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COMIDG FALL

CIRCCE

My Deatb and Rebirtb
by (inerva Winters

y story starts the day | died. It's a
tad cliché | know but it's ac’cually

true not just for me but for my sisters
in the struggle to save this world.

But before we get to my story, let me
tell you another one, 3 sad one.

Ever heard of Digahol lowa? No you
haven't, no one has, unless your from
there and if you're from there and
you're not me you're not reading
this. Digahol is everything you
should fear about small town life. It's
a farm town and | have nothing
aqainst farmers or farming , | person-
ally like food and I have the curves to prove it. But it's also 3 very insular town,
with a population of just under six-thousand, the three non-white families are
treated and viewed as if their zoo exhibits and are known with upmost respect as
the Nigger-Johnsons, The Gomexies and the Chinks-Chans (who last name wasn’t
even Chan ).




Like many a small town Saturday night is either football in the fall or party night
for the teens at the lake . The lake where a sad chubby little girl named Tammy
Winters was raped twice, one at age fifteen and once aqain at age sixteen.

But don't worry about Tammy, because according to the people of Digahol,
Tammy dot what she had coming.

Her family the Winters were farmers, they were struggling but not poor. Her fa-
ther was a former local football star, her mother 3 respected lady who was always
willing to help her neighbors and her five brothers, great athletes, popular and
handsome. Tammy, the only daughter and the fifth to be born was different. She
was short, dumpy, wore dlasses, listened to nigger and devil music and was cursed
with the one thing population of Digahol could not tolerate, intelligence.

Being smart wasn't easy for a girl ina town where the internet could be found in
only two places, the school library, the local library, where cell phone service was
so spotty most people just had land lines and where any technology created after
the microwave oven was seen as “New Fangled”. Yes, so amidst, a town full of rac-
ist, god-fearing luddites was born a girl who would have graduated from high
school 3t the age of thirteen if the Digahol lowa school system had bothered cre-
ating a qifted student program. Instead she was forced to sit in class bored and
berated from the ages of five to sixteen.

Now, while Tammy was pretty much persona-non grata among her peers, she was
loved by her family, protected by her brothers and cherished by her spinster aunt
who encouraged Tammy to be Tammy. . However, being a girl , who outsiders
treated like trash can warp a person and as smart as she was, the fifth child of the
Winters didn't exactly treat her family well, especially as a teenager. Hate and hor-
mones turned her into a self destructive rebel. She slept with boys who despised,
drunk to much, did drugs, screamed a lot and thought cutting herself was a wor-
thy pastime.



Still despite being a what she was and
acting out how she saw fit she knew
Digahol was not for her and the day
after graduating first in her class and
being denied a valedictorian speech
she left Digahol swearing to never re-
turn aqain.

New York City, is no place for a six-
teen year old girl with 3 bag full of
clothing , 34 dollars in her pocket,
half a pack of cigarettes and no friends
or family. Tammy learned several hard
lessons her first year in “The Big Ap-
ple”. She learned how to beg, how to
steal and how ignore the pains of
hunger that rumbled in her stomach.
Roaming the streets with teenagers
like herself that slept in abandoned
house, ran from the police and got
high sniffing glue in central park she
knew her life would be 3 short one
but still the freedom she found here
was better (at least in her mind) than
the one she had in Digahol.

Now, a lot of people talk about hitting rocked bottom, about that point in one’s
life where you have reached your lowest point and you have to make a decision,
stay there or rise above it. For Tammy it was when she sold her body for food at
the tender age of eighteen and was beaten and raped by three men who though
twenty dollars meant they owned her. It was two days of horror that actually mo-
tivated her, not to get out of her current situation or to return home but to end

her life.



Tammy looked in the mirror and saw a shadow looking back, a shadow she hated
and wanted to destroy.

How would she do it? Steal some sleeping pills?, hang herself, slit her wrist, jump of
a bridge or just walk into traffic. A stout atheist she had no delusion about 3 “next
life”, but rather just wanted her current life to end.  So Monday morning in June
Tammy winters stole some sleep aids from the local drug store and consumed
them all in a crack house near the docks. Two days she woke up in the psychiatric
wing of 3 local hospital, strapped to the bed with the name Jane Doe on her charts.

Three weeks later she managed to escape from her “prison”, hell bent on finishing
her life by any means, She would keep her date with the Reaper. Now before we
go any further | feel | need to tell you, Yes |'was Tammy, | was this pail little
mousy white girl in glasses, no one gave a second look at . And hindsight being
twenty-twenty | could have made some extra money Cosplaying Velma from
Scooby-Doo if | wash't a self destructive junky. But, instead | found myself
sleeping on the streets, plotting my early end. The only positive thing to come out
of that tragedy was that the doctors at the hospital assured me that | wasn't preg-
nant, so | wouldn't be killing me and an unborn baby.

So yeah, rock bottom, suicidal and alone when not sleeping where | could | made
may way to the Central Library where like 3 lot of the homeless hid from the
weather and police, but unlike 3 lot of my downtrodden brothers and sisters | also
used my time there to read and on the internet. It was there | saw that fourteen
year old girl was killed in for witchcraft in the suburbs of Omaha . Burned as a
witch in the 215t century, in an American suburb it was unthinkable and it shocked
me. Shocked me so much it consumed my thoughts, it replaced my self hate and
| like many others started to chant on the streets “Avenge Ashley”.

During one of the protests | met a some people who helped me. They gave me
food, money, pointed out some good shelters and the greatest gift of my life up
to then, 3 book.

“The Chants of Circe”. ragqged, stained and reeking of weed and bourbon this book



spoke of Circe, the witch from the odyssey not as just an enchantress but as a god-
dess, seer and rebel who fought for the rights of her sisters against the brutality of
a powerful Patriacracy. It told the story of a girl from a fishing village who was
actually a goddess it talked about how Circe found her true calling and how
through her you (the reader) could do the same.

| was still an atheist. | didn't believe in God, Santa Claus or Superman and FYI at
the time | placed them all in the same cateqory. But still here | was with this book,
my life marginally better and a mind that was once again curious and aching for
knowledge. So aqainst my better judgment and my logical mind, | prayed to
Circe, | confessed my sins and my fears.

The confessions helped, having a goal sated me and while | didnt know it reading
that book was the first nail in Tammy’s coffin. Not long after that prayer, while
walking in the central park | found a wallet, in it was fifteen hundred in cash and
credit cards, Despite my reprieve from darkness, | was still no angel and saw my ill
gotten gain as a chance, so | sold the credit cards and ID. to a quy | knew for 3 few
hundred dollars and took it and the money , got a place at a pay by the day motel,
got myself cleaned up and enrolled at the community college. | of course
thought the prayers were just my own personal therapy at first, they made me feel
better, less alone and more focused. For me Circe was a character in 3 book that
... Tammy felt kinship with and talked too at night.




Then came the day Tammy died.

The greatest truth, the most spectacular truth of all is to be born aqain, to be truly
born aqain, you must die. The morning | died | cheated death first. | was walking
along a street in Greenwich Village heading for my favorite coffee shop. A cab
driven way to fast, by a man who name | never knew turned the corner and it's tire
blew, it flipped, hit another car, catapulted into the air was a bout to land on me. |
was dead, | saw it , | felt it, then it all stopped, space, time and existence. And | was
there first there looking at the cab inches from me, then sitting across from this
tall auburn haired women with perfect tanned skin, who dressed in a black tunic,
leather pants and black boots.. We were in that coffee shop I told you about and
outside it’s street facing window the window was the city, frozen in time and we, doout 1o die.

She.. It... was Circe, tall perfect, voice like honey and eyes as green as the sea. She
told me | was special and that she had heard my prayers. That | was being tested
before being tapped for the most important mission of all. 1 was to be her priest-
ess and that the world that I knew, it's history and It's present were 3 lie created by
a creature she called “The Old Garden Snake”.

So If a strange exotic lady who looked equal parts, Greek, Indian and North Afri-
can told you she was your goddess what would you say? What questions do you
ask? | just sat there Jumbfounded and slack jawed as she told me that I had to die
to be reborn. that the final part of my journey towards priestess hood, the final act
of commitment would be me doing what I tries to do before.

The rite was simple, 3 silver knife, 3 bath tub, candles, 3 full moon and drop of
Circe’s blood in the tub where I slit my wrist and bleed out hoping against hope |
was right and | wasn’t dreaming the days previous events. So, about 10pm that
hight Tammy Winters died, and Minerva Winters was born.



Minerva was my nickname on the streets and in the clubs | would beg myself into
hoping some quy would buy me 3 drink and get close enough for me to steal
some cash out of his pocket while he thought | was giving him a hand-job. It was
a name | felt kinship too, it wasnt Tammy it was the fagade of the cool, witty girl |
played when I needed too, the person | wish | was.

So, yeah | died and as all of you reading this knows, when you die your life passes
before your eyes, the best and the worst of it plays out before you as your brain
shuts down , your heart stops and you die. But instead of moving on to the next
world or ceasing to be, in this case | found myself merged with the all knowing, all
feeling, all loving Goddesshead, | felt its love for all of humanity, it's fear of the
Serpent , it's abilty to forgive and its lust for vengeance. | felt for the first time as
If | was were | belong, were | needed to be and loved unconditionally, [t's some-
thing we all feel right 35 we're tossed back into our bodies as they are renewed and
rebuilt.

| thought when | woke up | would be 3 supermodel, but you see the idea of the
supermodel is 3 lie of the snake, physical beauty and perfection comes in all shapes
and sizes. | was me, but not me, | was curvy, still needing glasses and still as pale as
an Nordic ghost. My brown hair was gone replaced by naturally purple hair, my
favorite color, a color t shared with my eyes. | no longer felt tired or slugqish, |
felt alive, I had new lungs, new liver, new heart and a new brain sharper than ever.



| was a Maga, a Demi-goddess in the flesh and beyond all of that and the joy of 3
new life | felt something else.... | felt magic.

Circe was my Patroness, | was her daughter just as much as | was my mortal
mother’s daughter. Her power didn't just flow through me, it was a part of me. If |
had to describe what magic feel like thing of it as if the endorphins you feel from
laughter and love are always on, it's 3 steady very subtle high that never ebbs and
explodes when we releases it. That's why we smile when we use magic, because for
us magic is joy.

So there | was a fully armed priestess of the Goddesshead, with more power in my
pinky finger than a grenade and while | expected to be given a grand and glorious
mission in the name of the Circe and her sisters instead | was sent to the ass end of
Texas (El Paso) to rescue what at first | thought was the most morally reprehensi-
ble person I've ever met, my roommate Selene.

The Goddesshead isn"t some benign deity who rewards only the justice. She knows
that every army needs a sword and some times the best swords are those that like
to be bloody. Selene Cruz was a young woman from a dirt poor family. Her father
made a living as a day laborer her mother stayed at home unable to find work due
to 3 medical condition. Selene loved trouble and was near fearless and had a par-
ticular hate for the often brutal El Paso Police who shot and killed her cousin on 3
routine traffic stop.

So it came to the surprise of no one when Selene found herself on the run after
spray painting “Pigs” on multiple police cruisers. That after being arrested , she was
handcuffed and beaten, but instead of taking the beating Selene grabbed he qun of
a careless policeman and shot her attackers and killed four policemen before being
tasered , beaten and  shot herself.

Less than a year later she was on death row. The laws of humans and the will of the
Goddesshead are not the same. Poverty, hopelessness and brutality had turned
Selene into what she was, she was a victim of the society of and when she saw no



other way out like me she had made up her mind to die. This time however she
took four men with her who upon research turned out to be known for their bru-
tal tactics and case after case of suspects dying during arrest. Thus any sympathy |
had for them vanished. Further investigation revealed the men were members of
the ultra right wing snake backed “truthkeeper” organization and that “Black Vi-
per” was in charge of training the police to deal with “borderer incursions”

That's the “The Old Garden Snake” works, it corrupts an ordanization and that or-
danization it's members and soon that corruption spreads. It's on that mission |
learned sometimes you have to cut out the “cancer” to save the body. | came in
posing as an idealistic lawyer. A little bit of magic made the ruse believable but
the serpent’s men knew | was coming or at the very least sensed me there and at-
tack. Like I'said | was new, | was green and | had never been shot at. In the end |
failed to reach Selene. The first time.



But | had a plan to save her as | was saved. But instead of being reborn in water, she
would be reborn in fire. Knowing | couldn’t get in to see Selene thanks to Black
Viper guards and their minions | magic the mind of the Prison doctor and sent
him out to poison Selene. Well not poison so much as induce a coma, have her
declared dead and as per her wishes, her body cremated. Part of the poison was 3
drop of my blood, flush with the power of Circe. And hopefully her blessing.

Everything worked out without a hitch up until the point Selene, rose from her
ashes like phoenix and start setting everything on fire. Thankfully during the
chaos | managed to rescue her and get both of us back to New York City.

And so my story started and so has yours, | hope it’s not as “exciting” as mine, I'm
more 3t home turning slum lords into slugs than being out on the front lines
battling snake men and Nazi-super soldiers., even though | seem to find myself
doing that too. Thankfully | have a coven at my side as I'm sure you do too. Our
war is 3 hard one and it’s one full of hard decisions and sacrifice. So be careful out
there and if you need any help you have my email address. Till my next time.,
give them hell sister!
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Sadly (at least from my point of view) nothing in itis real. So
please, | don’t want to hear about people claiming it to be so, start-
ing Maga Covens and so forth on the news despite the fact it would
be really cool publicity. Seriously, don’t do that!

DEDICATION

This book is dedicated to the women who were persecuted for be-
ing different, for being smart, for loving outside the norm and for
standing up for their rights and the rights of others.

This book is dedicated to the women who were burned, shot,
stabbed, beaten raped and murdered for their belief in equality and
their rights as a member of the human race.

We are here because of what you are done, we fight inspired by

your struggle and we say without shame and without fear, “We are
woman, hear us roar!”

CONDEMINATION

This book is us saying , “fuck you” to the sexist, racist, gay bashing
right wing ultra conservative , luddite assholes that’s trying to turn-
ing our world into a white man’s paradise.
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This book uses the supernatural for setting, characters and themes.
All mystical and supernatural elements are fiction and intended for
entertainment purposes only. Reader discretion is advised.
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CHAPTER 1: DEGINNINGS

Mothers are you ready to nurture the oppressed and punish the
wicked? The Earth needs protecting from corporate greed. Your
forgotten children need protecting, your daughters taught to be
strong.

Crones are you ready to lead again? You lost your way and
slipped between the cracks of history . You must now put your
once great powers to use again against the ignorance and self
righteousness that hung, burned and drowned you.

A new moon rises, Artemis’s unblinking eye guides us. A new
day dawn and Amaterasu shows us the path to a better world.
Yamaya guide our hearts, Athena make us wise and Circe bring
us change.

Time to woman up!
Minerva
High Priestess Circe
the Convocation at the Crossroads.

WnAr IS DELLUN NAGA

Bellum Maga is a pen and paper role-playing game that takes the
real life unrest of today and place it a fantasy setting where the
Maga (Witches, Priestess and warriors-women of the God-
desshead) battle the Patriarchy and its dark allies for the minds
body and souls of the people of Earth..

IS THIS A FEMINIST GAMEY

Yes, There is no hiding that but that’s okay as most other RPGs
The hope of the new millennia is dead, replaced by a world that ~ aré full of male fantasies, vapid female characters and racial
is slipping back into the dark ages. lgnorance, Racism, Misog- prejudice. | know a lot of you are thinking that’s not true, but it
yny, Poverty, Intolerance and fear of progress are the norm now. 1 if you really look at it.

The Patriarchy fears it's past and has clamped down on every ~ 1hat's notto say men and boys can't play this game. Noris it
voice of rebellion and change. Murders in blue kill without im-  S3ing this game has any agenda other than having fun in a dif-
punity, rape culture rises on and off line and the politicos have ~ 1€rent kid of universe. One where the ladies are taking the lead
convinced the masses that they have a say and that they can anq bringing right-wing-conservative-racist-luddite leaders and
prosper in a world designed to keep poor, poor and the rich, their followers to task.

rich.
ONCE UPON A TINE
But, there is hope, the Goddesshead has reawakened and she is
not pleased, not pleased at all. Here agents, the Maga have been The world of Bellum Maga is based on two premises That His-
tasked to take back the world by any means necessary. tory is  lie and that Fairy Tales are real.

At the beginning of human history women where in charge, they
where the priestesses , magicians and warriors that helped build
civilization.

Maidens are you ready to fight, You are the newly awakened,
You bath in the blood of our mothers and now find yourself with
power that staggers the imagination.




CHAPTER 1: DEGINNINGS

Part of that rise was the because humanity revered the Earth and
that merging of earthly energy with feminine energy awakened
the Goddesshead.

The Goddesshead is an aspect of the creation spirit, linked to
earth and all life on it, It’s what grants females their intuition,
the ability to create life and more. The Goddess head is also
what grants some women supernatural power to protect the
world and occasionally test the world.

The Goddesshead helped make the world a paradise for all of
those who lived on it for millennia. Sadly that universal time
known as , “The Pax Majestrix” came to an end when some
5000 years ago man known as Cain grew jealous of the power
of the women and made a deal with a power being the Maga (the
favorites of the Goddesshead) had captured. Rex Anguis a be-
ing of discord and destruction also called , the great serpent
told Cain he would bring an end to the reign of the, God-
desshead if he was freed.

Cain did as his master asked and Rex Anguis engaged the God-
dess head itself and while it could not destroy it, it could occupy
it. and so the two battle and the power of the Maga started to
weaken as the Goddesshead used it to try to cage the serpent
who was growing more and more powerful as mankind feed it
with war, greed, intolerance and ignorance.

The Maga thinking themselves abandoned did what they could
to survive, some choosing to die to add their power to the god-
dess head to help it, others choosing to hide or live as best they
could among humanity

It was during this time that the Maga was vilified becoming in
many cultures the dark Sorceress, the evil queen and the de-
moness. This era would go on till Magas became little more
than myths.

Recently however things have changed Rex Anguis found itself

at least partially caged at what many thought is the height of his
power thanks to a wave of outrage of women when a young girl
was burned at the stake by a Midwestern town some two years

ago.

The newly empowered Goddesshead returned to see her world
in turmoil under the thumb of the a Patriarchy created by her
foe. The old rituals where rediscovered and once again , Old
Maga where revioltalized new ones created and the war for
hearts and soul of the world begun anew.

NEW TO TADLE TOP ROLE-PLAYINGT

Table top Role-playing uses books like this one, the imagina-
tions of the players and the game runner know as the Game-

Mistress to create a story where dice rolls and the actions of
players determine the outcome of in game scenarios.

Thank of it like fan-fiction or playing pretend with roles for creat-

ing characters and determining the outcome of situations.

And the really good news is all you need to play is this book,

copies of the Character sheet in back, pencils or pens and some
dice (Six sided)

DASIC RULES OF PLAY

Bellum Maga has a rules chapter that will cover in detail how rolls work in
the game, but for those wanting the basics now , it works like this.

Make a character-
The first few chapters after this one covers that.
Choose who’s going to be the Game mistress -

Who's going to play the non player characters, design the scenarios and be
the bastion of rules enforcement

Start rolling dice-

lon this game rolls to determine if something works or not are based on
rolling a number of six sided dice equal toa an attribute or an attribute+a
Skill (Or bonus or minus).

To punch a person is Muscle +Battle.-So if your Agility is 3 and Combat
Battle Skill is 3 you roll 6 dice.

Rolls a 1-3 on a die= is a failure.
Rolls a 3-6 is a success.

You need to roll a number of successes equal to a set number, or against
another roll.

Example: to Dodge you roll Agility, Agility+ Instinct or Agility + Battle
attribute and you need. to roll equal to or more success than what was
used to hit you.

Roll all 1’s? This is Flub, you do this and something bad happens to the
offending character.

Roll all 6's, Thisiisa Crit and something good happens. .




CHAPTER 1: DEGINNINGS

LEXICON BE CHAT: Magicalmavens. com
While playing this game you will run across a few words that

may not be familiar to you. Here you’ll find definitions of many » Rhymeswithwitch: What the
of those terms. ( i hell is going on with the “Old

ladies”?, Why don’t she just
gank the snake and make
our lives easy?

Attributes: Character statistic that represent that characters
most basic abilities.

Webmistress Minerva:
Crit: When PC or NPC rolls all sixes on a roll. A Crit is the best She moves in mysterious
possible roll in the game and can only be achieved if at least 2 ways.
dice are rolled

Difficulty: A number of rolls needed to succeed on an action Prettyhatemachine: | Heard

(Usually uncontested) she can’t. Not until we clean
house some.

Flub: When a PC or NPC rolls all ones on a rolls. . Flubs are the
worst possible roll in the game and can only be achieved if at
least 2 dice are rolled HothoneyloveL : | don't

even clean my own house.

Goddesshead: The sentient force aspect of creation that pro- #thatswhatboyiriendsarefor

tects the earth and all things on it.

Gamemistress: The person who runs the game, acts as referee, . & thmesvyithwitch: What is
decides the scenario , places the NPCs and helps keep the story this cleaning you speak of?
= #lookingforcleaningboy

organized and moving forward.

Health: How much damage a character can take before they die.

Initiative: The start of combat where characters and the Ga- Webmistress Minerva:

. . . . ; | know, Even with magic you
memistress (representing NPCs ) decide who goes first by mak keep your part the apartment

ing an inactive roll (Agility+Brains). like a pig sty.

Maga: Women powered by the Goddesshead.
Rhymeswithwitch: You wor-
ship Circe, | thought pigs
were your thing.

Mana: The mystical energy of a character can be use to activate
gifts and talents.

NPC: Non-player character: A character in the game controlled

by the Gamemistress. HothoneyloveL: Doesn't
take a magic mirror to see
PC: Player character, a character controlled by a character where this is going.

#circeslaugh

Round: hen everyone in a combat situation in game who can do
something has done something is a considered a round.

The Patriacracy: The current system of government created. Webmistress Minerva:

The Maga are trying to over throw the Patriarchy Sigh, she never learns.
#roomategoesoink,
#donttaunthappyfunminerva

Victim: The target of a gift, talent or combat skill.







CHAPTER C: CHARACTER GENERATION

Maga are a diverse lot. They come in all braces, nationalities and
with all manner of attitudes.

Character creation covers the rule for players (and Gamemis-
tresses ) to create Unique Maga as PC’s and NPC’s. The proc-
ess presented here is designed to be both easy and robust.

Once a character is created their experiences in game will allow
them to “Level up” Leveling up allows a a character to improve

attributes, talents and more making them even more diverse and
powerful.

STARTING CHARACTER CREATION STEPS

Creation is divided up into the following steps:

1. Path: The path represent the type of Maga a character is and
grants basic abilities , skills and more. . Is she a wise Priestess,

powerful Furie or savvy Diva. There are seven paths designed
to represent the different of character play and character con-
cept.

2. Patroness: while every Maga is empowered by the God-
desshead each one has a Goddess that they revere more than
any other. That Goddess grants them unique abilities and
knowledge's in return for their service and also requires the
Maga to perform certain acts in their name.

3. Benefit/Drawbacks: While each Path comes with a set of
basic talents. Maga also have unique advantages that set them
apart . Also, Maga are far from perfect and posses mental,
physical magical difficulties that make their life more interesting

4. Knowledge: Skills gained through education and experience
explained as well as how to use each and all skills in detail.




CHAPTER C: CHARACTER GENERATION

5. Gifts: All Maga can use Gifts from the Goddesses, how they
do so and what gifts they know are determined here. l[\/[ll“ﬁ"ﬂ%

LEvEL  fAvOR DONUSES
6. Swag: Many Maga use both normal and magical equipment 1 NA N/A
as the serve Goddesshead and live their incredible and adven- .
ture filled life. Swag covers a variety of equipment types and 2 30 +1to an attribute
. +3 skill points
their uses. )
+ 2 gift levels
+1 Mana
STARTING CHARACTERS AND LEVELING UP. +1 Benefit Points
Level 2 Patroness ability
When making a beginning character the player needs to have in .
L . . +1 to an attribute
their mind a concept, What kind of Maga would they like to +4 Skill Points
play? Is she combat oriented? Or does she use stealth guile? + 3 gift levels
What drives here, is it the power? The need to help others or +1 Mana

righting a past wrong. +1 Benefit Points
Level 3 Patroness Ability

The player must also know what are the limits on making a char- +1 to an attribute

acter. Maga are extremely powerful when compared to a +5 skill points
“normal” person but they are not all powerful. + 3 gift levels
+1 Mana (Mana returns at a rate of 1 an
Staring characters are limited in how powerful they can be as hour now.)
most have just gone through the ritual of rebirth or just had their Level 4 Patroness Ability
old power levels restored. +2 Mana
+1 Spirit
STARTING PATH POINTS 1 Gifta chargcter knows becomes a
Legendary Gift.
Path Points are used to raise starting attributes, raise and pur- +1 to an Attribute
chase new skills purchase starting gifts, swag and talents. +6 skill points

+4 Gift levels
+1 Mana

With Path points a character stops being a average and becomes Character now heals a Level an hour

something exceptional. ”
Level 5 Patroness Ability

Y . +2 Mana

All characters start the game with 30 Path Points May add one “Boost’ to a gift at no mana
cost
LEvELIRG +7 Skill Points
. . - : +5 gift levels

As characters participate in game they will increase in power by 42 ﬁﬂana
earning Favor (See Gamemistress Chapter 3). Favor represents May add two “Boost” to a gift at no mana
exactly how please the Goddesshead is with the character. Once cost

an amount of Favor is reached the character “Levels up”. In

game characters have no idea this is happening, they just feel LIMITS

more confident and powerful one day. A staring character has yet to reach anywhere near their full po-
tential. Starting characters thus limited in how high some of

When a character levels they receive a set of bonuses they can  their abilities can be.

add to different aspects of their character, they may receive a  Starting Attributes: Limited to a five.

boost in attributes, new skills, new gifts and even new talents.  Starting Skills: Limited to a five levels.

The only thing that does not change is their Goddess. Starting Gifts: limited to the Path level +2
Starting Swag: No Swag can be worth more than 5 points.
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ITTRIBUTES BiGHr

Might is how strong a character is and how much damage they

Attributes represent are the basic physical mental and spiritual can do in hand to hand combat with the Battle skill

abilities of a character. How strong they are, how fast they are ,
how smart they are represented in these abilities

NIGHT
In Bellum Maga attributes have levels ranging from 1 (Below LEvEL  Maximum | Naximum  Maximum Bonus 10 BASE
average) to 10 (Goddess like). L Jumnp Juvp  THROW- HAND TO

VERTICAL  HORI- ING HAanp
onti RANGE DANAGE

50 lbs 1 feet 3 feet 0] 1 dice

Each of the 8 attributes have many uses and a few even provide
bonuses.

100lbs |2 feet 6 feet 0] 2 dice
300lbs 3 feet 15feet +5feet 3dice

ATIRIBUTE LEVELS

EXANPLE 1000lbs |5feet  25feet +10feet 4 dice

1 Ton 6 feet 30feet +15feet 5 dice
2Tons |8 feet 35feet +20feet 6 dice
4 Tones |10feet 40feet +25feet 7 dice
6 Tons |15feet 50feet +30feet 8 dice

Below Average

Average

Talented

Olympic Level

© 0O N O a A WO N =

Super Human 8 Tons |20feet ©60feet +40feet 9 dice

Superhuman

=y
(=]

10 Tons |25feet 70feet +50feet 10 dice

Superhuman

Demi Goddess AGILITY

© 0O N O a &~ ODN

Demi Godd
emi foddess Agility covers everything from speed to dexterity. Those with

Goddess Like high agilities tend to be fast and nimble.

AGILITY =

LEvit  Base ConpAT  Running In Out of
MOVENENT CompAr compAr
AunnInG

10 feet 25 feet 4 mph
15 feet 40 feet 8 mph
20 feet 50 feet 15 mph
40 feet 60 feet 25 mph
50 feet 70 feet 30 mph

-y
(=]

60 feet 80 feet 40 mph
70 feet 90 feet 50 mph
80 feet 100 feet 60 mph
90 feet 120 feet 70 mph
100 feet 150 feet 80 mph
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FITRESS

Fitness determines many things about a character.including how
long they can perform at maximum physical exertion before
becoming fatigue, how much sleep they need to normally and
how fast they heal.

FITRESS =

Ninimum HEALING TINE
SLEED TINE PER-LEVEL

10 hours 1 day

LEVEL NAxImum

EXERTION TINE
1 Minute

3 Minutes 8 hours 12 hours

5 Minutes 7 hours 8 hours
10 Minutes
15 Minutes
20 Minutes
30 Minutes

40 Minutes

6 hours 4 hours

4 hours 2 hours
1 hour

1/2 hour

2 hours
1 hours

1/2 hour 1 minute

© 0O N O aa A~ WO N =

50 minutes 0 hours 30 seconds

1 Hour/ 0 hours 10 seconds

DRAINS
Intellect is very important to Maga unlike a lot of humans the
value intelligence over many other attributes. Intelligence dic-

tates ability to learn quickly as well as perception
* Bonus Starting Skill levels can be used to raise a skill or pur-

DRAINS >

Donus STARTING SKILL LEVELS™

0

© 0O N O O A WO N =
—

© O N O o b~ O DN

[y
(=]

chase a new skill up to the maximum staring level.

fILLURE

Allure is a characters general charisma and forcefulness. Allure
can be an inner beauty, a dominating personality or a the ability
to manipulate and persuade.

People with High Allure can attempt to use Allure based skills on
multiple victims at a time and can have multiple victims in their
thrall.

ALLURE = >

MAxIvum sKILLS fiolr  NAXIMUM THRALLS
VICcTIns

1

LEVEL

© O N O a A~ WON =

[y
(=]

RESOLVE
In a world of magic, demons and discord it’s resolve that keeps

a character going and represents general willpower

RESOLVE = \

HORROR LEVEL A CHARACTER
(AN IGRORE.

© 00 N O a0 A WODN =

-y
(=]

* Some situations or so terrible characters must make a roll not
to run, break down or go a bit mad.

[l




SPIRIT

A characters spirit is their mystical strength It determines a
characters magical strength, defense and how it generates and
regenerates mystical energy.

Spirit is also important to Maga as it determines how fast they
regenerate mana as well as starting mana

SDIRIT

STARTING NAnA

TINE TO REGENERATE ONE
NARA POINT

None 2
None 5

2 Hours 10
1 Hour 15
1/2 an hour 20
1/2 an hour 25

LEVEL

—

15 minutes 30

10 minutes 35

© 0O N o a s~ WON

5 minutes 40

1 minute 50

[y
(=]

Luck

Luck represent how well things tend to go the character's way.
Characters can use luck as extra die for any roll.  Once a luck
die is spent it’s gone for 24 hours.
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PATH

The Path represents the most common Maga types and is where
players get the their basic structure for their characters. The 7
Paths have the following parts.

Description: Includes Path description and colorful commentary
by Selene a very opinionated young Maga.

Attributes: Basic starting attributes for the Path. Attributes can
be raised by with Path points. Cost: 1 Past Point per point an
attribute is raised. Maximum attribute for a starting character is
5.

Knowledge: These are skills the characters gain for free. All
these skills are at level one but may be raised up to three for one
point per raise in level.

Talents: Starting Talents for the Path. Most of these talents will
remain unchanged for the character for their game life.

The Path types are:

Ariadnian: Mistress of magic and technology.

Diva: Stylish and talented Muse specializing in manipulation.
Domina: A Maga with a love of causing misery and destruction.
Furie: Mystic warrior and sword of the Goddesshead

Harpy: High flying broom jockey Maga.

Priestess: Powerful and wise this Maga can channel power few
can.

Regina: Having lived hundreds of years this Path has taken
advantage of their near immortality.

Succubus: Creatures of the night these Maga live off the life
force of others
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ARIADNIAN

Starting Attributes

) Gl |
FITNESS

AGILITY
DRAINS

PESOLVE
LUCK

ILLURE
SPIRIT
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Starting Knowledge

Starting Talents
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CoVERSs AND GATHERINGS

Despite what you read and see on television Maga do not gather
13 at a time to dance naked (we call it sky-clad) under the
moonlight. In fact I'm not a fan of mass meetings of Magas
because it makes us not only big targets but ,With great power
also comes great egos) yet sometimes we do need to get to-
gether and when that happens its ether to fight something
really big or to party like hell.

Covens

A coven is a group of two or more Maga who live in the same
area who have decided to share their Maga duties (And maybe
an apartment because rent in NYC is fucking expensive). Covens
have an advantage over a single Maga for multiple reasons:

e Govens work together perform really powerful magic
Covens can watch each others back

Covens offer a larger variety of gifts to a situation.

Covens offer a larger variety of skills.

The advantages of working in a Coven far out way the issues the
two most common is;

e You become a bigger target for the Serpent

e Interpersonal and idealogy conflicts.

The later can be worked on and will lessen over time (Selene
only shrinks my boyfriend once or twice a week now and no
longer tries to feed him to cat). The being a bigger target is
something you can work on too but truthfully it’ll always be
there in some form or another. Covens increase the chance of a
Black Viper sniper team blowing your head off from two blocks
away considerably but it also raises the chances that someone
in your team might have Gifts that can prevent you being killed
“ballistic trauma”.

Gatherings

These are rare but sometimes a persnickety Maga with a bug up
her ass (Yes Regina | mean you) calls a Gathering of Maga,
from all over the world in one place. Well moit of us, because
lets face it some people are just not social.

COVEN FAVOR

Gamemistress'might wish to grant a small of Favor to a Coven. ] . , ) )
This Coven Favor is for actions of a Coven and can be used by Gatherings are usually in “Safe Places” and while there is al-

ERVSRSHS RO & e Bt onnE o s Rl el most no threat of the Serpent finding us you still have to deal
or a majority of the Coyen. with what amounts to a Maga convention complete with semi-

Coven Favor can also be spent on Coven Abilities that effect the nars, dealers and more.

entire Coven
BFF: Coven members can talk to each other telepathic at any range: Cost : Gatherings also allows us if we can figure out who’s in charge
15 Coven Favor to cast magic on a level that even staggers my mind. We can

Fight Training: The Coven gain +1 Dice to Combat rolls if at least 3/4 of . . . .

the Coven is present. Costil3 CovanRaor literally W|II reahty on Earth to change up to a point. Once and
Unified Coven: The Coven works together and all members can borrow I’m not kidding you we Teleported New York to pocket realm for
Mana Points from each other. At any range Cost: 20 Coven Favor a week so we could flght an ancient Horror where it normally is.

No one remembers it happening, no one ever will.




PLACES TO GO

There are some fundamental truths you’ll learn, Reality is far
more and far less complex than you think. That to us who
know all doors are the same door, all crossroads are “the
Crossroads” and that if you know where to look the world is full
of places so amazing you may well become lost in their majesty
and mystery.

Crossroads

What the Crossroads really is still unknown among Maga, many
including myself think it’s the first temple built at an ancient
place where two great leylines meet. Regardless today it’s the
Maga’s greatest secret and greatest weapon.

To reach the crossroad you need a key and to receive a key you
need to be invited or know someone with a key. The key if used
by a Maga can summon a door to the Crossroads. The door
remains open for only a few seconds and once enter you are
transported to the great forest.

The Forest Labyrinth

The Forest exists as a buffer just in case an unwanted guest
finds there way through the door (The Serpent’s minions had
tried lots of times). This forest where the smallest tree is as
large as a redwood is full of paths that can be walked with ease
by a Maga. All other beings who are not touching a Maga will
be come lost and separated in a few steps.

CHAPTER J: GAMEMISTRESS

The Forest is the current home of Baba-Yaga, one of the oldest
and most powerful Regina and her chicken legged house. Baba
is a bit touched in the head (Read that as bat-shit insane) and
protects the forest along with powerful nature spirits and the
occasional ghost. Baba and the others leave us and those we
touch alone (Unless they sense the Serpents influence). If they
do senses the serpent in a person the spirits will render them
so irrevocable lost they will eventually die of exposure and be-
come ghosts who protect the forest. Ghosts tend to try to lead
the corrupt to natrual one use paths out of the forest knowing
the fate of those that get lost or worse captured by Baba.

Baba and her minions (Four Minions called the knights of
Spring (Green), Summer (Gold), Autumn (red) and Winter
(white) , hunt anyone lost in the forest down the Knights bring
those that they do not kill by accident in pursuit back to Baba
who turns them into logs and tosses them in her fire place.
Their souls then go to power her Hut, herself and minions. So
be careful if you are bringing human friends be they man
woman or child into the Crossroads.

The Market

All roads in the forest leads to one road and that road leads to
the market in front of the Cathedral. The Market is a series of
stalls and buildings where Maga sell all manner of magical sup-
plies and mystic items.

| could write a book on everything you’ll find here. But if you
need it it's here no matter how morally questionable. From the
souls of newborns, to flying monkeys can be found here
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and can purchase it for the right price.

Payment for things vary, A vile of virgins blood, the eyes of a
blind man, it all depends on the needs of the seller.

The Cathedral

The Cathedral is in the center of the forest and is one part meet-
ing place and temple it’s as large as Manhattan island with
building and spires twice as tall as any built by the Patriacracy.
The architecture is a hodgepodge of designs from different cul-
tures mostly made of stone and wood, with metallic roofs.
Mostly empty you can easy become lost in it so before entering
know where you are going.

Inside you’ll find a temple for ever aspect and the grand temple
for the Goddesshead which is the largest structure in the entire
complex. You will also find if you look hard enough your very
own room. Yes all Maga have a room here tailor made to your
needs. Sadly for those thinking of free rent and internet access-
ing your room means seeking it out with magic and being wor-
thy of it (This usually involves doing a number of assignments
for your Patroness at some great personal risk. To give you an
idea, I've yet to gain access to room after dozens of missions
and basic patroness grunt work.

The Cathedral over seen by a group of Maga called the Fates,
And before you ask there are more than three of them...
maybe.... They tend to move about and threes and they do
seem to be a different three ladies when you meet them but they
all know what the other trios know. The Fates also know a lot
about you and cannot be bullshited to so don’t even try.

One of the places you should visit if you make it to the Cathedral
is the Library, It’s full of every book and manuscript written by
a Maga and un-corrupted woman, so nothing from Ann Rand
(Who is the textbook example of rogue Maga, may she be rein-
carnated as a baboon’s asshole.) but millions more offerings
magically translated into wherever language you read best and
over seen by “Tena Pallus”, the librarian who is a Avatar of the
Athena Aspect that lives in the Cathedral.

| could spend more time on the Cathedral, but my advice is if
you get there to explore it on your own or with your coven.

The Dea-Womb

When you became a Maga you bleed out and awaken in blood.
That blood that magical vanished after you’re reborn. That blood
comes from the Dea-Womb, a place deep under the Cathedral
guarded by a dedicated group of elite Furies called the “Kindly
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VATARS

Avatars are small bits of an aspect forged into a physical form.
Aspects are usually confined to places holy to the aspect or their
temples. Avatars are for all intents and purposes a goddess on
Earth with powers that even the most powerful Maga cannot
match.

Creating an Avatar purposes a Danger to an aspect for a lot of
reason chief among them is if'the serpent captures an Avatar they
can uses its connect to an Aspect to destroy it or worse harm the
Goddesshead. For this reason Avatars in danger of such a situa-
tion usually destroy themselves so they can rejoin their aspect.

When an Aspect appears on Earth its usually not as an avatar but
rather as a being of pure energy that can easily fade away if con-
fronted by the serpents Minions. Very few Aspects actually
choose to Avatar and fewer still for pro longed periods of time.

Avatars are best used in game as advisors and not as allies that go
into battle with a Maga.

ones” and all manner of magical traps. This small lake is full
Blood from everyone killed by the Serpent’s schemes and min-
ions and the blood from every Maga.

You can only visit with special permission from an Aspect or
Fates and even then it’s a no touching situation. Many Maga
meditate around the womb to renew themselves or commune
with a past Maga or someone who is part of the womb.

Suffering Sappho Bar

Suffering Sappho is a bar in New York that caters to Maga. May
the owner is a cantankerous one eyed lady who between making
drinking’s and listening to Maga offers up advice and a some
pub food. Also in case you want to cause trouble here, Bar is
May’s place of power so behave yourselves.

Suffering Sappho can be entered by it's New York entrance or
through a series of magical doors placed at false Storefronts in
most major cities. Normally you can only exit to the city you've
entered from, but If you’re on May’s good side she’ll let you use
the bar for quick transportation.

The bar offer not only a place to hang out with fellow maga but
is a safe place with a few rentable rooms in the back (some with
beds) for sisters on the run or who need a place to recover.
May is also the kind of lady that doesn’t mind you bringing a
little trouble into her place as long as you don’t make it a habit.

Ms. Sadie’s School for Girls

Young maga (we call Maidens”) are rare. Lets face it, you're
most likely an adult reading this and your finding it nearly im-
possible to wrap your head around your new life. Now try being
a teenager or younger. FYI, having a child as a Maga means
there is a 25% chance your female Childs will be natrual born

Thankfully there hasn’t been enough time to produce many
natrual Maga. There is however among the newly created Maga
a few dozen of school age world wide. Sadie South has take it
upon herself to teach them and no one in there right minds
seems to want to say otherwise.

This small school in South Carolina is on Sadie’s family estate a
former plantation now outfitted to serve as the Legendary
Maga’s home and a boarding school. The school provides a
safe environment for young maga to learn their gifts and stan-
dard academic studies. No one but Sadie and the goddess
know how many students are there. | for one appreciate the
school exists and | appreciate the fact | was born with enough
common senses not to bother the legendary Maga running the
school about student body size and curriculum.

Aeaea Coffee House

This is not an invitation, but | fell | should mention my place of
employment and residence. This small coffee house id tucked
in a walk down in Greenwich Village in NYC. You can only find
it by accident of invitation and for your sake you better hope the
owner is in a good mood regardless.

Circe Helios, an Avatar of Circe lives here and runs the place
for no other reason than to have it as a meeting place for Circe’s
Maga and to amuse herself with humans that find the place by
accident.
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I’'m the assistant manager, my Roommate Selene and my Boy-
friend Oliver round out the staff. Oliver makes some of bet cof-
fee you’ll ever taste and plays the guitar when not serving. Se-
lene doesn’t really have any duties other than not burn the place
down .

For those needing to cast Girce or Circe elated gifts this is a
great place to do so as It’s a Temple of Circe and gifts dedicated
to her in one way or another are extremely powerful here (Game
Mechanics: +2 Dice).

Going Rogue

Being a Maga isn’t easy. Human nature makes us flawed being
s and sometimes those flaws get the better of us and we take
the gifts granted us and use them not for the betterment of the
planet but the betterment of ourselves.

While there are some intense Maga in the world who methods
even | question, Going Rogue and isn’t just being intense or
violent. The world is pretty fucked up and we need some intense
and violent ladies out there to do the things others won’t. Going
Rogue means breaking less conventional ruels and harming
what we like to call “Innocents” and using your power exclu-
sively for your own personal wants and needs.

Innocents

So what do we call innocents? An Innocent is an uncorrupted
person or a person whom corruption will work itself out over
time if they are [properly motivated. Children are Innocents;
those who live outside the mainstream and try to do good are
innocent, those who live simple lives without the trappings of
society can be innocent and those who fight against the Ser-
pent’s corruption within and without. Unless the person is a
very young child it’s hard to measure their innocents without
reaching out and detecting the serpent in them.  Regardless,
part of what we do is save who we can and first on that list are
the Innocent.

Hubris

The Rogue Maga isn’t a tool of the Serpent, she’s her own thing
and while not corrupted by the great deceiver she has in her
own way become a minor deceiver on her own. Rogue Maga
squander their powers and potential on making their lives better
and telling everyone else to screw themselves. They believe the
fight is too hard or too impossible and become so self absorbed
they all that matter are their own lives and plans. Self corrup-
tion this way is a slippery slope and is something you really
need to watch.

Hubris can in time make you think you are not only right in what
you do but that you are the Equal of the powers you draw your

HuBRIS

Maga have a chance to gain a level of Hubris every time they
selfishly use their Path, Patroness or Gift abilities for personal
gain or against the “innocent. When such an-action is done the
Maga must make a resolve roll against their current Hubris level.
If the resolve roll has more success than the Hubris Level roll no
Hubris is gain, if Hubris wins the character gains a point of Hubris.
A character gaining their first level of Hubris must have no success
on their roll . In case of a Flub the character gains 2 levels of Hubris
instead of one/.

Hubris can only be decreased by spending Favor (5 fayor removes a
level of Hubris) or through a Maga sacrificing 5 Favor for another
Maga to reduce their Hubris. That action can only be done if the
Maga who’s Hubris is being lowered is defeated in a. Allure +
Magic (or Persuasion) vs. the victim’s Resolve + Hubris) roll.

Levels of Hubris

The higher the Maga’s Hubris the harder it is for them to access
Mana, they may have the knowledge of a Gift but/lack the power to
use it as their Maga refu<es to restore. For Succubus this is less of

an issue as they can just gain Mana back through draining. Still
even that doesn't help as much as they like. Succubus steadily lose
1-Mana an hour making their need to restore it far greater than
usual

Hubris Level Hubris Flaw

Level 1 None

Level 2-3 Manareturn as if your Spirit was one Lower

Level 4-5 Mana return as if your Spirit was two Lower

Level 6-7 Mana return as if your Spirit was three Lower, , -1 dice

to all rolls when Mana is at 1/2 or less

Level -8-9 Mana return as if your Spirit was four Lower, -2 dice

to all rolls when Mana is at 1/2 or less

Level 10 Cannot restore Mana normally, -3 to all rolls when
Mana is at 1/2 or less, +1 to rolls to restore Mana to

it’s Maximum level.
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HUBRIS- CONT

Restoring Mana the hard (Or easy way) The wraith of Hubris

Maga wanting to restore Mana quickly gain it through a variety of Aside from the los of the abilty to recoup Mana normally Maga
means. Such dark restorations cause an instant rise in Hubris that with high hubris start’to change physically. Every Level above four
cannot be resisted a loss in the general humanity of the Maga. causes the Maga to/deform based on the main source of her Hubris.

Blood: The Maga drinks the blood of a living person out of a bowl of silver, - Hubris type  Hubris Deformity

crystal or glass, 1/2 pint restores one point of Mana.

Devour: The mana eats a person. This can be done by cannibalism of part
with a pound of flesh equaling one Mana point. Some Maga prefer the even
more potent eating a person whole (Usually shrinking them or turning them Greed/ The character grows blubberous and her limbs short and
into something small and edible). This kind of devouring' restores the vic- Gluttony thick.

tims spirit Dice in mana. If the target has a Spirit of 2 then roll D6 on Spirit
dice to see how many Mana is restored. This also works if the victim is
imbibed as a drink, smoked or absorbed. Pride The character grows large warts .
Sacrifice: The victim is killed via a Rite (Level 2) and all their Current

Mana and Spirit Dice mana can be funneled to the Maga or a group of maga | Sloth The character starts being a hunchback.
equally. If the victim is an innocent the Spirit Dice is roll is always consid-
ered the maximum roll. So if a target has 3 spirit Dice then the roll is al-
ways 18.

Worship: Slow but constant the Maga find worshipers who revere here as
a goddess and or icon. For every 10 worshipers the Maga can restore one
Mana point daily.

Envy The character grows gaunt and thin. Her limbs length
increase

Lust The Character face looks like a bad facelift.

Wraith The Characters teeth sharpen like sharks. And their
fingernails turn into talons.

powers from. The good news on that front is your belief in
yourself boosts your potential. But it also disconnects part of
your power from the goddess head and weakens it. Your en-
ergy (mana ) doesn’t return as fast as it used to because you
don’t have the same kind of connection so like a junky you look
for a new fix and that fix comes from finding new ways to re-
plenish you’re your energy

Eventually if your Hubris reaches a certain level you go rogue
and you become something other Maga must deal with. Your
power has to be returned to the Goddesshead and there are only
two ways to do it. Convince the Rogue-Maga to rejoin the cause
or destroy her.

Personally | rather talk first and toss magic around later but
sometimes you have no choice , especially if the Maga is sus-
taining herself and her power off of Innocents.

When Dealing with Rogue Maga you should realize that most do
not recognize you as a spiritual sister and will attempt to de-
stroy you as they would a human or insect. This is why they
are in their own way as dangerous as the Serpent and why be-
ing aware of Hubris and how it changes you is something all
Maga should know.




Rogue Maga and the Serpent

The Serpent sees Rogue Maga as a cancer in the Goddesshead
it wishes to spread. Every Rogue Maga takes power away from
it's foe and Rogue Maga tends to promote the things it wishes
to spread like envy, hatred and greed. The added bonus they
love to the “taste” of innocents makes our lost sister’s some of
the greats accomplices of our eternal foe.

Rogue Maga on the other hand tend to be so self absorbed they
cannot see how their actions are helping the Serpent. Many in
fact believe the Serpent is a myth made up by the Goddesshead
to keep Maga in line. They deny the existence of such a being
and it's ability to manipulate them.

THE SERPENT

The Serpent isn’t a thing we can ht or throw lightning at. | wish
it was, but it isn’t. Think of it as a parasite on a metaphysical
level that wants to become the spirit of our world To do this
it's destroying the power of our planet, corrupting the lives here
and making a general mess.

Hate, greed, environmental destruction and just about every-
thing wrong with the world and society is the Serpent. Sadly
most of humanity has no idea it exist and worse a lot of them
have fallen prey to it. Yet still we fight and in order to fight well
you need to know your enemy.

Know thy enemy

The Serpent, Ouroboros, the Great Deceiver and Jormungander
are but a few of the names we call it. For a Maga he is the
power behind the Patriarchy throne and the greatest foe of all.
The spirit of a dying world that came to our world to take over
he has become over the millennia so ingrained in our beliefs and
lore we have inadverntly gave it power over us.

While not as powerful as the Goddesshead it is strong enough
to hold it at bay while it literally poisons the life force that feeds
our mother. The greedy and the hateful, and the selfish make it
powerful and in a society where those things have become more
common place it’s power increases.

As time goes by there are very people who are not at least a
little bit corrupted it, the Politician who places money over lives,
the hateful extremist and the internet troll all in their own way
feed the serpent and by doing so they make themselves our
enemy.
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Sadly we can’t go and exterminate every crooked politician ,
hatemonger or cyber bully on the planet. Instead our fight is
mostly with the Serpents more organized minions who further
its goals on earth ion a variety of ways.

The Society of the Serpent

The Society of the Serpent or SOS is a modern group of busi-
nessmen, politician, celebrities and media moguls who are
aware of the existence of the Serpent, maga and the magical
nature of the world. They are what remains of the original
group that made a pact with the great deceiver and the con-
sciously manipulate the world to empower the serpent in ex-
change for earthly power.

SOS public face is the Keepers of truth, a benevolent semi-
religious order that to most seem like an all male charity whom
wants nothing more than to show other man how to be proper
sons fathers and husbands according to “ancient” law. The
Keepers of the Truth holds rallies, supports hospitals and law
enforcement to various around the world.

They also promote through their beliefs imperialism, war, the
near enslavement of women, hatred towards certain peoples
and anti intellectualism. For them the best way is the old way
when men protected, women obeyed and outsiders to your so-
ciety was dealt with brutally.

It should be to no ones surprised that the SOS’s power base , is
North America and Europe. The paranoia running rampant
through the western world is not only spawned by the organiza-
tion but shows the SOS’s connection to that part of the world.

From Ancient, Greece and Roman, through the dark Ages, the
age of conquest and even through the great world wars the
SOS has lead their chosen people towards one goal, the mili-
tary, social and political conquest of the world. It has created
heroes to love and enemies to hate, It has occupied the masses
with hate and fear playing a centuries long game that will culmi-
nate in the what they see as a stable world order controlled by a
wealthy and privileged few.

Goals

The SOS literally wants to rule the world. To this end they are
destabilizing governments, using the media to false information
and doing whatever it takes to stupefy the masses.

The SOS like most of the Serpents pawns preach “survival of
the fittest” . To this end they promote the deconstruction of




various welfare programs, The proliferation of firearms among
their chosen and the vilification of poverty.

Membership

The SOS is all male and mostly of European decent. They
choose members who they have the right combination of intelli-
gence and charisma to influence the world. Members usually
come from conservative political families, low level Keepers of
the Truth members or those who on their own find truth in what
the SOS believes.

They slowly move that person up the ranks revealing to them
more and more truths in the manner of a secret society. There
are 16 tiers in the SOS, each one with a revelation (Maga exist-
ing is number 12) 90% of all members are no higher than Tier 5
with 10% being the true powers and making up tiers 6-18. Tiers
under 10 have no idea the SOS exist and at that point thing they
are just Truth Keepers or member of one of the other related
organizations (Black Viper or New Saints church).

To rise above 9 to 10 they must ritualistically dedicate them-
selves to the Serpent or as they call him “Ouroboros.”. Most
blindly think it’s a name for a monotheistic god and have no
idea it's something else. Once to tier 10 the SOS member is
taught to revere the Ouroboros, the snake eating its own tail .
They are taught it’s a symbol for the divine truth and that the
vilification of the snake comes from “Women, inferior races and
pagan beliefs”

They are also at this point given a choice to either work behind
the scenes or be a face for their cause . Those that work behind
the scenes are called the “Right eye” use their gain wealth and
prestige to subtly push the world on the path the organization
wants. They also do most of the dirty work including keeping
the truth hidden and disposing of dissidents . The “Left eye”
work publicly be it as a vocal pundent, politician, celebrity or
religious leader. They are the voice of the SOS who’s job is to
show the world the right way and to point out to the world who
the real foe is.

Black Viper

While the serpent can mobilize a military force if need be, the
nature of politics prevents it from doing so quickly and effi-
ciently via the countries under it’s sway. Black Viper however is
a private Military contractor based in |daho with annexes in over
dozen other countries that act as the Serpents quick response
military team under the guise of a Private security and intelli-
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gence firm.

Black Viper official came into being in 1968 as both a Vietnam
era team of mercenaries hired out to protect corporate interest
from civil rights and ant-war protesters . The Organization how-
ever has roots thousands of years old with bands of warriors
for Hire, The knightly order of the Dragon and Hussar merce-
naries.

The members are by necessity low tier members of the SOS,
but despite the alliance Black Viper has its own leaders and
agendas (The Snake loves competition). Agendas carried out
not only by humans but by those enhanced by their master to
be superhuman warriors.

Goals

The organization goal is to bring peace by any means. Sadly
the peace they want requires the extermination of anyone not up
to the standards of the Serpents. Minorities, women, those
that’s tand up against the system are all targets of Black Viper
who use their prowess as an intelligence and security firm to
find those they wish to remove and with the help of the SOS
vilify them enough so that when Black Viper moves in no will
protest their methods or brutality.

Maga should be especially wary of Black Viper as they are the
Serpents soldiers against us. Many have been enhanced to be




resistant to our abilities and almost all of them know of our ex-
istence and how to eliminate us. Black Vipers teams are often
dispatched to areas where Maga “influence” has been detected.
Once there their methodology is to root us out and then capture
(for interrogation and torture) or kill us. (Killing being their op-
tion of choice).

Members

Black Viper recruits from the military, police force and intelli-
gence higher pay and better benefits for those who are already
corrupted by the Serpent or who has potential to do so. New
members must go through the “Crucible”, a 6 month training
course where almost half of them drop out or die as they are
pushed to their limit and indoctrinated with tales of the Knights
of Dragon, conservative beliefs and general hatred.

Those that survive are told to join the truthkeepers and become
official assets of Black Viper. It’s at this point they are assigned
to a an annex so they can respond quickly to a situations world
wide or in the case of some of their best assigned to a SOS
member working in the public as a bodyguard.

If the Black-Viper member proves themselves in the field they
are recalled for “enhancement.” Enhancement is done under
the guise of a medical procedure. What is really happening is a
an alchemical enhancement not unlike our ritual of rebirth where
they are injected with the venom of Ouroboros and granted a
variety of abilities including enhanced speed, strength and
shape shifting abilities.
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The New Saints Church

Burn Witch Burn, Kill, Kill , Kill. The New saints church is a new
evangelical christen sect who isn’t new at all. In fact the New
Saints aren’t even Christian but a church that uses a hate filled,
greed based Christianity to cover up its worship of the Serpent.

The New Saints started thousands of years ago as a group of
pagan priest of Quroboros who used their fear and some ser-
pent based gifts to turn the world against the Maga. In fact
every inquisition and witch burning in History can be traced
back to the group that would one day become the New Saints.
Today New Saints meet in three stadium sized church one in
Houston, One in London and one in Kansas. Their Reverend
Josiah Brand (Or his deacons) either live or via video preaches
that wealth comes through prayer, lack of wealth is a sign of
disfavor, women are the slaves of males , gays are evil and non-
whites are cursed.

News Saints also owns its own television network (Saints TV),
several radio stations, Movie studio and a has a strong internet
presence. In fact only ASP-news reach more people using mod-
ern broadcasting techniques with the words and lies of
Ouroboros.

Goal

New Saints main goal is to bring worshipers to the Serpent.
reverences and worship increases its power despite the fact
many of those involved have no idea they are actually giving
power to Ouroboros.

To that end they Josiah Brand makes his followers feel special
and persecuted by the rest of the world or as he calls it “The
Great Whore of Babylon” . Yeah , | know that’s not subtle at all.
Brand and his cronies also preach the evil of allowing women
any power, gay-corruption, books and other media dealing with
anything supernatural and even the curse of dark skin.

New Saints also use their pulpit to vilify Maga opening. They call
us the Lesbian brides of the Great whore and have built a pow-
erful conspiracy about us. While non-members think very little
of it and see it as a joke, followers have used that conspiracy to
justify assaults, kidnapping and murder.

Also it’s never good when people find out we’re real and all they
know about us is what the New Saints preach.

Members

Members for the New Saints church are usually recruited from




nAN

other Christian sects that are not “radical enough” for the per-
son seeking religious enlightenment. The Snake handling used
by Josiah Brand and others in the church adds a bit of adven-
ture and spectacle that attracts the young as does the pop-
band like musicians that perform at services.

Followers who follow the church are not allowed to join and be
“baptized” until they have proven themselves through donations
and or work for the ministry. Male followers must also be
Truthkeepers in good standing before allowed into the church
officially,

The Baptizing of members is a Serpent ritual that literally makes
that person the eyes f their master and high ranking members
of the SOS and related organization. They can at any time look
through the eyes and hear through the ears of any baptized
member of the church making the church members unwilling
spies .

The Church and other Serpent related groups use their spies to
find Dissidents (Including Maga”), to learn the plans of their
enemies through infiltration and even gain blackmail material.

Most members of the church are not allowed to rise above tier
nine as such knowledge may be too much for them to take.
Those that do are gifted by the Serpent in many mystical secrets
allowing them to control minds and exorcise “Demons”. Some
of the demons exorcised are things like free will and sexual ori-
entation. Others are Patroness attached to the Maga. Yes they
can undo the ritual of rebirth, which is why being captured may
be worse then being killed.
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ASP news

Started by Australian Billionaire Arnold Roark , ASP (then called
ASAP) appeared out of no where in the 1990’s a conservative
news and business cable network. “As Soon as Possible” was
their slogan and at first, believe it or not it offered actual news
by actual journalist. Yes they still had the right wing slant but it
was actual truth with some fairness to other political beliefs.

It was when Roark, a truth keeper, reached tier ten in 1998.
ASAP became ASP (You have to give it to the Serpent and its
commitment to the snake motif Jand its war against liberalism,
women, minorities and the poor started in gusto. It’s commit-
ment to anything close to the truth however lessened , while its
commitment to hatemongering increased.

Through ASAP the rich, powerful are portrayed as victims of a
liberal bias or a war against “Conservative/religious values. Mi-
norities where turned into leeches on society and Women as
defying the natrual order by wanting to be more than barefoot
and pregnant.

ASP has expanded beyond the news in the last two years
branching out into ASP sports, ASP family channel and ASPia
(channel for women shoeing them their place)

Goals

ASP is the Serpents propaganda machine. To that end it wants
to keep as many people as possible afraid and angry. Roark,
feels that because of his hard work he deserves to be more than
a Tier 15 and will do anything to rise in prestige and power
among the SOS, including producing infighting in his own or-
ganization (To weed out the week) and start wars with nothing
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more than sound bites and questionable footage.
Members

ASAP is the only Serpent back organization with women in
prominent positions. Roark sees himself as the true master of
and Ouroboros as just a means to an end and will do as he
pleases to get the job done.

All members of ASP are employees with very few actually being
Truthkeepers, They are however those who believe in the views
of the Serpent or who can at least be paid to spout the Serpents
Views.

For most employees this is a job not some branch of a secret
organization. In fact aside from Roark, only a handful of ASP
executives are even aware of it’s connections to the Serpent and
the it’s minions.

Children of Jormungander

You have to love to hate Nazis. However you don’t have to love
their origins. It will come to no ones surprise the Serpent was
the true master behind the master race, with the Thul society
(their occult division) using gifts from the serpent to battle the
Allies and bring the world closer than it had even been to the
destruction.

What you may not know is after World wear two the Thul Soci-
ety slipped away into a pocket reality they call Valhalla with Nazi
secret weapons, magical artifacts and various monsters, They
took the name the Children of Jormungander and has since
then been backing hate groups around the world. The Klu Klux
Clan, the Neo Nazis and more are little more than the fingers of
the “Children’s”, twisted hand.

Controlled by the “The Right hand “, a secret group of SOS
mystics who are all tier 18 and all former Nazis. The Children of
Jormungander sees itself as a not so secret organization in a
secret organization, to them they are the true servants and
Priests of Ouroboros (who they call Jormungander) and all oth-
ers are pawns and sycophants.

The Organization itself has not only its Mystic right hand but it’s
military left hand, A cadre of military leaders who access to
their own soldiers (Many trained in American military, hate and
militia groups.) and even some augmented through a combina-
tion of mysticism and science into “Ubermensh” , super human
soldiers loyal to their organization to death and beyond.

Goals

The Children of Jormungander has two goals, The eradication
of all non-whites and undesirables (LGBT, Jews, freethinkers,
etc) onthe planet and to become the masters of the Serpent.
Yes, leave it to the Nazis to want to be the evil behind the great-
est evil of all times.

To help with the first goals they have seeded many military and

police organizations with agents that help promote the oppres-
sion of minorities and others. They have made racial profiling a
‘useful tool” and the militarization of law enforcement the norm.
They also work to assassinate would be leaders of those they
hate and paint self help organization of those they hate as anti-
Christian, anti Anglo and or anti freedom. Using organizations
like the Nation Gun Association (NGA) they have made it easier
for like minded civilians to gain weapons in preparation for their
Planned Race war in the new future.

Their other goal involves a future hostile take over of the SOS
and the gathering of enough ancient artifacts and knowledge to
bind the Serpent to their will. This will take place after the de-
struction of the Goddesshead (which they will help bring about).

The love of powerful artifacts is has driven these bastards to
decades and is the reason why you may be called upon to pre-
vent them for unearthing or stealing such items in your Maga
duties.
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Members

CHAT: Magil:almavens. com

The Children of Jormungander is ran exclusively by Nazis kept
young through science and magic. Both the right and left hand OMSadie: We're our own
hold the ranks of Reichsfiihrer and run the organization like its - WOFStt'T’”e’?.y'h't‘f Wetgpe“t ‘
own military with officers in command and enlisted men doing more ime NgNting ne Snaxe

and less time arguing the war
most of the grunt work. would be over.

New Members are recruited from various militias and hate HiphopHex: Says the lady
groups and depending on their temperament placed in either the pretendn to be the one and

Mystic branch, military branch or propaganda branch. They are only WWOTS
also reeducated and told about the true plans of the organiza- #berealorbegone
tion. The Children of Jormungander does not hide the fact it is
in league with Ouroboros among its members. ELocaBruja: OMSadie,
Please forgive the kid, She’s
new.

Truthkeepers who are taken in are taught how their organization strollsbecometoads

while a good start is two week to do what needs to be done .
They also in turn become spies against the SOS itself for the

Children of Jormungander Webmistress Minerva:
OMG HHH, OMS is the WWOTS.
And since you’re new I'll say
this once, my site is troll free.
#trollsaredeletedirl

OMSadie: Don’t worry I'm
not going to cast on a child or
another Maga. Whicjh is a
stance more of us need to
take.

Webmistress Minerva:
| agree, we really need to
reach out to Rogues and help
them come back into the fold.

HiphopHex:What's a
Rogue?

#sorry

#notatroll

OMSadie: Expect the bro-
chure and paperwork for my
school to arrive at your
home today.

Webmistress Minerva:
Start packing your bags now
HiphopHex, no is not an op-
tion with OMS.







Maga are extremely powerful but they are far from the
top of the mystical food chain. In a world of goddesses
and ancient snakes there are all manner of creatures
that can a player can find themselves allied with or pitted
against.

USING TRIENDS AND TOES

The people present here represent the most basic of po-
tential allies and foes for a character through her adven-
tures.

Game Mistresses should keep in mind that not everyone
characters meets will need attributes and those that do
should be ones that are important to an adventure. She
should also know that while basic abilities and knowl-
edge are given she should feel free to modify the infor-
mation given to fit her own adventures and idea.

In most cases skill levels can be moved about to fit a
specific concept and benefits and flaws can be added as
the Game Mistress sees fit.
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fAavoR Anp Fors

Creature/person listed here comes with a favor Gain.
That number is how much favor is gained for defeating
the creature/person in the duty to the Goddesshead.

In some cases however the favor gained listed should be
altered as not to grant players Favor to fast. If the battle
goes to east the Game Mistress should feel free to give

less Favor or in some cases no Favor for defeating a fie.

HORROR

Some creatures are so inhuman as to cause those look-
ing at them to experience overwhelming terror. In some
case a high enough resolve can negate Horror but in the
cases it do not.

A character resists Horror every turn of combat they are
in with a creature with the benefit. This is done by mak-
ing a resolve or Resolve+Arcane roll with a difficulty
equal to Horror level.
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If the roll fails the character rolls on the chart bellow to
find out the result of the Horrific experience.

TIORROR ToL:-b6
HORROR EXPERIENCE.

Run: The character tries to get as far away from
the horrific situation as possible

Jitters: The character is —1 die to all rolls
against the creature.

Berserk: The character lashes out at random at
everything

The character loses the ability to talk for D6
hours.

Lost Resolve: The character loses level of Re-
solve for the day.

Freeze: The character cannot act fro he remain-
der if combat (including Dodge)

Horror and Magic

While Maga are used to magic and cannot be scared by
it normal humans exposed to magic especially as a vic-
tim is faced with their view of the world be broken as the
watched and the Gamemistress for added drama can
make a human make a Horror rolls. The level of the
spell.

Humans

Humans are normal members of humanity untouched by
magic. Humans are normally no match for a Maga alone
but in groups they can become dangerous.

Agent

Working for various intelligence and federal law enforce-
ment agencies world wide the agents trained not only to
fight but to gather intelligence on a target and observe it.

Type: Human

Favor gained: 2

Attributes

Muscle: 3 Agility:2 Tough:3
Brains: 3 Allure: 2 Resolve: 3
Spirit: 1 Luck: 1 Mana: 5
Dodge Dice: 6 Combat Dice: 5 Magic Dice: 0
Knowledge

Athletics 2, Battle 3, Drive 2, Instinct 2, News 2, Law 4,
Observation 3, Persuasion 3, Ruse 3, Survival 3, Scho-
lastics 3, Technology 3

Benefits

Law Dog: The character is a member of local law en-
forcement with the right to dispense justice as they see
fit.

Flaws

None

Swag

Kevlar Vest (Armor 6)

Semi Automatic Pistol (2 Clips)

Gifts

None

Attacks

Punch/Kick: 5

Semi Automatic Pistol: 12
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Average Adult Human Gifts

Humans are far more dangerous than one would think. ~ Mob Mentality: For every three humans in combat with
Combining intellect, with a relentless nature they have & common goal all the humans with that goal gain +1
managed to exterminate animals and creatures far more  Dice to all rolls. The Maximum bonus dice a mob can

powerful than themselves. gain is +5.
Attacks
Type: Human Baton: 6
Favor gained; 1 Punch/Kick: 5
Attributes Semi Automatic Pistol: 12
Muscle: 2 Agility:2 Tough:2 Taser: 1 Round, Range 15 feet: Target must make Fi-
Brains: 2 Allure: 2 Resolve: 2 ness+Resolve with a difficulty of 5 or be rendered un-
Spirit: 1 Luck: 1 Mana: 5 able to move or act for D6 minutes.
Dodge Dice: 3 Combat Dice: 2 Magic Dice: 0
Knowledge Intellectuals
Drive 2, Instinct 1, News 2, Observation 2, Scholastics
3, Technology 2 Intellectuals while non combatants (usually) make up for
Benefits their lack of physicality with intelligence and expertise.
None Be it as a doctor, scientist or technician.
Flaws
None Type: Human
Swag Favor gained: 1
None Attributes
Abilities Muscle: 1 Agility:2 Tough:2
Mob Mentality: For every three humans in combat with  Brains: 3 Allure: 2 Resolve: 2
a common goal all the humans with that goal gain +1 Spirit: 1 Luck: 1 Mana: 5
Dice to all rolls. The Maximum bonus dice a mob can Dodge Dice: 2 Combat Dice: 2 Magic Dice: 0
gain is +5. Knowledge
Attacks Drive 2, Instinct 1, News 2, Observation 3, Scholastics
Punch/Kick: 4 3, Technology 2 (Choose one of the following skills at
level 4 Medicine, Scholastic, Science or Technology)
Black Viper (Low Tier) Benefits
These guns for fire are the unaugmented members of None

the worlds most notorious private security firm. Still de-  Flaws
spite lacking augmentation they are still well trained and None

dangerous. Swag

Type: Human None

Favor gained: 2 Abilities

Attributes Logic: The characters dedication to logic grants them
Muscle: 3 Agility:3 Tough:3 +1 dice to rolls to resist magic that alter the mind or
Brains: 2 Allure: 2 Resolve: 3 senses.

Spirit: 1 Luck: 1 Mana: 5 Attacks

Dodge Dice: 9 Combat Dice: 6 Magic Dice: 0 Punch/Kick: 3

Knowledge

Athletics 2, Battle 3, Drive 3, Instinct 3, News 2, Obser- Police
vation 2, Persuasion 3, Ruse 3, Scholastics 3, Survival While most law enforcement types are law abiding them-

3, Technology 2 selves, a growing number corrupted by the serpent have
Benefits made their presence known.

None

Flaws Type: Human

None Favor gained: 2

Swag Attributes

Kevlar Vest (Armor 6) Muscle: 3 Agility:2 Tough:3

Semi Automatic Pistol (2 Clips) Brains: 2 Allure: 2 Resolve: 3
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Spirit: 1 Luck: 1 Mana: 5
Dodge Dice: 6 Combat Dice: 6 Magic Dice: 0
Knowledge

Athletics 2, Battle 3, Drive 2, Instinct 1, News 2, Law 3,
Observation 2, Persuasion 3, Ruse 2, Scholastics 3,
Technology 2

Benefits

Law Dog: The character is a member of local law en-
forcement with the right to dispense justice as they see
fit.

Flaws

None *Although A Few may be a combination may be
Racist, Classist or Fascist)

Swag

Kevlar Vest (Armor 6)

Semi Automatic Pistol (2 Clips)

Gifts

Mob Mentality: For every three humans in combat with
a common goal all the humans with that goal gain +1
Dice to all rolls. The Maximum bonus dice a mob can
gain is +5.

Attacks

Baton: 6

Punch/Kick: 5

Semi Automatic Pistol: 12

Taser: 1 Round, Range 15 feet: Target must make Fi-
ness+Resolve with a difficulty of 5 or be rendered un-
able to move or act for D6 minutes.

Solider
Trained members of the military soldiers loyalty are to

their country.

Type: Human

Favor gained: 2

Attributes

Muscle: 3 Agility:3 Tough:3
Brains: 2 Allure: 2 Resolve: 3
Spirit: 1 Luck: 1 Mana: 5
Dodge Dice: 9 Combat Dice: 6 Magic Dice: 0
Knowledge

Athletics 3, Battle 3, Drive 3, Instinct 3, News 2, Obser-
vation 2, Persuasion 3, Ruse 3, Scholastics 3, Survival
3, Technology 2

Benefits

None

Flaws

None

Swag

Kevlar Vest (Armor 6)

Semi Automatic Pistol (2 Clips)

Gifts

Patriot: If fighting for their country or following orders the

Patriot cannot Flub a roll.
Attacks

Baton: 6

Punch/Kick: 5

Assault Rifle: 15

Survivalist

Survivalist believe what the NGA spouts, that divination
is teetering on the edge, The government is being taken
over by liberals and black and brown people are plotting
arace war .

Survivalist gather in hidden wilderness conclaves away
from those they fear are out to get them.

Type: Human

Favor gained: 2

Attributes

Muscle: 3 Agility:2 Tough:3
Brains: 2 Allure: 2 Resolve: 3
Spirit: 1 Luck: 1 Mana: 5
Dodge Dice: 6 Combat Dice: 6 Magic Dice: 0
Knowledge

Athletics 3, Battle 3, Drive 2, Instinct 1, News 2, Obser-
vation 2, Persuasion 3, Ruse:3, Scholastics 3, Survival
4, Technology 2

Benefits

Flaws

Paranoid

Racist

Swag

Kevlar Vest (Armor 6)

Semi Automatic Pistol (2 Clips)

Gifts

Mob Mentality: For every three humans in combat with
a common goal all the humans with that goal gain +1
Dice to all rolls. The Maximum bonus dice a mob can
gain is +5.

Attacks

Assault Rifle: 15

Punch/Kick: 5

Semi Automatic Pistol: 12

Thug

The thug is a low level grunt , or criminal specializing in
strong arm techniques and intimidation. Thugs can be
street toughs, gang members, Mercenaries lacking seri-
ous training.

Type: Human
Favor gained: 2
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Attributes are -2 Dice to all rolls for 1 minute. If used on an ttem
Muscle: 3 Agility:2 Tough:3 that device does not work properly for the duration
Brains: 1 Allure: 2 Resolve: 2

Spirit: 1 Luck: 1 Mana: 5 Commune (Level 1): The magician communes with the
Dodge Dice: 6 Combat Dice: 6 Magic Dice: 0 spirit world and can see spirits and normally invisible
Knowledge things for up to a minute.

Athletics 3, Battle 3, Crime 3, Drive 2, Instinct 1, News 2,
Observation 1, Scholastics 2, Survival 2, Technology 1 Exorcise (Level 2): The magician may uses this spell to

Benefits remove the harmful effects of gifts and horror form a vic-
Flaws tim. Exorcise grants target another resist roll to those
Paranoid effects with the added bonus (And dice) of the Magi-
Racist cians Spirit).

Swag

Kevlar Vest (Armor 6) Healing (Level 1): Heals 3 points of damage and grants
Semi Automatic Pistol (2 Clips) +2 dice to fight off poison and disease. The poison and
Gifts disease bonus lasts 1 minute)

Mob Mentality: For every three humans in combat with

a common goal all the humans with that goal gain +1 Justify (Level 2): The Victim of the spells Muscle, Agility
Dice to all rolls. The Maximum bonus dice a mob can and Tough is increased by 1 for 1 minute.

gain is +5.

Attacks Rebuke (Level 2): Magical creatures witin line and sight
Knife: 6 (maximum of 20 feet) take 5 points of damage.
Punch/Kick: 5

Semi Automatic Pistol: 12 Reveal (Level 1): The Magician can force a victim witin

20feeet to take their true form or at the very least reveal
their true nature. Minions of the serpent briefly take on a
shake like appearance to those in range who believes as
the magician and maga appears in the trapping of their
Patron goddess.

Magicians

While Maga and Serpent Priest are the most powerful
human related practioners of magic on the plant they are
not the only ones.

Revelation (Level 2): This rite takes D6 hours of medi-
tation to activate. If successful useful glimpses of the
past present and future are revealed cryptically to the
magician

Pagans, Priests, Shaman and more practice a kind of
magic be it through connection to Gaia the Cosmic as-
pect of the divine or even goddesses they can work mi-
nor magics can be worked by true believers in the super-
natural.

Magician Gifts

No matter the source of he power or the belief behind it
all Magicians have access to the same types of gifts.
For a priest healing is laying on hands, for a pagan it's a
spell and for a shaman its removing corrupting spirits.

Gifts use mana and are thus assigned a level.

Bless (Level 2): An item up to 50Ibs is imbued with
magic and gains +2 armor and does +2 damage against
those the magician views as an enemy of their belief.
This lasts up to 1 hour.

Blight (Level 2): The victim of the gift must be witin 20

feet of the magician. If they are fail to resist this gift they { ‘




tical energy. Those the Magician view as harmful must
make a Difficulty 3 resolve roll to enter the area and are
—1 Dice to all rolls while in the area. This ability last 1
hour normally but for 5 mana can be made to last a day.

Pagan

Pagans include practioners of modern magics be they
based on a earth worship, goddess worship or ancient
pantheon belief.

Pagans tend to think their magic is the one true “magick”
and are both surprised and frightened when thy discover
there are older and more powerful magics they don’t
have access to.

Type: Magician
Favor gained: 2

Attributes

Muscle: 2 Agility:2 Tough:2
Brains: 2 Allure: 2 Resolve: 2
Spirit: 3 Luck: 1 Mana: 15
Dodge Dice: 3 Combat Dice: 2 Magic Dice: 6
Knowledge

Arcane: 2, Drive 2, Instinct 1, News 2, Magic 3, Obser-
vation 2, Scholastics 3, Technology 2

Benefits

None

Flaws

Karma: Pagans must make a difficulty 2 resolve roll
when using gifts to do harm when not protecting them-
selves or another. If they fail they are -21 to all rolls for
the next hour.

Swag

None

Abilities

Gifts: The character has a total of 5 Level of Magician
Gifts.

Attacks

Punch/Kick: 4

Priest

A Priest need not be an actual Priest, but can any true
believer in an aspect of the cosmic creator in the form (of
a monotheistic being be or concept that include, Christi-
anity, Judaism, Islam and Buddhism.

Type: Magician
Favor gained: 2
Attributes
Muscle: 2

Agility:2 Tough:2
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Sanctify (Level 2) : A place up to 20ftX20ft is grant mys- Brains: 2

Allure: 2 Resolve: 2
Spirit: 3 Luck: 1 Mana: 15
Dodge Dice: 3 Combat Dice: 2 Magic Dice: 6
Knowledge

Arcane: 2, Drive 2, Instinct 1, News 2, Magic 3, Obser-
vation 2, Persuasion 3, Scholastics 3, Technology 2
Benefits

None

Flaws

Dogma: Priest have a hard time seeing mystical con-
cepts outside their belief system as anything but evil.
When confronted by such things they must make a Re-
solve difficulty 2 roll or treat it as the enemy.

Swag

None

Abilities

Gifts: The character has a total of 5 Level of Magician
Gifts.

Attacks

Punch/Kick: 4

Shaman

A Shaman is anyone who’s magical belief system is
based on tribal ritual and religion. Medicine men, Voo-
doo/Santeria priest and Aboriginal holy men are all Sha-
man.

Type: Magician
Favor gained: 2

Attributes

Muscle: 2 Agility:2 Tough:2
Brains: 2 Allure: 2 Resolve: 2
Spirit: 3 Luck: 1 Mana: 15
Dodge Dice: 3 Combat Dice: 2 Magic Dice: 6
Knowledge

Arcane: 2, Drive 2, Instinct 1, News 2, Magic 3, Obser-
vation 2, Scholastics 3, Survival 3, Technology 2
Benefits

None

Flaws

Ritual: The Shaman uses dance, song and chant to use
gifts. Because of this they are —2 Dice to do anything
else other than use a Gift in combat.

Swag

None

Abilities

Gifts: The character has a total of 5 Level of Magician
Gifts.

Attacks
Punch/Kick: 4




Minion Of the Serpents

The Serpent has granted its most trusted members pow-
ers beyond that of mortal men. Those touched by the
great deceiver resemble at first resemble normal hu-
mans. But when they activate certain abilities (Those that
cost mana) they grow more snake like starting first with
the eyes, than tongue than skin.

All minions of the serpent are also granted a set of base
abilities:

Bound to the Serpent:

e The character may spend 1 point of damage to heal
one point of normal damage instantly. They may
heal magical damage by spending two points of
mana per point of damage and spend 5 points of
damage to regrow a limb or organ.

e The character can see/sense into the infrared spec-
trum and view the heat of those around them up to
100 feet.

e The character can spend 1 Mana Point a minute to
assume the form of another person of their same
height and weight.

High Favor Abilities

As a characters connection to the Serpent increases they
can access other abilities. Those abilities also increase
the favor gained for defeating the minion. These High
Favor abilities are given a value of 1 to 3 marking their
favor increase.

High favor abilities include:

Bite (2): The minion may bite a target using tractable 4-6
inch fangs. The fangs do Muscle+2 damage and ignores
half of natrual or worn armor. If the Fangs do any
amount of damage to a target that target is injected with
venom. They venom lowers all the characters attributes
by 1 every round of combat if the character tough
reaches 0 they die.

Consume (1): The character can unhinge their jaw to
consume things as wide as the minion. Consuming
takes time (about a minute every 30 pounds consumed)
and is less of an attack and more of a way to get rid of
evidence and bodies.

A minion may consume anything and is immune to nor-
mally harmful chemicals and poisons and digestions of a
consumed object or victim happens in minutes and the
consumer heals a number of levels of damage per a con-
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sumed victim.

Corrupting Pheromones (2) : Those not “Bound to the
serpent” near the must make a Difficulty 3 Resolve roll
or become racist , xenophobic, overly competitive, ma-
nipulative and a general nasty person for as long as the
minion is in range (SpiritX10 feet)

Constrict (2): The minion can attack and wrap their
arms and legs around a target constricting it. A con-
stricted target must make muscle roll or Muscle+Ruse
roll to escape the attack (Muscle+4)if they fail they can-
not move and take Muscle +3 damage every combat
round. Constrict ignores natrual armor and half of worn
armor. If constructs lasts 3 rounds the victim must make
a Muscle rolls with a difficulty of 3 or fall unconscious
from lack of air.

Gaze (1): Those looking directly at the minion become
entranced by their eyes . The minion gains +2 Dice to hit
them and rolls to persuade/manipulate them.

Gift Resistance (1): The character gains +3 Dice to re-
sist harmful maga gifts.

Naga (3): The character can spend 5 Mana points to be-
come a being with the upper body of a scaled being and
the lower body of a snake. In this form they gain +2
Muscle Agility and tough, Armor 3 and +3 Athletics.

Spit Venom (2): The minion spend 3 mana points to spit
up to 50 feet away a poisonous venom. Those hit by the
venom not protected by magic or a full containment suit
must make a Tough roll with a difficulty of 4 or take D6
damage that cannot be lowered by any means. The vic-
tim also have has their Muscle and Agility levels lowered
by 1 for D6 hours.

True Shapeshifting (2): The character can spend a
point of mana a minute to assume the form, clothing
voice, fingerprints and more of any human they have
touched or who body fluids they have consumed. In this
new form they also gain access to the person’s basic
personal information but no other memories.

Viper’s Nest (2): The minion can turn into a mound of
almost a hundred hissing snakes. The viper themselves
are almost harmless doing only no real damage. The
true power of this ability is using it to escape.

The minion reforms by gathering up the surviving vipers
up to 24 hours later . As long as two vipers survive the
minion can reform fully.
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Black Viper (Augmented)

Augmented by the Serpent these soldiers posses powers
that make them far more dangerous than the human s of
their organization as well as far more loyal.

Type: Minion of the Serpent

Favor gained: 4

Attributes

Muscle: 4 Agility:4 Tough:4
Brains: 2 Allure: 2 Resolve: 4
Spirit: 3 Luck: 2 Mana: 15
Dodge Dice: 11 Combat Dice: 9 Magic Dice: 0
Knowledge

Athletics 5, Battle 5, Drive 3, Instinct 4, News 2, Obser-
vation 4, Persuasion 3, Scholastics 3, Survival 4, Tech-
nology 2

Benefits

Bound to the Serpent

Flaws

None

Swag

Kevlar Vest (Armor 6)

Semi Automatic Pistol (2 Clips)

SMG (3 Clips)

Grenade (4)

Gifts

Better Stronger faster: The character can spend 2
Mana points to add 1 Dice to Muscle or Agility for one
action.

Stealth: +1 Die to ruse rolls when being stealthily.
Tough Skin: +2 Dice to resist damage.

Attacks

Knife: 7

Punch/Kick: 6

Semi Automatic Pistol: 12

SMG: 16

Grenade (Thrown): 10 in a 15feet radius. If victim flubs

fitness roll the damage is doubled.
Witch Rounds: The black Vipers rounds ignore 2 points
of Maga Gift based protection (armor).

Chosen by the Serpent

The Chosen of the serpent includes politicians and those
with out enhanced combat or magical abilities who have
been tapped by the serpent to serve.

| Type: Minion of the Serpent

Favor gained: 2

Attributes

Muscle: 2 Agility:2 Tough:2
Brains: 2 Allure: 2 Resolve: 2
Spirit: 3 Luck: 1 Mana: 15
Dodge Dice: 4 Combat Dice: 2 Magic Dice: 0
Knowledge

Drive 2, Instinct 2, News 2, Observation 2, Scholastics
3, Technology 2

Benefits

Bound to the Serpent

Flaws

None

Swag

None

Abilities

Mob Mentality: For every three humans in combat with
a common goal all the humans with that goal gain +1
Dice to all rolls. The Maximum bonus dice a mob can
gain is +5.

Attacks

Punch/Kick: 4

Jormungander Scientist
Type: Minion of the Serpent
Favor gained: 4

Attributes

Muscle: 2 Agility:2 Tough:2
Brains: 3 Allure: 2 Resolve: 2
Spirit: 1 Luck: 1 Mana: 5
Dodge Dice: 5 Combat Dice: 4 Magic Dice: 0
Knowledge

Athletics 2, Battle 2, Drive 2, Instinct 1, Medicine 5, News
2, Observation 3, Scholastics 5, Science 5, Technology
5

Benefits

Bound to the Serpent

Flaws

Fascist

Sadist

Swag
Ray Gun (Battery pack with 6 shots)




Abilities

Dark Science: The scientist can create with science de-
vices, abominations and more that boarder on magic it-
self. They can also quickly repair and improvise devices.
by spending one to three mana to do so depending on
the complexity.

Attacks

Punch/Kick: 4

Ray Gun: 15, Range of 300 feet. Combustible materials
struck by the guns invisible ray bust into flames.

Scales

Scales are snakes mutated into humanoids by Serpent
science. Loyal but extremely violent and territorial they
are often used as body guards by higher tier Minions of
the Serpent.

Type: Minion of the Serpent
Favor gained: 4

Attributes

Muscle: 6 Agility:6 Tough:5
Brains: 1 Allure: 1 Resolve: 2
Spirit: 3 Luck: 2 Mana: 15
Dodge Dice: 10 Combat Dice: 9 Magic Dice: 0
Knowledge

Athletics 5, Battle 5, Instinct 4, Observation 4, Ruse 4,
Survival 4

Benefits

Bound to the Serpent

Flaws

Snake like: The creature has snake like skin, head as
well as lizard like claws.

Swag

None

Gifts

Horror Level: 3

Stealth: +2 Die to ruse rolls when being stealthily.
Tough Skin: +3 Dice to resist damage.

Wall Crawl: The minion can crawl on walls and ceilings
like a lizard.

Attacks

Knife: 7

Punch/Kick: 6

Semi Automatic Pistol: 12

SMG: 16

Grenade (Thrown): 10 in a 15feet radius. If victim flubs
fitness roll the damage is doubled.

Witch Rounds: The black Vipers rounds ignore 2 points
of Maga Gift based protection (armor).

Priest of the Serpent
Type: Minion of the Serpent
Favor gained: 5
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Attributes

Muscle: 2 Agility:2 Tough:2
Brains: 4 Allure: 2 Resolve: 4
Spirit: 4 Luck: 3 Mana: 20
Dodge Dice: 6 Combat Dice: 2 Magic Dice: 8
Knowledge

Arcane 4, Battle 2, Drive 2, Instinct 2, Magic 4, News 2,
Observation 2, Persuasion 3, Ruse 3, Scholastics 3,
Technology 2

Benefits

Bound to the Serpent

Flaws

None

Swag

Symbol of the serpent (A gold Ouroboros) : Talisman 1
Gifts (Choose three of the following gifts.)

Acid Venom (Level 3); The character fires from their
finger a stream of green liquid up to Spirit 25 feet. That
does Spirit X2 points of damage to what it touches for up
to D6 minutes. The Acid destroys 2 points of non magical
armor every minute its on a substance. Only magic or
pure water can remove the substance.

Chameleon (Level 2) : The caster of victim of this gift is
rendered invisible for Spirit X 1 minute.

Entrance (Level 2): Gain control of a target they make
eye contact with for up to SpiritX1 hour.

Frenzy (level 3): All normal humans within SpiritX25 feet
of the character becomes agitated, fearful and easily an-
gered. With special emphasis towards a target set by the
Priest.

Hatchling (Level 1): Summon in an open area at a
range of SpiritX 25 feet up 100Ibs of living snakes of any
variety.

Scale (Level 1) : The victim of this spell is granted 3
points of armor for SpiritX1 minute.

Sidewinder (Level 3): Teleport instantly to any place
the character can see up to SpiritX25 feet.

Shed: (Level 2): The victim of this gift shed their top
layer of skin and heals 5 points of damage.

Attacks

Punch/Kick: 4

Strike (2 Mana points): The priest can telekinetic strike
a target they can see up to SpiritX 25 feet away doing 5
points of damage. This Attack ignores non natrual or
magical armor.

Jormungander Ubermensch
Type: Minion of the Serpent
Favor gained: 5

Attributes

Muscle: 6 Agility:6 Tough:6
Brains: 3 Allure: 3 Resolve: 3
Spirit: 3 Luck: 2 Mana: 15
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Dodge Dice: 11 Combat Dice: 11 Magic Dice: 0
Knowledge

Athletics 5, Battle 5, Instinct 4, Observation 4, Ruse 4,
Scholastic 2, Survival 4 Technology 2

Benefits

Bound to the Serpent

Flaws

Fascist

Swag

Semi Automatic Pistol

SMG

Gifts

Better Stronger faster: The character can spend 2
Mana points to add 1 Dice to Muscle or Agility for one
action.

Horror Level: 2

Tough Skin: +3 Dice to resist damage.

Attacks

Knife: 7

Punch/Kick: 6

SMG: 16

Witch Rounds: The black Vipers rounds ignore 2 points
of Maga Gift based protection (armor).

Monsters

Powerful creatures of magic, monsters have existed in
some cases longer than the earth itself. While most are
just the creations of past Maga that managed to survive
or reproduce, a few come from beyond our universe and
represent aspects even older than creation.

Angel

Angels are creatures of pure order designed by creation
itself long ago to bring order. In their true form they re-
semble multi armored androgynous humanoids with mul-
tiple wings and golden school but tend to appear as hu-
man when they make a rare appearance.

Type: Monster
Favor gained: 7

Attributes

Muscle: 6 Agility:6 Tough:6
Brains: 3 Allure: 5 Resolve: 5
Spirit: 5 Luck: 2 Mana: 25
Dodge Dice: 11 Combat Dice: 11 Magic Dice: 0
Knowledge

Arcane: 5, Athletics 5, Battle 5, Instinct 4, Observation 4,
Scholastic 5, Survival 3 Technology 3

Benefits

Pan-Dimensional: This creature can spend 2 Mana
points to teleport to any place they know of without flaw.
Immortal: This creature lives forever and does not need
to eat, sleep, drink or breath and is immune to all know
disease and poisons.

Flaws

Orderly: With only rare exceptions most Angels cannot
stand chaos and have a need to fix things that boards on
OCD.

Swag

Weapon: This weapon appears as golden or silver me-
lee weapon sheath in fame or lighting.

Gifts

Better Stronger faster: The character can spend 2
Mana points to add 1 Dice to Muscle or Agility for one
action.

Fix: Angels can spend 1 mana point to repair something
that’s broken or restore 5 health points.

Human form: An angel can spend 1 mana point to ap-
pear as a human for one hour.

Horror Level: 1

Repawn: If not killed by magic or a Demon or Angel
weapon an Angel will be recreated in D6 days.
Telekinetic: Angels can move Their SpiritX100lbs at a
range of 500 feet with their minds. They may also use
this power to toss or strike a foe doing SpiritX3 damage.
Telepathic: The character can make a Resolve roll
against another character’s resolve to current thoughts.
This costs 1 mana.

Attacks

Punch/Kick: 8

Weapon: Muscle+10 Damage, ignores all non magic
armor.




Demon

Where Angels were design to bring Order, Demons are
designed to bring chaos. In their true forms theses crea-
tures look like multi limbed androgynous humanoid
shadows with red eyes and wings.

Demons, while always chaotic and mischievous are not
always (but tend to be).

Type: Monster
Favor gained: 7

Attributes

Muscle: 6 Agility:6 Tough:6
Brains: 3 Allure: 5 Resolve: 5
Spirit: 5 Luck: 2 Mana: 25
Dodge Dice: 11 Combat Dice: 11 Magic Dice: 0
Knowledge

Arcane: 5, Athletics 5, Battle 5, Instinct 4, Observation 4,
Scholastic 5, Survival 3 Technology 3

Benefits

Pan-Dimensional: This creature can spend 2 Mana
points to teleport to any place they know of without flaw.
Immortal: This creature lives forever and does not need
to eat, sleep, drink or breath and is immune to all know
disease and poisons.

Flaws

Chaotic: With only rare exceptions most Demons cannot
stand order and have a need to cause chaos and trou-
ble.

Swag

Weapon: This weapon appears as golden or silver me-
lee weapon sheath in fame or lighting.

Gifts

Better Stronger faster: The character can spend 2
Mana points to add 1 Dice to Muscle or Agility for one
action.

Destroy: Demons can with a touch and 1 Mana point
deal 5 points of damage to a target or cause an item to
cease to work

Horror Level: 3

Repawn: If not killed by magic or a Demon or Angel
weapon a Demon will be recreated in D6 days.
Telekinetic: Demons can move Their SpiritX100Ibs at a
range of 500 feet with their minds. They may also use
this power to toss or strike a foe doing SpiritX3 damage.
Telepathic: The character can make a Resolve roll
against another character’s resolve to current thoughts.
This costs 1 mana.

Attacks

Punch/Kick: 8

Weapon: Muscle+10 Damage, ignores all non magic
armor.
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Djinn

Powerful and fickle Djinn are creatures of pure magic
bound long ago by maga to containers to be used as
magical batteries that once powered entire countries be-
fore the coming of the serpent. While most of the Djinn
and their “Bottles” are lost occasionally one is found and
opened unleashing a magical weapon of mass destruc-
tion.

Djinn look like blue or Green humanoids and stand
some 7-12 feet tall. While in theory they are genderless
most have forms that appear either male or female.

Type: Monster
Favor gained: 8

Attributes

Muscle: 6 Agility:6 Tough:6
Brains: 3 Allure: 3 Resolve: 3
Spirit: 7 Luck: 0 Mana: 35
Dodge Dice: 8 Combat Dice: 11 Magic Dice: 13
Knowledge

Arcane: 5, Battle 2, Instinct 2, Magic 6, Observation 4,
Ruse 4, Scholastic 5

Benefits

Immortal: This creature lives forever and does not need
to eat, sleep, drink or breath and is immune to all know
disease and poisons.

Flaws

Bound: A Djinn bund in a container of naturally occurring
gold, crystal or silver with their true name etched on it
cannot leave it.

Gamer: Djinn must make a difficulty 2 resolve roll to re-
sist a challenge or a game.

Swag

Container: The Djinns container is made of unbreakable
and spell immune crystal, gold and or silver. Anyone
opening the container and freeing the Jinn is entitled to
three wishes (No wishing for more wishes) from a crea-
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ture who first instinct is to use those wishes to destroy
the person opening it. Luckily the “master is immune to
the Djinns powers as long as they have wishes. the three
wishes are granted the Djinn is free and the “master” is
vulnerable to its power.

Gifts

Flight: A Djinn can fly at up to 100mph per their Spirit
level

Horror Level: 2

Pure Magic: a Djinn can use magic to do anything and
can use every gift in the book. They however still use
Mana points and. And if they ever run out of magic
points they cease to exist.

Attacks

Punch/Kick: 8

Fairy

Faeries are reclusive branch of humanities that em-
braced nature and magic. Tall, with pointed ears and an-
gular features they are all but extinct existing in small
communities scattered around the world.

Type: Monster
Favor gained: 4

Attributes

Muscle: 2 Agility:3 Tough:2
Brains: 3 Allure: 4 Resolve: 3
Spirit: 4 Luck: 3 Mana: 15
Dodge Dice: 6 Combat Dice: 5 Magic Dice: 8
Knowledge

Antiquity 4, Arcane: 3, Battle 3, Instinct 3, Magic 4, Ob-
servation 3, Performance 3, Persuasion 3, Ruse 3, sav-
ior Faire 4, Scholastics 4

Benefits

Bound to Nature:

All Fairies gain +3 Dice to rolls to Hide in the forest and
other pristine parts of nature.

All Fairies are long lived aging approximately one year
for every 20 human years starting at age twenty.

Fairies gain +3 dice to resist nature magic of all kind.
Faries can speak the language of plants and animals.
Flaws

Iron: All Iron and Iron allow based attacks do +3 Dice of
damage to Fairies and passes through any natrual pro-
tection or magic of the Fairies. Fairies magic cannot af-
fect items made of Iron or Iron allows.

Swag

Weapon: some Faries wield swords, spears or bows/
arrows made of wood silver and crystal.

Abilities

Gifts: The character has a total of 5 Level of gifts they
can take from magician gifts, Demeter's Domain, Gaia's

gates or the Mysteries of Mother Nature's
Attacks

Punch/Kick: 4

Weapon: Normal weapon Damage+1

Giant

Giants are the decedents of the first offspring between
humans and Angels. Standing 8-12 feet tall most look
like extremely tall humans save for six fingered hands
and double rows of teeth. Some arboreal giants have
coats of long shaggy hair and are the source of the
sasquatch legend.

Type: Monster

Favor gained: 4

Attributes

Muscle: 6 Agility:6 Tough:6
Brains: 2 Allure: 1 Resolve: 2
Spirit: 2 Luck: 2 Mana: 10
Dodge Dice: 11 Combat Dice: 11 Magic Dice: 0
Knowledge

Athletics 5, Battle 4, Instinct 4, Observation 4, Ruse 3,
Survival 3 Technology 3

Benefits

Adaptive: Giants do not take damage from naturally oc-
curring heat or cold

Long Lived: Giants are long lived aging approximately
one year for every 20 human years starting at age
twenty.

Flaws

None

Swag

Weapon: Some giant use giant size weapons.

Gifts

Inhuman strength: Giants can spend 1 Mana point to
increase their Muscle by 1 level (up to +3 Level) for one
action.

Size Shift: Giants can spend one Mana point to appear
as a human for up to one hour.

Tough Skin: +3 dice to resist damage.

Attacks

Punch/Kick: 8

Weapon: Normal weapon Damage +3

Great Beast

The Great beasts are the remnants of powerful creatures
that roamed the earth once in great numbers. They in-
clude Dragons, Leviathans, Chimera and more.

For the Game Mistress the Great beast is a catch all title
and can be applied to any giant non humanoid monster.




Each type of Great Beast have a at least Three of the
following Gifts.

Babble Bane: The Beast speaks every known language.
Breath Element: The creature breaths either Fire, Boil-
ing steam, Magma, cutting winds, frost, or lighting as an
attack up with a range of 200feet and a damage of 20.
This ability costs 3 mana per use.

Burrow: The creature can spend a mana point to dig
down to their height in a combat round.

Flight: The creature has wings and can fly up to
300mpg.

Meld: The Beast can merge with naturally occurring
lakes, trees or rocks. In this farm they cannot act, b de-
tected or harmed. Why melded the great best is consid-
ered resting.

Plague: The Beast’s s presents kills plants and vegeta-
tion within 50 feet of it.

Roar: The great beast can spend 2 mana and roar.
Those hearing the Roar must make a difficulty 3 Tough
roll or be deafened for D6 minutes

Seagoing: The creature can swim up to 200mph and
breath underwater.

Verdant: The Beasts presence causes plants to quickly
grow and areas to become more fertile.

Type: Monster
Favor gained: 7

Attributes

Muscle: 8 Agility:4 Tough:8
Brains: 2 Allure: 1 Resolve: 3
Spirit: 3 Luck: 2 Mana: 15
Dodge Dice: 8 Combat Dice: 14 Magic Dice: 0
Knowledge

Athletics 4, Battle 6, Instinct 4, Observation 5, Ruse 3,
Survival 4

Benefits

Adaptive: Great Beasts do not take damage from natu-
rally occurring heat or cold.

Horror: 5

Long Lived: Giants are long lived aging approximately
one year for every 20 human years starting at age
twenty.

Regeneration: Great Beasts Heal D5 Damage every
combat round.

Flaws

Big: Because of their size (On average 20 to 30 feet long
for air and land dwellers and 50-100 feet for sea dwell-
ers) Great Beast are +2 Dice to hit with hand to hand
and ranged and hand held weapons.

Gifts

None

Attacks
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Bite: Muscle +10
Claw: Muscle +12

Madness

Madness are creatures from
another reality that find their
way to ours. The creatures
look like 12-20 feet tall
mounds of tentacles, mouths
and eyes. And are so horrific
¥ to look upon them causes
madness.

These creatures while not
godlike in any way are wor-
shiped by some humans .

Type: Monster
Favor gained: 7

Attributes

Muscle: 8 Agility:4 Tough:6
Brains: 1 Allure: 1 Resolve: 3
Spirit: 5 Luck: 2 Mana: 25
Dodge Dice: 8 Combat Dice: 14 Magic Dice: 0
Knowledge

Athletics 4, Battle 6, Instinct 4, Observation 5, Ruse 3,
Survival 4

Benefits

Pan-Dimensional: This creature can spend 2 Mana
points to teleport to any place they know of without flaw.
Adaptive: Great Beasts do not take damage from natu-
rally occurring heat or cold.

Horror: 5

Regeneration: Great Beasts Heal D5 Damage every
combat round.

Closed mind: Thses creatures minds are so ali they are
immune to knowledge or magic based mental manipula-
tion of all kinds.

Flaws

Big: Because of their size the creature are +2 Dice to
hit with hand to hand and ranged and hand held weap-
ons.

Gifts

Insanity aura: anyone affected by the Horror level of this
creature loses 1 rank of resolve permanently and suffers
from nightmares, and erratic behavior for D6 weeks.
Maga affected gain a point of Hubris.

Attacks

Bite: Muscle +7

Tentacle hold: The creature grabs a victim and does
Muscle +4 Damage to it every combat round. While held




the target cannot move.
Tentacle Slap: Muscle +D10

Spirit

Spirits are the souls of the deceased that refuse to go
one to a new incarnation or an after life reward. While
most are benign and so caught up in reliving their former
life as a haunting entity they can do nothing else a few
are dangerous.

Spirits look like dark twisted versions of the it’s living
form.

Type: Monster
Favor gained: 2

Attributes

Muscle: 2 Agility:2 Tough:2
Brains: 2 Allure: 2 Resolve: 2
Spirit: 1 Luck: 1 Mana: 5
Dodge Dice: 3 Combat Dice: 2 Magic Dice: 0
Knowledge

Drive 2, Instinct 1, News 2, Observation 2, Scholastics
3, Technology 2

Benefits

Ghostly: Spirits normally are immune to non magical
attacks and barriers. They may spend a mana point to
became solid for one round of combat. While solid they
take half damage from no magical attacks.

Dead: Spirits cannot be killed, if their life points are de-
pleted they vanish and return to the place of their haunt-
ing in D6 days. Spirits can be destroyed by gifts.

Flaws

Bound: Spirits are bound to an area no more than 100
feet by 100 feet . This area is related to where ior why
they died. The spirit cannot leave that area normally and
if they are force they dissolve for D6 days.

Swag

None

Abilities

None

Attacks

Punch/Kick: 4

Vampire

Vampires are the creations (by bite) of humans that
mated with Demons (Those original vampires are called
Elders) . Most vampires look like gaunt albino humans
with red eyes.

Vampires despite what the movies say do not sparkle in
sunlight. They do however drink blood to survive.

CHAPTER S5: FRIENDS AND FOES

Type: Monster
Favor gained: 4

Attributes

Muscle: 4 Agility:4 Tough:3
Brains: 2 Allure: 3 Resolve: 3
Spirit: 3 Luck: 1 Mana: 15
Dodge Dice: 7 Combat Dice: 7 Magic Dice: 0
Knowledge

Athletics 3, Battle 3, Drive 2, Instinct 3, News 2, Obser-
vation 2, Persuasion 3, Ruse 3, Scholastics 3, Technol-
ogy 2

Benefits

Undead: Vampires are undead and do not need to
sleep, drink, breath or eat. If an undead is reduced to
zero health and not decapitated it can be revived magi-
cally or in the case of a vampire by pouring a pint of
blood into it’s mouth.

Flaws

Undead: Undead do not regain Health or Mana Nor-
mally.

Swag

None

Abilities

Fly: Vampires can spend a point of mana to fly up to
100mph for 1 hour.

Sway: Vampires can use a point of mana to grant them-
selves +1 dice to Allure rolls (maximum bonus of +3)
Attacks

Punch/Kick: 6

Vampire Bite: As an attack a vampire can bite a victim
doing Muscle +3 damage. The bite ignores all natrual
armor and half of all other. Every point of Health the vite
does can be used to restore either one point of mana or
one point of Health. If a vampire drains a victim they
can choose to spend 10 mana to bring that person back
as either a sub servant zombie or a free Vampire.

Zombie

Zombies are the most common type of monster Rogue
Maga Serpent Scientist/Priest and vampires can create
them with relative ease.

Zombies look like walking corpuses in various states of
decay,.

Type: Monster
Favor gained: 1

Attributes

Muscle: 3 Agility:2 Tough:2
Brains: 1 Allure: 1 Resolve: 1
Spirit: 1 Luck: 1 Mana: 5

Dodge Dice: 3 Combat Dice: 2 Magic Dice: 0




CHAPTER 1: FRIENDS AND FOES

Knowledge
Athletics 3, Battle 3, Instinct 2,0bservation 1, Ruse 2

Benefits

Undead: Vampires are undead and do not need to
sleep, drink, breath or eat.

Flaws

Undead: Undead do not regain Health or Mana Nor-
mally.

Swag

None

Abilities

None

Attacks

Punch/Kick: 4

I [x]

CHAT: Magil:almavens. com

Prettyhatemachine:
There’s a Great Beast just
outside of Oslo, | might need
some help with it.

Rhymeswithwitch: ROAD
TRIP!
#bbgsomebeast

Webmistress Minerva:
Most Great Beasts are harm-
less... Unless it's a dragon...
they’re just bastards

Prettyhatemachine: Not a
dragon, one of the old wolves
that might have been Fenris
once. .

Rhymeswithwitch: Does he
Huff and Puff, He gotta Huff
and Puffl

Prettyhatemachine: Yes he
does, and he blows cars off
the road and houses down.
#itsonlyfunnyinstorybooks

Webmistress Minerva:
Old Wolves are smart, but

they can be lead by their
stomach. And once they eat,
the sleep for a decade or
two.

Rhymeswithwitch: What do
giant wolves eat? Because
it's going to take a lot of that
to get this thing to sleep.

Prettyhatemachine: A lot of
innocent people if we don’t
take deal with it.
#callingforacovenmeeting







A SNAKE IN THE CRASS

A beginning Bellum Maga adventure.

“Snake in the grass”, a sample adventure designed to
walk players and the Gamemistress through playing a
Game of Bellum Maga and to give them an idea how an
adventure should be put together.

Introduction (read to players) : The City that never
sleeps, never really sleep, you can always find some-
thing to do in NYC no matter what time it is, if you know
where to look and if you're willing to take a few risks.

As newly reborn Maga living in the “greatest city on the
planet” you’ve heard rumors of a new place catering to a
special kind of risk taker, men who like very young girls.

And while New York City is a place of Opportunity, that’s
the kind of opportunity you and your patronesses can not
abide. In your dreams and in whispers sent to you by the
goddess head you’ve seen these girls cry and these men
moan and laugh, you seen innocent being lost and you
know it’s your job to stop this evil.

Part 1: New blood on the streets.

Summary (For Gamemistress (GM) eyes only: The
first part of the game is designed to get the players on
the trail of a new underground club called “The Orphan-
age”. Finding the club isn’t easy as it’ protected by a
Serpent Priest (Abner Lake) make it invisible to magic
detection.

This means the players are going to have to ask around
sand do a little “leg work” Depending on the type of
characters are playing we have a provided a few con-
tacts for them to help them start.

Ms. Ava Lincoln (Average Human)
Age: 45

Race: African American
Job: Social Worker
Background: Ava has been work in New York as a social worker spe-
cializing in abused and exploited children for twenty years. Once hope-
ful she’s grown world weary and disgusted at the things she’s seen.
What Ava knows: Ava has heard that a lot of pre-teen and teen girls
living on the street have started to take and deal a designer drug call
sunshine that cause those that consume it become euphoric and forget
past painful memories.

What Ava is hiding: Ava has purchased some sunshine in order to
forget the things she’s seen in the past. If players figure out her new
addiction they can get the name of her dealer. A girl called Angel.

Sex: Female

Officer Jason Sullivan (Innocent— Policeman))
Age: 26

Race: Anglo American (Irish heritage) Sex: Male
Job: Policeman walking the beat near Times square

IPPENDIX

Background: Jason has been on the force for three years, he’s still
very idealistic about helping others and his job. Jason is the kind of
policeman to look the other way for minor infraction and to offer advice
rather than a ticket or time in jail.

What Jason knows: While walking the beat Jason picked up a strange
piece of black paper folded like a brochure. The paper had no words or
pictures on it but smelled like perfume. Jason says when he smelt it he
suddenly became disgusted.

What Jason is hiding: Jason is hiding the fact that when he smelt the
paper he saw a vision of him and a teenage girl kissing on a bed. In a
small rook with a porthole.

Santos (Thug)
Age: 31

Race: Hispanic
Job: Drug Dealer
Background: Santos is a Drug Dealer (Marijuana and Cocaine) living
and working in Harlem. While a criminal he lives by a strict set of rules
that include violence only when needed and never selling to kids.

Sex: Male

Santos sees himself as a ladies man.

What Santos knows: Santos has heard of a new drug on the street
called Sunshine being sold by street kids (all girls). The drug leaves
those who use it feeling good about themselves. Santos fears that
Sunshine will eventually start to cut into his profit.

What Santos is hiding: Santos and three of his “boys” went looking for
the source of Sunshine, two days ago. They corned a dealer (a 16
year old girl) and beat her till she said another girl named Angel gave
her the drugs. They have not found Angel.

Combat
I's possible that Santos, if he feels as if the player’s char-
acters are manipulating him, undercover cops or poten-
tial rivals in the drug-trade, may threaten them with vio-
lence. If he does Santos and his crew (Ant, B-rock and
Fernando) will attack to show “They’re not punks”

All four men use the Human-Thug for abilities and Attrib-
utes). The four men will be horrified once they realize
magic is involved and become far more corporative.

Taja (Average Human)
Age: 34

Race: Indian American
Job: Entertainer
Background: Taja is a night time street entertainer working near Times
square singing old show tunes and playfully flirting with tourist. Taja is
also a mother figure to a group of homeless kids.

What Taja knows: Taja is furious that a few of her girls have gone
missing for days only to return string out on something called Sunshine.
According to some of her “kids”. The girls where taken by a guy in a
white limousine and returned the same way. Taja has since then been
looking for the Limo to introduce the driver to the taser she carries in
her purse.

What Taja is hiding: Taja knows about Angel but feels the need to
protect her as she was once part of her group of street kids. Taja
knows angel held up in an abandoned subway platform/drug den the
street kids call, "The Pitch”.

Sex: Transgender

Chapter Goals: The players main goal is to find out
about Angel and Sunshine. The “white limousine” is a
bonus.




Favor Earned
The goddesses are pleased with the following endeav-
ors.

e Find out about Sunshine: 1 point

e Find out about Angel: 1 point.

e Not start a fight with Santos: 1 point.

e Good role-playing and character interaction: 1 point
Favor Lost

The goddesses frowns on the following.

e Using harmful or manipulative magic on

e Officer Sullivan: -2 Points.

¢ Not offering to help Ava or Taja in some way : -1
Point

Part 2 (A): Sunny Daze

Summary (For Gamemistress (GM) eyes only: Sun-
shine is the new designer drug on the street and is linked
to the players finding the Orphanage.

While players can continue on their mission without in-
vestigating Sunshine, doing so is an option.

Players who seek information on Sunshine can seek to
obtain some on the streets. Doing so will require:

¢ Brains+Crime or Allure+Crime rolls Difficulty 4

Reguardless in game the search will take a few hours
and is best done at night (Difficult 3 at night).

The dealers will point to Angel as a distributor.
Once the drug is found it can be examined with:

e Brains+Science: To discover that it’s an artificial
opiate designed to enhance mood

e Brains+Arcane: Magic components including fairy
blood is used increase addiction and cause the loss
of memory.

Players should discover by the end of this chapter Sun-
shine is created with a combination of magic and chemis-

try.

Gamemistress may wish to muddy the waters of the ex-
ploration into Sunshine by having the player's search
alerting Abner and or Angel to their investigation or the
Police (after all the characters are looking for drugs).

IPPENDIX

If the players are more action oriented the above rea-
sons could lead to a chase and or a fight.

Combat

If Abner or Angel here’s of the player's characters looking
too hard for Sunshine they will send 3-6 Human Thugs to
scare the character’s off.

If the police start to notice the characters, the characters
will be confronted by 2-4 policemen of which at least one
will be a truth-keeper.

The effects of Sunshine on a character

There is a chance a character will wish to try Sunshine
themselves. Sunshine is an yellow orange liquid that
tastes like lavender. Characters taking it must make a
Tough roll difficulty 4 or become giddy and very upbeat.
They will also forget the worse days of their life . The
Euphoric feeling lasts about 1/2 an hour the forgetfulness
about a day. The result for the first half hour is +1 Dice to
Allure and Spirit Rolls.

After the day the forgotten memory comes back over-
whelming the character and causing —3 Dice to all rolls for

one day or until sunshine is consumed.

Chapter Goals: This optional chapter should end up with
players knowing there is a magical element to Sunshine.

Favor Earned

The goddesses are pleased with the following endeav-

ors.

e Discover what sunshine is made of: 1 point

e Taking down predators like the thugs or cops: +1
point

Part 2 (B): White Whale

Summary (For Gamemistress (GM) eyes only: The
White Limo is a “Red-Herring”, realistically finding the
right one in a city the size of New York is next to impossi-
ble. Luckily the player’s characters have magic on their
side.

If the character peruse the “White Limo” they can search
for it magically or do an old fashion stake out in the time
square area where it's was seen.

What the characters will discover:

The Limo is owned by “Sweet Fleet”, a private car/driver
company owned by Tony Fortelli. The driver (Vance
Simpson) is paid in cash by Tony to drop off kids and
pick them up.




Vance (Average Hunan with a Drive Knowledge of 4)
doesn't ask a lot of questions and if things gets heated
he will try to escape with the Limo ( Armor 2, Health
Points (20), Max speed: 50mph. )

Player-characters may also wish to go after Tony. This
option leads down a dark hole as Tony as connected to
The local mob in a big way and could be a great recur-
ring bad guy or even ally.

Big Tony Fortelli (Human -Thug)

Age: 50

Race: Anglo American (Italian) Sex: Male

Job: Former Mon “Wheelman”, now a Mob lieutenant

Tony is a man on the move. A former Driver for the Carmine crime
family he’s now a respected officer in the organization as well as a
successful businessman (Owner of sweet-Fleet) and a family man.
Carmine while a thug, isn’t stupid and knows how to make a deal if
need be.

What Tony knows: Tony knows a rich British guy pays him well to
have Vance pick up and drop off kids. The Brit isn’t connected so
Tony has no problem “rolling o him” if pushed .

What Tony is hiding: The British guy he calls “Lord Fussy-bottom”
pays and cash and is really creepy. Tony doesn't like him, in fact Tony
is afraid of him.

Combat

If the characters get too aggressive at, "Sweet-Fleet’ the
men will attack. (3-4 Human Thugs) they will refrain from
using guns as it'll draw attention to them. Instead they
would use their fists or large mechanics tools.

20 Feet SWEET-FLEET

A. Front parking and ground, the entire lot is surrounded by a 8 feet tall
chain link fence

B. Car and limo cleaning and maintenance area.

B1. Restroom

B2. Break room

C. Show Room and waiting room. Contains multiple displays showing
the kind of cars the company offers.

D. Offices, includes legal company records and information.

E. Rear Hall, the door to this area is locked ( 4 difficulty Crime+Brains
roll to pick lock)

F. Tony’s office, Wood paneled walls and leather furniture, has a wall
safe with info on the companies non-legal endeavors) Information on
the Brit is here (paper copy only)

G. Storage room. Full of old computers, an old copy machine.

IPPENDIX

H. The entrance is Hidden behind a shells )Brains+Preception Difficulty
3 to find.) The sliding shelf open into Tony’s play room. Big Screen TV,
bar, card table and refrigerator)

Chapter Goals: This optional chapter should end up with
players knowing that a British guy is involved with the

yet confirmed club (The Orphanage). It should also
place Tony in the character’s life as a friend or foe.

Favor Earned
The goddesses are pleased with the following endeav-
ors.

e Discover the British man exists” +1 Favor
e Taking down predators like the thugs or cops :

Part 2 (C): Pitch black heart

Summary (For Gamemistress (GM) eyes only: Angel
lives and runs a drug den specializing in Sunshine on an
abandoned subway platform known as “The Pitch.”
Angel has information on the Orphanage and also has a
stake in the Sunshine being sold on the streets. This is
the only part of Part 2 required.

Finding the Pitch

Angel’s “home”, “The Pitch” cannot be found by magic,
It's Angel’s place of power and she’s not having anyone
spy on her.

It can be found by researching old Subway stations the
old fashion way at city hall:

Brains+ Antiquities or Brains+News or just Brains
Researching by computer:

Brains+Technology.

Or by asking known drug users:

Allure+Persuasion or Body+Persuasion

Reguardless the how the characters after an hour or two
will find “The Pitch”

History: The Pitch was once Subterranean rail station 3.
Opening in 1895 it was closed 3 years late when part of
the ceiling collapsed killing 72 people.




IPPENDIX

The Pitch

30 Feet

A. An old air vent that has been converted into an entrance. It's
guarded by two teenage look outs (Average Human-— Innocents) Enter-
ing this way requires a Difficulty 2 Agility+Athletics or Agility roll.
Failure means the character tumbles off the make shift ladder taking D6
damage.

B. This wood and stone room was once passenger platform, it's now
trash filled drug den and crash pad that reeks of urine. , over a dozen
druggies doing everything from crack to Sunshine are in the area, most
sitting or laying down and keeping to themselves.

C: This is another platform and It's much cleaner despite the fact vines
have grown from the ceiling and snake about the area. Small bushes
and even trees have taken root here despite the lack of sunlight. This is
Angel’s home.

D: The remain of two side by side tracks is covered by makeshift

tents. Non-drug using homeless call this area home.

E is an old tunnel dug out long ago , leading from the surface . It's how
most of the homeless enter the tunnel and has only one look out at the
surface.

Entering The Pitch:

The Pitch is the home of many people. Look outs watch
over both entrances with whistles and bells to signal
those inside to scatter the police or local gangs show up.

Characters can chose to enter disguised and junkies or
homeless :Difficulty 1 Brains+Ruse

Sneak in: Ability+Ruse vs. the Look outs Brains+ Ob-
servation

Or deal with the look outs with either a bribe Al-
lure+Persuasion, threats Body+Persuasion or magic.

Combat

Dealing with the look outs may involve combat All three
(Two on A and one on E) are Average-Humans.

Any use of magic will alert Angel that magic is being
used. If that happens, Angel will be waiting for the
player’s characters at whatever entrance with her
“helpers”

If the player's characters lose initative the lookout will
Alert the tunnel and Angel will be ready for them with her
“helpers.”

If the characters manage to get in either unnoticed or
tactfully they will arrive in the dimly lit area and only
stand out if they don’t look homeless or strung out
enough. Even then they may not a arouse suspicion if
they are non-aggressive.

Finding Angel after arriving that that way is just a matter
of asking around.

Angel

Type: Fairy (Monster)

Age: 204 (looks 18)

Race: Looks Anglo Sex: Female

Job: Drug Manufacturer, queen of the Pitch
Favor gained: 4

Attributes

Muscle: 2 Agility:4 Tough:2
Brains: 3 Allure: 4 Resolve: 3
Spirit: 4 Luck: 3 Mana: 15
Dodge Dice: 6 Combat Dice: 5 Magic Dice: 8
Knowledge

Antiquity 4, Arcane: 3, Battle 3, Instinct 3, Magic 4, Observation 3,
Performance 3, Persuasion 3, Ruse 3, savior Faire 4, Scholastics 4,
Science 4, Technology 4

Benefits

Bound to Nature

Flaws

Iron

Selfish

Greedy

Swag

Black Crystal wand (Talisman 3) +1 Die to Lighting bolt damage. Pro-
vides Armor 2. If used to stab a target it transfers D6 mana from the
target to Angel.

Abilities

Fly: Angel has retractable Dragonfly like wings that granter the ability
quickly. In enclosed places they grant her +1 Dodge Dice.

Gifts: Mysteries of Mother nature ( Bitter Chill and Lighting Bolt).
Demeter's Domain: Grow and Vines

Created Gift— Helper (Level 3): Turns a normal human into a creature
that’s part plant with Bark like skin (Armor 2) and enhanced strength
Attacks

Punch/Kick: 4

Wand: Stab (5)

Background: Angel was born to a small clan of Scottish Faries living in
caves in the Highland. These dark Faries or Banshide were eventually
driven from the area, Angel being a rare Fae not afraid of human civili-
zation decided to take a chance and come to America.

Eternally young and beautiful she used her powers and charm to find
wealth in “The New World” for some time before falling on hard times .
Now she lives in the tunnels as a queen with subjects that care for her,




bring her “pretties” (stolen jewelry, and other shiny things) .
Appearance: Angel has fair skin, golden hair and electric blue eyes.
Her ears are pointed and she’s very thin. She dresses in a white
dress, black leather jacket and black boots.

What Angel knows: Angel wants out of the Pitch and has joined up
with a Magician to do just that. She uses her blood and a little alchemy
to create Sunshine for the Magician in exchange for money. She’s bee
saving for enough money to get a real apartment.

What Angel is hiding: Angel knows the Magician is Abner Lake, but
has no idea he works for the serpent. She also knows he’s a pimp sell-
ing under age girls out of a an underwater brothel at the docks he calls
the Orphanage.

Helpers— Angel has created 4 helpers to keep order in The Pitch.
Type: Human (Enchanted)
Favor gained: 2

Attributes

Muscle: 3 Agility:2 Tough:2
Brains: 1 Allure: 1 Resolve: 1
Spirit: 1 Luck: 1 Mana: 5

Dodge Dice: 4 Combat Dice: 5 Magic Dice: 0
Knowledge

Athletics 3, Battle 3, Instinct 2, News 2, Observation 2, Rise 3, Sur-
vival 3

Benefits

Plant: The character feeds on sunlight, water and fertilizer and doesn't
need to eat, drink, breath or sleep like a human. They also do not
Bleed and can sped a mana point to reattach limbs.

Flaws

Loyal: The creatures are utterly loyal to Angel.

Swag

None

Abilities

Bark: The Helpers have bark like skin that provides +2 Armor but is
also flammable (+2 damage from fire)

Stretch: The Helpers can stretch their arms up to 10 feet

Attacks

Grapple

Punch/Kick: 5

Combat

Angel will do her best to win the fight on her home turf.
She will however give up if things go bad and tell every-
thing she knows in exchange for being left alone.

Angel will always take to the air and fight. The ceiling of
the area is 20 feet high and allows her to maneuver bet-
ter. She will also never attack with all her helpers at
once. She’'ll hold 1 in reserve to attack an injured foe.

After Fight

Once Angel is defeated the player’s characters can get
about finding the information they need to find the Or-
phanage.

If Angel dies-

If Angel dies one of the homeless in the area will tell the
character’s how Angel once protected them but after she
started talking to the British man that changed.

IPPENDIX

The homeless man will tell the player’s character their
British man works out of the docks and will show them
exactly where.

If Angel lives-

Angel knows when she’s beaten and will answer the
character’s questions and promise anything to get the
Maga off her back.

Angel will not betray the Maga to Abner but she will lay
low for a few weeks before returning to selling drugs and
plotting revenge on the Player’s characters.

If Angel escapes-

Another option is Angel deciding not to give up sand run-
ning to fight another day. Angel will lay low for a few
weeks but will then return to seek revenge.

In the meantime The players upon searching Angels part
of the Pitch will find her alchemy lab and the address of
Abner Lake’s offices near the dock along with a letter
from Abner bemoaning the lost art of letter writing and
thanking her for her askance with making life more
Sunny for his Children

Chapter Goals: The main goal of this chapter is to find
the Orphanage and link Angel to the British man aka Ab-
ner.

Favor Earned
The goddesses are pleased with the following endeav-
ors.

e Sneak into The Pitch and not harm the look outs.: +1
Point

o Defeat Angel: +1 Point

o Defeat Angel without killing he: +1 Point

e Discover the location of the Orphanage: +1 Point

Favor Lost
The goddesses frowns on the following.

Hurting the Lookouts: -1 Point
Harming any “Bystanders” in the Pitch: -1 Point
Killing Angel: -1 Point




Part 3: Orphans

Summary (For Gamemistress (GM) eyes only: With
the Orphanage revealed it’s finally time for the layer’s
character to bring down the wraith of the goddesses
down upon Abner Lake.

This chapter will take the player’s and their character into
the Orphanage and to Abner Lake. This should be the

IPPENDIX

The Docks

The dock area that the Orphanage is under is owned by
Lake Imports, LLC and if the character’s research the
company they wll discover the owner is Abner Lake, a
British National who’s company imports Brittan/United
Kingdom inspired toys, appear and memorabilia.

Lake Imports averages 12.6 million pounds in sales a

climax of the this adventure and show the overall evil and year and has been in business just over a decade.

depravity of the serpent.
Preparations

The battle with Abner and his minions should be a hard
one and the Gamemistress should allow Players to plan
out their attack.

Some players may wish to leave The Pitch and go di-
rectly to the Orphanage, and while they can do that it's
not a good idea.

The Gamemistress should all Player Character's to re-
search the area as they did the Pitch. They can even
send Thralls out to “case” the area.

Using magic Will alert Abner that “Maga Mischief” is
afoot and make things harder for the Player’s charac-
ters.

Brains+Battle can be used as a tactics roll to figure out
the best way to deal with any problems at the orphan-
ages. For every two successful rolls all character in-
volved should get a point of Luck they can use in the
siege of the Orphanage.

Abner’s plan

Abner is a very smart man with lots of contacts through-
out the city. If the character's Maga were very “loud” in
their search for him he will be ready for them.

If player’s characters:

e Did away with Tony

e Did Away with Angel

e Did something to attract the local police.
e Left a High Body count

Abner will be expecting them and increase his guards
and prepare some nasty surprises.

20 feet LAKE IMPORTS

B1

B2 I

B3

A. Covered in concert this plot of land is surrounded by a 12 foot tall
fence with razor wire on top. The only way in is a chain link gate that
can be opened from the Offices, Mechanics-bay or the guard house.
The Guard house is a small windowed “Box” just big enough for two
security guards. The Guard box is manned twenty-four hours a day,
seven days a week.

B. The Mechanics Bay is a concrete walled building with a metal roof
and is where the companies fleet of 4 vans are repaired (The Vans
themselves are parked behind the building near the refueling station
and refueling tank.

B1. This simple room is the mechanic’s offices

B2. The mechanic’s restroom.

B3. The mechanic’s storage is full of boxed van and car parts and vari-
ous items used in the offices and restroom.

C. The bulk of this building is warehouse style storage with to docks/
loading pays in the rear. Magically hidden near the rear right corner
(Difficulty 2 Spirit+Arcane to detect) an elevator with illusions cast on it
to look like a multiple crates of Queen Elizabeth bobble head dolls.
Once detected the Elevator can be used but there is hidden camera in
it.

C1. The waiting and display room for Lake Imports, LLC.

C2. The well kept Lake Imports, LLC offices complete with it's own
computer server.

C3. Office Storage.

C4. A very stylish company break room complete with espresso ma-
chine, and a fine assortment of teas and biscuits (cookies).

C5. Non-descript hallway.

C6. Spotless company restroom.




IPPENDIX

Combat “smugglers nest” and in the 1950’s it became a secret
meeting place for local communist and freethinkers.

Lake Import, LLC will be well protected especially at night
when most of the Orphanage’s visitors arrives. The two | Abandoned in the 1970’s it was found mostly flooded by
guards at the gates are Human-Black Viper and will re- | Abner Lake in the earl 200’s and converted into it’s cur-
spond to any attack. In fact Abner's magic that keeps the| rent form as the Orphanage.

area from being detected magical also alerts him and
guards of magic being used on the premises. The area | Dangers of the Orphanage
is also guarded by 3 Shadow Wolves.

The nature of how and when the Orphanage was con-

Shadow Wolves (Large black wolves) structed is a hazard on to itself for the Player’s Charac-
Type: Monster

Favor gained: 2 ters)

Attributes ) .

Muscle: 3 Agility:3 Tough:2 The Orphanage is submerged and uses air pumps near
Brains: 2 Allure: 1 Resolve: 2 the harbor to maintain breathable air. If the pumps are

Spirit: 2 Luck: 1 Mana: 10 . . .
Dodge Dice: 4  Combat Dice: 5  Magic Dice: 0 destroyed or malfunction There will be enough air in the

Knowledge complex for an hour. (A character can hold their breaths

Athletics 3, Battle 3, Instinct 3, Observation 3, Rise 3, Survival 3 about 1 minute per level of Tough)
Benefits

Hunter: The wolves gain +10bservation die when tracking prey and The Orphanage s made Boiler plate painted to be rust
attacking Prey. resistant, over time the plate has weakened in several

Flaws h .

Loyal: The creatures are utterly loyal to Abner and the security guards. areas and an_ythlng frf)m gunfire to a spell can ruptur_e

Swag the hull causing flooding and most likely more rupturing.

xg[ﬁ . (Swimming is Muscle+Athletics. To escaped a ruptured
Hites

orphanage is a Difficulty 4)

Howl: The Howling of a Shadow wolf brings Dread to non wolves.
This ability cost 2 Mana to do effects every non wolf in 50 feet. Ifa . .
victim in range misses a Resolve difficulty 2 roll they are —1 Dice to all  Being made of metal, the Orphanage is extremely con-

rolls for D6 minutes. A Wolf can Howl once a combat round. This ability ductive. Lighting bolts and electrical attacks will effect
everyone within 10 feet of the attack incurring the person
using the attack.

is not cumulative.

Pack Hunters: For every wolves attacking the same target, all wolves
involve gain +1 Dice to Battle and Instinct.

Shadow Bite: If a Wolf bites a target they can spend 1 mana point to
cause the bite to ignore all natrual and artificial armor (and 1/2 magical
armor). This bite will also effects spirits and phased creatures.
Shadow Move: The Shadow Wolves can pay 1 mana to move as
shadows. In this form they cannot attack and can only be harmed by
light. Shadow Wolves attacking from shadow and turning solid to do so
do +1 Dice of Damage.

Attacks

Bite: Damage 7

Claws: Damage 6

Clip: The wolves can as an attack cause a character to fall and be at —
2 dice to dodge till they stand. This attack does no damage.

A. The Elevator shaft is the only
entrance or exits into the Or-
phanage. paneled in wood grain
with a marble floor and brass
accents it plays classical music
as it enters and exits. While the
top floor can be entered and
exited by elevator the res or the
orphanage uses a spiral stair
case.

B. The Elevator stops on the top
floor, a lavish bar styled to look
like a old fashion British
“gentleman’s club”.

C. This level is where the gentle
visiting the Orphanage meets
their dates. Girls are lined up on
stage in the nude and men
choose the ones they wish to
have for the night. This level
also holds the offices of Abner
Lake and a Hidden safe where
nit only is there money (1.4 mil-
lion dollars in cash, but blackmail
material on 3 U.S. Senators, 4
Top 100 CEOs and 7 profes-
sional Athletes. Most take the
form of photos taken at the or-
phanage.)

Aftermath

Unless the Player Character’s are very careful they will
be detected by Abner and he shall be ready when they
arrive at the Orphanage.

The Orphanage

The Orphanage was actually built in 1927 as a speak-
easy, Called the “Fancy Dan” at the time, it was built by
Dan Kincade, owner of Kincade Boilers and pipes. After
it's time as a speak easy was over the Fancy Dan was
maintained by several groups of criminals as a




IPPENDIX

C. Contains 10 small room where the cliental can take their “dates”.
The rooms are clean and well kept with a carpeted floor, porthole win-
dow, bed and a cabinet full of various “accessories”.

D. This “fun house, designed for “group activities” its designed to look
like a Harem tent.

E. is the Girls room, It's where new girls are taken, strung out on sun-
shine and other drugs and train. Dirty and dank it's obvious by its look
girls eat drink and sleep there.

F. Abner’s quarter consists of three rooms a sitting / writing room,
restroom and bedroom, All doe up in Victorian splendor.

Abner Lake

Type: Minion of the Serpent

Age: 55

Race: Anglo Sex: Female

Favor gained: 5

Attributes

Muscle: 1 Agility:2 Tough:2
Brains: 4 Allure: 2 Resolve: 4
Spirit: 4 Luck: 3 Mana: 20
Dodge Dice: 6 Combat Dice: 2  Magic Dice: 8
Knowledge

Arcane 4, Battle 2, Drive 2, Instinct 2, Magic 4, Management 4, News
2, Observation 2, Persuasion 3, Ruse 3, Scholastics 3, Technology 2
Benefits

Bound to the Serpent

Protected: The Minon of the serpent can spend 2 Mana points to add
+1 Dice to resist magic for one roll.

Flaws

Arrogance: Abner thinks he’s better than everyone around him. He
must make a Difficulty 2 Resolve roll to retreat if outmatched or admit
he’s wrong.

Swag

Symbol of the serpent (A Blake cane with a golden snake handle.) :
Talisman 1 (+1 to Acid Venom Gift.)

Gifts

Acid Venom (3): The character fires from their finger a stream of
green liquid up to Spirit 25 feet. That does Spirit X2 points of damage to
what it touches for up to D6 minutes. The Acid destroys 2 points of non
magical armor every minute its on a substance. Only magic or pure
water can remove the substance.

Hatchling (1): Summon in an open area at a range of SpiritX 25 feet
up 100Ibs of living snakes of any variety.

Hollow Sight (1): Abner can see and hear through his hollows at limit-
less range for up to an hour .

Scale (2) : The victim of this spell is granted 3 points of armor for
SpiritX1 minute.

Attacks

Punch/Kick: 4

Strike (2 Mana points): The priest can telekinetic strike a target they
can see up to SpiritX 25 feet away doing 5 points of damage. This
Attack ignores non natrual or magical armor.

Background:

Abner was born a poor London family. Growing up he was found him-
self drawn to the occult in hopes it would grant him a better life. Charis-
matic and a hard worker he found that despite not having any real
magical power he had still managed to build himself a following by the
age of thirty.

Eventually the power he sought found him in the form of the Serpent,
appearing before him as a mighty Dragon. With real magic , Abner set
out to make his fortune and to live a life free of the rules and morals he
hated.

Appearance: Abner is 6’1 and weighs 120lbs. Balding with dark hair,
sunken eyes and a hooked nose he dresses as a Victorian gentleman

and takes on the mannerism of the same despite being neither from
the Victorian times or a gentleman.

What Abner knows: Abner knows about Angel creating sunshine and
has Hollow spies in the guise of Homeless all over the city.

What Abner is hiding: Abner is more into following the serpent fot the
power than the cause.

Hollows
Type: Minion of the Serpent
Favor Gained: 1

Favor gained: 1

Attributes

Muscle: 2 Agility:2 Tough:2

Brains: 1 Allure: 2 Resolve: 1

Spirit: 1 Luck: 1 Mana: 5

Dodge Dice: 3 Combat Dice: 2 Magic Dice: 0
Knowledge

Athletics 3, battle B, Instincts 3, Observation 2,
Benefits

Hollow: Hollows are the skins and bones of humans filled with Snakes
(Usually from a Hatchling Gift) and enchanted as servants. In the case
of Abner the skin comes from Girls who have reached the age of 18
and are no longer useful to his cliental. Hollow are immune to mind
altering gifts and do not need to sleep. Hollows can contort and bend
their body freely do just that to frighten those they attack.

Flaws

Loyal: The creatures are totally loyal to Abner Lake.

Swag

Semi Automatic Pistol (2 Clips)

Abilities

Venom: Hollows fingernails are actually retractable fangs. If a charac-
ter takes damage from them Must make a Difficulty two tough roll or los
the ability to heal normally for D6 Days. This Venom also grants —1 dice
to all Tough and Muscle based rolls.

Attacks

Fang Claws: 6 damage

Semi Automatic Pistol: 12 Damage

Appearance: Abner’s hollows appear as Young women dressed in
traditional maid uniforms . Their eyes and mouths are sewn and under
close inspections snakes can seen to crawling under their skin.

Combat
Abner will set up four Hollows on the top floor and three
on each of the nest three floor to “soften “ up the Maga
and then attack along with the last group of hollows.

Hollows are not overly smart but will attack from where
they have the best advantage. At least one will attack
from the ceiling.

After Fight

Abner will fight to the death as will his Hollows, if given a
chance He will as a final attack used Acid Venom to blow
a large hole in the wall of the Orphanage flooding it and

drowning himself and everyone else who cannot escape.

If that happens It'll be up to the Magas to save the 12
girls 7 girls and 12 clients in the orphanage.
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If that doesn't happen the Player characters still need to
remove the Girls and “deal” with the clients.

Chapter Goals: Find the Orphanage, Rescue the girls,
Shut the Orphanage down.

Favor Earned
The goddesses are pleased with the following endeav-
ors.

Destroy Abner: +2 Points

Destroy the Orphanage: +1 Point

Destroy Lake Imports” +1 Point

Punish the Clients: +1 Point

Rescue the girls: +2 Point

Helping The girls get settled after the recue: +1 Point

Favor Lost
The goddesses frowns on the following.

e Abner lives: -1 Point

e Clients go unpunished: -1 Point

e Two or more of the Girls in the Orphanage Dies: -1
Point

e Take the Money and not use it to help the girls -1
point.

e Not Helping The girls get settled after the recue: -1
Point

Ending

Once Abner is dealt with the Maga must figure out what
to do next with the Girls the rescue and if the Orphanage
survives with that.

Ava if asked would be more than happy to help the girl
as would Taja. Officer Sullivan will help if asked.

The Orphanage could be salvage if it's not totally de-
stroyed and used as a base for the Player's Characters.

The Gamemistress should make sure these and what-
ever other questions that crop up are dealt with before
officially ending the game.
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WELL, HATH NO FURY"

The enemy of all life on Earth, the Serpent has waged war against the life force of
our planet , the mother goddess Gaia for millennia. Using the weapons of igno-
rance, greed and hate it has turned humans against each other , polluted he world
and threatens us daily with our own destruction.

The Maga, powerful magical beings powered by Gaia and her multitude of goddess
aspects have other plans and will do whatever it takes to destroy the great serpent
and its minions and return the world back to it's long forgotten glory.

BELLUM MAGA s a role-playing game about a world of magic and conspiracies
and a millennia old war between the corrupt Patriacracy and powerful female free-
dom fighters.

FOR AGES
18 and older






