fee, 1yr 10s
Small Encyclopedia/Dictionary 4s
Newspaper 5t
Opera Glasses 2s
Spyglass 1s
Map 20t
Box Camera 6-10s
Film (24 Exposures) 1s
Fountain Pen 2m
Steel-nibbed Pens (12) 4t
Pencils (12) 10t
Bottle of Ink 10t
Good Writing Vellum 25t
Writing Paper 10t
Playing Cards 5t
Pipe 24t
Cigars (12) 1-2t
Telegram (per 12 words) 5t
Tobacco (10 pipes) 1-2t
Postage 1t
Matches “Lucifers” (box of 50) 2t
Tool Kit 15s
Small Musical Instruments 10-30s
“Gladstone” Bag 18s
Ladies' Bag 10s
Letter Box hire (1yr) 20s



VEHICLES
Land Vehicles Tech Speed Man. Weight Pass. TOU Price (Value)
Animal-Powered
Passenger Carriage 9 48/30/11 -3 13 5 12 160s(16)
Hansom Cab 18 40/25/11 -2 13 5 12 150s(15)
State Coach 18 24/15/9 -3 15 9 13 3ks(21)
Landau 18 45/30/11 -2 13 3 12 160s(16)
Self-Powered
Improved Steam Carriage 17 8/5/7 -3 13 3 10 600s(18)
Ringer Motorized Cycle 19 24/15/9 -2 8 1 10 180s(16)
Knox Runabout 19 16/10/8 -3 14 5 13 900s(19)
Ringer Runabout 19 30/18/10 -3 13 2 13 600s(18)
Ringer Coach 19 24/15/9 -3 15 11 13 800s(19)
Rolls-Royce Model 1898 20 55/35/11 -3 14 2 14 600s(18)
Railroad Engines
4-4-0 19 97/60/12 NA 20 2 27 2ms(35)
2-8-0 19 120/75/13 NA 22 3 28 2.4ms(36)

Water Vehicles Tech Speed Man. Weight Pass. TOU Price (Value) Armament
Galleon 15 20/ 12/ 9 -4 30 220 25 3ms(36) 20 cannon
Clipper Ship 17 40/ 25/ 10 -1 27 140 26 4ms(37) lightly armed
Coal Steamer 18 30/ 18/ 10 -2 28 24 30 4ms(37)
Titan Liner 19 30/18/10 -4 39 3000 30 6ms(38)
Princesa Cruiser 19 30/18/10 -3 34 500 32 2ms(35) 8 15-pounders, 2 QF Guns
Victoria Battleship 19 25/15/9 -4 39 720 34 3ms(36) 4 111Ton N. Guns, 14 QF Guns

Air Vehicles Tech Speed Man. Weight Pass. TOU Price (Value) Armament
Hot Air Balloon 19 Wind Speed Varies 13/17 6 11 3000s(21)
Glider 19 Wind Speed +0 7 1 9 2400s(20)
Zeppelin 19 27/17/10 -5 19 6-12 10-14 160ks(26) May carry 1-2 bombs

Heavy Weapons
Howitzer – A Pruessen Field Piece
RBL 12-Pounder – Rifled Breech-Loader, common to many nations for about forty years.
111-Ton Naval Gun – suffers a -1 to accuracy at all ranges, and takes 8 rounds to load.
Torpedo – highly inaccurate, suffers a -3 to hit a moving target if fired underwater.

Land Vehicles
Hansom Cab – in Victorian cities, many residents carry a special whistle.  A single blow will summon a four wheeled carriage (which is similar but 
seats four).  Two blasts summons a Hansom.

Air Vehicles
Hot Air Balloons: Hot air balloons are at the mercy of whatever winds are available to move them, the pilot really only has control over vertical 
movement. They can carry cargoes of up to 400 kilograms, about half of which is usually ballast. Hot air balloons vary in Toughness from 9 to 15, 
while the gondolas provide soft cover. 
Gliders: Tech 19.  Crude gliders have a glide-to-descent ratio of about four to one, which means they glide four meters for every one meter drop - 
less a form of flying than a slow method of falling.  Gliders provide no to soft cover and have Toughness from 8 to 11. 
Zeppelins: Shaped aerodynamically, Zeppelins are hydrogen or helium filled balloons over lightweight wood and aluminum frames. The cargo 
gondola is slung beneath the Zeppelin. Zeppelins carry only a small crew, no passengers and a small payload.  The gondolas provide soft cover.  



Cost of Living in the Victorian Age
Unskilled Labor: Much of the population live in quiet squalor.  Entire extended families live in a handful of rooms, in a tenement apartment.  From a 
very young age, they work in a factory ten to sixteen hours a day, six days a week.  There is no time for education, clothes are handed down until they
can no longer be repaired, and food consists of a lot of watery soups and vegetable stews.  There is almost no chance for those born to this life to 
escape it.  And the frequent on-the-job injuries of factory life can devastate a family if the victim can not find some means to pay their share of the 
bills.  [Wealth 0]
Servants/Semi-Skilled Labor: Still considered part of the lower classes, these people have some education, and live in much better conditions.  
Though they may still work long hours, or even be on call at all times, they are generally less likely to be called on to perform hazardous work.  
Some servants are provided with uniforms and room and board at their employer's house or estate.  But most in this class actually have a small 
apartment or occasionally a house of their own, which is shared only by immediate family.  Though not well off, they can weather an illness or 
accident.  [Wealth 0-1]
Tradesmen/Public Servants: The lower middle class has a trade school education, or at least a full primary school education and apprenticeship in 
their trade – possibly at the feet of their father or uncle.  Most work only eight hours or so, on weekdays.  A tradesmen can afford a modest house, 
and seldom worry about retirement.  [Wealth 1-2]
Managers/Shop Keepers: Upper middle class have respectable education, own both a home and possibly a shop of their own, or act as the man in 
charge of a factory.  They might afford a coach or even an automotive, and even have a housekeeper or cook.  The family can afford vacations at least
a few times a year (the Christmas season, and possibly a week in the summer).  Restaurants and Club memberships are common occurrences. 
[Wealth 3]
Upper Class: Commoners, but sometimes wealthier than the peerage.  These men own factories, banks, or major business concerns.  Their children 
have the best educations.  Multiple vehicles, town house and country home, several servants, and memberships in exclusive clubs are all expected – 
and failure to show the same displays of wealth as their fellows can result in a bad reputation or hurt their opportunities for business or marriage.  
Many of these families hope their daughters might land a noble husband.  [Wealth 4]
Aristocracy: The nobility, the leaders of society.  But centuries of second sons and lost fiefs have produced hundreds of lords who have nothing to 
their name but a title.  These families might be found in any social class, but their natural superiority might manifest in times of crisis.  The low 
nobility usually have at least the same standard of living as the upper middle class.  High nobles maintain several mansions or houses, as well as the 
ancestral pile.  A large staff of servants is maintained at all times, though they may be relocated along with the family when traveling to another 
house.  Children spend most of their time away at elite schools, until it is time for their debut/entry into society or entry into the family business (if 
working rich).   Ladies will spend their days shopping, and nights throwing parties, never concerned with the money.  [Wealth 3-4]

Occult Materials
Occult materials are difficult to come by, but necessary for performing occult rituals and experiments. Certain materials,
like occult labs or occult kits, are important props to conduct occult research, but they add no bonus to the occult roll.  They simply make occu1t 
work possible.
Some of the items, like occult kits, cannot be purchased at a store. The items of a kit or lab have to be collected slowly, over time. Items such as these
have a difficulty number. Each week that an occultist attempts to put a kit together he gets to make an Occult roll against this number. Cards may not 
be added to this roll. If he makes the roll it means that he has successfully gathered all the items necessary to complete the item. The cost is a total 
amount for all the items.
Occult Kit: This small black bag contains several vials filled with colored potions, a few books written in obscure languages, and organ or two taken 
from a dead animal. It is essentially a field version of an occult lab.  Anyone who wants to do occult research at the scene of a murder or perform an 
occult ritual outside of a lab must have the kit. The kit can only work for occult rituals of a difficulty of 20 or less.
Occult Lab: This is a small room filled with bubbling chemicals and skulls and strange powders that produce lots of smoke when exposed to fire. 
The lab is necessary for performing occult rituals of 21 or greater. It is possible to move portions of the lab out into the field for complicated occult 
rituals, but occultists are very reluctant to move their labs, as they might be damaged during transport, or seized by Victorian authorities. 
Occult Library: This is a large collection of occult books that can give an occultist a bonus when performing occult rituals. Since occult books are 
so rare, a large collection might be no more than a dozen.  The actual number of books does not matter so much as the idea that when the library is 
finished it gives the occultist a broad overview of occult knowledge.  The books listed below, which are very specific and very powerful, might 
become part of an occult library, but they are not the kind of books considered here.  When an occultist is working on a ritual he can tum to his occult
library for help. A week of work is required going through the books. This might seem like a long time to flip through the pages of a dozen books, but
the occultist must pour over the pages, checking to see if his mind can make an strange connections between a paragraph in one text with an 
illustration in another. As with the research skill, some of what an occultist finds in the books is not   actually printed, but is magically divined by the 
occultist.  Most occult work is intuitive, and the occultist must let the matters settle in his brain for a while before he can produce any hard 
information.  After a week's time the occultist gets to generate an Occult total against a 12.  Every result point is a +1 on his final occult event roll. 
Note that if the occultist only gets a minimal success it means he only confirms what he suspected before - he does not get a bonus.

Occult Materials Difficulty Price (Value)
Occult Kit 18 400s(17)
Occult Lab 22 1000(19)
Occult Library 25 2000s(21)

Occult Books
Unlike the books in an occult library, the books described here cover a subject in detail and are very powerful.  They are occult props that add a bonus
to occult event rolls.  Most people don't want occult books, but those who do want them very badly. This tends to make the price of such a book 
(when one is available for sale, which is rare) vary wildly. Most occult books of this type cost 1,000s to 6,000s.
   However, because they are occult props, if the Storm Knights want them they're going to have to get them not buy them. This means stealing them 
from another occultist, or going into a old castle to find the dusty library, or scouring the used bookshops of New London to see if they might stumble
across something.  There are occult books on every subject. The players, when creating their occult sentence string, will tell the gamemaster what 
kind of book they are looking for, and the gamemaster may come up with a title, which he can tell the players- and the books recent history, which he 
should keep secret. The characters must then track down the book with the scraps of information the gamemaster starts them off with.



The Kellatastin: Bound in silver covers the Kellatastin contains 80 pages dealing with rituals involving blood (+3 bonus on blood rituals).
A Magic Sword: This slim volume of cardboard bound pages reveals Bellinger's elaborate ritual for creating a magical sword. It might contain clues 
for those seeking to enchant a weapon (+2 bonus on ritual to enchant weapon).
The Nocturna: Covered in a smooth, blood-red, unknown material, this volume is thousands of years old. It contains spells, curses, and arcane 
knowledge from a sorcerer whose name was blasted from the text by a later occult event. The book grants a bonus for any event producing madness 
(+3) or death (+2);any event concerning demons(+2); any event using brass or silver (+2). It has a bonus unique to this volume: any occult ritual 
dealing with the High Lord of Orrorsh, or his Darkness Device receive a +3 bonus.
Nostrum's Cases: This coverless text is the famed diary of the occultist Nostrum.  Most of the madman's notes are indecipherable, but there are lucid 
sections on matters of nightmares meeting reality (+2 bonus for rituals involving other dimensions). 
The Scorithum: This leather bound book is 128 pages thick and contain information about patterns used to contain scarabuses (+4 bonus to ritual 
including scarabuses).
The Archives of the Damned: A huge, leather bound book sealed with iron clasps. Millennia old, the book is more like a journal, with entries written 
by corrupted scholars, madmen, and demons. The book is a collection of poems, essays, and prose concerning the nature of evil, corruption, and the 
occult. The Archives also contains numerous spells and occult rituals. The book is so inherently foul that anyone claiming it as their own adds four 
points to their Corruption value.  Another Corruption point will be added for every six months in which the book is in one's possession.  The volume 
grants bonuses to the occult total for certain occult events: death haunt (+2), madness (+3), and mark of the hunted (+3).  The spells boiling blood, 
death haunt, eye spy, madness, and slow death can be found within the pages of the Archives.  The book has a Toughness of 26.

Holy Water
Price (Value): $10 (5)
Spiritual Rating: 9
This blessed water causes spiritual damage equal to the user's faith when hurled at an opponent (treat the attack as a missile weapon skill use). Armor
is ignored. Note that holy water only damages certain creatures, usually those that are known enemies of the faith.  Holy water can only be used by 
those with at least one add in the faith with which the blessed liquid is connected.  Use of holy water is a contradiction in realms whose Spiritual 
axiom is less than 9. Holy water can be created using the miracle Bless Holy Water.

Occult Treasures

The Hand of Haran
   This wizened, mummified hand is all that is left of the powerful sorcerer Haran. It is rumored that he was attempting to summon a demon of the 
12th power to do battle with Parok of the Hellion Court so he could take his place and gain the Gaunt Man's favor. The demon proved to be too much
for Haran to handle and he was destroyed by the supernatural backlash. The only thing to survive the holocaust was his left hand, which was imbued 
with occult energies.
   The hand is a blackened, shriveled mass of corrupt flesh. When used as part of an occult ritual, the hand virtually guarantees success (by adding 
+20 to the overall occult total of the event,) but also curses the user to doom. This doom takes several forms, but the most common is that the 
character is marked for death.
   The hand contains the spirit of Haran. Each sapient being he manages to corrupt and destroy causes the hand to become a bit more alive. When he 
has destroyed 66 beings in this manner, the hand will take on the semblance of life and will be able to move about on its own. It will then begin to 
stalk and slay sapient beings, each one adding to its power until it slays an additional 600, when it will be able to cast a ritual to restore its body. Then
Haran will be reborn!
   The hand of Haran has stats equal to those of a normal disembodied hand, except that its Toughness is equal to30and its true death is to be fed to the
demon that devoured the rest of its body.

The Monkey's Paw
   This is another disembodied hand, but that of a monkey rather than a human. When the paw is wished upon, it will grant the wish, but always at the 
expense of another. For each wish made on the paw, the owner will gain from 1·10 points of corruption. There is almost no limit to the power of the 
monkey's paw. The paw cannot affect or counter the powers of a Darkness Device or the Gaunt Man.
   The paw will always try to pervert the intent of the wish. For example: A long dead friend is wished to life with the paw. There are several ways 
that this wish can be perverted. The friend could be returned to life as a rotting mockery of a man, or brought back to life in the path of a horse and 
buggy where he is killed instantly, or even restored fully to life, but buried under six feet of earth where he quickly expires again.
   The only way for the monkey's paw to be destroyed is for to have a character who is ignorant of its powers make a truly selfless wish upon it. So 
far, this hasn't happened in over 700 years.

The Mask of Smmitiroux 
   The origins of the mask are unknown, lost in the passing years, but its powers are legendary. The mask allows the wearer to steal the appearance of 
any human or human-like being. 
   The mask is a blank oval of clay. When it is pressed over the face of a being, it takes on their likeness and can then be removed and worn. The 
victims lose their appearance, their faces becoming as blank as the original oval of the mask. They become blind, deaf, and dumb. The magic of the 
mask allows them to somehow breathe, but they never regain their original features.
   When the mask is first found, it will erase the features of the first person to put it on. That person is now forced to attack other beings and steal their
identities to exist in normal society. The character can see, hear and speak normally when wearing the mask, but if he loses it, he becomes like any of 
the mask's other victims, trapped in the prison of their own bodies without an identity.
   For each identity stolen, the user receives one point of corruption. When the wearer steals someone's identity, he gets their appearance, voice and 
mannerisms for 24 hours. At the end of that time, the mask becomes blank once again.



Doppelganger Seeds 
   These small, black seeds are shaped like an unfinished human body. When the seed has a human hair tied around it and is planted and watered with 
a drop of human blood, it will grow in one month into a duplicate of the person whose hair was used.
   It has the identical statistics and knowledge of the person it has duplicated and will serve the person whose blood nourished it. The doppelganger is 
utterly and irredeemably evil, and while not acting under the direct orders of its master, will cause as much pain and suffering as possible. It will 
attempt to seek out its double and destroy him, but usually only after causing as much trouble for him as possible.
   Doppelgangers ignore all shock and KO damage, but have a severe weakness to fire. If a doppelganger is destroyed, 1-4 doppelganger seeds can be 
found within. 
   Anyone creating a doppelganger receives five points of corruption.

Death Doll 
   This small child's doll contains a powerful and evil spirit.  The doll delights in corrupting the young and innocent. Its normal appearance is that of a
well-loved rag doll, but it can change its form at will.
   The doll whispers to its young owner, always trying to get him to do evil things. It will attempt to drive a wedge between the child and his family. 
Each evil act the child does gives him one point of corruption. Once he is totally corrupted, the spirit within the doll can switch places with its former
owner and the freed spirit can goon to even greater evil. This usually takes the form of the destruction of the child's family. Meanwhile, the newly 
corrupted soul inside the doll goes on to a new child and a new family to destroy.
   The only way to destroy the death doll is to capture it and have it baptized. That will force the spirit from the doll and allow for its destruction. The 
doll has a charm skill of 20 and is able to perform both the fear and madness spells at will on any who discover its secret.

Blood Gem
   This gem will attach itself to the first creature that touches it, melding itself with their flesh. It cannot be removed without killing the victim. It then 
opens to reveal a human eye within. This eye allows the owner to see through it with true sight at all times. The gem also adds to the owner's spell-
casting abilities, granting him a base 11 skill in all magical knowledges, or adding +4 to his existing ones, whichever is higher.
   The gem feeds itself by draining blood from the owner. It will kill its host within the first month unless he "supplements" his own blood supply by 
drinking the blood of other humans. While the gem does not communicate direct1y with its host, he begins to crave blood. Each day that the gem is 
worn, he must make a Spirit check against a difficulty number of 10 to resist the urges. Each day he resists, he loses one point off of either his Agility,
Dexterity, Strength or Endurance until he succumbs or his Endurance drops to zero, at which point he is dead.
   If the character succumbs to his urges, he will gain five points of corruption the first time he drinks human blood and one more each time after that. 
He will quickly find that if he kills a human while trying to get its blood, the gem will feed directly from the fresh corpse and he will not have to feed
for an entire month.

The Servant
  The servant was created by an Orrorshan occultist whose name has long since been forgotten. Suffice to say it was created in an experiment to 
reanimate dead human tissue and was somewhat successful. The Servant is nearly seven feet tall and made from cobbled-together bits of different 
bodies. The overall effect is hideous.
   The monster was brought to life, but was without a soul to guide it. An insane spirit seized control of the monstrosity and it destroyed its creator. It 
then went on a rampage, killing dozens of people, until it was driven off into the wilderness.
   The monster still exists, and while it cannot be controlled with the spirit inside it, the spirit can be driven out if the proper occult ritual is used and a 
willing soul is found to inhabit it.
   This can be a good way for characters to restore a dead companion to life. The ritual used to switch the two spirits should be a complicated and 
involved one which will take a great deal of adventuring to accomplish.
Reality: Orrorsh
AGI 8 DEX 8 STR 24 END 25 TOU 25 PER 8 MIN * CHA 3 SPI * 
Running 10 unarmed combat 15 Find 9 Taunt (20) Intimidation 17 (30), all others are (*)
Possibility Potential: Depends on the spirit inhabiting the Servant
Power Rating: 4
Corruption Value: 20
Fear Rating: 1
Suggested Weakness: None
True Death: If the body of the Servant is inhabited by the soul of a truly good and virtuous man for a period of one month, the servant will cease to 
be a thing of evil and will become a real living body, which will house the soul.
Note: The asterisks above refer to values that the monster's body doesn't have.  These values are provided by the spirit housed within the Servant.
   If the group can capture the creature without destroying it in the process, they can perform the ritual and separate the insane spirit from the 
monster's flesh and put a soul of their own choosing within.

The Mirror of Visions
   This magical mirror is similar in many ways to the Gaunt Man's mirror, Wicked. It functions in a nearly identical manner, except for one rather 
large difference: occasionally, the mirror will show false scenes.
   The gamemaster assigns a difficulty number to questions put to the mirror.  The player character gazing into the mirror must then make a Spirit roll 
against that number. If he succeeds, he sees the answer to his question in the mirror. If he fails by five or more, he will see a false vision, one 
designed to cause him to commit an evil act. The false visions of the mirror will be as realistic and convincing as the true' visions.



Glasses of Truth
   These ordinary looking eyeglasses have an enchantment that allow the wearer to see into the souls of men. They will reveal the horrible truths that 
each man has locked away within. They will reveal shapeshifters, vampyres and other monsters in human form for what they truly are.
   These glasses are very useful in Orrorsh, but have one drawback. Each time they are used, the wearer must make a Spirit check against a difficulty 
of 10 or go insane because of the blackness and evil of the land and its people. This difficulty goes up by +1 each time the glasses are worn and woe 
to the person who inspects his own reflection with these spectacles! If a character does that, have him make the check at a higher difficulty, unless he 
is truly virtuous.
   The insanity first takes the form of black fits of depression. The character will then take to wearing the glasses more and more. It eventually leads 
to homicidal fits of anger and eventually suicide.
   It is rumored that these glasses were a gift from the Gaunt Man to a painter who had done him a favor and wanted to be able to see and paint the 
contents of a man's soul. After the painter used them to paint a portrait of the Gaunt Man, he went insane and slew his own family before ending his 
own life. This brings up a favorite old adage of the Gaunt Man's, "Be careful what you wish for. I may grant it."

Mantle of the Beast
   This is a fur belt approximately 10 centimeters wide with a bone clasp. When the belt is worn, the character may change into a werewolf, with all of
the powers and abilities of that form. The change is handled exactly the same as the shapeshifting skill, with one small change. Each time the 
character attempts the change back to his human form, the difficulty goes up by +1, to a maximum of 20. To trigger the initial change from human to 
beast, the character must make a Spirit roll of 10. To change from beast to human the first time requires a total of 15.

Eternity Shards
   Gaea still retains a handful of relics and artifacts which were not corrupted or destroyed by the Gaunt Man.  These are some of the most important.

Caliburn 
Cosm: Gaea
Possibilities: 60
Tapping Difficulty: 20
Purpose: To defend the people of Victoria from their enemies
Powers: Functions as a Broadsword, STR+6/20  In the hands of a Victorian, the damage is increased, read the character's Faith:Sacellum Value-8 on 
the power push table (maximum +5, for STR+11 total).  This may exceed the normal Maximum damage Value.
Group Power: Life Thread
Restrictions: Possibilities tapped from Caliburn can only be used in battle against those who would threaten Victoria, or when trying to lead those 
loyal to Victoria.
Description: A legendary sword, wielded by Victorian Kings in the war against Rome.  It has been lost for centuries.

Dr. Wells' Journal 
Cosm: Gaea
Possibilities: 10
Tapping Difficulty: 21
Purpose: To seek out other dimensions
Powers: Provides a +3 bonus to Occult rituals or Research totals regarding other dimensions or the denizens thereof.
Group Power: Gate
Restrictions: Practitioners of other magical schools will find this book gibberish, and it provides them with no benefits.
Description: The journal of a madman, who sought to find a realm safe from Orrorsh, and instead aided in the invasion of that world.  It is lost, but 
might be found in some musty book shop, or in the library of some unsuspecting occultist who does not know what he has found.

The Eye of Indira 
Cosm: Gaea
Possibilities: 30
Tapping Difficulty: 21
Purpose: To see through the illusions of this world
Powers: The wearer gains a +2 to True Sight if they possess the skill.
Group Power: Judgment
Restrictions: May not be used by the Corrupt or Evil
Description: A diamond diadem, with a large gem set over the wearers third eye.  This gem is a blue stone, but seems to burn from within with red 
flames.  When the Judgment power is used and detects Corruption or Evil, the  red flames will fill the gem, and a blue flame will burn at the core.  
This gem was sent by the maharajah to Victoria in the early days of the invasion.  It never made it.  But the ship carrying it was found on the western 
coast of Rhodesland.

Peace Rose  
Cosm: Gaea
Possibilities: 5-15
Tapping Difficulty: 16
Purpose: To promote peace.
Powers: Improves the attitude of two of more parties, engaged in negotiations, by one level.  This will not work if the parties are Enemy, and 
unwilling to discuss peace.
Group Power: Create Talisman
Restrictions: May not be tapped for combat skills, except for defense against Horrors.
Description: A red and blue petaled rose.  This plant bears close relation to the Chrys Flower of Aysle.  Exceedingly rare, most are found in the 
greenhouses of secret societies dedicated to the battle against darkness.



Stone of Destiny 
Cosm: Gaea
Possibilities: 75
Tapping Difficulty: 24
Purpose: To proclaim the Mandate of Heaven
Powers: Can perform the miracle Invest Pharoah to coronate a rightful sovereign of Victoria, or any vassal nation.  Use the Tapping Difficulty as the 
focus value.
Group Power: Create Hardpoint
Restrictions: Will not work for Non-Victorians, except if they are vassal sovereigns.  Also will not work for pretenders.
Description: A massive granit block, streaked with whorls of red and blue.  This stone is stored in the Canterbury Cathedral.



CHAPTER THREE
THE HELLION COURT

Heketon
   Heketon is the savage and proud Darkness Device of Orrorsh. It appears as a obsidian heart. It worked with the Gaunt Man for millennia.  Before 
Earth and Kadandra, they alone had bested another Darkness Device and High Lord. They triumphed over Kurst, then the High Lord Dairoga of 
Kantovia, and his Darkness Device, in a savage battle. The devastated Darkness Device blindly fled by dimthread. Heketon's threads pierced in 
pursuit. It found the nearly insane Darkness Device in a then undiscovered cosm, Earth. The  possibility energy of Earth nearly overwhelmed the 
senses of the Orrorsh device. Heketon and the Gaunt Man must have this cosm.
   But how? Heketon knew its limits, and Earth was beyond it. But the Gaunt Man schemed. The Gaunt Man then traveled to the world of the 
Ravagons, to appear as one of the Prophets, or Irishanti. Entire tribes followed the Gaunt Man's promise of conquest and battles beyond any they had 
experienced.
   They found a Darkness Device when conquering a cosm.  They led a lieutenant to "discover" the device, allowed Kranod to return to his own cosm;
Tharkold. A later cosm gave Uthorion the same opportunity. That was two realms whose High Lords had reason to fear the Gaunt Man, and whose 
High Lords' greed could be manipulated in a predictable way. As cosms with High Lords were discovered, Heketon made sure that its Darkness 
Device, and therefore the High Lord, had reason to be impressed with the Gaunt Man's power. 
   Discovering the cosm of Gaea provided the final key, a stable ecology of destruction and fear. Now the invasion of Earth could be readied. It was a 
invasion which the High Lords would win.  Heketon's triumph was near. 
   Heketon carefully observed the opening days of the Possibility Wars.  It was disturbed by what it saw, and what the Ravagons reported. While not 
likely, the chance of defeat existed.  One or more realms might fall, and then the possibility energy of Earth would surge in a storm across the 
remaining realms, shattering the stelae which bounded them. All the work of Heketon and its High Lord undone in one furious cataclysm. The Gaunt 
Man believed the plan still worked well enough. Heketon did not. 
   Heketon researched the problem with the blinding speed and power available to it as the master of Orrorsh's reality.  The answer was an occult 
ritual, one of daring complexity and scope requiring great sacrifice. The first sacrifice was betraying the Gaunt Man to his enemies. Many others 
were necessary. The final sacrifice involved itself giving up part of itself to use the power of the occult.
   The ritual made all Orrorsh stelae a part of Heketon.  And all new stelae created by the Darness Device, regardless of reality,  are a part of Heketon. 
Heketon may use its power directly through a stelae, affecting any object or being within 10  kilometers of a connected stelae. Most importantly for 
Heketon, it may now create dimthreads from any of the stelae.  These dimthreads run from the realm to a cosm previously drained of its possibilities 
by the Gaunt Man. If Core Earth's possibility energy builds to the point that it threatens the realm's boundaries, the dimthreads are created.  The Core 
Earth energy pours through the threads to the depleted cosm,which offers less resistance than the reality of Orrorsh. The excess energy is bled off, 
and the horror rea1ity preserved.
   This was not sufficient however to stop the Worldstorm that followed the True Death of the Gaunt Man.  Indeed, Heketon itself was nearly undone. 
However the unique Powers of Orrorsh allow it to continue gaining Possibility energy from the now stable mixed zones.  

The Hellion Court and the Court of Lords
   The Gaunt Man is gone.  His Darkness Device, Heketon, already capable of acts unknown to its siblings, no longer has a distinct High Lord.  
Instead it relies on two governing bodies to spread the Powers of Fear and Corruption.  The Hellion Court and the Court of Lords.
   The Hellion Court was originally constituted by the Gaunt Man.  It served as his lieutenants and proxies.  In his absence, the Hellion Court governs 
Orrorsh.  Both in the cosm of Gaea, and the realms on Earth.  There are now Thirteen members to the court; Ten on Gaea, splitting the Cosm among 
them, and three on Earth.  Each has approximately sixty-six Nightmares beneath them.  If the Court are the kings and queens, then the Nightmares 
are the lesser nobles.  Each governs a large geographical area, and has authority over all Horrors in their domain.
   The Court of Lords includes allied High Lords, Uthorion and Thratchen, as well as the various individuals who serve as Demi High Lords in the 
realms created by Heketon which are not of Orrorsh reality.  These individuals do not possess the full power of a High Lord, but can call upon the 
Obsidian Heart in a like manner.

Lord Stanton Cheltenham – Victoria and Western Europe
   Lord Stanton Cheltenham has lived for nearly three hundred years, and served the Gaunt Man faithfully during that time. Cheltenham was in Indira 
when the Gaunt Man's bridges locked onto Gaea in Indira and the western United States.  He encountered the minions of the Gaunt Man, agents sent 
ahead to secure recruits from Gaea's inhabitants.  Cheltenham,a wealthy lord with hidden and deep interests in the occult, quickly agreed to help the 
invaders, and sacrificed members of his own expedition to seal the pact. He returned to Victoria, his bags stuffed with secret tomes of occult lore, and
engaged in passionate study. He only came out of his library long enough to attend meetings of the House of Lords, where he argued vehemently 
against pursuing the stories of evil horrors invading Gaea. "It's all rubbish," he said again and again. "We've better places to spend our time and 
money." He helped the Gaunt Man eat away at the far flung Victorian empire. Today Cheltenham is powerful in the powers of the occult, but is only a
husk of a man. His skin is withered and dry, and when he speaks the movement of his jaw creates a soft sound like leaves against pavement. His mind
is now like an animal's - but instead of searching for food and a warm place to sleep, he is obsessed with information about the occult. He protects 
himself when threatened just as a dog might, and he served his master just as faithfully. He always appears distant, perhaps even senile - but he is not.
His mind is sharp and alert. He only appears unfocused because he spends so much of his time thinking about new experiments he wants to try in his 
occult lab.
   Though Cheltenham gave up his place in Victorian society centuries ago, he has been forced to take more active part since the death of the Gaunt 
Man.  He has guided the Nightmares of his domain to guide governments into renewing their colonialism, leading to a Great War in which humanity 
will provide more Horror than ever seen on Gaea.

Prince Beastro – Rumostria and Eastern Europe
   Beastro is one of the most feared rulers on Gaea, being an undead who rules a European kingdom made up of vampyres, ghouls, and humans bred
as livestock.  He is the Prince of Rumostria - A kingdom carved out of Europe ruled by an undead ghoul, and populated by ghouls, vampires and 
zombies.  He has worked out a system of raising humans like livestock, which is how a country of undead can remain alive. The culture seems based 
on eastern European principalities of Earth's middle ages.
   Beastro is working closely with Cheltenham toward the Great War, which he expects will allow him to expand his principality greatly, reducing 
more humans to cattle.



Thutep – Khem and Rhodesland
   The history of the Nightmare Thutep begins in Gaea’s infancy, 4500 years ago, in the Egyptian city of Memphis.  Thutep was born to a cousin of 
the Pharaoh, and enjoyed the privileges attendant thereof: wealth, comfort, friends in high places, and beautiful serving wenches. He took these boons
for granted, being a precocious and petulant young prince.
   On his twentieth birthday, his cousin gave a great party, with feasts and songs and gifts — and women.  When the Pharaoh asked Thutep what he 
most desired, he answered that he wanted the Pharaoh’s queen. To his surprise, he did not get what he asked for, but was instead discreetly poisoned 
and mummified, then entombed in the Pharaoh’s pyramid. 
   Forty-four hundred years later, a Victorian archaeological expedition discovered the tomb and Thutep’s mummified remains. The mummy was 
brought back to London and placed on exhibit in a museum, to the delight of the museum’s patrons. But soon after his arrival in Victoria, Thutep was 
revived from his four millennia of sleep. He waited for the opportunity to escape, and once he did so, wrought havoc in the streets of London until a 
group of professors and occultists destroyed Thutep’s physical form. 
   Or so they thought. Thutep’s destruction was staged by the Gaunt Man to to allow the monster to escape.  Thutep, in gratitude, offered his services 
to the High Lord, acting first as a Nightmare along the banks of Gaea’s Nile, then coming to Earth to work in the Orrorsh realm.
   Thutep appears as a towering mummy, over two meters in height, wrapped in Egyptian cloth and wearing jewelry and headgear befitting his once 
noble station. He reeks of the grave, and creates new horrors, foul and noxious undead things that plague the world of the living.  
   Though his domain covers all of Rhodesland, he is mainly concerned with Khem.

Ahriman  – Osman Empire and Bessarabia
   An animate shadow, which claims to be a god.  In fact one of two equal deities, his opposite being the being worshiped by the Victorians and much 
of the world of Gaea.  Ahriman takes little interest in Heketon, or the greater Possibility Wars.  His only mission is to spread Corruption.
   Ahriman seeks out good souls – especially priests and Hunters.  He studies them, learning their fatal sin and uses it to encourage them to destroy 
themselves.  
   Ahriman can be found anywhere in Asia Minor, from the Straits of Bosporus to the Bessarabian subcontinent or any part of ancient Persia.  He 
allows considerable latitude to the Ghuls, Djinn, Efreet, and other horrors found across the great deserts.  Only if one such creature becomes too 
powerful, slaying too many innocents before they can be corrupted, does he intervene.  He will then lead Hunters to them, encouraging them to wrath
or pride.  Wherever possible, he will replace the defeated horror with their slayer.  But always he maintains a balance between good and evil, while 
striving to remove all good from the world.

Rashnaya – Indira
   More beautiful than any dream, Rashnaya is also one of the coldest, most lethal of the Nightmares. A hybrid creature, in her natural state her face 
and the upper half of her body are that of a human woman, and the lower half that of a huge red worm. She can, at will, transform her worm half to 
legs.  She exists to exploit the dark fantasies harbored by Victorian men, and like the succubae and incubae she favors, she can appear as her victim’s 
ideal woman come to life. 
   Rashnaya frequents only the best clubs and the most exclusive restaurants, and has cultivated a reputation as a high-priced courtesan. An 
association with her is believed to be a mark of status, and many young officers make a point of meeting her.  
   Once she has attracted a man of influence, she slowly begins to drain his will. Once this has been done, she uses her powers of hypnosis to bring 
him completely under her command.  Many high Victorian officials are under her control, most in the snare of post-hypnotic suggestions so that they 
appear normal the majority of the time.  
   When Rashnaya has need of one of them, she will employ the appropriate hypnotic trigger.  When she no longer has any use for a victim, she will 
wrap  him in her tail (Strength total of 20 to escape), and feast upon him. She need feed only once every six months. If she is already sated, she will 
simply order the unfortunate man to kill himself.
   What makes Rashnaya so insidious is that even before their wills have been sapped, most Victorian men would refuse to believe that so beautiful 
and gentle a creature could be in the service of the evil that plagues Gaea. Those few who have learned her secret and attempted to expose her have 
more often than not been slain in duels with her lovers or clapped in lunatic asylums. 
   Rashnaya sought to seduce Lord Stanton Cheltenham and “persuade” him to sponsor her for membership in the Hellion Court. The ancient 
occultist, having no desires of the flesh remaining, proved immune to her charms.  But did endorse her elevation, stationing her in Indira, the land he 
himself once walked.  Since the Maharajah considers his realm a part of the Victorian Empire, Cheltenham wants a vassal of his own present to keep 
control.  Of course, his vassal has ambitions of even greater station, and betraying him would be so very easy.

Immaculate Tear in Celestial Sorrow – Ch'in and the Far East 
   Immaculate Tear is a vampiric being.  In life she aspired to escape her station as a lowly servant, and become a princess.  She slew her mistress and 
sought to take her place at the imperial court.  Her evil brought her to the attention of the Gaunt Man, and she was transformed.  
   By day she is a princess of the Song Kingdom, betrothed to the creature which rules as Emperor of the 102nd Dynasty.  She knows her future 
husband is a monster, but bows in submission to her rightful place.  She is a model for all Ch'in to follow, accepting what the Celestial Bureaucracy 
has appointed for her.  In this form she is mortal, without any trace of Corruption (and while she may die, she can not face True Death).
   At night, her head and organs detach from her body, flying about, and feeding on the blood of mortals.  She rules over the horrors who control the 
Middle Kingdom, from the Emperor himself to the lowest hungry ghost in the imperial bureaucracy.  Any who defy their place, and seek to oppose 
Orrorsh are captured, and their souls are imprisoned in Terracotta Statues.  These may be animated at her command, serving as her bodyguards, 
messengers, and soldiers – with the defiant soul forced to watch, helpless, as they now serve the proper order.



Ahejebax – The Ghostlands 
   Ahjebax (ah-JAY-bax) is giant mound of pus and ooze.  He lives far beneath the ground in the midst of a complicated maze of caverns surrounded 
by guards of his own design. This Nightmare has bent his imagination toward creating oozing creatures, creatures of strange shapes and undefinable 
form.  It is said that the creatures of Ahjebax's imagination are so strange that even people looking directly at them have trouble determining exactly 
what the creature looks like. When asked about the monsters later, witnesses hesitate in their descriptions, for they are unable to accurately describe 
the beasts and often doubt their very sanity - for what they remember cannot possibly have been true.
   Ahjebax is a powerful sorcerer of the occult, which is responsible for his very strange appearance. Little is known of the Nightmare's origin, other 
than he is an American Indian shaman from Gaea who used the new mystical powers introduced by the Gaunt Man's reality to travel into an even 
stronger Dream Journey state. (The Indians of Gaea had always taken "journeys" in their dreams.) With the Gaunt Man's horrible magic available, it 
became possible to bring creatures back from the dream place. Ahjebax enslaved the creatures and began gathering more and more power on Gaea, 
slowly corrupting into his present form.
   Ahjebax is almost always found in his central chamber, for he spends very little time moving about. The room is thick with smoke that encourages 
the "dream state" he enters when looking for creatures upon which to model new servants.
   Ahjebax domain covers much of America, and he is responsible for keeping the tribes of his lands from making any effective resistance against the 
dark reality that has subsumed their own.

Red Jack – New Victoria and Norlins
   One of the few Orrorshan Nightmares to be “born and bred” in Core Earth.  He is a demonic creature with the ability to alter his appearance at will. 
He thrives on fear, and uses strings of murders to produce it. How long he has existed is uncertain, although many occultists believe him to be a 
product of the Dark Ages, when superstition ran high and any strange death produced widespread fear of the Devil.
   Red Jack kills in many ways, but prefers knives, for they allow him to draw the act out longer than he could with a pistol. He will normally 
transform to mist after a killing, vanishing as mysteriously as he came and giving rise to tales of “invisible murderers” and police frustration.
   Red Jack’s most famous (and last before the Possibility Wars) series of murders took place in London’s notorious Whitechapel district in the late 
nineteenth century. No longer content simply to kill, he decided to crack open the very foundation of English society with his murders.  He butchered 
five prostitutes, mutilating their bodies in ways reminiscent of Masonic lore. This inspired Scotland Yard, many of whom were Masons, to cover up 
the crimes and stall the investigation, believing one of their own to be responsible. 
   As occult societies dwindled and the Magic axiom dropped, Red Jack felt his powers fading. He retreated to a cavern beneath the city of London, 
and there was dormant until the invasion of Earth by the Possibility Raiders.  
   The sudden surge in magic brought him back to full awareness, and his dark doings brought him to the attention of Uthorion. Seeing a potential ally
for his former master, the Dark Lord of Aysle dispatched Red Jack to Orrorsh, where he was given a position as a Nightmare.  
   Now Red Jack oversees those Horrors who derive pleasure from the sheer terror that the thought of death and the actual agony of the experience 
produce in humans. He proved to be a most efficient Nightmare, with an instinctive knowledge of when to start and when to stop killing in order to 
evoke the greatest amount of fear.  He has been elevated to the Court and seeks to teach his ways to the many wicked souls that fill his domain.

Camaxtli – Azteca and the Carib
   Named for the Meso-American god of agriculture, this horror may take on the form of any plant, and looks much like a gospog.  He demands that 
those seeking fertile crops water their fields with the blood of their enemies.  Camaxtli seldom acts directly, and does not actively get involved in the 
affairs of his domain.  Instead he encourages mortals to undertake wicked acts for their own benefit – rewarding their deeds with the bounty of 
nature.

Trachelsteph – Gaea Incognito (Amazonia and Australia)
   Lurking beneath the waves, an amphibious horror who is responsible for terrifying mariners that ply the waters.  Trachelsteph was a servant of the 
Gaunt Man through several realities, and has only now been elevated to the Court.
   Trachelsteph is humanoid, with scales in place of skin and webbed hands and feet. His mouth is filled with row upon row of needle-like teeth, and 
his sole source of sustenance is blood, whether animal or human, he cares little. 
   He makes his home in an undersea cavern, and from there he commands various aquatic horrors, as well as the restless spirits of those who met 
their deaths on the ocean. He particularly delights in using his occult powers to call down raging storms on the vessels of those seeking to escape 
Orrorsh.
   Trachelsteph rarely allows himself to be seen by his victims, although he has been known to steal aboard a ship in the dark of night and carry off a 
passenger for the purposes of making a meal. He will usually leave the bones floating near the ship as a warning to other crew members of the 
dangers of sailing through the realm.  
   Trachelsteph’s origin is unknown.  Some believe he may be an occult creation, while others think he is a drowned sailor cursed for eternity to wear 
a horrible form. He has never been known to speak, and it is not known if he is capable of speech as humans know it — if not, it can only be assumed
that he uses sorcery of some sort to allow him to communicate with his peers. 
    Trachelsteph is given dominion over almost the entirety of the southern hemisphere, though he seldom bothers with the continents themselves.  He 
focuses on preventing the sailors of Gaea from making safe voyages to these distant shores and returning to tell their tales.  Only the fact he can not 
be everywhere allows ships to make any journies through southern waters.

Lord Victor Manwaring (Mantooth) – Earth (Russia)
   The Baron is a vampyre, of pale skin and jet black hair. He appears to be 40 years old, but undoubtedly is much older. Manwaring is from Gaea's 
Europe, slain many, many years ago. He had a great deal of power on Gaea, but had a falling out with the Gaunt Man when he demanded that he be 
appointed a member of the Court. He was hunted by the Gaunt Man's minions, but avoided them. He later returned, assuming a place in Victorian 
society and serving Thratchen.  Manwaring was aware that Thratchen usurped the Gaunt Man, and supported the techno-demon to retain the position.
When the High Lord returned, he swiftly transferred his loyalty, in order to retain his title.
   After the Gaunt Man's return, Mantooth managed to make himself useful, and remained a part of the Court.  He spearheaded a plan to expand 
Orrorsh's influence undetected.  [See Chapter Six for details]



Skutharka – Earth (Asia)
   Skutharka is a terrible, wolf-like creature.  His build is powerful and he stands about three meters tall.  He is not a shapeshifter, but an intelligent 
beast.  He has established his base of operations at Karthusa Inc., based out of Singapore. He dresses in tailor-made suits designed for his
massive frame.  His offices are populated by about hundreds of corrupted individuals who serve him. They work at desks and function as a typical 
office.  This is part of Skutharka's style: the dog-eat-dog world of business held great appeal for him as soon as he heard about it.  He mimics the 
mannerisms of capitalists, and has made his corporation a power to rival Kanawa or GWI.
   Skutharka was also inspired by Thratchen's tales of his techno-horror realm of Tharkold.  He turned Singapore into a realm of mechanical horrors, 
and has spread horrific devices around the world amid shipments of mundane merchandise.
   Skutharka's chief assistant is Mr. Su Ho, an Earth native of Chinese decadences.  Some say Mr. Ho sold his loyalty to Skutharka in order to get the 
power to save his dying wife.  The first command Skutharka gave Mr. Ho was to murder his wife.  Having tasted the delightful power of the Power of
Corruption, Mr. Ho chose to comply with the instructions.  Mr. Ho was an accomplished martial artist before his mind was corrupted.  He now enjoys
finding people in the midst of an emotional crisis and designing a physical horror to complement it.  He then passes his suggestions onto Skutharka.

Lady Eleanor Allenton – Earth (New Orleans) 
   Lady Eleanor Allenton is a beautiful noblewoman with a great mansion, a dashing and successful husband, and high status in Victorian society.  She
also hides a horrifying secret: an obsession with death.  
   Ever since she was a young girl, the former Eleanor Richards has been fascinated with making things die — plants, animals, and people, especially 
people. When she was seven, her nursemaid mysteriously fell out of a moving carriage and was crushed under its wheels. Everyone around Eleanor 
was consoling, but she found the experience strangely thrilling.  
   Thereafter, people around Miss Ellie suffered horrible luck: food poisoning, falling down staircases, tripping onto knives carelessly left about. 
When she was 18, her parents were slain by a hideous demon while visiting the colonies in Rhodesland. When she heard about this, she became 
intrigued by the horrors that plagued Gaea and the occult in general. 
   Her morbid fascination came to the attention of General Avery Wellington, a friend of her parents and a member of the Gaunt Man’s Hellion Court. 
Wellington introduced her to certain circles whose activities were hidden from proper Victorian society. She learned the secrets of true sight, the 
mystic powers of the Findaru and Amerind religions, the dark pleasures of ritual sacrifice and black mass.
   At 21, she seduced Sir James Allenton, a railroad magnate three times her age with a frail and sickly wife. In a scandal that shook London, Allenton
abandoned his wife to marry the woman with whom he was now hopelessly obsessed. Now financially secure, Lady Allenton began subverting 
“decent, upstanding members of society” into participating in her occult rituals.
   She was rewarded for her efforts by being made a Nightmare for the colony on Earth. Using occult means, she ensured her husband’s appointment 
to a stuartship and travelled with him to Earth. She now lives in a spacious mansion in Sibolga, at the heart of her husband’s stuart, ruling the city and
the countryside around it with a maddening capricity, striking fear into peasants and noblemen alike.  
   She cares not to dabble in the internal politics of the realm, involving herself only when her position is at stake.  Her chief concern  remains her 
study of the occult. 

Sidebar: The Court of Lords
Lord Angar Uthorion/Drakacanus – Aysle
Prince Thratchen/Malgest – Tharkold
Chachalmeca Cartzantovatli – Aztec Empire
Lady Sabathine – Lereholm
Ustanah Queen – Arachnidia (Lost Worlds)
The Warlock – Magna Verita
Lady Basjas – Nolava
Warlord Parok Salsvaravok – Tz'Ravok
??? – Terra 



CHAPTER FOUR
THE VICTORIAN EMPIRE

Gaean Timeline  

43AD Victoria I repels the Romans from Britannia.  Sometime thereafter, Christian missionaries begin arriving in Britannia.
476  Arthur I conquers Rome, ushering in a period of chaos as the Victorians combat Picts, Saxons, Goths, Huns and Vikings.  

Arthur also introduces social reforms, granting greater rights to Gauls, Scots, and the other peoples of the empire.
800 Germanic Campaigns begin.
1096  Jerusalem captured the first time.
1114 [Gaunt Man Discovers Tharkold]
1189 Richard I conquers Constantinople.
1192 Gallic Governor captures and imprisons Richard on the way home, as part of a demand for autonomy.  Prince John refuses to negotiate.
1202-1204 In memory of Richard I, Victorians retake Jerusalem, sack Mecca.
1214 John I signs Magna Carta, establishing Parliament as a governing body for the Imperial Governors.
1283 Edward I grants Principality of Cymru equality with Victorians.
1306 Edward I grants the same status to the Kingdom of Scotland.
1400s    Black Plague devastates the empire, and paves the way for Mongols to capture eastern territories, for a few decades.

A Self-styled Rumostrian Prince beats them back and attempts to claim independence.  
[Uthorion discovers Drakacanus and becomes High Lord of Aysle.]

1492 Victorian Empire now covers Europe and the Northern half of Rhodesland.  Christopher Collins discovers America.
1600 Elizabeth I takes Indira.
1649-1660 Victorian Civil War between Royalists and Parliamentarians.
1690 The Gaunt Man visits Tz'Ravok, establishes Bridgehead in the Abyss.  His agents begin subversion of Victorian Institutions, while his 

forces advance to the Mississippi, before turning south to conquer the Aztecs and Amazonia.  
A second Bridgehead is established in India, and the nobility of Ch'in is subverted.

1700 Victorian Empire at its peak.  American holdings stretch to Mississippi River and Great Bay.
1776-1812 American Campaign.  The Gaunt Man begins carving up North American colonies.  Only Jonestown and Norlins (Named for founder 

John Norlins) remain.
1765-1820 Indira Campaign.  The Gaunt Man erodes Victorian control of the subcontinent, before moving on into Europe.
1837 Victoria III takes the throne.  The Salsbury Expedition departs to survey the condition of the empire.
1840 Lord Byron Salsbury, and less than 10% of his expedition survives to return to Victoria.  Many are clinically insane.  

Lord Byron (The Gaunt Man) reports the Empire is lost, and that only a handful of isolated survivors remain amid the horror.  
This is not strictly true, as many colonies survive in isolation.

1891 Dr. Wells Portal to Magestic.  Magestic Charter.  HRH Prince Edward (VII) begins assuming greater responsibilities.
1893 The Portal unexpectedly closes (No Quarter Given).
1895 The Gaunt Man is killed in the Battle of Death Valley on Earth.
1898 Present.

Victorian Government
Royalty
   Queen Victoria III has ruled a faltering empire for sixty years.  Her predecessor's ruled a nation upon which the sun never set.  Her first act was to 
determine that empire was lost.  She tried to bolster her people, even organized counter offensives.  But all this ended with the death of her consort, 
HRH Prince Arthur in 1861 – of mysterious circumstances.
   Since that time, she has remained in mourning.  She retained the reins of power for three decades, but that changed when the Portal to Magestic 
opened.  Unable to decide on how to act upon the discovery, she left the decision to her oldest son, Edward.  The Crown Prince has taken ever greater
responsibilities.  Rumor has it that the queen's health is failing.  Some speak of the coming Edwardian Era as a rebirth of the Victorian Empire.
   HRH Prince Edward holds hope that Gaea is not beyond saving.  He has recently commissioned the Royal Geographic Society to perform a new 
expedition, and determine the cosm's state.  [See Chapter Five]  Edward has six remaining siblings.

Nobility - Parliament
The House of Lords
   The Upper House of Parliament consists of the nation's religious and noble leadership, with each Baron (or higher) and Bishop holding a seat.  
There are 779 Lords Temporal (8 dukes, 48 earls, 723 barons) and 26 Lords Spiritual (bishops).  Each member of the Peerage holds a hereditary seat 
in Parliament, though at any given time many seats might be vacant.  When a Sacellum priest, in Victoria, is elevated to bishop, he is automatically 
granted a seat in parliament as well.
   The nobility theoretically still have considerable power.  However, cities, and most townships and villages, have elected mayors and civil 
authorities.  As such, nobles do not have the power to make and enforce laws in their holdings.  
   Knights of certain orders are an exception to this, and are empowered to uphold the law and defend the public at their discretion.  Higher nobles 
may also be knighted, but this is not a given.  Barons, Earls, and Dukes do make laws as a part of Parliament.  And they have responsibilities to 
oversee the various bureaucracies and raise troops when called upon by the crown.
   The Lords select from among their number a Prime Minister, who acts as their direct liaison to the queen, as well as a moderator for Parliament.

House of Stuarts
   The Lower House consisted of the representatives of every Stuart in the Victorian Empire.  Given that Stuartships were comparable in size and 
authority to a County, this was a vast chamber largely weighed down by its numbers, and unable to accomplish little.  With the fall of the empire, this
chamber was effectively disbanded.
   With the coming of a new century, there is an increasing call for a house to represent Victorian commoners.  There has been a growing support for 
the creation of a House of Commons for decades.  It nearly happened in 1861, but failed due to a lack of support from the Queen.



Social Classes
   Social Class is a vitally important aspect of daily living.  At the top of course are the Nobility, or Upper Class.  Though their actual power is 
somewhat limited, most are wealthy, live lives of luxury, and hold the respect of the commoners.  There are exceptions, descendants of younger sons, 
who possess titles but nothing else, and the descendants of Stuarts who fled when the empire fell.  Lacking lands or money, they mainly fall in the 
lower classes by virtue of their circumstances.
   The Middle Class are professionals and the educated.  The clergy, gentry, military officers, merchants, intelligentsia, and skilled laborers.  Some 
may be richer than the nobility, but do not command the respect of the lower class.  The middle class works for a living, but may do so comfortably.
   The Lower Class provide the labor that society is built on.  Servants, farmers, soldiers, sailors, factory workers, and store clerks.  Families in this 
class – including the women and children – work from sunrise to sundown six days a week.  This affords them meager living conditions, and if an 
illness besets them, the family could lose everything.

The Social Order
   While this system seems quite oppressive to those at the bottom, there is little interest in changing it.  Those at the bottom wish for better, and 
would like to see their children get it.  The middle class might wish their children to marry into a noble title.  What they want is to raise themselves 
up, and enjoy the good life of their social betters.  Those who defy the system or try to destroy it are seen as worse than criminals.  
   To the Victorians – and indeed all Gaeans – those who want to bring down the society are seeking to bring about the end of civilization itself, which
puts them in league with the forces of darkness.
   To the Victorian mind, surviving the horrors invading their world, at the expense of proper manners, would defeat the purpose.  Merely surviving is 
pointless.  It is acceptable to know how to slay a vampyre, but one must do so while dressed appropriately, and speaking politely.   Laziness in one 
aspect leads to laziness in others.
   There will be those who defy convention.  On occasion, this leads to change.  More often, it leads to ostracism.  Too often, monsters walk in society
- a social pariah will never find such creatures.  A scholar who refuses to show proper respect to his peers will not be able to publish his findings.  

Secret Societies and Clubs
   The following are broad categories, representing the most common types of organizations found in Victorian Society (and many other Gaean 
Societies).  Groups marked (S) are secret, and members identities are not generally known to outsiders.

Anarchists (S)
   Anarchist groups are dedicated to the destruction of society, specifically the government.  They differ from other organizations that oppose 
government in that they have no (official) plans to replace the government if they succeed.

Labor Unions (S)
   These groups are generally composed of workers in a given field, or in a given company - and their allies - who wish to curtail the authority of their
employers.  In most countries unions are illegal.

Trade Guilds
   Almost the antithesis of Labor Unions, trade Guilds are modern descendants of the Guilds of the Medieval period.  There members are skilled 
craftsmen, or those studying under them.  While it is not required to be a member of a guild to practice their craft, it is the most practical way of 
learning.  And guildsmen , with the support of their organization, can expect better pay for their work.  Many people will not employ a carpenter or 
smith who is not guild licensed.  

Political Reformers
   Groups dedicated to changing the government, in a manner they believe is to the better.  In Victoria this means advocating commoners having a say
in government – with elected officials, and the right to vote.  In some nations there are variations on this type of group focused on the rights of 
minorities, such as non-whites in Europe or New Victoria.
   These groups vary in their practices from those that post leaflets in public areas, or protesters, to those that advocate violence to obtain their goals.  
In most cases there are some members who are very public about their beliefs, and act as spokesmen.  While others are not, and provide funds or 
labor to support their goals.
   
Gentlemen's Clubs
   A gathering place for bachelors and married men alike.  These clubs will always have a dedicated clubhouse.  Clubs provide various entertainments,
including a library, indoor (or outdoor if large enough) games – such as billiards, cards, or occasionally more physical sports.  
   The club often has dining facilities, and membership dues includes free meals.  Some also have rooms for rent, allowing bachelors a place to lodge 
on short-, or even long-term basis.  
   Most do not permit women on the premises.  Indeed those that do are often seen as Hellfire Clubs.
   Gentlemen's Clubs are also excellent meeting places for men belonging to a more secretive organization.

Hellfire Clubs (S)
   These groups may put on a facade of legitimacy and respectability.  But behind closed doors they engage in all manner of depravity and perversion. 
Fornication, in groups, with other men, children, or even animals, is merely the most widely whispered of their sins.  Some engage in outright 
deviltry, performing pagan rites, or even making human sacrifices.  The latter is not about the gain – that would make them Power Seekers – but 
rather is done for pleasure.
   Needless to say, members are quite secretive about their membership, and their activities.  Some groups even wear masks.

Sporting Clubs
   Very public groups, these are organizations dedicated to a given sport, and will engage their peers in arranged matches.  Types include football (two
different games), polo, and tennis.  New Victorians are fond of Baseball, and Caledonians consider Golf their national pastime.  The largest of these 
groups are actually professionals, and their teams are paid to play.



Hunting Lodges
   Literally a lodge, owned by one member, or shared communally by a club.  This is usually a relatively simple affair, far from the big cities, with 
little in the way of modern convenience.  The purpose of the building is to provide a place to sleep and eat while the members roam about hunting 
fish, foul, or other fauna.  Though some lodges are simply a rustic form of Gentlemen's Club, offering a brief respite from female companionship.
  It is possible, though out of the ordinary, for the hunters to bring their wives or families.  Though these are generally kept separate from visits by the
rest of the lads.

'Hunting Lodges' (S)
   Secret Societies dedicated to hunting the Horrors of Orrorsh.  Since many who engage in such behavior are seen as dangerous, or unhinged; and 
publicly known Hunters are targets themselves, many will conceal their activities.  Claiming their coterie are the more mundane sort of hunters is a 
common deception.

Truth Seekers (S)
   These secret societies wish to obtain knowledge.  This will usually be a specific sort of truth, such as scientific, religious, philosophical, or arcane.  
The degree of secrecy varies.  Some will openly bear their societies insignia and even add its initials to their monograms.  While others, particularly 
those with controversial beliefs or illegal (or immoral) activities might go so far as to wear masks and conceal their identities from other members.
   Many of these organizations are harmless, or at least have benevolent intentions.  Though it is easy for some – particularly the more secretive – to 
become corrupted and dangerous.

Power Seekers (S)
   These groups focus on power, be it secular (government or financial), religious, or occult.  Some engage in multiple types of power gathering and 
brokering.
   Not all members come from the upper echelons, those of lower standing may join providing their services as muscle or the like, and thus reap the 
benefits of successful endeavors.  The groups goal is to acquire power, with the idea that all members will share some of that power.  In reality, those 
at the top always hold the greatest power, and internal struggles over control are common.

Cults (S)
   A close relation to both Truth and Power Seekers, these groups are dedicated to a religious belief, which may include a variation on the local church
(such as the Swords of the Sacellum) or outright Wicked groups dedicated to spreading the power of Corruption.  Their activities might otherwise 
closely resemble either of the aforementioned groups.

Ladies Societies
Sewing Circles
   A gathering of married women, spinsters, widows and unmarried girls.  Their primary purpose is – ostensibly – sewing.  Such groups also tend to 
engage in gossip, and are a good way for a young woman to arrange to meet eligible bachelors.  
   Women engaged in less acceptable behavior, such as Monster Hunting, Truth Seeking, or depravity, might conceal their activities by claiming part 
in such a circle. 

Fashion Clubs
   Generally composed of the upper class, these groups are similar to sewing circles, with less actual labor, and more emphasis on establishing social 
order among their female peers, arranging for successful Debuts, and determining what will be acceptable to wear in public for the next season.
   In Victoria, somber colors have remained the fashion in public since the death of the Prince Consort Arthur.  After a suitable period of mourning for
Queen Victoria – when God calls her home – the forthcoming Edwardian era will likely be more vibrant.

Suffragettes (S – generally)
   A variation of Political Reformer.  These groups are comprised mainly of women, but do include male supporters.  Their purpose is to gain rights 
for women.  In countries where commoners can vote, this means the right for women to vote.  In countries still controlled entirely by the aristocracy, 
they fight for the right of women to inherit or take part in governing.  In some cases these groups also fight for womens' rights to own property, seek 
employment, or any other right possessed by men and denied their sex.

Prohibitionists (Occasionally S)
   While not exclusively ladies groups, these groups tend to have majority female membership.  Their goal is to seek to ban of activities they view as 
immoral.  The most common being the consumption of alcohol.  
   These groups are often closely associated with their local church, and are more public than Suffragettes.  However some members do not wish to be
publicly identified, and do not participate in public demonstrations.



London
   The Capital of Victoria.  London has grown beyond all imagining.  When the Gaunt Man arrived on Gaea, the city had a population of about 
650,000.  As refugees from America, Europe, Khem and Indira fled to Victoria for safety.  Today, it is estimated that over ten million live in London.  
The growing pains included rampant pollution, disease, fires, and crime.  (To appreciate the overcrowding and desperation in Victoria, in 1690 the 
entire island – including Cymru and Caledonia – numbered about 5.5 million.  Today, that number is ten times that.)
   Coping with this required numerous changes.  New sewers.  Railroads, especially the London Underground.  The Metropolitan Police Service.  But 
not all the changes were so positive.  Housing the masses necessitated the construction of the tenements of the East End – cheaply built, seldom 
maintained, collections of people, vermin, and disease.

Regions
North London
   Regent's Park, and Highgate are wealthy districts, home to the wealthiest of the Middle Class, and many of the nobility.  But nearby Camden and 
Islington are slums, populated by the Irish, and other immigrants.

West London
   Also known as the West End, this is the region Victorians aspire to.  Chelsea is home to artists, writers, and the Royal Hospital.  Kensington and 
Knightsbridge hold numerous educational institutions, including the Royal Arthur Hall (a concert hall) and the Royal Colleges of Music, Art, and 
Science.  Hyde Park is the largest undeveloped land in the city, and a favored site for pastoral activities for the middle class and the better off of the 
lower class.
   Westminster is the seat of the Victorian government.  It is home of the Palace of Westminster (Parliament), the Prime Minister's residence on 
Downing Street, Buckingham Palace (the Royal Residence), the Metropolitan Police Headquarters, as well as that of the military.
   Picadilly and Mayfair host gentlemen's clubs and some of the most desirable residences in London.  Soho was once as fashionable, but is now 
home to brothels, opium dens, and immigrant populated slums.

The Square Mile
   The financial heart of London.  The first settlement of modern London was built here.  The old fortifications were brought down in the Great Fire, 
and the city was remodeled.  Today it boasts London's Courthouse, Prison, the Bank of Victoria, the Tower of London, and a great many businesses.

East End
   The worst slums of London, Whitechapel, Spitalfieds, Shadwell.  Immigrants live in the most horrific conditions.  One in sixteen women practice 
prostitution, opium dens are common, and factories with no concern for the safety of their workers provide the only legitimate source of employment.
Not all the monsters that stalk these streets are Horrors – though it is only a matter of time.

South London
   Battersea Park, Lambeth, and southwark have become industrial zones, spreading foul clouds of smoke over the city.  They also boast Asylums and 
orphanages.  Nearby Bermondsey stinks from leather tanning.
   Surrey and Deptford host docks (mercantile and military respectively).  They have fallen into disuse over the past half century, but may soon see 
revitalization.  
   Greenwich boasts the Royal Observatory - which records the Official Time for Victoria – as well as the Royal Naval College.  
   Clapham, Lewisham, Blackheath, and Sydenham were once distance villages, but now stand as southern suburbs, and what were once fashionable 
homes for the rich have become the province of the middle class.

Duchies of Victoria
Northumbria
   Northeast Victoria is a land of rolling hills leading toward the border of Caledonia.  Northumbria was raided by the Vikings in 793, leading to 
further raids against the Victorians.  Until, eventually, the Victorians were in turn forced to conquer the north men.
   Northumbria has a heavy mining industry, exporting coal and salt in large quantities, and iron ore has been discovered in the past few decades.  
Medicines and other chemicals are manufactured in the duchy.   Newcastle, the capital, had a strong shipyard, which has laid fallow since the 
collapse.  
   Northumbrian men tend to live shorter lives than other Victorians due to the harshness of mining – the chief source of employment.  This is just a 
fact of life, which most either accept, or seek to escape by moving south.

Cumberland
   West of Northumbria is Cumberland.  One of the most populous regions of Victoria, with over five million living in Manchester (the capital) and 
Liverpool alone.  
   The first railroad was built between those two cities, and train engine manufacture is a major industry.  Textiles is a close second, and the growing 
Automotive Industry has factories in Manchester.
   The Suffragette movement is particularly strong in this area, as is the Labor Union movement, political reform focused on universal suffrage, and 
communism.  All in all, there is a growing sense of dissatisfaction with the status quo, and many commoners seek to break down the traditional 
system of noble rule and commoner subservience.  

Yorkshire (York)
   Yorkshire is just south of Northumbria, along the eastern coast.  Sparsely populated – comparatively (less than 6 million), York's economy is based 
around farming.  Social classes are in sharp contrast, with much of the population living at subsistence levels.



Mercia
   Central Victoria, bordering Cymru in the west, and London in the southeast.  Its largest cities are Birmingham and Coventry.  The region is heavily 
industrialized, with factories providing much of the employment.
   The large territory encompassed by Mercia includes vast reaches of undeveloped land. Many of the aristocracy and wealthiest of the middle class 
maintain country homes in Mercia, allowing them to spend weekends and vacations away from the hustle and bustle of the city.  Such isolation also 
makes them tempting targets for Horrors.
   Oxford, and several academies and finishing schools, are scattered throughout the area, allowing the children of the middle and upper classes to 
receive the finest education, while still being close to home.

Anglia
  The central eastern coast of Victoria is heavily populated by German-descended Victorians.  Cambridge University is one of Victoria's finest 
institutions of higher learning.  The region is sharply divided between arable farmland and industrial factory towns.  Pollution from the latter has lead
to shortages in the former.
   Despite the proximity to the North Sea and the River Thames, the region often faces droughts, and fires can occur in summer.

Sussex
   Southeast of London lies Sussex, the successor to the Britannic kingdoms of Sussex and Kent.  It includes the cities of Canterbury, Brighton, and 
Hastings.  Canterbury is the seat of the Archbishop of the Sacellum, head of the church.  
   The southern coastal reaches are unsuitable for farming, and the economy relies on iron smelting and manufacture.  It is also a popular destination 
for Londoners during the summer, come down to take in the waters.

Wessex
   The central portion of the Channel coast, Wessex is home to 8.6 million souls.  Winchester is the capital, and Winchester Castle once served as the 
seat of power for all Victoria.
   Portsmouth is thirty miles south of Winchester, and serves as the largest naval port in Victoria.  Though the fleet is a shadow of its former glory, the 
island is still well defended by Victoria-Class Battleships and other ironclad, steam-powered warships.
   Windsor, is just west of London along the south shore of the Thames.  Eton College is in Windsor, it serves as a boarding school for boys.  
   
Cornwall
   The southwest peninsula of Victoria.  The natives are predominately of the Cornish tribe of Celts, and see themselves are a distinct people, separate 
from other Victorians.  The economy is driven by tin mining, fishing, and farming, but poverty is rampant.  Cities, such as Plymouth and Exeter, are 
swarming with beggars, thieves, prostitutes, and other unfortunates.  This could be turned around if foreign trade were to be reopened.

Principality of Cymru
   A small realm west of Mercia.  Cymry are another tribe of Celts, just like the Victorians.  Cymru was alternately allied and at odds with Victoria 
until the late 13th Century, when the principality was formally annexed.  Since that time, the realm has been the holding of the Crown Prince of 
Victoria.  Victorians and Cymry have a friendly rivalry, in the manner of brothers.
   Caerdydd is the capital and largest city in Cymru, which serves as a center for all trade routes into and out of the principality.  That trade includes 
slate, pig iron, and coal.

Kingdom of Caledonia
   Caledonians have also been a formal part of Victorian society for six centuries.  However, they are seen as uncivilized, and their lands rough and 
lacking in modern convenience.
   Caledonia belonged to the Picts until around 900AD.  Though for the preceding eight centuries they steadily lost ground to Gaelic Celts from Eire 
and Viking raiders.  After their fall, the Gaels were the preeminent power in the land.  
   In the late 13th century, the Victorians sought to incorporate their northern Celtic kin into their empire.  The Caledonians fought back, and spent 
centuries winning free and becoming entangled again.  In 1603, the two kingdoms were finally united.  Like Cymru, Caledonia held a status of near-
equality.  Superior to non-Victorians, but not quite equal to their southern cousins.  But for the next two hundred years, the Highland Regiments 
served at the forefront of every conflict, leading the way.  And when the troubles came, they held the lines while others escaped to safety.  
   So while many in London dismiss the Caledonians as brutes, to those who owe their lives, and those in the high command, the Highlanders are 
respected and honored.
   The last century has seen the population grow dramatically, and Caledonia has become the leaders in engineering.  If Victoria can once again 
expand, Caledonia will lead the way.  

Kingdom of Eire
   If Cyrmru and Caledonia are Victoria's favored kin, the Irish are the black sheep of the family.  
   Unlike on Earth, the Romans were beaten back, and never had any significant interaction with Eire.  Missionaries did travel to the island, and 
Christianity – later Sacellum – did take root.  Irish Celts, the Gaels, would cross the Irish Channel to invade Caledonia.  And in turn, Vikings invaded 
Eire in the 9th century.  By the 13th Century, Eire had fallen under the influence of the Victorians. 
   Like Caledonia, Eire would periodically shrug off Victorian rule.  Besides a desire for self-rule, differences in religion – the Irish hold to a pre-
Sacellum tradition – is a common source of conflict.  Though with the collapse of the empire, the Irish have remained close to the Victorians.  
Politically at least.  The general public of both islands have little regard for each other.
   In 1845, Eire suffered a five year famine, which resulted in the deaths of millions.  Whether this was a natural phenomenon, or the result of the 
Gaunt Man's horrors doesn't really matter to the dead.  The devastation has left Eire weak, and unable to resist the will of London.



CHAPTER FIVE
THE COSM

Announcing the Meeting of the Royal Geographic Society
Friday September 6th, 1895

   HRH Prince Edward has called for all members of the Royal Geographic society, and any other interested parties to attend a special 
meeting at 8:00 this Friday night.   Discussion will include the recent storm, rumors of the death of the Gaunt Man, and the State of 
the Empire.

London Times, Saturday September 7th, 1895
Packed House at Royal Society Event
   Last night, the Prince called on the Royal Geographic Society, and all patriotic Victorians, to 
undertake a mission of unparalleled importance.
   “It is presumed that all present are aware of the recent, unusual weather.  Of a storm with red 
and blue lightning, which came out of nowhere, and swept across the face of Victoria, and as far as
Naval Observation Stations were capable of determining.
   “Experts in the military, Sacellum, and other Royal Advisers, have proposed that this storm was 
a physical manifestation of the ultimate destruction of the architect of Gaea's descent into 
Horror: The Gaunt Man.
   “It has also been suggested that the Salsbury Report of 1840 may be inaccurate.  If that is the 
case, then Victoria may not be alone in surviving the darkness that has gripped our world for 
nearly two centuries.
   “And so, the Crown calls upon the good men in this room.  Gather expeditions, scour the globe, 
and return with an accounting of the status of our lost provinces.”
   The night continued with details on the Royal Proclamation, and the formation of over two dozen 
expeditions, who will, by next spring, depart our shores, and explore Europe, Asia, America, and 
the southern hemisphere.
   This reporter calls upon God to bless these brave souls, and bring them safely home.

   
   For decades, the Victorians believed that their empire was gone.  That only a few isolated settlements remained in the whole world.  This story was 
reported to them by Lord Byron Salsbury.  The Gaunt Man.  
   The Gaunt Man had much to gain from making them believe the worst.  But the amount of fear generated by a few isolated enclaves is not nearly as
much as that generated by dozens of enclaves.  So he made them all believe that Gaea was in worse shape than it actually was.  But people can only 
live in fear for so long before they become numb.  The Hellion Court recognized that the point of diminishing returns was approaching.  And that the 
nature of Gaean reality was pushing for renewed exploration – and colonization.  Knowing they could not stop it, the choice became:
   Crush the expeditions, drive them back into isolation.  And wait for people to simply give up, or fight back harder.
   Or, allow the expeditions, and use them to further a larger plan.  Cheltenham and Beastro choose the latter.  Oh certainly, not every expedition made
it home intact.  Some were utterly destroyed, others reduced to a handful, or even a single survivor.  
   But today, three years later, the Victorians – and others – are compiling new reports on the state of their cosm.  What follows are some of their 
findings – presented for the reader without the bias of the original authors. This information is factual, though perhaps not comprehensive.  (Of 
course, should a gamemaster wish it, some of this might be misrepresentation by the locals.  Or unconscious bias by the writers may have clouded 
details.)
   Note: These are the only nations to survive.  But individual settlements, even cities of over a million souls, might be found elsewhere.  Their 
populations believe themselves sufficiently isolated, and safe so long as no one leaves.

Europe
   As Orrorsh encroached, people stopped traveling or trading, preferring to look to their own safety.  Victorian highways, and other lesser roads, fell 
into disuse.  Most are now overgrown, hidden, or eroded away by nature.  However the durable construction is such that, with a little effort, they 
could be made operable again in short order.  If they could be found.  Each nation has evolved a dialect and culture separate of Victoria, bearing 
striking resemblance to their Core Earth counterparts.

Navarre
   Iberia was a Roman province, populated by the Celtiberians.  Later, the Goths crossed Gallia, and conquered the land, then Moors from Northern 
Rhodesland conquered them.  Victorians established the provinces of Navarre, Leon, Aragon, and Portugal.  However, infighting among the dukes 
and stuarts allowed the Moors to hold out for centuries.  
   In 1492, Andalusia was finally annexed.  Shortly thereafter, the Iberians, seeking new challenges, financed Italian Christopher Collins in an 
expedition across the Atlantic, leading to the discovery of America.  
   The nation of Navarre bounded on the east by the Pyrenees mountains, and the north by the Bay of Biscay.  Its largest cities are Pamplona (capital), 
Bilbao, and Zaragoza.  In the decades of isolation, the Navarro have added a narrow strip running east along the Pyrenees to include the Middle Sea 
port of Barcelona.  
   King Alfonso the III has ruled since 1885, and has ambitions of retaking Toledo, and the ancient steelworks.  With this, his navy can expand beyond
the Middle Sea, and rule the oceans.



Gascony
   Gallia was conquered by the Romans shortly before the first contact with Briton.  As such, it was also the first land to join the Victorian Empire as 
they pressed the Romans back.  Gallia's population is a mix of Gallic Celts, Latins, with infusions of Victorians and Germans.  For over a thousand 
years it was a loyal (mostly) province of the empire.  Despite that, they were always less than equal to the natives of the Victorian Isle.  So while 
many in the north fled across the channel, southern Gallia relied on itself, and considered themselves better off without their overlords.
   Less than two hundred miles from the coast, is a city of lights.  Bright, shining, inviting.  Those who glimpse it are convinced of safety and 
happiness to be found there.  But it is all a lie.  Paris is the largest Waiting Village on Gaea.
   Gascony is bordered to the south by the Pyrenees, in the east by the Middle Sea, and the est by the Bay of Biscay.  Its largest cities are Toulouse, 
Carcassonne, and Beziers.  Though the Gascony army recently reclaimed Aquitaine, adding the cities of Bordeaux, Bayonne, and La Rochelle.
   President Felix Faure was elected to lead the Republic in 1895.  In addition to balloons, his nation has made great strides in automotive 
manufacture.
   When the Gate to Majestic was lost, the Victorians were faced with the loss of that colony.  But, they also faced the loss of a place to send their 
expendable surplus population.  The Crown authorized expeditions to explore the retaking of Normandy and Picardie.  Colonies have been 
established at Calais and Haver.  Once the Gate was reopened, following the Worldstorm, this effort slowed in favor of renewed colonization on 
Earth.

Lombardy
   The Latin peninsula was once the center of an empire that spanned the world.  The Victorians crushed that empire, and the Latin homeland became 
a backwater.  Today, Lombardy is a confederation of City-States bounded by the Alps in the north and the Middle Sea on east and west coasts.
   The Lombard Confederation has no centralized government, and Turin, Genoa, Milan, Pisa, Florence, Bologna, Verona, Padua, and Venice each 
govern themselves.  The Confederation serves as a means to organize trade, maintain railroads, mutual defense, and planning for the future.  The 
Lombards see themselves as the heirs of Rome.  They intend to reunite the peninsula, and form a New Roman Republic.
   Lombardy has had limited contact with the Navarro, and the Gascons.  However they are unaware of the Helveticans.

Helvetica
   A small isolated nation, populated by a mix of German and Gallic peoples, hidden away in the Alps.  The Helveticans are well aware of the 
existence of Rumostria.  The horror of that land has made them bar entry to their nation to the Gypsies.  Any who discover Helvetica must never 
speak of it.
   The Confederation of Helvetica is comprised of 19 Estates – cities – united under a federal government seated in Bern.  The current Federal 
Chancellor, Gottlieb Ringier has as his goals: defending the nation from outisde invasion, and providing troops capable of hunting any Horrors that 
make their way in.  His country is self-sufficient, but lack of outside trade has left the confederation at little more than subsistence levels.

Pruessen
   Western Germany was conquered by the Romans.  While the Victorians were fighting Rome, various tribes recaptured the region, and it took until 
the ninth century for Victoria to once again subjugate the region.  The Germanies proved relatively loyal, much like the Gauls.
   Pruessen is bounded by the North and Baltic Seas in the north, Rumostria, and the Alps to the south.  It is a militant, and well-ordered society.  
Though a monarchy, the military and government is largely meritocratic.  The nobility remain, but their only 'privilege' is to serve in the officer corps,
or administrative aspects of civilian industry.
   The Kingdom of Pruessen provides basic education to all of its people, which includes indoctrination to promote state service.  Boys are expected 
to serve in the military, for as long as they are needed.  Girls work the factories and farms, freeing up the men to fight.  Marriage by age 20 is 
mandatory – though special dispensations are sometimes granted.  In this respect, the Pruessen are more like the Race of Tharkold than the 
Victorians.
   Church attendance is mandatory.  This is a key means of detecting Horrors in their midst.  The local church follows the basics of the Sacellum, 
though the clergy are not only permitted, but expected, to marry, and have no formal ecclesiastical ranks.
   The Rumostrian border is heavily fortified and guarded.  King Wilhelm II knows that though his nation outnumbers the Rumostrian undead, that 
could easily change.  It takes nearly seventeen years to produce a soldier, and only a moment for that soldier to become one of the enemy.
   Bayern is the disputed region between the two nations, and has prompted the scientists (or occultists by another name) of Pruessen to innovate.  
Infernal Engines powering land, sea, and even air vehicles are being constructed in great numbers.  Though Ringer Automotives are of limited 
battlefield use, they have proven capable for logistics.  Perhaps in time, engines powerful enough to propel an armored vehicle will come.  Count von
Zeppelin's airships have the potential to greatly change the shape of modern warfare.
   
Rumostria 
   The original homeland of the Romany Gypsies.  Rumostria's northwest border is disputed with Pruessen.  Its eastern border is the Black Sea.
   During the Gaunt Man's invasion, a wicked noble proved a willing recruit.  This vile being is now known as Prince Beastro.  He overthrew 
Victorian rule and has created a realm where humans are cattle, bred for food.
   Rumostria's undead nobility are encouraged to indulge in intrigues and feuds.  This helps to keep their numbers manageable.  Otherwise, they might
consume their food supply and bring about the collapse of the nation.  The most powerful nobles are centuries old, and understand patience.  While 
the ranks of the soldiery are simple brutes, barely lifted from mortality.  Rumostrians are largely disorganized, and rely on Fear and the Powers of 
Corruption over technology or spiritism.
   Ghouls and Vampyres comprise the bulk of the nobility, while Zombies, Zuvembies, and Skeletons form a peasantry, providing manual labor.  
Other, more intelligent Horrors provide skilled labor.  
   Humans are provided ragged clothing for warmth, but are raised in stockades.  After ten generations, culture and language are more aped behavior 
than true society.  The nobles select the best of their males, and breed their females as often as possible.  Even so, it is difficult to maintain sufficient 
herds.  Especially when the boldest of Gypsies occasionally stage raids to liberate their countrymen.



Sidebar: Gypsies
   Gypsies are wanderers. They travel in tribes numbering thirty to two hundred members. Each tribe has a leader. a romus, who is responsible for the
welfare of the tribe. While all may council the romus, it is his decision as to where the tribe will travel next and his responsibility to keep his people
alive and well.  According to tradition all romus' have equal authority, but in truth the romus with a larger tribe is usually more respected in matters of
inter-tribe politics.  Although Gypsies try to cooperate with each other, resources are limited and there are sometimes conflicts between tribes.  For 
this reason the romus will usually try to seduce members away from one tribe to his own, or even attempt to annex entire tribes. While this makes the
procurement of food more difficult, it gives him more power.
   Gypsies usually travel in caravans of wooden wagons.  They carry all they own with them - hiding from monsters and looking for food and wealth.
They are fond of bright clothes, gold and silver.
   They are a spirited and strong people, though a bit flashy and bawdy.  The Gypsies do not focus on the terror of the feeding pens of Rumostria.  
Rather, they constantly thank their protector spirits for the freedom they have gained.  They have a great many songs celebrating the life of motion 
that they lead. They are also a people given to telling stories and fantastic tales.
   The Gypsies are practitioners of magic.  The skill is in their blood and is a strong part of their culture.  The thrust of their magic is divination, 
protection and healing, and almost all their power comes from spirits who roam the reality of Orrorsh.  These spirits are not the ghosts of dead 
Gaeans, but supernatural forces that have emotions and personalities much like humans but with important differences.
   The spirits and the Gypsies have a natural rapport partially because both groups are wanderers.  The Gypsies feel displaced, and so do the spirits. 
Spirits admit readily that they do not know who they are or where they are.  They merely exist and serve those who are kind to them and spend time 
talking to them.  A spirit accepts the invitation to enter a Gypsy camp because it wants to be at rest for a while.  Those who act as spiritual mediums 
know how to extend the invitation and deliver comfort.  In return the spirit gives information and performs magical services.  
   Gypsies make a great deal of money through asking the spirits questions posed by people looking for information about the future, about love, 
about money... However, the spirits are not always reliable.  Rather than lose business through uncertain spirits the Gypsies almost always present 
their information as reliable.  Gypsies are survivors first and foremost.  They say what they have to say to stay alive.  
   The Gypsies are also masters of herbal medicines, strange brews, and smoke spewing concoctions. 

Rosskya
   Rosskya was never conquered by the Victorians, and remained outside their empire.  Rosskya is a huge nation stretching from the northeastern 
corner of Europe across the entire northern portion of Asia.  St. Petersburg and Moscow are its chief cities.
   The coming of the Gaunt Man made Rosskya even more isolated, as fierce winter storms swept the borders year round for over a decade.  While 
Horrors stalked the interior.
   Tsar Nicholas II rules this land, which has changed little in centuries.  The serfs call out for social reform, and there is a growing Socialist 
movement.  Nicholas worries about this, but his principal concern is the threat of nearby Rumostria, and other Horrors.  Unfortunately, one of his 
advisers in mystical matters is a so-called holy man named Rasputin.  This evil man holds the ear of the Tsar, and councils harsh responses to 
opposition, pushing the country ever closer to revolution.
   Rosskya has not fully embraced the Industrial Revolution, and most of its technology is hand crafted.

Skandia
   A northern peninsula of Europe, bordered by the Baltic, North and Arctic Seas.  Its largest cities are Oslo, Stockholm and Copenhagen.  Skandia's 
earliest interaction with Victoria came when Skandian Vikings raided Victoria and its holdings.  This lead to Sacellum missionaries visiting the 
northland and eventually converting the heathens.  And in 1397Skandia came under Victorian rule.
   Skandia is nominally a kingdom, though it is more a loose collection of settlements.  The kingdom exists to provide mutual defense.  However, in 
practice, at least three months a year, each village is on its own.  
   Skandians are skilled shipwrights, but they are technologically about a century behind the rest of the cosm.

Near East
Osman Empire
   Stretching from Constantinople in the west to Baghdad in the east, and including Damascus and Jerusalem, these territories had their last rebellion 
against Victorian rule in 1456.  But when Victoria was under assault by Orrorsh, the Osman's rose up.  The Victorians were killed or enslaved.  The 
nation is outwardly strong, though with signs of age and decay.  And underneath the surface lies corruption.

Bessarabia
   The Bessarabian Peninsula is comprised mainly of nomadic tribes and small villages built around oases.  Tribes are lead by a sheik, who serves as 
both temporal and spiritual leader.  The cities of the region are actually Waiting Villages, anyone foolish enough to enter becomes a body for the 
wicked souls.

Khem
   Khem is a desert land, with its population clustered along the shores of the Nile River.  Its largest cities are Alexandria, Cairo and Khartoum.
   Khem was annexed by the Victorian Empire in 1169.  The ancient land was swiftly abandoned during the contraction.  Forty years ago, the 
governor, Robert Colquhoun, declared that Khem was, and would remain a loyal province of the Victorian Empire.  He established order, instituted 
public works – notably the Suez Canal, and made alliances with ancient secret societies to maintain unity.  He employs soldiers to ensure the tombs 
of the pharaohs remain sealed and undisturbed.  It is his hope that Victoria will reopen contact, and the Empire – though unity and order – will push 
back the chaos and fear of Orrorsh.
   Khem possesses technology comparable to that of Victoria, with extensive factories in the big cities producing weapons, and other goods.



The Far East
Indira
   Indira is a subcontinent of Asia, bounded to the northeast by the Himalaya Mountains and in the northwest by the Great Indian Desert, and in the 
south by the Indian Ocean and Arabian Sea.  The conquest of Indira was ongoing when the Gaunt Man dropped his second bridge into the region.  
The Victorian governors lost control as the Horrors of Orrorsh lent their power to the natives.  Indiran and Victorian soon became allies again, as the 
Horrors turned against both.
   Maharajah Mirza Jamsheed Bakht Bahadur is the supreme ruler of Indira.  He has married a daughter of a Victorian noble house, and united the 
peoples of the nation.  He considers Indira and Victoria to be equals and allies.  He has sent several expeditions to make contact with London, and 
formalize the alliance.  A recent attempt carried the Eye of Indira, a powerful Eternity Shard, which was intended as a gift to Queen Victoria.  The 
Eye's current whereabouts are unknown.
   There are several kingdoms within the nation, and some are corrupt.  Brave investigators are needed to root out the Horrors.  Like Khem, Indira is 
comparable to Victoria technologically, and holds the mystical secrets of the Swamis.

Ch'in
   A mighty nation on the far side of the world from Victoria.  The Victorians once traded with this exotic and, but were never able to bring it under 
their rule.  The 102nd Dynasty rules over the Middle Kingdom on behalf of Orrorsh, making the nation Hell on Gaea.
   In early 1898, a Victorian expedition landed at Hong Kong.  They were greeted by the nobles, who intended to feed on them.  But a timely warning 
turned the tables.  The expedition fomented a rebellion, capturing the coastal cities of Hong Kong and Macau.  The locals are mostly happy with 
Victorian leadership and the Sacellum.  However, they must receive reinforcements from Victoria soon, or face destruction.

Nippon
   A small isolated island chain off the coast of Ch'in.  Nippon has only had limited contact with that kingdom, and no contact with the rest of the 
world.  Their technology and society are still in the medieval period.  Their religion is centered around the divine figure of Emperor Meiji.  Like 
Victoria, the islands are relatively free of Orrorsh influence.

America
The Ghostlands 
   Bounded by the Mississippi and Grand Rivers, the Pacific and Arctic Oceans, the Ghostlands cover about half of America.
   When the Gaunt Man arrived on Gaea, his forces swiftly overwhelmed the Pueblos and the other Southwestern tribes near his bridgehead.  In the 
process many wicked souls - including Ahjebax - came into his service.
   The plains tribes faced the same fate, but limited contact with the Victorians introduced them to the horse.  The greater mobility gave them more 
time.  It took years, even as the cancer of Orrorsh spread, but the Medicine Men of twenty nations came together to perform the Ghost Dance.  They 
called upon the spirits of the land and their ancestors to repel the Manitou from Gaea.  In essence, a continent spanning reality storm.  But Gaea, and 
its lower spirit axiom, did not have the Possibility energy to fight off Orrorsh.  And their failure doomed Gaea, transforming it to the invading reality.
   Orrorsh was changed subtly as well.  The Tech Axiom raised two points over time.  The Social axiom raised slightly as well, stabilizing the Ecology
of Fear, and making the idea of Fear Colonies possible.  This also meant Gaea's World Laws would remain beneath the shadow of Orrorsh (this 
would extend to Earth later as well).
   The Spirit axiom of Orrorsh also suffused Gaea, granting power to the Sacellum, among others, though the Gaunt Man did his best to subvert those 
religions.
   Today the surviving nations live nomadic existences, staying on the move to avoid being overwhelmed- and allowing their Braves to hunt the 
horrors that roam the land of their ancestors.  Potent spirit magics are used by tribal Medicine Men to aid this war.  They will not win it for many 
lifetimes - but they will not stop fighting until the ghosts of their ancestors can once again rest.

Azteca
   The Akashans never visited Gaea.  They never brought Gaean Olmecs math and architecture.  Their Gold Computers didn't inspire jewelry and 
artwork.  Though the Call of Glory prompted wars of conquest, they lacked the brutality of Huitzilopchtli's influence.  The Maya, Toltecs, Aztecs and
several lesser tribes battled for dominance - largely unnoticed by the Victorians.  Without the vulgar displays of gold, the Victorians had no incentive 
to colonize the subcontinent.
   And then the Gaunt Lord came, spreading terror.  The Aztecs begged to be spared.  And the Gaunt Man agreed - so long as he was paid tribute.  The
Aztecs built many ziggurats, and offered an unending stream of human hearts.  The Gaunt Man directed Heketon to use the souls of these worshipers 
exclusively for first planting gospogs, zombies, and other mindless horrors.
   Today, the Aztecs battle constantly with their neighbors, in order to supply the sacrifices.  Their war parties sometimes venture to sea against the 
Karibs and Norlinians, as well as across the Grand River to hunt the tribes of the Ghostlands.  Though they lack the metallurgy and gunpowder of 
Norlins, and the true spirituality of the Amerindians, they make up for it with Occult power, as well as the occasional horror - often werejaguars or 
vampyres.
  
Norlins 
   Founded in 1718 by Victorian Explorer John Norlins.  The city named for him, served as a launching point for expeditions up the Mississippi River,
into the heart of the American continent, as well as a base of operations for the ongoing civilization of the Karib Islands and the Aztec subcontinent.
   By 1800, as Victoria turned its attentions to troubles closer to home, Norlins descended into anarchy.  Many naval captains, in the name of 
continuing the conflicts with the natives, as well as providing various essential goods, turned to piracy.  
   When the Gaunt Man's forces had finished with the Ghostlands, and turned their attention east, the people of Norlins looked to the Sacellum to hold
back the tide.  When this failed, they turned to native descended witch women.  A magic circle was placed about the city, intended to keep the 
Horrors out.  However, maintaining the circle, against the Power of Corruption and the elements, is a constant struggle.  It also does nothing to 
prevent those within the city from offering themselves to the forces of Darkness for power.
   The population of Norlins is about forty-six thousand, and is comprised mainly of non-Victorians: Gauls, Iberians, Blacks, Karibs, as well as a 
small number of Amerindians and Aztecs.  This ethnic mix makes the Norlinians more tolerant than typical Victorians.  Likewise, due to the respect 
(or fear) of the Voodoo Witches and the occasional Pirate Queen, women hold somewhat higher standing than in more “civilized” lands.
   Technology in Norlins remains largely at level 17, Wooden Galleons and Flintlock pistols have never been replaced by Ironclads or revolvers.



Karib Sea (West Indies)
   The Karib Sea is the body of water between the Florida Peninsula and the Horn of Azteca, and the narrows between America and Amazonia (as 
well as separaing the Atlantic and Pacific Oceans.  There are hundreds of sparsely charted islands throughout the sea.
   Sea monsters and mysterious disappearances were common long before the Gaunt Man.  Despite this numerous expeditions sailed south from the 
American colonies in search of gold.
   The Victorians were easily able to conquer the Karib tribes.  They were not, however, as easily ruled.  When the Troubles began, the West Indies 
were abandoned in favor of more valuable colonies.  What is left of the West India Company has never left these waters.  Their ships sail the sea in 
search of gold.  [Haunted ships with zombie and skeleton crews.  True Deaths often involve coating their bones in gold.]

New Victoria
   The Gaunt Man gave Victoria the impression that their American colonies were reduced to a sieged Jonestown, Virginia.  And while this was not 
completely false, it was also inaccurate.  Thirteen colonies survived: (from north to south along the Atlantic coast) New Caledonia, New Cymru, New
Hampshire, Massachusetts, New York, New Jersey, Pennsylvania, Virginia, Maryland, North Carolina, South Carolina, Georgia, Florida.
   Where Victoria believed its colonies lost, the colonies thought the same of their homeland.  So the American colonial states united, calling 
themselves New Victoria.  Their constitution allows each state considerable internal sovereignty, with a Federal system to govern their dealings with 
each other and the world outside their borders.
   The Federal Government consists of three branches, Executive, Legislative, and Judiciary.  The Legislature consists of two houses: the Senate 
consists of 26 men, two per state; and the House of Representatives, which has 357 seats, apportioned by population, with a minimum of one per 
state.  The President is elected by an electoral college in accordance with the results of a popular vote by the white male citizenry.  The last 
presidential election was in 1896, though President McKinley died in office, his successor is famed monster hunter and soldier, Theodore Roosevelt.
With relative stability in the nation, Roosevelt is considering supporting renewed expansion across the Appalachians, into the Ohio Valley and  along 
the Gulf Coast.
   During the days of colonization, Rhodesland natives were brought over as slaves.  Slavery was abolished about 30 years ago, and legally black (and
other races that are acknowledged as citizens) men have the right to vote.  But in six of thirteen states, it is difficult for them to actually be allowed to 
vote.  This, and Women's Suffrage are both strong subjects of political reformers.  Prohibition of alcohol is another topic with religious support, but 
little popular support.
   New Victoria is a heavily industrialized nation, with a strong defensive fleet, powerful standing army, extensive railroads, and several developing 
Automotive manufacturers.  
   New Victorians love their ancestral homeland, and would gladly reopen relations.  But they have been on their own for too long to go back to being
subjects.  They have all too much contact with Norlins, the Karib and Azteca.  There are many calling for the New Victorian military to eliminate 
these threats, while an equally large group prefers the nation to simply keep its borders closed, and worry about domestic issues.

Sidebar: Teddy Bears
   Children's stuffed dolls have been common for a long time, but recently in New Victoria there has been a rise in toys shaped like bears, named for 
the new president.  It is possible to get specially blessed Teddy Bears.  These bears permit the child to utilize the Ward Enemy miracle, and some even
provide a bonus to the child's Faith total.  The price for these toys start at about $10 (New Victorian Dollars).

Rhodesland, Amazonia, Australia 
   No significant exploration of the southern hemisphere has been made.  These continents are harsh, and filled with dangerous creatures.  Most 
attempts at pressing into the interior of these continents meet with tragedy.



CHAPTER SIX
REALMS

The Gaunt Man established an extensive conventional realm in Southeast Asia, and a single reality tree zone in New Orleans.  After the worldstorm, 
these zones were altered.  They are now permanent mixed zones of Earth and Orrorsh reality.  Unless noted, Gaean world laws are not a part of the 
mix.

Indonesia
Malaysia and Singapore
   Much of the Malay peninsula retained Core Earth axioms throughout the invasion, and since the worldstorm, it has been easy for most to believe 
that Orrorsh has gone, that their reality has won out.  They don't want to look to closely.  To see the things that are still hiding in the shadows.
   Singapore is the headquarters of Karthusa Inc. and Skutharka.  It is from here that the wolfman has orchestrated a corporate invasion of India and 
the western world.  The Malaysian government has returned from Japan, though the Borneo island portion of the nation has largely been abandoned.  
Plans are underway among the Pac Rim allies to liberate the area.  Storm Knight scouts will be the first step.

Majestic
   The Majestic colony, and all but the northern tip of the island, are under Gaean world laws.  The Victorians have continued to expand their colony, 
with 31 stuartships along the western coast, pushing further inland.  Native Sumatrans have grudgingly accepted the invaders are not going to leave – 
and are still coming in increasing numbers.  The government in Palembang has attempted to negotiate with the Victorians, in an effort to end the 
enslavement of Sumatrans in occupied territory and establish a formal boundary to the new nation forced on them.  The Victorians have yet to accept 
them as equals.
   This has lead to an increase in guerrilla and terrorist actions, as the disenfranchised seek to drive out the invaders by any means necessary.  This 
pleases the Hellion Court.

Indonesia
   Java and Celebes are mostly under the guidance of Indonesia again, though the Victorians come and go, generally behaving as though the islands 
were a part of their dominion.  For most of the population, peace seems to have been restored.  Until something slaughters a neighbor.
   Borneo on the other hand is a lost cause, and thousands of Indonesians have fled the island to the Philippines Malaysia, New Guinea and Australia. 
For more details see Ravagons, below. 
   Papua is under Victorian occupation, and the establishment of Stuartships is underway.  The Horrors which were initially sent into the region 
crushed most of the native resistance, leaving little to oppose the Victorians now that they are no longer needed.  Those unhappy with their “saviors” 
mainly flee east into New Guinea.

New Guinea
   New Guinea is dealing with refugees from Papua, and many wish the government would dislodge the Victorians and send the immigrants back.

Australia
   The Orrorshan invasion of Australia has been ended – for the most part.  There are still those whose wicked deeds lead them into the service of 
Heketon.  But daily life is back to normal for the majority of Ords.  There are several bases in the region that have been given over to Storm Knight 
groups allied to the ADC.  The ADC recognizes that while Orrorsh seems to be quiet, that doesn't mean the Obsidian Heart is gone, and that there is 
no threat.

Sidebar: Gates
Illmound Keep – the Keep acts as a portal, allowing transition between Earth, Gaea, Nolava, Lereholm, Tharkold, Aysle, Tz'Ravok, and other cosms 
touched by Orrorsh.
Wells Gate: London, Victoria to New London, Majestic.
Swamps outside Norlins to same location near New Orleans, Louisiana.
Invaliden Strasse Bridge over the Spree River, Berlin to the corresponding point on Earth; only opens on Sundays, during daylight hours.
An abandoned castle in the Rumostrian Carpathians to Moscow, Earth.

New Orleans
   New Orleans has become a bizarre melding of modern American and Victorian.  Locals regardless of Axioms tend to wear suits and dresses either a
century out of date, or at least the 1930s.  Architecture has an ornate quality not found in modern buildings.  Even common items have a strange retro
look, unique to the city.  Manners and customs also take a more formal, less hurried, style.  This is as much a part of New Orleans traditions as the 
axiom wash.
   Lady Eleanor Allenton has been granted dominion over the city as a member of the Hellion Court.  Her mission is simply to make certain that 
North America doesn't forget the existence of Orrorsh.  

Uptown Wards
   These districts are known for Jazz, Mardi Gras, and art schools.  The population is mostly Core Earth.

Downtown Wards
   The Commercial Wharves have an extensive Ayslish population, with Freetraders, Light Ayslish, and false flagged Dark ships making port here 
regularly.  Kanawa Petroleum maintains facilities to support their off-shore drilling rigs, as well as a Alternative Energy Research Lab.
   When Manwaring was based in the city, he made his home in the French Quarter, and the coven he established remains there.  Karthusa Inc. has 
warehouses and some corporate offices in the Riverfront and Treme districts.
   Pauloville and the 7th Ward have a strong Cyberpapal community, including Benedict XIV University (formerly Louisiana State University of New 
Orleans).



West Bank (Algiers)
   Both Royal and Imperial Nile Ships make port in New Orleans, and a large Nile Community is found in Algiers.  The Naval Support Activity (US 
Naval Base) watches over them.

Rural Area
   Refugees from the Eastern Land (mainly Edeinos) live in the Bayou.  Some have transformed to Earth reality, and the Voodoun faith.  South of the 
city, within the Greater New Orleans area, is a Victorian colony, with docks to support their fleet.

Secret Societies
Vampyres
Cour de Tenebras - Mantooth's Coven, the dominant coven.  Social predators, with influence over the government and criminal elements, especially 

in the French Quarter and Victorian colony.
A Trepied - Spider-kin, lead by a daughter of Basjas.  Hiding in the 3rd Ward, they work to establish a stronger power base, and weaken the other 

Vampyres in the city.  They have influence among the upper class.
Malaime - A small group of 'living vampyres'.  Angsty, goth types, who mainly act as a support group, trying to keep each other from killing.  

Shockingly, they have a large following of willing donors.

Werewolves and Shifters
Bayou Pack – the largest pack in the region.  They prey on any unwary in their territory.
Garou – Living in the French Quarter, these victims of Lycanthropy struggle with Corruption, and fight the forces of darkness within the city.  

Three days a month, they lock themselves away in a heavily reinforced basement, in order to keep themselves from slaughter.
Michael Allard - an exceptionally pretty Alpha Male, the largest and strongest of the pack.  He keeps the others in line through force of 
personality whenever possible, but is not adverse to violence if necessary.
Melisande Bonnet - the Alpha Female, and a mambo, she possesses the unique ability to spirit walk (Materialize skill).  She is quite 
worried about the Lakefront area, where the GodNet is overwriting the natural world.

Leroi Marais - a Mokole, an alligator shifter, who works as an enforcer for Rafe Toussaint, the head of a ring of DS-Pow dealers.
Palo - a Camazotz, bat-shifter.  Originally from Kantovia, but transformed, he has become a nihilist, convinced that everything is meaningless.

Arcane Orders
Dahomeya - Voodoo Congregation.  The Houngan and Mambo of this sect look after their people, and fight Orrorshan Corruption – especially the 

Fortunate Ones a sect of Bocor which turned away from the loa.
The Fortunate Ones - The renegade sect of Bocor.  They employ Zombies (undead and living).  The living zombies include hostages against those 

they wish to influence.  This includes several ranking criminals; Taylor Sutherland, an alderman in the Victorian colony; and the captain of 
the Church Police, Leon Blanchett.

Le Carre de la Tour Rouge - A Victorian society of Occultists.  Despite their strange rites and research of the dark arts, they are not Corrupt.  
the Zcinka - a small family of Gypsies, they ply their trade as con artists, and mediums.  But also aid ghosts in resolving unfinished business – in 

exchange for their unneeded worldly possessions.
Children of Set – A Chaos Cult gathering membership among the more desperate.  A Tulpa, aided by a sibling Succubus and Incubus, lead the cult, 

and Vitomancy and Alchemy are both commonly practiced.
Greenstreet Amalgamated – A technologies R&D company on the lakefront of Ward 9.  It looks like a Kanawa front company, but is actually an 
Order Cult working to oppose the efforts of the Children of set, as well as find allies and resources to be used against Chaos.

Ghosts
Campeche - A pirate ghost ship, which serves as Orrorsh's Coast Guard.
Poltergeists – Lone Horrors, generally only a few will be active at any given time.  They have a noted anger towards modern technology, and are 

most active in the Cyberpapal influenced area of the city.
The Restless – the ghostly allies of the Gypsies.

Cyberpapacy Factions
The Cyberpapal Nuncio - Archbishop Michel laFabre, a cathedral of roughly twenty Cyber-, Tech-, and Jack-, priests and nuns, supported by a force 
of a dozen inquisitors, a dozen Hospitallers, and fifty Church Police.

Delta Alpha Tau – a Sorority of former Cyberpapal Schoolgirls, whose rebellious acts have lead to witchcraft.

Knights Templar – A chapterhouse of the Templars, both American members, and Magna Veritans who came across through the gates that now 
connect the two cosms.  Only a small force, of about 20 men reside in New Orleans.  They mainly act as observers and provide support for 
Templars or their allies who visit the city.

Sidebar: Pocket Dimensions
   Orrorsh has several subordinate realities, which have been discussed in previous volumes.  To recap:
   Arachnidia a domed world of the Land Below is in conflict with the Living Land.  Heketon may also have plans for Gehenna.
   Aztec Empire has replaced the remnants of Kantovia, and invaded Mexico.  It is in conflict with the Nile Empire.
   Lereholm has invaded Marketplace.
   Magna Verita is being supported in its conflict with the Cyberpapacy.
   Though not supported by Heketon, Aysle and Tharkold are closely allied.  Aysle is in conflict with the Space Gods.  Tharkold has drawn Kadandra 
into the greater conflict.
   Nolava is not directly engaged with any other reality, and is poised to guard the last known location of the Nexus of Reality.  Many Ravagons have 
left Tz''Ravok and migrated to Earth.  Details on their activities can be found below.
   The Martians of Terra are also a nominal ally of Orrorsh.



Victoria Mandate and Other Colonies
   Almost five years ago, the Victorians began exploring Core Earth, and swiftly set upon establishing colonies, and expanding their mercantile 
interests.  Toward that end, prominent companies have issued stock in the cosm, and are being traded on the New York, London, Tokyo, and Hong 
Kong Exchanges.  The most prominent Victorian companies are: the Victorian West India Company(a major import/export firm), the Trans-Majestic 
Railway, Cross Munitions and the Armstrong-Whitworth Shipyards.
   Following that move, negotiations with several nations were made for Mercantile Colonies (or as the host nations prefer, "financial cooperatives."  
Thus far, the cities of Port Elizabeth, South Africa; Dar-Es-Salaam,Tanzania; Mombasa, Kenya; Rangoon, Burma; Mumbai, India; Karachi, Pakistan; 
Townsville, Australia; Berlin, Germany; and New Orleans, United States (above) have allowed the establishment of mercantile colonies.  A planned 
colony in Rio de Janeiro was lost to the Magna Veritan invasion of that city.
   The average mercantile colony consists of several shops and branch offices (from the respective Victorian companies), a branch of the Bank of New
London (the foremost Victorian bank on Core Earth; they even have cross-cosm currency exchange), a Sacellum Church, a regiment of the Victorian 
Army (239 men), ship facilities (drydock, repairs, coaling station), not to mention appropriate residences for the various classes of Victorians who 
move in. Each mercantile colony has an Orrorshan hardpoint, created by bands of exceptionally gifted stormers who are members of either the 
military or the Sacellum clergy.
   Noteworthy among the colonies is the Victoria Mandate, the section of Berlin claimed and managed by the Victorians.  Like the rest of the city, this 
region has been altered, with a stable mixed zone of Gaean-Orrorsh and Earth realities.  The district has not changed dramatically from the 
descriptions in the Berlin Citybook – excpet that the influence of Tharkold (and Nile) reality has gone.  As such, the clergy, and various reformers are
calling for the elimination of the “Red Light” district, the prohibition of alcohol at the Fair Grounds, and the end of other moral laxness.  The 
Victorians also intended to assist in the liberation of the Tharkold OZ...

Pruessens in Berlin
   It was recently discovered that there is a gateway connecting Berlin on Gaea with Berlin, Earth.  This lead to Pruessen investigation of the gate, and
the realm beyond.  The scouts found themselves in the Victoria Mandate, and learned of the situation on this world – notably the presence of 
mechanical demons to the east, and a coalition to remove them from Berlin.
   The Pruessens could not refuse to take part, and sent in a half dozen regiments of their own.  Joined with the efforts of Storm Knights representing 
Earth, Aysle, the Cyberpapacy, New Alexandria and Kanawa, they pushed into the region.  At the same time, Lord Vutark learned that Thratchen had 
other problems, and would no longer provide resources to support it.  Vutark was forced to abandon the Chakeum for a more secure facility, as its 
western border was pushed back to Freidereich Strasse.  In the north, Pruessen Fusiliers, Dragoons, and Jaegers, captured the Tharkold zone north of 
the Spree River [Berlin Citybook, Tharkold OZ Map Two].  
   A Pruessen Ambassador has negotiated with the Zondern Government, allowing the formation of the Pruessen Unabhängig Kreis (Pruessen 
Independent District), and a wave of Pruessen immigrants passed through the gate.  For reasons unknown, this region is also now subject to Gaean  
reality rather than Tharkold.
   The Yesterday's Gone Club (26) remains “neutral ground” though the cybergangs have almost entirely fled south or been eliminated.  
   The Palace of Tears (27) stands empty after Madame Isolde was executed.  
   The Discos (28) have given way to more traditional dance halls, and this border region – despite its proximity to the Sunday Gate – is considered a 
“Red Light” District.
   Deutches Theater (29) is under reconstruction, the underground nest having been cleared out by Jaegers (a Pruesen monster hunting infantry unit, 
with heavy Sacellum support).
   Friederichstadt Palast (30) was heavily fortified, and required artillery to bring it down.
   Charite Skyscraper (31) has been sold at a pittance by Kanawa Enterprises and is being renovated for use as the Pruessen Consulate.
   Charite Hospital (32) provided medical support to the Pruessens, and remains independent of their authority.
   Dorotheenstaadische Cemetery (33) had been converted to a Gospog field, and was burned, salted, and purified.  A patrol continues to stand guard, 
just in case.
   Polizei Haltestelle 64 (34) was formally turned over to the Pruessens in a public ceremony following the liberation.  It now serves as a military 
base, standing on the Tharkold border.
   Kneipen Margraf's (35) has become a popular watering hole for the Pruessens, who like it just the way it is.  Storm Knights wishing to learn more 
of the new arrivals, or their homeland are advised to stop by and by a few rounds.

Spoiler Alert
   The following pages cover secrets of Orrorsh not intended for players at this time.  Do not proceed.



Russia
   During the final year of the war, the attitude in Russia changed.  At the onset of the war, Russia had experienced an attempted to coup by the former
head of the KGB and several hardliners.  This was put down at the same time the Tharkold invasion was being thwarted.  Following this, the new 
government was highly supportive of Storm Knights and resistance forces around the world.  Russian troops, Inform (the former KGB), and its 
subordinate Psychic Research Bureau were deployed in the Middle East and Africa to oppose the Nile Empire, and South America to monitor the 
Akashans.  Agents were also employed in CyberFrance, and Aysle.  However, some feel the Russian government was too friendly with the Kanawa 
Corporation, due to the assistance given in preventing the Tharkold invasion.
   In 1994, the Warrior of the Dark invaded Russia, laying siege to St. Petersburg and threatening Moscow.  Russia held St. Petersburg against the 
Army of the Dark, and even the Wild Hunt.  At the heart of the defense were two people.  General Marco Alexi Vazhin, son in-law to the man who 
attempted the coup, and a firm proponent of Russia's new policies.  And his wife, Petricia Vazhin, Russia's first documented, and most potent psychic.
The duo were instrumental in revamping the PRB into its modern form, and had been preparing for the Possibility Wars for several years prior to the 
first Maelstrom Bridges.  They personally took charge of the defense of St. Petersburg, and swore to turn back the Ayslish invasion.
   The siege was a massacre.  The Wild Hunt slaughtered thousands of Russian soldiers.  When they finally turned back – recalled for the final battle 
against the Army of Light – only a handful of defenders survived.  General Vazhin, hero of the hour, was elected President of the Russian Federation 
following the surprise resignation of his predecessor.  
   And in light of his experiences in St. Petersburg, Vazhin took a hard stance.  In many ways rolling back the clock to the way things were under the 
Soviet Union.  Vazhin's Russia is a strong nation, which will never again be subject to foreign invasion, and will not tolerate any threat to its security.
   At least that is the public perception.
   Following Vazhin's return from the front, his sister in-law, Captain Michaela Taramasky recognized that he and his wife had changed.  She saw that 
Russia was about to fall under the control of the enemy.  And she acted, mobilizing as much of the PRB, and her allies in Inform as she could.  She 
even managed to steal a nuclear submarine.  All this she brought into a Storm Knight organization she founded alongside her longtime western 
contact Peter “Savage” Hawkins and Kazuo Kojima.  
   Many of these details were provided in the Earth Cosmbook.  However, the information there was only somewhat more accurate than what the 
Archer Foundation believes.  What follows is the truth.
   Heketon dispatched two Scarabi (Orrorshan fourth planting Gospog) which watched and waited as the battle was fought.  They captured the bodies 
and souls of the Vazhins, preventing them from being taken by the Wild Hunt.  Their souls were of no use to Heketon, and have since departed 
(presumably, though they may now be Lost Souls).  Their bodies were selected for use as vessels for Wicked Souls.
   Upon their return to Moscow, the nascent Nightmare compelled the Russian President to resign, and assumed the position.  The Russians began to 
place greater concern over their own welfare, rather than aiding the rest of the world.  Inform was granted greater authority to spy on the Russian 
people, and to act against those deemed to be working against the nation's best interests.
   At first reality trees were planted, but in time actual stelae were planted.  Heketon maintains the zones as Mixed Zones of Orrosh-Earth reality (as 
described in Chapter One).  Special Occult rituals have granted the realm an invisibility greater even than that of the Nippon-Tech realm of 3327.  
The reality storms are almost unnoticeable, and presumed to be after effects of the nearby Aysle realm.  Even Dr. Hachi Mara-Two's R-Scan satellites 
can not detect the realm.
   Question: Why expend stelae when Reality Trees already covered the region and provided stable mixed zones?  Because of the special nature of 
Orrorsh stelae.  All Orrorsh stelae are a part of the Darkness Device, allowing it to use its full power through them, or create Dimthreads from those 
locations to any other cosm of Orrorsh at will.  The Reality Trees do not permit that sort of connection.
   
Russian Government
   Russia has a tripartite government, with a President and Prime Minister (executive), Duma (legislature), and Constitutional and Supreme Courts 
(judiciary).  Under Orrorsh, this government has only the thinnest pretense of serving the people.  The Duma and Courts have been stocked with the 
corrupt, and of course the President is an outright horror.  
   The government permits Kanawa Enterprises to mistreat its employees, dump toxic waste, and employ insufficient safety precautions.  (KEC and 
Karthusa are the two largest foreign corporations.)

President Marco Alexi Vazhin
   President Vazhin was – when he was alive – actually a foreign national, who married the daughter of the KGB Director.  He was given an identity 
suitable for the marriage – a retired Soviet Air Force general.  Along with his wife, he took charge of the PRB (considered a joke, and harmless 
position).  Their efforts made it the force that defeated Tharkold, and threatened the expansion of other realms.  Marco (or 'Church' as those who 
knew his secret called him) was fiercely loyal to his wife, and accepted her premonition of the Possibility Wars without question.  He made every 
effort to prepare Russia, and the world for what was coming, and gave his life in St. Petersburg for that cause.
   His (assumed) identity and body were, for a time, used by a wicked soul selected by Heketon and the Gaunt Man for the purpose.  More recently, 
the role has been adopted by a member of the Hellion Court, Lord Victor Manwaring.  Given the Vazhin's behind the scenes involvement in putting 
together the Storm Knights who faced him in the Akashan's Himalayan outpost, Mantooth relishes making the man's legacy one of death and 
destruction, and the downfall of all he stood for.

First Lady Petricia Vazhin
   Petricia was a powerful psychic, considered by many to be the most powerful on Earth.  Her body has been given to a soul selected by the Gaunt 
Man.  Oksana Mikhailov was a witch on Gaea, who relished the power of the occult, but always concerned herself with mentalism and clairvoyance.  
Oksana was among the agents of Orrorsh sent to investigate the arrival of the Akashans on Earth, and reported the potential of the Comaghaz as a 
source of fear.
   After considerable study, including observation of Sarila, during the Bride of Darkness plot, Oksana determined a way to take control over a cell, 
which she then altered to suit her needs.  Today, her Comaghaz operates throughout Russia.  They are in a stable form of Third Stage, very powerful, 
but easily detectable.  If seen.  She commands them to operate from the shadows.  Their purpose is to target those identified by the FSB (see below) 
as serious threats to the Vazhin administration, and the Orrorsh presence in Russia.  She maintains one cell in every major city, but could create more 
quickly if she desired.
   Mikhailov never expected to achieve the power she presently holds, and is loyal to Mantooth.  She enjoys the power, but for the time being is more 
interested in her studies.



Inform
   The successor to the Committee for State Security (KGB), and Military Intelligence Directorate (GRU).  Inform has four major divisions.
Federal Security Bureau (FSB)
   Inform has secret police (seemingly) everywhere.  There job is to watch for foreign agents – especially Storm Knights, and any dissenters.  
Opposition is dealt with swiftly, harshly, and with maximum terror.  There are numerous gulags spread throughout the wilderness, and every major 
city has at least one station for interrogation or torture.
Foreign Intelligence Bureau (FIB)
   The external arm of Inform.  The majority of this bureau consists of analysts who study data gathered via satellite, computer,  tapped 
communications, or information gathered by field agents.  Field agents include embassy security, uniformed personnel serving with the military, and 
covert operatives.  The latter are known in common parlance as Illegals.
Alpha Team
   Still known by the nickname Spetznatz, these are the militant arm of Inform.  Elite combat forces, selected from the best of the best of the Russian 
armed forces.  Alpha Team are provided with the the best equipment.  Though the old guard prefer Kevlar Ceramic armor, but younger members opt 
for Kyoto Police RKD.  The AK-74 is standard issue, though individual operators may opt to use any weapon they wish.
Psi Team
   The reorganized PRB.  Psi Team members include Kineticists (combat specialists), Telepaths (which include interrogators and brain-washers)  
Clairvoyants (surveillance), and Healers.  Most of Psi Team are the sort who relish their powers, and using them against 'normals'.  Only a small 
number of those loyal to the real Vazhin's goals remain, and these are constantly monitored for signs of disloyalty.

Horrors
   The Horrors of Russia are often all too human.  There are no obvious signs that the corruption that pervades the realm belongs to Orrorsh.  Instead, 
it is too easy to assume it is the result of Marketplace greed and intrigue.  Sometimes someone will discover the Occult, but those who do are 
encouraged toward wickedness.  Instead, Psionics tends to be the form of power most common in the realm.
   But there are monsters.  The most common are: Bad Dreams, The Children, Doctor's Little Helper, Ghouls, Pariah, Ravagons, Succubi/Incubi, 
Vampyres, and Volvoushka (see Creatures of Aysle).

Organized Crime
   The Organizatsiya, sometimes also known as the Bratva (Brotherhood).  This organization has existed since the time of the Tsars.  Its primary 
purpose has long been a black market, providing the Russian people with foreign goods not generally available via legal means.  The Organization 
uses a structure much like that of the Italian mafia or Japanese Yakuza.  A given gang has a boss (Pakhan), subordinate captains (Avtoritet), soldiers 
(Bratok), and associates (Shestyorka).  Made men are called Vor (Thief, plural is Vory).  
   The Organization also maintains two groups of spies.  The Security Group keeps the Organization running, maintains peace with other gangs, and 
overseeing bribes.  The Support Group performs Bookkeeping, and ensures that the Avtoritet do not become too powerful and challenge the Pakhan.  
   Each Avtoritet manages a group with specific skill sets.  Generally a Working Group will specialize in burglary, thievery, prostitution, extortion, 
street gang activity, or other criminal acts.
   During the collapse of the Soviet Union and the reorganization of Russia, many former government officials, military, and intelligence agents came 
to join, or form their own gangs.  And no small number of these serve as a resistance force working against the FSB, and the government.  
   [Note: these groups do not know the truth about their nation.  They assume the troubles are either simple, mundane corruption; or the work of 
Marketplace agents.  The presumption of Orrorsh would be seen as crazy, and laughed off as overactive imaginations.  Particularly if the claimant 
were a foreigner.]

The Realm
Moscow
   The capital of Russia, with a population of about fifteen million.  In addition to the official government buildings, the city holds several military 
bases, and the headquarters of Inform.  New districts have sprung up in the last three years to contain various business concerns.  While there are 
dozens of international flights in and out every day, foreign agents have a way of disappearing.

St. Petersburg
   The capital city of the Tsars, St. Petersburg is still recovering from the devastation of the Ayslish invasion.  Inexplicably, the city has been 
experiencing colder than normal weather, with snowstorms isolating the city from the outside world for as much as eight months of the year.  This 
leads to extreme shortages of food, medicine, and fuel.  
   Since the city is so undesirable for anyone to live there, it has proven a secure location for any activities that require infrastructure, but need to be 
kept secret.

Novgorod
   Novgorod was a forward base on the Ayslish front.  The cities' population are unaware they are now under foreign occupation.  There have been 
disappearances during the night.  But no one speaks about it, for fear of being next.

Gor'kij
   Also known as Nizhny Novgorod, this is where Kranod intended to launch his invasion of Russia.  It houses several of Russia's leading 
technological research and development companies and universities.  In addition to military technology, there are great strides being made in 
aerospace, and information technologies.  It is not unfeasible that these may be co-opted toward advanced spy satellites and cyber-surveillance.

Minsk, Belarus
   A major industrial center, not just for Belarus, but also for the Soviet Union.  Only a handful of the hundreds of factories in Minsk are controlled by 
Karthusa, but too many act as if they were.

Kiev, Ukraine
   Another major city of the Soviet Union.  The Chernobyl Nuclear Plant is just north of the city, and under Orrorsh reality, mutations are common.  
There are rumors that some of these mutants have developed psychic powers, and are organizing their peers.



Ravagons
   The Warlord Parok Sallsvaravok returned to his home cosm after the Battle of Death Valley, and proclaimed that Sallboratza (the Gaunt Man) had 
delivered Earth to the Ravagons as their new world.  Millions of Ravagons followed Parok to Earth, where they scattered in all directions.  Heketon 
has protected them in a manner similar to the ritual used on Gaea.  Just as Ravagons are invisible to Gaean ords, they do not show up on advanced 
surveillance systems.  Spy Satellites can not see them, or their villages.  Not even reconnaissance planes can spot them.  This has allowed them to 
spread and hunt, immune to being overwhelmed by the advanced weapons of Core Earth.

Indonesia 
   Almost a third of all Ravagons (ten million) on Earth live in Borneo.  Parok's own tribe defends Illmound Keep, while hundreds of other tribes have
largely wiped out the native population.  The Pac Rim nations are aware of a growing problem in the region, and are planning military action.  
Unfortunately, Ravagons can sense Storm Knights coming.

South East Asia
   Almost a million Ravagons live in the Himalayan mountains between China, India, Nepal, and Tibet.  

Russia and Eastern Europe
   Almost ten million of Ravagons live throughout the graveyards of Eastern Europe and the Orrorsh realm of Russia.  Almost as many as are found in
Borneo.

Congo
   A million Ravagons live across the southern Congo, with hunters ranging across the entire southern third of the continent.

Amazon Jungle
   A million of the Dark Hunters range across Brazil, Venezuela, and Columbia.  They hunt into the Ayslish realm, Southern Land, and Space Gods 
zones.  Some will even range as far as the Caribbean and Cyberpapal-Magna Veritan war zone.

Grand Canyon, West Virginia, and Toronto
   Roughly three million of the demonkind are found in America.  They stalk all the invasion zones of the continent.


