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HISTORY 
Washington During the Rapture 

The Rapture hit the "Modern 
Alexandria" as quietly as it hit the 
rest of the earth. As elsewhere the 
first signs were mostly ignored. In 
fact, the Sub-dermal Universal 
Credit chip, or S.U.C. was exceed- 
ingly popular in Washington D.C. 
Further, the increase in the number 
of disappearances due to the coming 
was so minute when compared with 
"normal'l D.C. statistics that it went 
unnoticed. 

The breaking of the First Seal 
was not as easy to ignore. Like most 
major cities, D.C. had (and has) a 
serious rodent problem. The bubon- 

ic plague ran rampant through D.C., 
especially in the poorer areas such 
as the slums near the White House. 
Outbreaks of the plague still occur 
in the D.C. area, most often when 
scavengers poke too deeply into the 
ruins. Fortunately, these outbreaks 
are somewhat limited by War as he 
detests interference in his domain by 
his brother Pestilence. D.C. was also 
struck hard by "Gold" disease. Most 
of the wealth of Washington suf- 
fered greatly and evidence of purges 
along Embassy Row and in portions 
of the suburbs is still recognizable. 
Numerous riots took place in 
Oakmont and Bethesda as desperate 
victims unsuccessfully attempted to 
storm the National Institutes of 
Health and the Naval Medical 
Center. 

The text in this book is designated Open Game Content with 
the exception of such text as is specifically identified as 
Product ldentii in the Designation section of the Open Game 
License compliance section at the beginning of this book. 
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the Gorld. Although he' was origi- 
nally concerned with other areas of 
the world, War was nonetheless 
enthralled with the majesty of the 
capital and the U.S. military estab- 
lishment in general, and he vowed to 
return to the Pentagon eventually. 

With the breaking of the Third 
Seal, real catastrophe befell the 
United States and the politicians that 
ran it. The maneuvering that sur- 
rounded the Mid-East conflict had 
already dampened the people's 
enthusiasm for the current crop of 
public servants. The food riots and 
agricultural fiascoes were the straws 
that broke the camel's back. Years of 
laboring under the yoke of oppres- 
sive taxes and self-effacing barons of 
popularity exploded into violence as 
the people's confidence in govern- 
ment was finally shattered. The peo- 
ple marched on Capitol Hill and 
assaulted the White House. The 
newly appointed President, his Vice 
President and the Majority and 
Minority Speakers of the House and 
Senate were all assassinated in grisly 
fashion. The scorch mark where the 
Democratic Speaker of the House 
was detonated can still be seen on 
Pennsylvania Avenue. The White 
House was only protected from 
being sacked by the quick thinking 
ex-Secretary of State (now 
President) who called in the Marines 
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The breaking of the Second Seal 
brought D.C.'s current natron into 
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and training elements of the Rapid 
Deployment Forces to restore order. 

The opening of the Fourth Seal 
was rather redundant for the people 
of D.C. since they were all dying 
anyway. The Hand of God, a poiso- 
nous fog, frequently visited D.C., 
further decimating the remaining 
population of the once great city. 

The loss of California to the 
Pacific Ocean, when discovered four 
days after its actual occurrence was 
greeted with bored indifference by 
the survivors. 

The rise of the Anti-Christ 
reflected a down time in D.C. The 
worldwide nature of the crises facing 
mankind had drawn all the action 
towards the United Nations in New 
York. The remains of the capital 
were reduced to a broken shell in 
which a few proud remnants of 
America, such as the soldiers at the 
Navy Yard and Bollings AFB, brave- 
ly attempted to live on. Gradually, 
the city was cut off from the rest of 
the Eastern Seaboard by natural dis- 
asters and the alarming growth of the 
natural world. Communication with 
D.C. ceased as the world came to 
The End. 
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THE END 

WAR 
"When he broke the second sea, 

I heard the second animal shou, 
'Come. 'And out came another horse 
bright red, and its rider was givei 
this duty: to take awaypeace fron 
the earth and set people killing eaci 
other: He was given a huge sword." 

After the breaking of the Seconc 
Seal, War's considerable power an( 
effort were initially wrapped up ir 
the battle against the agents of Hell 
The Second Horseman marchec 
across the earth battling resurgen 
demons and spirits in an effort tc 
achieve God's will. However, he 
never forgot the potential inherent ir 
the jewel on the Potomac- 
Washington D.C. 

D.C. originally attracted War's 
attention as he was arranging the 
Mid-East conflict. His subtle pres- 
ence in the halls of Congress and the 
President's war room gave him a 
glimpse of the potential that was pre- 
sent in humanity. War's visit to the 
Pentagon to confirm the orders to 
launch the strike convinced him to 
make the Pentagon and D.C. his 
home. 

However, War was initially too 
proud of his role. Like his brothers, 
he enjoyed adding his own personal 
touch to his work. Hence the 
Pentagon would be his crowning 
achievement- a great monument to 
the glory of conquest. War was 
deeply moved by the images he saw 
before him. Unfortunately, unlike 
his brothers, War was not "subtle.'' 
His obsession with the Pentagon was 
obvious to his brethren. Therefore, 
while he was busy with his work 

-The Book of Revelation 
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the streets of D.C. Pestilence ri - 

rampant in the crowded, desperate 
streets of the city. Death followed to 
claim his brother's brood. It was too 
late by the time War realized that his 
brothers' actions would undermine 
his utopia. As a result, when God 
closed the Heavens, War found him- 
self the master of a dead city instead 
of the ruler of a glorious, if con- 
tentious, hture. 

In a stubborn refusal to accept 
defeat, War tore the Pentagon from 
the ground and raised it high into the 
air on a pillar of stone. The 
Pentagon became a monument both 
to War's glory and his folly. It sym- 
3olized his failure, but served to 
Pemind both God and his brothers 
hat he would not be deterred. In the 
radition of one of Before's greatest 
;eneral's, War vowed, "I shall 
'eturn." 

Since the end of the Rapture and 
rribulation, War has begun to make 
lis dream a reality. He has sought to 
mild a New Society in his own 
mage. To this end, he has attempted 
o bring as much of humanity as pos- 
ible into his domain. The process is 
L slow one, however. War's inability 
D define himself now that God no 
onger determines his role, combined 
vith the marked lack of people, has 
ontributed largely to the new soci- 
ty's failure to take shape. Truth to 
:11, War has been unable to decide 
{hat form the new world should 
ike and is experimenting with dif- 
:rent social structures and situations 
f conflict. 
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THE Docs OF WAR - 
7 THE BOSTON 

MASSACRE 
Those who have purchased anc 

used The Boston Massacrc 
Guidebook (TYG 0021) will notc 
that War's armies play a significan 
role in the region. For those who arc 
unfamiliar with the Bostor 
Massacre, it focuses on a youni 
colony that has come together in thc 
wreckage of Boston. The colonists 
although they are winning most o 
the battles, are losing a war of attri. 
tion against forces which appear tc 
be sent from the former U.S. capitol 
Too make matters worse for thc 
colonists, they come to harbor i 
group of refugees who, unbeknowns 
to colonists, are infected with a con 
tagious and deadly plague. 

The information in The Bostor 
Massacre is presented from the poin 
of view of the colonists. Althougt. 

THE END 
the second Horseman of the 
Apocalypse and his armies are 
involved, little more than rumors and 
suppositions about their motivations 
are provided. So what is really 
going on? 

In an effort to fuel his growing 
armies, the Horseman War generates 
a supernatural effect that is known as 
the Call of War. This summons can 
be felt within the hearts of men and 
women for hundreds of miles in 
every direction. Those that succumb 
to it find themselves drawn to 
Washington D.C. War uses the call 
to bring people into his sphere of 
influence. The Call is his most pow- 
erful and most effective method of 
recruiting new soldiers into his 
army. 

Over time, however, War came 
to realize that the Call of War was 
not being heard to as large an extent 
as he originally calculated it would 
be. People were being drawn from 
the west and the south, but very few 
were arriving from the northern 
regions. Curious and somewhat 
frustrated, War dispatched scouting 
parties to investigate. 

The scouting parties returned 
months later with two significant 
pieces of information: (1) A terrible 
plague had taken root in the vicinity 
of New York; and (2) for whatever 
reason, the Call of War was not 
being felt within roughly a 200 mile 
radius centered around the city of 
Boston. 

War was perplexed and dis- 
turbed by these findings. He sur- 
mised that the plague in New York 
City was likely the work of his 
brother, Pestilence. If not for the 
fact that the call was being blocked 
somehow from within Boston. the 
city of Washington D.C. would now 
be a ghost town as the Call of War 
would have certainly drawn thou- 
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THE END 
sands of infected people from New 
York. Looking for answers, War 
carefully studied his own city and 
came to the understanding that cer- 
tain important buildings of old were 
now Icons, containing a supernatural 
power of their own. These Icons 
protect the inhabitants and preserve 
the old world. He surmised that 
somewhere within Boston there was 
an Icon that was protecting the sur- 
rounding regions from his Call. War 
was grateful for the strange coinci- 
dence, but at the same time terrified. 
If it were his brother's aim to spread 
his influence through Washington, it 
would not take him long to discover 
the same things about D.C. and its 
Icons. 

War needed to act quickly to 
take the city of Boston before 
Pestilence could decimate the popu- 
lation and learn to exploit the Icons. 
This strategic aim presented many 
problems of its own, however. War's 
armies had the size and strength to 
easily level the city of Boston in a 
matter of weeks, but War needed to 
take the city while only inflicting 
minimal damage to the buildings lest 
he inadvertently destroy the Icon 
that he wished to study. 

To make matters worse, 
Pestilence would be aware of any 
troop movements War made in the 
direction of Boston. Any armies he 

be allowed to return to Washington. 
This creates the unenviable tactical 
situation of needing to cleanly take a 
defended city using only expendable 
soldiers. 

War resigned himself to the real- 
ity of a slow, and costly war of attri- 
tion against the city of Boston using 
his least desirable servants- the 
Bikers from Hell. He rallied con- 
scripts and somewhat expendable 
soldiers and sent them north with 
orders to methodically lay siege to 
the city of Boston in the hopes of 
eventually making the defenders 
within surrender. 

Ultimately, War seeks to capture 
Boston and its people, gain control 
of the Icon that is blocking his 
power, and turn it to his will much as 
he has done with the Pentagon. As 
long as he has the time to deploy and 
protect his troops properly between 
Washington and New York, and fur- 
ther has control of when the Call will 
be felt in New York, he feels that he 
can overcome his brother's plot 
against him and manage the spread 
of Pestilence's influence. 
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Washington D.C. is the domain 
of War, the second Horseman of the 
Apocalypse. D.C. evinces every- 
thing that Hobbes noted when he 
described life as "brutish, nasty, and 
short." D.C. should be a tough area 
for players. They will be faced with 
constant threats, deadly combat, and 
delicate situations. The players will 
enter a complex political situation 
where they will be considered wild 
cards. They will be wooed, assault- 
ed, intimidated, and used. In other 
words, D.C. should be a painful 
experience. You, as the Judge, 
should make it so. 

The setting is not, however, 
intended as the ultimate hack and 
slash adventure. If the players have 
not figured it out by now, the combat 
system in The End does not favor 
violence as a solution to problems. 
If the players choose to fight their 
way through Washington D.C., they 
will lose (if the Judge is doing his 
job). A party will only survive D.C. 
if they are able to negotiate the vari- 
ous challenges presented by the 
city's environs and inhabitants. They 
should be made to understand that 
constant firefights would be futile. 
Players should begin to see that only 
role-playing their encounters will get 
them through alive. Those players 
that fail to learn this lesson should 
meet with a well-deserved death. 

How To GET THERE 

Washington D.C. is located on 
the eastern seaboard of the United 
States. This lack of centrality has 
long hampered the country and this 
continues in the world of The End. 
The Call of War reaches far and 
wide, but many of those called have 

THE END 
leen unable to find an efficient 
nethod of following it, while those 
vho havc tried have faced other dan- 
:em. 

load Travel 
Approaching D.C. is easy if a 

,layer stays on the beaten path. 
Iighway travel is still possible. 1-95 
s in fairly good condition coming 
i-om the north or south. In fact, trav- 
Aers will find that it has been myste- 
,iously and efficiently cleared. Very 
tstute travelers might even notice 
hat some of the wreckage along the 
.oad is fairly new (Spot Check, DC 
18). US 50 is also still passable com- 
ng in from the coast, as is 1-66, 
Tram the West, 1-70 and 270 are 
)assable. 1-495 and portions of the 
Zapital Beltway are also passable, 
ilthough only barely (some things 
lever change). The concrete and 
isphalt of the Beltway has suffered 
qeatly from the effects of the 
Sreens, Blues, and Wastes. 

Water Travel 
Water travel is once again a pop- 

ilar method of transportation. 
Rumor has it that at least one group 
Df pirates is plying the East Coast 
like the Vikings of old, keeping close 
to land and beaching to avoid 
storms. 

Air Travel 
Air travel is also possible. 

Those arriving by helicopter have a 
variety of places to put down, but 
may be intercepted by diligent Dogs 
of War. Those arriving by plane 
have a number of choices available 
to them: Bollings AFB, the 
Washington National Airport, Dulles 
and various small strips about the 
city. Baltimore - Washington 
International was destroyed during 
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THE DOGS OF WAR THE END 
the Tribulations. No one is clear on 
how. Unfortunately, the Dogs main- 
tain a strong presence at each of 
them. Dulles is firmly within the 
hands of Dogs as are the smaller 
airstrips. The only exception to this 
is Washington National which 
remains largely uncontrolled. All of 
this is mostly an academic exercise, 
however, since very few people fly 
the very few remaining hnctional 
airplanes. 

Rail Travel 
Rail travel is also still available, 

but outside of the city only handcars 
and small railcars are adaptable 

enough to maneuver around the - 7  
wreckage and rotted on the lines. 

Off Road Movement 
For the most part, the geography 

of Washington D.C after the Rapture 
is only vaguely similar to that of the 
city Before. The key to understand- 
ing the layout and movement is to 
realize that the roads and highways 
are usually the only workable thor- 
oughfares. Movement off road is 
very difficult and dangerous. As a 
result, most activity and most areas 
of habitation border major road sys- 
tems. 
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world. To the North, the ever- 
expanding Greens block off explo- 
ration. To the West, the Wastes pro- 
vide a forbidding barrier. In the East, 
the Aquatic Gardens are rapidly lim- 
iting transportation in combination 
with expanding wetlands. D.C. is 
approachable from the south, but as 
that is the only reasonably safe 
entrance and exit, it has become a 
highly dangerous route. Bandits 
eager to steal, rape or kill unsuspect- 
ing travelers lie in ambush all along 
the few passable roadways a few 
miles outside of the city. 

Nature has reasserted itself 
across the globe. In the Washington 
D.C. area, this is most apparent in 
the Rock Creek Park where the for- 
est and heather around the zoo and 
the park have become a veritable 
jungle of growth. Stretching east 
from Connecticut Avenue all the way 
to Catholic University and down to 
the northern borders of the campus 
of Howard University, the Greens 
are slowly encroaching on 
Washington D.C. 

The Greens vary from tangled 
heather to stretches of Mid- 
American rainforest. Wherever the 
Greens are present, there is thick 
undergrowth that limits movement 
(base movement reduced by 10') and 
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sight (visibility 40'). The exceptions 
to this are the numerous stands of 
young coniferous trees. Although 
they obscure vision, they tend to 
keep the forest floor well carpeted 
with needles, which choke out the 
heather. Elsewhere the tangles dom- 
inate the sprawl. Formerly tame 
wild grapes and climbing vines have 
grown voracious appetites, moving 
across the floor of the young canopy 
with alarming speed. Some of these 
vines have begun to form almost 
web-like structures that collapse 
inward upon careless travelers. 
Characters coming in contact with 
the "tangle" must make a reflex save 
(DC 10) or become caught within 
the vines. Once a character is caught 
in a "tangle," he is allowed to make 
one reflex save each round in order 
to extricate himself. The difficulty 
on this save climbs by one, however, 
for each save that is failed. Thus, the 
second save is at DC 11. If the sec- 
ond save is failed, the third save is at 
DC 12, and so on. This is definitely 
a messy situation in, say, combat. 
Some of the vines, frequently mutat- 
ed versions of old berry-bearing 
species such as raspberries or 
crabapples are also poisonous. 
Some poisonous spiked plants have 
also been making their appearance 
(see The Aquatic Gardens for 
details). Their origin is unknown, 
but most suspect they migrated from 
somewhere in the Aquatic Gardens. 

In addition to the vines, the 
growth of the Greens has resulted in 
another serious danger: deadfalls. 
The Greens devoured most remnants 
of civilization beneath them, but by 
no means has this been an even 
process. For example, a house may 
now resemble a small hill upon 
which trees have taken root. The 
moss-covered driveway immediately 

adjacent, however, may remain per- , 

fectly flat. Similarly, a wooden ' 
structure will fall prey to the Gree 
at a different rate than its stone foun- 
dation. The result of all this is that 
the ground in the Greens can change 
radically from footstep to footstep. 
Characters may find themselves 
plunging through the forest floor 
into the basement of a decayed 
house. Many travelers have indicat- 
ed that, at times, the very soil of the 
Greens seems to slip away from their 
feet. To account for this, unless the 
party is traveling with someone with 
solid wilderness and forestry skills, 
each character should be required to 
make a reflex save (DC 10) every 
hour to avoid falling victim to a 
deadfall or slipping down a steep 
incline. Damage can range from 1 d6 
to 6d6 at the Judge's discretion. If the 
players are carefully scouting and 
moving at 2/3 of their normal rate, 
each player may take advantage of 
the highest Wilderness Skill in the 
party for purposes of the Reflex 
save. 

The Greens are also home to 
sentient threats. First and foremost 
are the animals that have made the 
Greens their habitat. They can smell 
humans from great distances. They 
know every ambush point and can 
conceal themselves in the shadows. 
In the world of The End, the animals 
are in control. Before the Rapture, 
Washington D.C. boasted one of the 
nation's finest zoos. The vast major- 
ity of the creatures that inhabited the 
zoo are now free, and have grown to 1 'I1 I 
dire size. These animals pose a seri- 
ous threat to people living within the 
non-overgrown regions of the city. 
They are nothing short of a lethal ter- 
ror to those who travel within the 
Greens. Wolves, bears, boars, and 
great cats should be considered the 
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b dominant threats to travelers through 
the Greens, although other varieties 
of animals could be used. Wolves 
are superior trackers and hunt in 
packs. The bears, mostly brown 
bears but some larger species as 
well, have all developed a taste for 
human flesh and can smell blood 
from miles away. The boars are not 
particularly adept trackers, but could 
be quite dangerous to any who might 
happen upon them. And finally, the 
great jungle cats hunt with almost 
supernatural stealth, cunning, speed 
and power. 

To make matters worse, the ani- 
mal threats within the Greens are 
more coordinated due to the involve- 
ment of the Beast in the area. 
Although this does not equate to 
GPS tracking and radio communica- 
tion, this does complicate and mag- 
nify the threat level of animals in the 
region. Upon discovering a heavily 
armed group of humans, for 
instance, wolves may track and 
hound the interlopers while waiting 
for bears and great cats to move into 
the area to assist with the kill. In 
short, the animals are united and 
exhibiting a much higher level of 
intelligence than they did before the 
Rapture. 

Even with all of the physical 
challenges, the Greens are still 
braved by many. The reasons for 
this is twofold. First, the Greens 
(like the Wastes) are a vast reposito- 
ry of resources. These resources are 
not protected from the Blues like 
those in the Wastes, but can still 
occasionally generate an excellent 
find. Second, and most importantly, 
the Greens are a marvelous source of 
food. The Rock Creek teems with 
fish and the forest is well stocked 
with game. Edible plants (many of 
which resemble various poisonous 

THE END 
plants) are plentiful. In an age where 
food stocks are rapidly decaying, the 
Greens are a salvation, and it's pre- 
cisely this potential that makes them 
the next major battleground for the 
salvation of D.C.'s population. 

The Greens represent the future. 
Whether humanity likes it or not, 
hunting and gathering will be the 
norm until the region's population 
returns to its former numbers and 
Nature is tamed again. 
Unfortunately for humanity, the odds 
are a little bit more even than when 
the frontier was first conquered. 

THE WASTES 

The Wastes are War's creation. 
They comprise a large dustbowl that 
includes part of the Arlington 
National Cemetery and spreads east- 
ward between Interstates 395 and 66 
until it meets Interstate 495. Unlike 
most other areas where nature has 
reasserted itself, Nature appears to 
have weakly conceded the existence 
of this unnatural dustbowl. In fact, 
the only things slowing the spread of 
the Wastes are the Interstates that 
border it. These oft-used creations 
of man seem to survive both natural 
and unnatural pressures to change. 

The Wastes were originally cre- 
ated by War as a buffer around his 
Citadel, serving as an impassable, 
trackless expanse that would easily 
expose any potential attackers to 
War's vigilant eye. However, after a 
while War realized that he really had 
little in the way of enemies and he 
began to use the Wastes as a training 
ground for his troops. He allowed 
the dust storms to become more fre- 
quent and the fluctuations in temper- 
ature to be a little more extreme. 

Traveling through the Wastes is 
very difficult. First, vision is limited 
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(20'). A duststorm passes through 
almost every half hour. These 
storms carry a fine white dust that 
gets into everything. Some theorize 
that this dust comes from the bones 
of those that die in War's conflicts. 
Whatever the dust's origin, it can 
choke a man without a mask (Reflex 
Save DC 10, failure means character 
suffers -2 Dex, -2 Con until out of 
the storm), or quickly stall a vehicle 
(Reflex Save by Driver of Vehicle 
against DC 10 modified by Driver's 
driving skill if any). The dust makes 
travel exceedingly hard (characters 
slowed to 1/3 movement), and it isn't 
the only threat. The temperatures 
shift in the same manner as a desert: 
bitter cold at night and boiling heat 
in the day (See DMG regarding 
exposure). The end result is that 
traveling the roads is easier than 
going through the waste, even if it is 
less safe due to the depredations of 
bandits and the encroaching wilder- 
ness. 

Rumors hint at many sources of 
danger. Some travelers in the waste 
claim to have come face to face with 
military units of "zombies." These 
soulless men and women attack with 
great speed and ferocity showing no 
mercy for their victims. The origin 
of these zombies is not known, but 
one story has it that Death has raised 
an army of War's victims to mock 
him and tear down his fledgling 
empire. The story is true and the bat- 
tles rage constantly through the 
Waste. Any characters traveling the 
waste should have and 1 in 6 chance 
of encountering between 4 and 20 
well armed Soulless allied to Death. 

One very real danger of the 
Wastes is the large number of ser- 
pents that writhe about its dusty 
floor. For some reason, a unique 
variety of serpent has taken up resi- 
dence in the Wastes. They have 
become so common that their hiss- 
ing at night is reminiscent of crickets 
on a calm night in the country. 

12 
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ately poisonous (save DC 12). 
Although their bite is not fatal, it 
saps the endurance of any player bit- 
ten. For game purposes, the player 
loses one half his hit points for a 
period of (20 - Constitution) days. 
These losses are cumulative for each 
bite. 

Less common than the normal 
serpents of the waste are their larger 
cousins. Travellers who know the 
wastes and have learned to deal with 
the smaller serpents refer the the 
more dangerous serpents as “the Big 
Ones.” As lackluster as a such a 
nickname may be, it is descriptive. 
More details regarding the serpents 
can be found on Page 107. 

The dangers inherent in ventur- 
ing into the Wastes are not sufficient 
deterrents to many of the meek. This 
is especially true in light of the 
unique locations that lie within its 
borders. One characteristic of the 
Wastes is that even though it covers 
what was present before the Rapture, 
it did not destroy it. The same unnat- 
ural aspect that protects it from the 
resurgence of Nature also seems to 
slow or even stop the Blues. As a 
result, the resources contained with- 
in the homes and business of 
Arlington and the other suburbs are 
well preserved. The one drawback is 
that layers of dust, sometimes yards 
thick, often cover them. However, 
the dust is an excellent preservative 
and reports exist of people eating 
food off of the plates in uncovered 
houses. Undestroyed food and items 
are valuable commodities in the End 
and many of the meek are more than 
willing to scavenge in the Wastes. 
The list of potential finds is exten- 
sive. For example, both Northern 
Virginia Doctor’s Hospital and 
Arlington Hospital were lost in the 
Wastes. Medical supplies are in 

short supply, and as a result, they are 
in high demand. 

The cemetery is also a point of 
interest. Within its bounds lies the 
Tomb of the Unknown Soldier. This 
site is said to be revered by War him- 
self and has proven resistant to the 
Blues and the Wastes. The cemetery 
itself is said to be haunted, a rumour 
that may or may not turn out to be 
true. 

THE PENTAGON 

The Pentagon. The Citadel of 
Second Horseman of the Apocalypse 
is an imposing place, especially 
since most people only get to see it at 
a distance. Surrounded by the 
Wastes, the Pentagon is inaccessible 
to all but the hardiest of travelers. In 
addition, rumour has it that very 
nasty creatures populate the Wastes 
denying entry to all who were not 
provided with an invitation. 

When War was first loosed upon 
the earth, he gloried in laying waste 
to all its nations. But, when the Lord 
closed the doors, War was on the 
outside and forced to find a home. 
The Pentagon was ideal. War spent 
his rage in tearing the ground under- 
neath the great building and raising 
it far into the sky to what appears an 
impossible height. In a symbolic 
gesture, War sought to remind the 
Lord that he, too, would someday 
storm heaven. As a result the citadel 
towers over the skyline of 
Washington. 

On the outside, the citadel is a 
combination of the rock from which 
it was built and the ground that was 
torn from the earth to raise it up. 
From a distance, it appears smooth 
and solid. Yet, when approached, 
many crags and battlements can be 
seen jutting out from it sides. Dark 
flags and banners festoon its walls. 
Five gates open from its base. Each 
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ate is covered by a wrought iron 

No adequate information exists 
concerning the inside of the Citadel. 
The Pentagon is a great unknown for 
the meek and they will be tempted to 
explore it. The Judge should make 
very clear that this is an exceedingly 
dangerous mission and may want to 
discourage such activity entirely. 
Venturing into the Citadel should be 
considered a suicide mission. 

THE AQUATIC GARDENS 

The Aquatic Gardens are a mys- 
terious swath of the Greens that lie to 
the east of the city. Across the 
Anacastia River from the National 
Arboretum, the Aquatic Gardens 
have spread north from the original 
fourteen-acre domain of the 
Kenilworth Aquatic Gardens and 
down the east banks of the Anacostia 
and threaten to engulf highways 22 
and 50. Even parts of East Capitol 
Drive across the river from FWK sta- 

The Gardens provide an eerie 
backdrop to the east. Mysterious 
lights and rustling noises, as well as 
groaning and whispering, make it 

THE END 
seem as if the swamps and marshes 
of the Gardens are voicing their dis- 
content with the world. People in the 
city, from time to time, report an odd 
glow emanating from portions of the 
Gardens. Travelers along the high- 
ways claim to have been lured from 
the road by dancing lights reminis- 
cent of the will-0-wisps of legend. 
Whatever the cause, the general feel- 
ing is that these noises and lights are 
the work of some malevolent force 
bent on encroaching even more on 
Washington D.C.'s rapidly diminish- 
ing space. 

Travelers to the Gardens report 
that travel has become quite diffi- 
cult. The most efficient manner of 
travel is by flatbed boat or canoe. 
This is particularly true since a trav- 
eler to the Gardens will not be able 
to float everywhere he or she wants 
to go, but will have to carry their 
craft over semi-solid ground to the 
next point, and there are numerous 
dangers for those traveling solely by 
foot. 

First, there are soft areas that 
function as quicksand. Similar to the 
deadfalls encountered in the Greens, 
unless the party is traveling with 
someone with solid wilderness and 
forestry skills, each character should 
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be required to make a reflex save 
(DC 10) every hour to avoid falling 
prey to quicksand. Once a character 
is caught in the quicksand, he is 
allowed to make one reflex save 
each round in order to extricate him- 
self. The difficulty on this save 
increases by two, for each save that 
is failed. Thus, the second save is at 
DC 12. If the second save is failed, 
the third save is at DC 14, and so on 
and so forth. Other individuals may 
attempt to provide aid to a trapped 
compatriot. Each person who wish- 
es to provide aid will grant the 
trapped individual a modifier of +3 
to his saving roll attempt. Each per- 
son who decides to help also puts 
himself at risk, however. Every per- 
son that is aiding a trapped individ- 
ual must make a reflex save (DC 7) 
each round to avoid slipping into the 
quicksand. Those who fail three 
consecutive saving throws, die. 

Second, the Gardens are overrun 
with dangerous flora and fauna. The 
swamps and marshes teem with poi- 
sonous plants, spiders, and snakes, 
and crocodiles and alligators that 
have escaped from the zoo often 
inhabit the waterways. Most of the 
spiders and snakes are of the normal 
variety. However, 10% are extreme- 
ly aggressive and poisonous species 
(example: water moccasin). 
Predatory plants have also recently 
started to appear. A number of dif- 
ferent types exist, but the majority 
use either beautiful flowers or attrac- 
tive fmit to lure unsuspecting prey. 
Two varieties of predatory plant 
exist: passive and active. The pas- 
sive predators rely on the consump- 
tion of their fmit. They seek to have 
their seeds implanted within a body 
so that when that body dies, the 
seedlings contained in the fruit are 
nourished with the finest in fertilizer. 

spines. They lash out at passers by 
in order to poison prey within their 
root area. Avoiding the vines 
requires a reflex save (DC 7). 
Failure on this save indicates that the 
victim has been poisoned with a 
strong paralytic toxin. Unless treat- 
ed immediately, poisoned victims 
will lose their ability to move within 
three rounds. The duration of the 
paralysis is merely twelve hours, but 
this time period is generally long 
enough to prove fatal in a dangerous 
region like the Aquatic Gardens. 

Third, the most advanced (and 
dangerous) flora and fauna are 
described in Chapter 5: The 
Denizens of D.C. Amongst the crea- 
tures described in Chapter 5 that are 
commonly found in the Aquatic 
Gardens are the Flower Trap (Page 
106), the Fang Vine (Page 109) and 
the Garden Soul (Page 110). 

Dangerous as they are, the 
Aquatic Gardens hold great fascina- 
tion for the Washington D.C. meek. 
The center of the gardens lies a beau- 
tiful swath of land where it is always 
warm. At the heart of this land, in a 
small grove, there is a shrine to some 
unknown goddess. Furthermore, the 
shrine is said to heal whatever 
wound afflicts one who enters it. 
This is not entirely true. The shrine 
does have the ability to heal those 
who drink the water from its foun- 
tain, however there is a price. Those 
who receive healing from the shrine 
owe its creator one favor. The cre- 
ator of the shrine is Mariel, one of 
the angels God sent to collect the 
good and innocent during the 
Tribulation. She became overcome 
with grief at having to leave so many 
behind. Such was her compassion, 
she established the shrine and tended 

The active predators seek to lure 
prey within reach of their poisonous ' 
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it even after the gates of heaven 
:closed and shui her out. 

Unfortunately, Mariel was unpre- 
pared for the baseness of some 
humans. During the Tribulation a 
group of humans who figured out 
what the shrine did closed it off and 
began charging admission. Then 
thzy began killing those who did not 
pay. Mariel was heartbroken and it 
changed her forever. She began to 
resent humanity and further resent 
the fact that she was stuck here on 
earth because of them. She gave life 
to the gardens and isolated herself 
from the remnants of the human 
race. In time, however, the newly 
mortal part of her began to crave 
company and affection. Thus, she 
began allowing those who were 
strong enough to pass through the 
Aquatic Gardens to spend time in 
her shrine. Still, Mariel does not 
generally show herself. 

THE UNDERGROUND 

The underground consists of the 
sewers and the subway system that 
run beneath the shattered streets of 
Washington D.C. The underground 
offers challenges similar to the sur- 
face world. As on the surface, life is 
brutish, nasty and short. The hazards 
of the underground are often mun- 
dane. Pitfalls dot the slowly eroding 
sewer and subway systems. Safely 
traversing them should require fre- 
quent reflex saving rolls. Gas leaks 
are frequent in the underground. Gas 
released by leaks in failing pipes 
often lurks in enclosed spaces. 
These vapors are highly explosive, 
and can be set off by a cigarette, 
match, or even a spark. To make 
matters worse, nitrogen and other 
oxygen displacing gasses have a ten- 
dency to seep in and gather in 

enclosed underground areas. 
Although it may seem illogical at 
first, a person can suffocate in under 
ten seconds when exposed to under- 
ground gasses if unaware. You may 
reason that this is impossible as most 
people can easily hold their breath 
for a minute or more, but physical 
prowess, lung capacity, and other 
factors rarely come into play. When 
a person comes into contact with an 
odorless gas in an enclosed area they 
continue breathing. The gas enters 
the lungs and immediately begins 
displacing oxygen from the brain. 
This causes the person to pass out, 
generally in less than ten seconds 
(Reflex Save DC 18, each round). 
Once the person has passed out in 
such an environment he is as good as 
dead. Others who are nearby can 
attempt to rescue their fallen friend, 
but if they enter the area and so 
much as take a breath, they may suf- 
fer the same fate. Inducing proper 
ventilation is the only way to render 
such an area safe for passage. 

The Subway 

Once one of the finest subway 
systems in the world, the D.C. Metro 
is still holding up in the face of the 
Blues. The Metro is divided into 
five lines that are color-coded. The 
five lines have faded somewhat, but 
the subway seems to be quite slow to 
succumb to the Blues. In some parts, 
trains still run in one form or anoth- 
er. Most unusable trains have been 
cleared off the tracks, but some are 
still dragged along the lines by hors- 
es or people. The red and orange 
lines are particularly well kept. The 
Blue, Yellow, and Green lines are 
somewhat less usable, but still pass- 
able. Part of the reason for this 
resilience is the constant use the sub- 
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way gets from various post- 
Tribulation D.C. residents. Its' 
longevity is also a reflection of the 
amount of use the system experi- 
enced Before. The psychic energies 
present in the people who once made 
the subway part of their life still 
seem to be present. 

Unfortunately, like many of the 
places in The End, parts of the 
Subway have developed their own 
vicious character. The rats that grew 
fat and aggressive feeding on the 
corpses of those taken to their 
reward often rampage through the 
underground. Traveling in packs of 
anywhere from 5 to 100, the rats 
have little fear of anything except 
fire (Of course, fire is not a great 
idea with the large amounts of 
trapped gas present underground). 
The rats are a little smaller than their 
sewer rat cousins, but still a threat. 

In recent days, the subways have 

use the subway as their home, have 
come under attack by the Bikers 
from Hell. If this were not enough, 
animals often use the subway system 
as a means to strike deep within the 
city during the daylight hours. 
Finally, as icing on this chaotic cake, 
a few packs of Crazies have started 
nesting and hunting within the sub- 
ways. 

The Sewers 
The Sewers also provide access 

points all over the city. Although not 
as passable as the Metro system, the 
sewers can be exploited in certain 
areas. The sewers, however, are just 
as dangerous as the subway system. 
They teem with rats, alligators, 
snakes, and even crocodiles. 
Moreover, they are less stable and 
more prone to cave-ins and other 
unpleasant disasters courtesy of the 
Blues. The rats are particularly 

I become a battleground. The vicious and large. 
Crackheads and their patron, who 
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THE BLUES p ' As everywhere else, the Blues 
have taken their toll on the 
Washington D.C. area. Only the 
major highways, such as Interstate 
95 and Route 66, are still passable. 
Other minor highways, such as Hwy 
1 and Hwy 5, are only usable close 
to the city. Outside the city, they 
trail away into resurgent forest or 
swampland. As for the suburbs, they 
are generally decaying into frag- 
mented shells of their former glory. 
Alexandria is a ghost town. The rot- 
ting buildings surround crumbling 
businesses while the recently 
deceased provide fertilizer for the 
regrowth of the heather. Mount 
Ranier and Brentwood have been 
swallowed up by the mysterious and 
rapidly growing Aquatic Gardens. 
The resurgent Rock Creek Park has 
similarly swallowed Chevy Chase 
and Bethesda, while the Wastes have 
consumed most of Arlington. 

i 19 

THE END 
In contrast, the core of 

Washington D.C. is still vibrant. The 
constant use by the thousands drawn 
to the city has offset the arrival of the 
Blues. In addition, certain places of 
historical significance seem to be 
immune to the effects of the wasting. 
These "Icons" serve to shore up the 
area and further arrest nature's 
growth. Thus, the portion of 
Washington D.C. north of the 
Potomac and Anacostia rivers and 
south of the Rock Creek Park and 
Missouri Avenue still resembles the 
D.C. of old. The central areas of 
Washington D.C. along Constitution, 
Pennsylvania, and Independence 
Avenues appear much as they did 
before the Rapture. The military 
areas along the banks of the rivers 
are also in excellent condition. 

The advance of The Blues seems 
to depend on a number of factors. 
First, the age of the buildings and 
structures involved is directly related 
to the amount of decay. The older 
the building, the longer it lasts. For 
example, the new mini-mart disap- 
peared almost as quickly as it 
arrived, whereas the old estates, in 
some cases, still hold on. However, 
many older buildings have not fared 
as well. Those of the older buildings 
that were shored up recently in cru- 
cial areas with modern supports, for 
instance, have collapsed as the new 
work faded more quickly than the 
original. 

A second factor governing the 
decay involves the amount of psy- 
chic energy involved in the "itemll in 
question. The level at which human 
society cared about or associated 
with the item is often determinative 
of how long it takes to decay. For 
example, the subway system was 
instrumental to the city's function- 
ing. Therefore, it is taking a long 
time to decay (if it ever will). On a 
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smaller scale, oak dinner tables last 
longer than plastic countertops, 
china longer than modern dishware, 
and a cherished painting longer than 
a magazine. 

Yet a third factor is the amount 
of natural or non-natural material 
present in the item. Items made of 
all natural ingredients decay more 
slowly than man’s abominations. As 
a result, things such as books, tools, 
and houses last substantially longer 
than computers or new cars. The 
care and time put into the writing 
and binding of a book along with its 
natural ingredients and age often, 
ironically, make them some of the 
last items to suffer from unnatural 
decay. Unfortunately, they are very 
susceptible to natural disasters.. . 

Another factor that slows the 
onset of the Blues is the presence of 
other resistant items. The presence 
of many resistant items slows or 
even stops the Blues. Most impor- 
tantly, human use greatly reduces 
and even stops the decay. Those 
items in constant contact with 
human society appear to resist the 
Blues even for a period after human 
contact has passed. Therefore, post- 
Tribulation human use of items is the 
key to preserving them. 

All these factors reinforce each 
other. For example, books in the 
Smithsonian are in little danger of 
decay. They are in the center of the 
city, surrounded by Icons and other 
items of significant psychic import 
and are, by their nature, difficult to 
destroy. An important result of this 
combination of effects is that people 
in the center of D.C. have better 
access to the old world resources. 
Central D.C. is prime real estate. 
This, of course, plays directly into 
War’s manipulative hands. “Turf 
has once again taken on real impor- 
tance. 
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The Mall 

The Mall is essentially a park 
that stretches between the 
Washington Monument to the 
Capitol along the border the western 
portions of D.C. The once beautiful 
swaths of grass have since grown 
into wild stretches of young trees 
and tall grass. The once clean-cut 
symmetry has now grown into a 
ragged imitation of itself marked 
only by footpaths or trampled vege- 
tation. 

Moreover, the Mall has become 
dangerous. The resurgent growth 
provides the perfect cover for 
ambush and movement for the ani- 
mal kingdom. The big cats and other 
predators of the Animals make occa- 
sional forays into the Mall. Humans 
also find the area conducive to con- 
cealing movement or attacks. Many 
areas in the Mall bear burns and 
other scars of battle. 

Even so, the Mall is not a no- 
man's land. It is still a vital conduit 
in the downtown area and many are 
willing to brave its dangers. The 
Mall is an important pathway to any 
number of key landmarks such as the 
Archives, the Library of Congress, 
the White House and any number of 
museums. 

Jefferson Memorial 

The Jefferson Memorial is locat- 
ed in the Tidal Basin of the West 
Potomac park in the shadow of the 
Pentagon. The Memorial suffered 
greatly during the Rapture. The site 
of a major clash between rioters and 
U.S. Marines, the outer dome and 
colonnade is badly damaged. The 
dome is punctured in at least two 

THE END 
;pots and the colonnade scorched 
ind broken. The inside of the 
Memorial fared substantially better. 
The walls, which are decorated with 
po te s  from the Declaration of 
[ndependence and other patriotic 
works, are slightly eroded but still 
aeadable. The elements are begin- 
ling to take their toll, however, as 
leakage from the damaged dome has 
left standing water in a number of 
locations. 

The National Archives 

The National Archives were one 
Df the greatest collections of literary 
2nd scientific knowledge on the con- 
tinent. This has not changed. The 
Archives remain one of the greatest 
repositories of western thought. 
However, the institution that once 
held the Constitution, the Bill of 
Rights, and the Declaration of 
Independence has seen better days. 
The rats of The End have made 
inroads on some of the levels. Still, 
the majority of the works contained 
are in excellent condition. 

The current controllers of the 
Archives are the Smithsonians. On 
one hand, this is beneficial to the 
Archives because the Smiths take 
excellent care of the books and other 
items. On the other hand, this quali- 
ty care comes with a price. The 
Smiths increasingly ritualistic and 
paranoid attitudes are effectively 
closing off access to this well of 
knowledge. 

The Library of Congress 

The Library of Congress was 
one of the world's greatest libraries. 
It still is, kind of. Early in the 
Tribulations, the Smithsonians 
attempted to remove a large portion 
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of the volumes to a "safer" location. 
Since parts of the library had been 
mistakenly trashed during the anti- 
government riots, the Smiths felt that 
removing this vast store of knowl- 
edge to a safer location was impera- 
tive. Unfortunately for the Smiths, 
moving 84 million volumes, written 
in almost 500 languages, turned out 
to be a tedious and dangerous 
process. Moreover, these activities 
left the Smiths exposed to attack. 
The Dogs repeatedly clashed with 
the Smiths over certain pieces of 
knowledge. It is unclear what the 
Dogs' interest in the volumes is, but 
they are often seen spiriting loads of 
books to the Citadel. In one particu- 
larly violent clash, the James 
Madison Memorial Building burned 
to the ground. 

The Library of Congress is 
unclaimed territory. The Smiths 
realized they could not defend it and 
have resigned themselves to a long 
process of removal and storage. 
Meanwhile, many other players in 
the city come and go in search of 
information or profit. The 
Crackheads, for instance, have made 
a tremendous profit collecting books 
from the library on behalf of the 
Smiths. 

Foggy Bottom 

In the Before, Foggy Bottom 
was a popular spot to mingle with 
students and members of govern- 
ment. Now Foggy Bottom is return- 
ing to its roots. Originally a fog 
enshrouded swamp on the banks of 
the Potomac, Foggy Bottom is now 
slowly sucking the abandoned cafes 
and restaurants into the mire. The 
newly resurgent swamp has swal- 
lowed streets and become home to 
mysterious colored fogs that cause 
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many to think of the Hand of God. 
In addition, alligators have been 
making their presence felt in the 
area. On the edge of this sinkhole, 
George Washington University still 
flourishes as Ellen Simpson and the 
Faithless have set up in its ruins. A 
little known fact is that the metro 
lines still run beneath the steadily 
advancing swamp. 

Embassy Row 

Embassy row runs from Dupont 
Circle up along Massachusetts 
Avenue. The classic houses and 
mansions of the more than 150 for- 
eign embassies and chanceries were 
mostly destroyed by the Blues or in 
the fighting that flared up during the 
Tribulation. It is now an excellent 
place to scavenge. The remains of 
the diplomatic strongholds of vari- 
ous countries provide interesting 
pickings. Furthermore, the old 
embassies were often built with 
bomb shelters or reinforced steel 
blockhouses to protect the diplomats 
and their secrets. 

C&O Canal 

The Canal is a product of histo- 
ry. Originally developed to feed the 
Georgetown area with industrial 
supplies, the canal was little used 
Before. However, the many tunnels 
linking the canal to the sewers, sub- 
way, and the metro have made it an 
extremely popular area. For exam- 
ple, the animals have successfully 
used it to infiltrate all along the 
banks of the Potomac as well as into 
Foggy Bottom and other areas of 
downtown. 

Georgetown University 

The once great Jesuit institution 
af learning is now nothing more than 
rubble and debris. The Hand of God 
passed through the area during the 
Tribulations, killing nearly 100% of 
the inhabitants. Fires started within 
many of the buildings, and with no 
one to fight them, they quickly grew 
out of control. The buildings that 
could burn were burned to the 
ground. The rest were simply gutted 
and cracked by the fires. The Blues, 
Greens, and scavengers have done 
the rest. 

Veteran's Hospital 

Hospitals are hot commodities 
in the world of The End. The 
Veteran's Hospital is even more 
valuable. Its prime location and raw 
size make it a crown jewel for any 
D.C. faction. Although it was thor- 
oughly looted before hand, 
Malthanos and his Bikers now call 
the complex their home. Its ambu- 
lance bays have been converted into 
cycle workshops, and modifications 
have been made so that cycles can 
pass through the lower floors with- 
out too many hindrances. 

Gallaudet College 

Gallaudet College was badly 
burned in the food riots during the 
last days. The College lies mostly in 
ruins, and the Blues are slowly 
reclaiming the charred remains of its 
buildings. All of this is good cover 
for the new residents of the college: 
the scouts of the Smithsonians. 
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i: The Ellipse 

Directly in front of the White 
House lies a once beautiful area 
known as the Ellipse. Lying under 
the shadow of the Washington 
Monument, the Ellipse is testimony 
to the harsh struggles of the last days 
of Before. It was here that the 
crowds burned the bodies of cap- 
tured politicians in the anti-govern- 
ment struggles. In turn, the Ellipse 
was also the location upon which the 
victorious defenders of the White 
House burned the dead and dying 
bodies of the defeated mob. 

Today, the Ellipse is simply a 
blackened and charred pile of bones 
as if a cemetery for the unburied. 
Nothing grows over the bones and 
animals will not enter the area. 
Some say the place is haunted while 
others maintain it is simply evidence 
that God has forsaken man and will 
not return. 

Union Station 

The white marble columns of Union 
Station still survive even if they are 
only home to a few people. In 
between Gallaudet College and the 
Capitol, Union Station is still a cen- 
ter of commerce and transport. The 
trains that once passed through here 
are gone, but various handcarts and 
other contraptions still runs. The 
metro is still active to some extent. 
Union Station's glory has not passed, 
simply faded. 

Union Station is home to the 
Crackheads and the site where they 
hold their nightly markets. The var- 
ious factions that benefit most from 
the markets defend it fiercely. 

The White House 

1600 Pennsylvania was the 
icene of many conflicts in the last 
jays, but now it is mostly quiet. The 
3ast Room was severely damaged in 
he fighting, as was Green room. 
3ther than a few holes here and 
here, the White House is in excel- 
ent condition. However, no one vis- 
ts the former Presidential 
Xesidence. The local inhabitants 
3elieve that it is cursed. Others just 
shun it due to the fact that no one 
Nho enters there has returned. It 
looks fine from a distance ... 

In reality, one of War's few 
supernatural creations frequents the 
White House, the Unknown Soldier, 
snd is the source of these m o r s .  
The Unknown Soldier is detailed on 
Page 104. 
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This sourcebook begins to set 
forth the cosmology of the new 
world that exists after revelations. 
Many beings of great power, having 
served their divine purpose, were 
forced to remain with the meek in 
the new world. These beings, 
although diminished by their lack of 
contact with God and Satan, are still 
tremendously powerful. 

The second Horseman, War, is 
the central figure in Washington, and 
consequently much of the material 
presented here revolves around him. 
For lack of a better term, he should 
be considered the main character. 
War is not alone, however, in having 
designs and plans for the new world. 
The machinations of many other 
magical beings are felt throughout 
this sourcebook. As an aid to the 
Judge, many of these magical beings 
and their respective roles will be 
touched upon here. Some of these 
figures are resident within 
Washington, and are affiliated with 
factions of their own. Others are not. 

Much of the information provided 
here about many of the magical fig- 
ures in the world of The End is pre- 
sented in the context of its impact on 
Washington and the Horseman War. 
Many of these figures and their actu- 
al goals will be presented in supple- 
ments of their own in the near future. 
Their true motivations will become 
known at that time. 

Simon, the Angel 

Simon is somewhat of a minor 
player in the greater scheme of 
things, although his role could 
become much larger if certain things 
were to come to pass. Simon's 
immediate focus and conflict 
revolves around his arch-enemy, 
Malthanos. 

Simon has a significant under- 
standing of the Horseman, having 
shared an existence as a servant of 
God with them. He is largely 
unaware of the growing conflict 
between War and Pestilence, and 
War and Death for that matter. 
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I .  Simon does have a great degree of 

control over the forces of health and 
life through his Word of God magic, 
such to a degree that he could actual- 
ly grow into a powerful ally for any- 
one who would oppose Pestilence. 

War has clearly not processed 
this fact as he has seemingly cast his 
lot much closer to the camp of 
Simon's enemy, Malthanos. Simon 
has likewise not considered the pos- 
sibilities as he has made no efforts to 
bargain with his abilities. 

Malthanos, the Devil 

Malthanos is a player of similar 
scheme and dimensions as Simon. 
At first glance he is more powerful 
than his arch-enemy, as Malthanos 
has the ability to alter the hearts and 
minds' of people, and thus has a 
much easier path to accumulating 
allies and servants. 

Malthanos could grow into a 
significant force in his own right if 
he were not living within War's 
sphere of influence. He is currently 
benefiting greatly from the call of 
War, as it constantly brings new peo- 
ple close to him, where he can bring 
them into his service. War is far 
more powerful, however, and has 
become aware of Malthanos. 

Malthanos has recently started 
trading some of his troops to War in 
exchange for supplies. It is his hope 
that eventually his relationship with 
War will grow strong enough that he 
can bargain for War's aid in destroy- 
ing Simon. 

Like Simon, Malthanos is large- 
ly unaware of the actions of 
Pestilence and Death in the region. 
Malthanos, being from the pit rather 
than heaven is implicitly less famil- 
iar with the Horseman than his 
angelic rival. 
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Pestilence 

Pestilence is one of the four 
Horseman, and is comparable in 
power to War. His touch has not 
been felt within Washington itself, 
but can be clearly observed in New 
York and the regions north of there. 
War believes that Pestilence seeks to 
destroy him, and that if it were not 
for the existence of an icon within 
Boston that has blocked War's own 
summons from hitting the northern, 
plague stricken regions, D.C. would 
already have been wiped out by the 
touch of Pestilence. 

Death 

Death is one of the four 
Horseman, and is comparable in 
power to War. The presence of his 
power can be clearly observed in the 
wastes where the dead have risen to 
march against War's citadel. War 
believes that Death seeks to destroy 
him, but that he is likely not in 
league with his brother, Pestilence. 
Death's movements against War 
have been mild thus far, and War is 
grateful for that. If Death were to 
direct his attentions to the north and 
aid Pestilence in destroying Boston 
before War can gain control of it, 
War's campaign would be substan- 
tially damaged. War ultimately con- 
siders Death to be the most danger- 
ous of his brothers, as his sphere of 
influence is potentially the largest. 

Famine 

Famine, the last horseman, is 
primarily occupied with his pursuits 
in his private playground of Africa. 
However, he does keep an eye on the 
proceedings. Although not involved 
in the conflict, Famine believes that 
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after the smoke clears, he will on lyq  
need to face one other horseman. 

The Beast 

The Beast, released during 
Revelation, was not permitted to 
return to the pit from whence it 
came. Its role, and to a large extent 
its power have been greatly reduced. 
Humanity no longer wears its mark, 
and it no longer has the power or 
desire to spread its dominion as it did 
before. At the height of its power, 
during Revelation, the Beast was 
easily more powerful than any of the 
individual Horseman could hope to 
be. 

The Beast, as its namesake 
might suggest, now uses the animal 
kingdom. Its ancient physical form 
longer available to it, the Beast is a 
spiritual presence that only takes 
direct actions through its servants. 
The Beast has recently started to 
develop some influence over human- 
ity by working to cultivate the ani- 
malistic within those who have 
already succumbed to insanity. It 
has done through its creation of the 
Path of the Beast and its support of 
the Anarchists. 

The Beast makes Washington 
D.C. one of its focuses seemingly 
out of convenience more than any- 
thing else. War seems to be the most 
ambitious and most aggressive of the 
Horseman. The Beast does not nec- 
essarily understand the conflicts that 
exist between the Horseman, nor has 
it chosen any sides. By remaining in 
D.C., however, the Beast guarantees 
itself a ringside seat, and ultimately 
the opportunity to decide for itself 
which side or sides of the conflict it 
wishes to jump in on. 
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The Path of the Beast is a set of 
feats that is available to some within 
Washington, and may become avail- 
able to the characters throughout the 
course of the game. Although the 
Beast has only, thus far, made this 
path accessible to the hopelessly 
-insane, it does have the power to 
make the Path available to anyone if 
it so wishes. Once the Path is made 
available to an individual, that indi- 
vidual can freely learn any and all 
feats on the Path, provided that the 
prerequisites have been met. 

The feats on the Path of the 
Beast have prerequisites. In addi- 
tion, some of the feats on the path 
have additional prestige class pre- 
requisites. These prerequisites are 
listed under the heading "Special 
Requirements". Characters that sat- 
isfy the feat prerequisites but do not 
satisfy the special requirements may 
still learn the feat, but will have to 
pay an additional cost. This cost will 
be listed under the "Special" section 
of each feat. 

Kindred Souls 

Animals and those who have suc- 
cumbed to the touch of the beast will 
recognize you for what you are. 

Prerequisites: base attack bonus of 
+2 or higher 
Special Requirements: Two or more 
ennui effects. 
Benefit: Animals and other individ- 
uals that come within 30' of you will 
automatically recognize that you 
have started the path of the beast. 
Other followers of the beast are like- 
ly to view you as an ally, or at the 
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very worst a competitor. Animals, 
although still potentially hostile, or 
less likely to outright attack you. 
You gain a 1-3 circumstance modifi- 
er on all Animal Empathy skill 
checks. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 

Scent of Insanity 

Your study of the beast has taught 
you to recognize and understand the 
madness in others. 

Prerequisites: Kindred Souls 
Special Requirements: Three or 
more ennui effects. 
BeneJit: Through social contact, you 
can come to understand the insanity 
of others. You may freely use this 
ability at the end of each minute you 
spend in one on one conversation 
with another human being. To suc- 
cessfully use Scent of Insanity you 
must roll under your Wisdom score 
on a D20. If successful, you will 
learn of one ennui effect that the 
individual suffers from, provided 
that there is one. Successfully using 
this feat on an individual multiple 
times may allow you to learn of all 
his ennui effects. If at any point you 
fail while using this feat, however, 
you will lose the ability to use it on 
the target you failed against until the 
target gains a new ennui effect. For 
example, a person with this feat 
starts a conversation with a person 
she meets on the street. After one 
minute of conversation she uses 
Scent of Insanity and succeeds. The 
Judge informs her of one of her tar- 
get's ennui effects. She continues 
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the conversation, and after a second 
minute succeeds using Scent of 
Insanity for a second time. The 
Judge informs her of another of her 
target's ennui effects. She manages 
to draw the conversation out for a 
third minute, but fails her third 
attempt at this feat. She is no longer 
able to use this feat against that indi- 
vidual until that target gains a new 
ennui effect. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 

THE END 
Touch of Feral 

You feel the primal power of the 
Beast within you. 

Prerequisites: Kindred Souls 
Special Requirements: None 
Benefit: Once per day, you may 
allow yourself to feel the touch of 
the Beast. Touch of the Feral takes 
no time to activate, and will last for 
a duration of three combat rounds, 
during which time you will gain a 
bonus of two to your initiative rolls, 
and will have your base attack bonus 
increased by one. 
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Scent of the Hunter 

You may track your prey by smell. 

Prerequisites: Scent of Insanity 
Special Requirement: Ennui rating 
of 15 or higher 
Benefit: You may now track the 
wounded with deadly efficiency. In 
order to use this feat you must spend 
a full combat rounds taking in the 
scent of the fresh blood of the target 
you wish to track. Once you have 
done so, you may begin tracking. 
You may only move at half your nor- 
mal movement rate while tracking. 
Your ability to track by scent is auto- 
matic, provided that your prey does 
not do something that would obscure 
his smell or trail. If the prey crosses 
through or covers himself with a 
strong odor, passes through knee- 
high or deeper water, or enters a 
vehicle, for instance, the trail may be 
lost. You are allowed a chance to 
roll under your Wisdom score on a 
D20 to continue tracking an 
obscured trail, but this roll can and 
should be heavily modified by the 
Judge depending on the circum- 
stances. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 

Bloodlust 

You feel the primal touch of the 
Beast within you. 

Prerequisites: Touch of Feral 
Special Requirements: Two or more 
ennui effects. 
Benefit: Once per day, you may 
allow yourself to succumb to the 
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? bloodlust. This feat takes no time to 

activate, and will last for a duration 
of three combat rounds, during 
which time you will gain a bonus of 
two to your initiative rolls, and will 
have your base attack bonus 
increased by three. In addition, you 
will gain one additional attack action 
on the third and final round of this 
feat. The benefits conferred by this 
feat can stack with those of other 
feats. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 

Tools of the Beast 

Your nails and teeth sharpen into 
weapons more beJitting of your new 
disposition. 

Prerequisites: Bloodlust 
Special Requirements: Thug or 
Anarchist prestige class. 
Benefit: Your fingernails and toe- 
nails permanently thicken and sharp- 
en into claws. Your teeth slightly 
elongate and sharpen into fangs. 
You permanently lose one point of 
Wisdom, and one point of Charisma, 
but you permanently gain one point 
of Strength. You now inflict ld6 
base damage on all hand to hand 
attacks. If you are not proficient in 
hand to hand combat, you immedi- 
ately gain it as a proficiency. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 
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Scents of the Beast 

You can interpret the moods and 
signs of animals as ifyou were one 
of them. 

Prerequisites: Scent of the Hunter 
Special Requirements: Shaman or 
Anarchist prestige class 
Benefit: You can now perceive and 
understand the special language of 
sounds and smells that animals use 
to communicate with one another. 
You will immediately be able to 
detect markings that denote hunting 
grounds and other territorial regions. 
When confronted by animals you 
will be able to clearly interpret their 
wishes, and likewise be able to com- 
municate yours. If you do not pos- 
sess the Animal Empathy skill, you 
immediately gain it. Further you 
gain a +3 situational modifier on all 
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Animal Empathy and Animal 
Training skill checks. This modifier 
stacks with the +3 Animal Handling 
modifier gained with Kindred Souls, 
giving you a total modifier of +6 on 
all Animal Handling checks. In 
addition, you will also gain a greater 
sense and appreciation for human 
emotions. This translates into a per- 
manent +2 situational modifier on all 
skills marked with the editorial "I 
don't want to role-play" or "Why am 
I role-playing, again?" in The End: 
Lost Souls Edition core rules book. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times 

Eyes of Night 

Prerequisites: Scent of the Hunter 
Special Requirements: None 
BeneJit: You permanently lose one 
point of Charisma when you learn 
this feat. Once learned, however, 
this feat is always active. Eyes of 
Night permanently alters yours eyes 
in such a way as to make them much 
stronger in low-light situations. 
Objects are relatively clear to you in 
starlight, and as clear as day in even 
partial moonlight. You gain lowlight 
vision to a range of 60'. 

Berserker's Rage 

You hear the primal song of' the 
Beast within you. 

Prerequisites: Bloodlust 
Special Requirements: You must 
have committed cannibalism in the 
past week. 
BeneJit: Once per day you may allow 
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yourself to slip into a berserker rage. 
This feat takes no time to activate, 
and will last for a duration of three 
combat rounds. While this feat is 
active you will have a +4 to hit and 
do +4 damage with any and all melee 
attacks you make. Additionally, you 
will automatically make any Will 
saving rolls while under the influ- 
ence of this feat. The benefits con- 
ferred by this feat can stack with 
those of other feats. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 

Gifts of the Pack 

You may now form an unshakable 
bond of unity with other kindred 
souls. 

Prerequisites: Scent of the Beast 
Special Requirements: None 
Benefit: A pack is formed when you 
learn this feat. You are automatical- 
ly the leader of this pack. You may 
invite other individuals into the pack 
provided that they at least have the 
feat, Kindred Souls. You must spend 
5,000 experience points to invite an 
another individual into your pack. If 
the proposal is rejected, your experi- 
ence is lost and the individual is not 
added to the pack. If your propos- 
al is accepted, the person wishing to 
join the pack must spend 10,000 
experience points. These fees need 
only be paid once, however, as pack 
membership is a lifetime affair. 

Pack membership grants a num- 
ber of benefits to its members. First, 
any and all members of the pack that 
possess the feat Scents of the Beast 
will gain the ability to interpret the 
smells and body language of all 

other members of the pact so accu- 
rately to as nearly simulate telepathy. 3 
Only those with Scents of the Beast 
will be able to interpret such com- 
munication, although all pack mem- 
bers will be able to broadcast such 
communication. Second, if one 
member of the pack satisfies the pre- 
requisites for a specific path of the 
beast, all members satisfy the pre- 
requisites. For example, consider a 
pack of three people. One possess 
Gifts of the Pack and has formed a 
pack with the others. The second 
pack member possess Eyes of Night, 
and all of its prerequisites. The third 
pack member possesses Berserker's 
Rage, and all of its prerequisites. 
Each member of this example pack 
would have the prerequisites for 
every path of the beast feat fulfilled. 
Pack member one could, for 
instance, purchase Frenzy with his 
next feat, just as pack member three 
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; could purchase Bestial Surrender 
with his next feat. Please note, how- 
ever, that although prerequisites can 
be satisfied in such a way, special 
requirements cannot! 

Bestial Surrender 

You surrender to the madness ofthe 
beast in lieu of the madness within. 

Prerequisites: Eyes of Night 
Special Requirements: Two or more 
ennui effects 
Benefit: You can no longer lose 
ennui through any means. Doctors, 
social contact, saving lives, or any- 
thing else you do will not lessen your 
madness. This feat is not without its 
advantages, however, for you no 
longer gain ennui normally either. 
Any event that would cause you to 
gain ennui has no effect on your psy- 
che unless it causes you to gain more 
than three ennui. If you do experi- 
ence an event that causes you to gain 
more than three ennui, subtract three 
from the number of ennui points you 
gain. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 

THE END 
Frenzy 

You feel the pulse of the Beast within 
you. 

Prerequisites: Berserker's Rage 
Special Requirements: You must 
have committed cannibalism in the 
past week. 
Benefit: Once per day you may allow 
yourself to slip into a frenzy. This 
feat takes no time to activate, and 
will last for a duration of two combat 
rounds. While this feat is active will 
gain a bonus of four to your initia- 
tive, and be able to make one addi- 
tional attack action each round. 
Further, once this feat is learned your 
base attack bonus will permanently 
be increased by one. The benefits 
conferred by this feat can stack with 
those of other feats. 
Special: Your eyes will glow like 
burning red embers while this feat is 
active. Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may not be taken mul- 
tiple times. 
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T 
MACH I NATIONS 

OF WAR 
The figure of a horseman knifes 

through the fading mist of dawn. 
Solemnly, he canters up to the huge 
black wall known in the Before as 
the Vietnam War Memorial. His 
huge frame slumps in the saddle as 
he examines the monument before 
him. 

"What is this strange obelisk of 
polished stone? They claim it to be 
a monument to Wal; but it is cold and 
lifeless. It shows nothing of the 
beauty and the glory of battle! War is 
a magnificent, living force. No, it is 
a force equal to life itseg! Never has 
there been a society without Wal; 
and never will there be. Every 
species of life mustJight its own bat- 
tles, from armies of insects vying for 
dominion over one another, to 
humanity's tremendous struggle to 
destroy itselJ:" 

T i fe  cannot exist without wal; 
without me. We are inseparable 
components of one another Conflict 
is the only thing that forces life to 
progress. Without the force of war 
driving it, life becomes weak and 
fragile. Yet they choose to remember 
my glorious creation, my. .. my child, 
with a listing of the dead?" 

'Y remember a time when 
Humanity understood the principals 
and the purposes of war I remember 
a time when they used to sing hymns 
and praises to me in sheer joy and 
anticipation of my coming. When 
did those battle hymns become 
funeral dirges? ' I  

'Yt is my brothel; Death, who 
steals their hearts, from me. He is the 

tool of%&& I am a,force of my 
own, and I deserve the recognition of 
that! I will not remain idle and 
allow Death to steal the honor that is 
rightfully mine. Brothel; you are a 
fool f i t  is a struggle between us that 
you seek, for I am Wac and all will 
understand that before I am 
through!" 

'Y have never failed! My pur- 
pose has been to spread conflict, and 
that is what I have done. r f I  am a 
failure, then my failing can on& be 
that I am too projicient at my art. r f  
such a thing can be said to be a fail- 
ing ... then so be it. I am War! My 
armies will rip across this world and 
remold it. The ashes of burning bod- 
ies will fertilize my new world, and 
the jires of burning cities will serve 
as my forge." 

"Washington D.C. is my home 
now. If ind it suits me. Evevy soul 
within D.C. is a soldier in my army. 
Some of them will fight my enemies, 
if any dare oppose me, and some will 
fight my allies. Most of them will 
fight themselves. It matters not who 
they take up arms, as long as war is 
waged against someone. Those that 
don'tfight will die, for I have no time 
to deal with petty apathy. Willing or 
unwilling, everyone is a gladiator 
within my great Circus." 

THE NATURE OF WAR 

War is basically confused. He 
no longer has a job. God put him on 
the earth to carry out his role in 
Revelation, but God left him no 
instructions beyond that. Although 
he is certainly anything .but meek, 
War no longer has a purpose and 
belongs in neither Heaven nor Hell. 
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God. In an ironic sense, he is one of 
the most innocent being on earth. So 
now War searches for meaning. He 
seeks fulfillment. For War, this con- 
sists of exploring who he is and what 
he does. Unfortunately for the rem- 
nants of mankind, that means War 
has little option but to explore the 
nature of conflict. 

The search for meaning is a 
practical one. War may be a con- 
fused entity, but he is not stupid. He 
understands that to truly see himself, 
he must create some sort of a mirror, 
and the only mirror available is 
human society. Consequently, War 
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moric, but he is stillyoung: 
(1) War is the only endeavor that 

generates glory. Since there is no 
heaven and no hell, all that matters is 
what one achieves while living on 
earth. The only accomplishment that 
never fades is glory. Glory is earned 
only in battle. Thus, war is the only 
higher value left. 

(2) Death is the enemy of War. 
The Four Horsemen came to ravage 
the earth, but when the rampage was 
done, little was left for them to do. 
The goals of Pestilence, Famine, and 
War are only realized so long as 
humans are present to suffer! Only 
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Death can profit from the deaths of 
all the world's inhabitants. Still, the 
threat of Death gives War its mean- 
ing, the sacrifice of life its nobility, 
and the conflict, its heroes. War and 
Death may go hand in hand, but 
without soldiers to fight in those glo- 
rious battles, how can the seeds of 
chaos bloom into meaningful con- 
flicts? 

(3) War is an art. War can be 
practiced in many forms. It may be 
brutal, formal, personal, or mental. 
These are all facets of War and must 
therefore be explored to better 
understand the nature of conflict 
itself. To this end, Washington D.C. 
has been turned into a huge experi- 
ment. Conflicts of all different types 
have been generated to better under- 
stand the nature of War. 

(4) Humans are necessary. 
Human soldiers are required to fight 
War's many battles. To this end, the 
recruitment of more people has 
begun. In fact, this need for combat- 
ants is the root of the psychic influ- 
ence that draws the meek to 
Washington D.C. 

It wasn't long before War real- 
ized that human society in its current 
state was unsuitable as a mirror. The 
Meek were scattered and disorga- 
nized. They were fearful cowards 
hiding in the ruins of their dead civ- 
ilization. War decided that their 
society must be rebuilt. He would 
test them through constant conflict 
and hone the best members of their 
society into a powerful, rigid force. 
War is essentially a social Darwinist, 
working on a somewhat accelerated 
time scale. As he does not have the 
patience to wait and watch while 
society shifts over the course of gen- 
erations, War utilizes his consider- 
able power to greatly hasten the 
process. 

On first glance, it appears that 
one of the primary difficulties faced 
by the Judge will be drawing players 
into contact with other groups. 
Since the population in the world of 
The End is so small, this contact 
might seem unlikely. The End 
addresses this concern by presenting 
players with the problem of Ennui. 
Ennui forces characters to deal with 
a need for the presence of others. In 
practical terms, those who do not 
seek out other people quickly go 
insane or die. Thus, associating with 
other humans is a necessity. 

This campaign setting also pro- 
vides the Judge with a method for 
bringing characters into contact with 
other groups-'The Call of War'. The 
Second Horseman of the Apocalypse 
is in great need of soldiers for his 
"experiments." As a result, he has 
put forth a subtle psychic summons 
across the Western Hemisphere. 
This call takes any number of forms, 
from a burning "need" to travel 
towards the Eastern Seaboard, to 
dreams that hint of glory just over 
the horizon. Thus, the Judge has 
numerous options for drawing play- 
ers into the campaign. Particularly 
violent players should be easily 
drawn to Washington D.C. by the 
mere promise of combat, and mili- 
tary grade firearms (a.k.a - treasure 
type H, or phat lewtz if you prefer). 
Those who hunger for glory will 
experience War entering their 
dreams to convince them of the exis- 
tence of a place where they may 
prove themselves and be loved and 
respected. Nonviolent players can 
be tempted also, for War is not above 
portraying his domain as a battle- 
tom land in desperate need of a 
calming outside hand, or himself as a 
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great evil in need of being over- 
thrown. Any of these "calls" can be 
used to draw the players into the 
region. The following examples 
provide some sample scenarios: 

The Dream (A). The players, a 
civic-minded group, are all visited 
by a dream. Vaguely reminiscent of 
the dream they had during 
Tribulation, it hints of a land in great 
danger from a dark force. A wizened 
old man sitting in a shattered church 
beckons to the players. They are the 
last hope ... Of course, the old man is 
War and the players should never 
actually find him or come across any 
area matching that in their dreams. 

The Dream (B). The players, a 
rather self-important bunch, are each 
visited by dreams vaguely reminis- 
cent of their Tribulation nightmares. 
They describe a land teeming with 
various groups who are in constant 
conflict. These dreams make it clear 
that a powerful leader could unite 
these groups into a great force. If 
only such a leader would come to 
this land ... Of course, when the play- 
ers do show up and proclaim them- 
selves the new power, everyone will 
want to knock their blocks off. A 
good time will be had by all except, 
possibly, the players. 

The Dream (C). The players, a 
desperate and disaffected party, are 
visited by a dream. Vaguely remi- 
niscent of their Tribulation night- 
mare, the dream describes a utopia. 
A land where countless people live 
in harmony and a new civilization is 
being built. The dream hints that the 
players would be welcome and that 
this would make a fine place to set- 
tle. When the players arrive, the 
unpleasant truth will be unveiled. 

The Call (A). A player who 
shows a tendency to be brutal and 
uncooperative and is seemingly 
unfazed by the prospect of being iso- 
lated and driven insane by a mount- 
ing Ennui wakes one morning with a 
burning need to travel. It starts 
slowly as a feeling of wanderlust and 
eventually becomes an obsession 
with traveling towards Washington, 
D.C. He will not know why, but will 
consciously and subconsciously seek 
the nation's capital. 

The Call (B). A player who 
experiences a violent episode begins 
to feel a mental twinge, which is 
only eased by travel in the direction 
of Washington D.C. As players get 
farther from D.C. the twinge devel- 
ops into headaches and general 
physical pain. This feeling goes 
away as the player travels closer to 
Washington D.C. 
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These scenarios are not the only 
situations that could expose players 
to the call of War. The Judge should 
feel free to invent his own "dreams" 
or ''calls" to suit his purposes. In 
addition, the characters need not be 
the only ones drawn to D.C. For 
example, the sworn enemy of the 
party could head to D.C. prompting 
the party to follow. The Judge 
should also be aware that not all peo- 
ple are subject to this call. Those 
who have another driving concern in 
their existence are essentially 
immune to the call. War only seeks 
those who lack purpose. Thus, the 
Judge can rationalize the indepen- 
dence of other groups by noting that 
they have a governing purpose that 
offsets War's call. 

The game system effects of the 
Call of War vary. Within 200 miles 
of the city, all characters must make 
a Will Save each day against DC 14. 
Within 400 miles of the city, charac- 
ters must make a daily save against 
DC 12. Within 1200 miles of the 
city, characters must make a daily 
save against DC 8. Additionally, the 
Judge may rule that a particularly 
violent act triggers a save against the 
Call of War. This save is further 
modified as shown below. 

A character gets a new chance to 
break free or succumb each day. 
Once within D.C., characters are no 
longer affected by the Call of War 

F but may experience it again if they 
attempt to leave. Failure to save 
means that the character attempts, 
consciously and unconsciously to 
head towards the city. Characters 
will be drawn to the city and make 
reasonable efforts to continue to 
head in that direction, even resorting 
to trickery. Characters experiencing 
the Call have full control of their fac- 
ulties and will only resort to violence 
if that is within their normal scope of 
behavior. The Call of War is not 
direct mind control rather it is a 
strong pull. Once a character enters 
Washington D.C., the call ceases. 
The call will establish itself again, 
however, if the player manages to 
leave the Washington D.C. area. 

THE VEIL OF WAR 

War is not a person or creature 
that can be clearly identified. Rather, 
War is a spirit, or a concept. At least, 
he likes to think so. Unless he wills 
otherwise, he has no physical body 
that can be described in mortal 
terms. War is a particular stench or a 
bitter taste in the air. If one were 
forced to define a visible body for 
him, War could best be identified as 
a misty haze that completely 
envelopes Washington D.C. Since 
this haze completely blankets the 
city and immediate surrounding 
regions, it can be said that War is - - 

Call of War Modifiers 

Condition Effect 

Character has experienced an act of violence today -4 
-2 (per effect) 
-2 (per feat) 
-2 (per feat) 
+6 
+4 
-2 

Character has an ennui effect 
Character has a Path of War feat 
Character has a Path of the Beast feat 
Character is a citizen of a colony and within the colony 
Character is on a mission or similar endeavor 
Character is attempting to leave D.C. 
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known as 'The-Veil of War'. The 
veil, for the most part, is War him- 
self. Those who live beneath its 
shroud lead altered lives. In short, 
the veil warps and changes many 
fundamental aspects of The End. 

1. Those who live beneath the 
veil no longer develop the specific 
ennui effects described in The End: 
Lost Souls Edition. Any character 
with preexisting ennui effects from 
the core mlebook will continue to 
suffer from them, but any new ennui 
effects that are developed must be 
selected from the new ennui effects 
listed in the 'Madness of War' section 
within this book. 

2. Injuries ultimately limit the 
quantity of conflict, and as a result, 
do not serve War's purposes. Those 
who live beneath the veil benefit 
from War's blessing. As a result, 
while within the veil all characters 
naturally heal at three times the nor- 
mal rate. This boost in healing rate 
does not extend to any medical heal- 
ing received as a result of any med- 
ical skills or feats. 

3 .  Those who live for even a 
single day beneath the veil will come 
to find it difficult to leave the region. 
This is represented as a penalty of 
two to all saving rolls to resist the 
Call of War. 

There are times when the veil is 
notably absent from the skies of the 
city. War can coalesce into some 
measure of physical body when he 
chooses. In fact, he rather enjoys the 
posturing. Anyone witnessing him 
at such a time might describe him as 
a swirling vortex of translucent mist, 
like some sort of miniature tornado. 
Alternately, he often takes the first 
form God gave him- that of a tall 

THE END 
handsome man on a stark black 
horse. He frequently does this when 
he wishes to either ponder his pur- 
pose on this earth, or design schemes 
for future wars. Regardless of when 
or why he does so, the act of coa- 
lescing removes the veil from the 
city. This also removes the aware- 
ness and influences of War from the 
city, including the Call of War, pro- 
viding a window of opportunity for 
players to escape D.C. This with- 
drawal helps War focus his thoughts 
on the matters he considers truly 
important. 

THE TOUCH OF WAR 

War also has the ability to tem- 
porarily possess the bodies of any 
who suffer the touch of his madness. 
War may only employ his powers of 
possession against individuals who 
currently suffer from one or more 
ennui effects developed while living 
under the veil's influence. His power 
is so great, however, that a Will Save 
(DC 24) is required to resist a pos- 
session attempt. War uses this pos- 
session to speak directly to his sol- 
diers. When he leaves a body, War 
may choose to make the victim 
unaware of anything that transpired 
during the period of possession. 
This measure of subtlety allows him 
to easily foster and control the ani- 
mosity between the various factions 
within the city. 

War may remain within an indi- 
vidual body for up to one minute 
without difficulty. He may remain 
longer if he wishes to, but doing so 
requires him to withdraw his veil 
from the city. Any body that hosts 
war will receive an additional 50 hit 
points, and will regenerate these 
additional hit points each and every 
round. Consider these bonus hit 
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points as a shield that protects the 
real body from harm. If more than 
50 hit points are inflicted on a body 
that hosts War during a single round, 
the body itself will be damaged, and 
that damage will not be regenerated 
at the beginning of the next round. 
The 50 hit point shield will be 
renewed, but the actual damage to 
the body will remain behind the 50 
point shield that protects it. This 
supernatural effect will immediately 
stop when War departs from the host 
body. 

It is important to note that 
although War clearly has the power 
to directly control those within his 
domain, he does so rarely if at all, as 
it goes against his very nature. War 
has no desire to orchestrate and con- 
trol all aspects of a battle. He views 
each battle as a living thing that must 
be nurtured and allowed to grow in 
its own way. He will often use his 
abilities to start a fight, but once that 
fight has begun he will generally 
depart to savor its chaos and intensi- 
ty from a distance. 

THE MADNESS OF WAR 

Outside of the veil, ennui mani- 
fests itself in ways that signify a 
growing level of detachment from 
humanity and the world in general. 
As ennui increases, a person's vitali- 
ty, energy, and attachment to the 
world decrease. 

The veil, however, marks the 
controlling and corrupting influence 
of War. When Ennui grips an indi- 
vidual beneath the veil, that individ- 
ual begins to become detached and 
apathetic just as if he were living 
outside the veil. This apathy, how- 
ever, marks a decrease in one's abili- 
ty to resist the subtle, but pervasive 
influence of War. In other words, the 

actions. Mentally healthy individu- 
als can easily push aside these mild 
but constant inclinations to act vio- 
lently and without forethought. 
Those who gain ennui, however, 
cease to care as much about their 
actions. They let their guards down, 
and hence become more easily 
manipulated by War. 

As a result of this, any ennui 
effects that are gained while within 
the confines of the veil should be 
selected from those listed here, 
rather than those listed in The End: 
Lost Souls Edition. 

Loose Cannon- Character loses 
1-4 Wisdom. The character starts to 
jump to conclusions and take matters 
into his or her own hands. If a short 
and quick solution can be found, the 
character is likely to take that route, 
with or without the support of others 
around him. Symptoms: general 
impatience. 

Frenzy- Character loses 1-4 
Intelligence. The character develops 
a tendency, in stressful or intense sit- 
uations, to lose control of his words 
and actions and fly off the handle 
when angry. The character need not 
take suicidal actions, but should cer- 
tainly be anything other than calm 
and collected. Symptoms: impa- 
tience and a tendency to escalate 
conflicts. 

Sadist- Character loses 1-6 
Charisma. The character begins to 
take pleasure from inflicting physi- 
cal pain on others. The character 
does not necessarily delight in 
killing, unless of course death is 
finally reached after great amounts 
of pain. The character should not 
feel the need to publicly display his 
sadism, although he may do so if he 
so desires. Symptoms: Inappropriate 
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veil is constantly pushing the people 
that live within it to take violent 9 
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or even opposite emotional respons- 
es as one would normally produce in 

' many situations. For instance, cry- 
ing at jokes, or laughing at truly trag- 
ic situations, withdrawal, daydream- 
ing. 

O b s e s s i v e / C o m p u l s i v e -  
Character loses 1-4 Charisma. The 
character will begin to become 
obsessive about one aspect of com- 
bat. He may, for instance, decide 
that his gun needs to be thoroughly 
cleaned, treated, and polished every 
single day, regardless of whether or 
not it has been fired or not. This 

7 
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obsession will grow to such strength, 
however, that the character will 
become physically ill if he is unable 
to continually satisfy it (Daily tem- 
porary, cumulative loss of 1 point of 
Constitution). A character who 
becomes obsessed with practicing 
martial arts forms, for instance, 
would quickly become a raving 
lunatic if he were to suffer a broken 
leg or any other injury that would 
otherwise prevent him from satisfy- 
ing his obsessive needs. Symptoms: 
Poor hygiene, irritability. 
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Trophy Hunter- Character 

loses 1-4 Charisma. The character 
will begin to view the bodies or pos- 
sessions of others he defeats in com- 
bat, either verbally or physically, as 
his by right. The character will 
argue or even come to blows with 
friends if denied possession of what 
he views himself to have clearly 
won. The player and Judge should 
work together to come up with inter- 
esting trophies that the character 
would develop an affinity for to rep- 
resent different types of victories. 
Symptoms: Myopia and selfishness. 

Argumentative- Character 
loses 1-4 Wisdom. The character 
begins to challenge even unimpor- 
tant or casual statements made in his 
presence. Although he will not 
argue a position if he agrees with it, 
he will vehemently argue against any 
statement he disagrees with, even if 
the debate is completely subjective 
and hence without an objective right 
or wrong opinion (e.g. a discussion 
about favorite colors). Although he 
may suspend an argument or seem- 
ingly concede, the character will not 
truly let an argument die until all 
others involved concede to his point 
of view. In other words, he may end 
an argument out of necessity only to 
bring it up a few hours or days in the 
future when all others have forgotten 
about it. Typical symptoms: 
Shouting, spitting while talking, and 
a lack of awareness or caring aboui 
the personal space of others. 

Napoleon Complex- Charactei 
loses 1-2 Charisma. The charactei 
will start to view his role in his social 
interactions as one of leadership anc 
command. He will attempt to avoic 
performing any tasks himself. He 
will insist that others perform the 
work, and do so in a manner that ht 
has directed and approves of 
Symptoms: megalomania. 
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Instigator- Character loses 1-4 1 
Visdom. The character will start to 7 
ind happiness in causing others C 
round him to argue, fight, or even 
.ill one another. The character will 
tot necessarily come to enjoy per- 
orming these acts himself, but will 
:ertainly become overwhelmed with 
oy if he can cause others to do so. 
Symptoms: kleptomania. 

Deceiver- Character loses 1-4 
ntelligence. The character will start 
o view honesty as a great weakness. 
Ilthough he will retain enough intel- 
igence to avoid telling lies that will 
lecome easily discovered, he will 
ittempt to refrain from presenting 
he clean truth whenever possible. 
Symptoms: nervous ticks. 

Soldier- Character loses 1-2 
Willpower. The Judge must establish 
1 chain of command (involving the 
ither players and any central NPCs 
he player is involved with) and sub- 
nit it to the character that suffers this 
:nnui effect. The character must 
>bey the chain of command, and 
jhould do whatever he can to make 
jure that others do as well. The char- 
%cter will not think of things in terms 
3f rank, and certainly will not refer 
to this chain of command in terms of 
ranks, as that would be too obvious 
to the other players and hence ruin 
the enjoyment of this ennui effect. 
Typical symptoms: acting with for- 
mality in all things. 

Suspicious- Character loses 1-4 
Charisma. Character is paranoid and 
suspicious of everyone and often 
acts contrary to any request by 
another character or individual. 
Typical symptoms: Muttering. 
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TH E PATH OF WAR 
Those who have felt the mad- 

ness of War may eventually experi- 
ence the touch of War. Those who 
have felt the touch of War may in 
turn embark upon the Path of War. 
For some, the journey down this path 
comes easily, while for others it can 
be quite difficult. Regardless, the 
Path of War is open to any people 
living beneath the veil, provided that 
they have been possessed by War at 
least once. 

The consciousness of War 
surges with the memories and expe- 
riences of warfare all throughout his- 
tory. This incredible mass of knowl- 
edge and experiences cannot pass 
through a mortal mind without hav- 
ing some effect. Even those who 
War chooses to make forget the 
experience of possession still harbor 
residual memories of the countless 
battles that War has fought some- 
where in their subconscious. This 
knowledge can be tapped and uti- 
lized for a price. Those who make 
this choice are said to walk the Path 
of War. 

The path takes the form of a 
number of feats that only become 
available to characters once they 
have been possessed by War. 
Further, feats on the Path of War can 
only be learned by a character while 
he remains within the confines of 
War's veil of influence. Previously 
learned feats along the path will 
always remain available to a charac- 
ter that learns them regardless of 
where that character travels. New 
feats, however, can only be learned 
while a character lives beneath the 
veil. 

Like all feats, the feats on the 
Path of War have prerequisites. In 

iddition, the feats on the path have 
additional prestige class prerequi- 
sites. These prerequisites are listed 
under the heading "Special 
Requirements.'' Characters that sat- 
isfy the feat prerequisites but do not 
satisfy the special requirements may 
still learn the feat, but will have to 
pay an additional cost. This cost will 
be listed under the "Special" section 
of each feat. 

Warsong (general) 

When battle rages on around you, 
the song of war can be clearly heard 
within your soul. 

Prerequisite: base attack bonus of 
+3 or higher 
Special Requirements: Thug or 
Anarchist prestige class 
BeneJit: Once per day, you may 
allow yourself to hear the song of 
war. You may only do so if you have 
been in combat for the a previous 
round. The Warsong takes no time 
to activate, and will last for a dura- 
tion of three combat rounds, during 
which time you will gain a bonus of 
one to your armor class, and a bonus 
of one to your base attack bonus on 
any attacks that you make. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may be taken multiple 
times, but under no circumstances 
are its effects ever cumulative. A 
character who has taken this feat 
more than once may simply use the 
Warsong more than once each day. 
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Armor of War (general) 

You may call upon the spirit of War 
to protect your body from harm. 

Prerequisite: Warsong 
Special Requirements: You must 
have been reduced to 20% or fewer 
hit points at least once in the previ- 
ous month. 
Benefit: Once per day, you may sur- 
round yourself with a thin field of 
spiritual armor. This armor takes no 
time to activate, and will last for a 
duration of four combat rounds, dur- 
ing which time you will suffer two 
less points of damage (Damage 
Reduction 2/-) from each and every 
attack that hits and damages you. 

4 * t 
were hit by three separate bullets 9 

c (the result -of a single three-round 
burst, for instance) during a given 
combat round, the damage total for 
each attack would be reduced by two 
points. Although it is possible for 
the damage of a weak attack to be 
completely blocked by this armor, a 
character cannot be healed by this 
feat. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may be taken multiple 
times, but under no circumstances 
are its effects ever cumulative. A 
character who has taken this feat 
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more than once may simply use the 
Armor of War more than once each 
day. 

Skills of the Ancients (general) 

You may channel the memories ofthe 
ancient masters of battle. 

Prerequisite: Warsong 
Special Requirements: Intelligence 
or Wisdom score of nine or greater. 
Benejit: Once per day, you may tap 
the residual memories of ancient or 
even contemporary warriors. This 
feat takes no time to activate, and 
will last for three combat rounds. 
When this feat is activated, you must 
choose one weapon that you are pro- 
ficient in. For the duration of this 

I 
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[eat, you will gain a +2 attack bonus 
in all attacks you make with that 
weapon, or class of weapons. This 
)onus is in addition to any other 
)onuses you may be experiencing at 
.he time. 
S’pecial: Characters who do not meet 
:he special requirements may still 
learn this feat, but must immediately 
zain one ennui effect when they do 
so. This feat may be taken multiple 
.imes, but under no circumstances 
Ire its effects ever cumulative. In 
Dther words, a character may have 
mly one Skills of the Ancients feat 
functioning at any given point in 
time. A character who has taken this 
feat more than once may simply use 
the Skills of the Ancients more than 
mce each day. 
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Blessings of War (general) 

You may call upon the Blessings of 
War to sustain and renew your vigor. 

Prerequisite: Armor of War 
Special Requirements: Thug, 
Anarchist, or Physician prestige 
class. 
Benejit: Once per day, you may call 
upon the regenerative energies of the 
spirit of War. This feat takes no time 
to activate, and will last for five 
combat rounds. You will regenerate 
five hit points at the end of each 
round while this feat is in effect. 
This regeneration can not bring you 
above you maximum hit points. 
This feat will immediately cease 
functioning if you are reduced to 
zero, or fewer hit points. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may be taken multiple 
times, but under no circumstances 
are its effects ever cumulative. A 
character who has taken this feat 
more than once may simply use the 
Blessings of War more than once 
each day. 

Power of the Ancients (general) 

You can channel the emotions ofthe 
ancient masters of battle. 

Prerequisite: Skills of the Ancients 
Special Requirements: Intelligence 
and Wisdom scores of nine or 
greater. 
Benefit: Once per day, you may tap 
the residual emotions of ancient or 
even contemporary warriors. This 
feat takes no time to activate, and 
will last for two combat rounds. Any 
melee or thrown missile weapon 

attacks you hit with while this feat is 1 
active will automatically score max- 7 
imum damage. You need not roll C 
damage dice. Simply take the best 
possible rolled result and claim that 
to be your damage. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may be taken multiple 
times, but under no circumstances 
are its effects ever cumulative. A 
character who has taken this feat 
more than once may simply use the 
Power of the Ancients more than 
once each day. 

Heart of War (general) 

The Heart of War permanently 
strengthens you. 

Prerequisite: Blessings of War 
Special Requirements: None 
Benefit: The character gains 110 hit 
points. 
Special: This feat may only be taken 
once. 

Teachings of the Ancients (general) 

You can channel the wisdom and 
knowledge of ancient warriors. 

Prerequisite: Power of the Ancients 
Special Requirements: Intelligence 
or Wisdom score of fourteen or 
greater. Thug or Anarchist prestige 
class. 
Benefit: Upon learning this feat your 
mind is flooded with thoughts, 
images, emotions, and impressions 
of great warriors. These memories 
were buried deep in your subcon- 
scious mind when War occupied 
your body. Your mastery and under- 
standing of the nature of War has 

48 
Mike Ursu (Order #28195963)



THE DOCS OF WAR 
9 

brought them to the forefront. You 
immediately learn three weapon or 
armor proficiencies of your choice. 
(Feats with the term proficiency in 
them) In addition, you permanently 
gain a bonus of +1 to your base 
attack bonus. The addition to your 
base attack bonus should be applied 
to each and every attack you are 
allowed to make. The exception to 
this comes into play with the Breath 
of War feat, as additional attacks 
gained through that feat always have 
a base attack bonus of +3. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may only be taken 
once. 

Breath of War (general) 

You may call upon the Breath of War 
to fill your body with supernatural 
alacrity. 

Prerequisite: Heart of War 
Special Requirements: Thug prestige 
class 
Benefit: Once per day, you may call 
upon the invigorating energies of 
War. This feat takes no time to acti- 
vate, and will last for six combat 
rounds. While it is in effect, you 
gain one additional combat attack 
each round. The base attack bonus 
on this additional attack is always 
+3. This is not a full attack. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may be taken multiple 
times, but under no circumstances 
are its effects ever cumulative. A 
character who has taken this feat 
more than once may simply use the 

THE END 
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Breath of War more than once each 
day. 

Blood of the Ancients (general) 

Your ability to channel the spirits of 
the ancients is such that their energy 
courses through your vevy veins. 

Prerequisite: Teachings of the 
Ancients 
Special Requirements: Intelligence 
and Wisdom scores of twelve or 
greater. 
Benefit: You have freed the memo- 
ries buried within your mind, and in 
doing so you have called with the 
spirits that were once associated 
with those memories. Purchasing 
this feat represents your ability to 
prepare your body to forever harbor 
small pieces of these spirits. When 
this feat is gained, you immediately 
and permanently gain one point in 
Strength, one point in Constitution, 
and two points in Dexterity. 
Special: Characters who do not meet 
the special requirements may still 
learn this feat, but must immediately 
gain one ennui effect when they do 
so. This feat may only be taken 
once. 
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The world of Washington D.C. 
is not a simple one. Even without 
War's pervasive enraging influence, 
the people of D.C. are a fractious 
group at best. The reduction in pop- 
ulation caused by the Tribulation has 
pushed everyone's opinion to the 
extreme. They all know that, for 
some reason or another, they were 
not taken. As a result, they blame 
themselves and each other. Without 
other influences, this tension would 
not be enough to spur violent con- 
flict, but the madness of War has 
taken its toll on the residents of D.C. 
Conflicts of all varieties are now 
common place, and even those who 
have resisted succumbing to the 
maddening violence have been left 
with no choice other than to arm 
themselves in order to defend 
against those who have given in to 
War's gentle coaxing. 

Moreover, the Blues and the 
Greens are constantly moving 
inward and reducing the available 
quality land. Due to dwindling sup- 
plies, food and other necessities have 

grown into valuable commodities. 
Given this climate, and the fact that 
it is very difficult to escape the 
region, it was only a matter of time 
before people started uniting 
together for safety, sanity, and for 
the strength to gather and hold as 
many resources as possible. In 
short, the people of D.C. have 
formed into various factions in an 
effort to ensure their own survival. 
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The Smithsonian National 
Zoological Park spans 163 acres, and 
with the prevalence of the Greens, it 
is constantly growing. Virtually 
every variety of dangerous animal 
you could think of is contained with- 
in, and all the cages have long since 
been opened. They are constantly 
searching for ways to relieve their 
hunger. Incidentally, humanity 
makes an excellent food source. 

Most of the Zoo's caretakers 
were either killed or taken from the 
earth during Revelation. As a result 
the zoo went largely untended, and 
many caged animals died of thirst 
and starvation. The pits and fences 
which seemed to do an adequate job 
of containing well-fed animals 
before the second coming proved 
inadequate, and many predators 
escaped into the zoo grounds. For 
awhile, the predators did only what 
came natural to them and hunted and 
killed their respective prey animals. 
After only a few short weeks, how- 
ever, their behavior markedly 
changed. 

The Beast, drawn by its own 
designs and instincts, makes fre- 
quent visits to the region and is 
building a strong sphere of influence 
right under War's nose. The preda- 
tors in D.C. know man and eagerly 
accepted the Beast's call and its 
guidance. Acting now with a new 

THE END 
found sense of intelligence and orga- 
nization the predators took actions to 
free those animals incapable of free- 
ing themselves. Seeing the great 
potential of the Zoo, the Beast has 
successfully gathered its minions. 
Now, the Wild Hunt turns its eyes 
towards its former captors. 

But animals, particularly preda- 
tors, need to eat a great deal. 
Gathering enough food was going to 
be a tremendous task if the animals 
were going to live without feeding 
on one another. The Beast recog- 
nized this, and asked its new follow- 
ers to adapt and make sacrifices. 
This was only a short-term solution, 
however, and the Beast clearly rec- 
ognized the need to organize the 
Wild Hunt. 

Initially, the hunt simply con- 
sisted of wolf packs sent a few 
blocks into the city. The wolves met 
with little success, however, for even 
if they were to kill a few humans, 
they found it quite difficult to drag 
the meat back into the zoo for others 
to feast upon. The Beast quickly 
started to expand the Hunt. The 
wolves still formed the core of the 
Hunt, but tigers were sent to patrol 
the alleys for those who might hide, 
cheetahs to chase down those who 
might run, and apes and other 
intensely strong animals were sent to 
collect and return with the dead. 

Despite the effectiveness of the 
hunts, the Beast was still having dif- 
ficulties gathering enough food to 
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feed its army. It put its call out 
throughout the city and gathered 
hordes of rats to its cause. The rats 
began to serve as its eyes and ears 
throughout the city, and it used this 
information to start directing the 
hunts deeper and deeper into the city. 
Using the streets during the night, 
and the subways during the day, the 
hunt began feeding on humans wher- 
ever and whenever they would gath- 
er in large concentrations. The 
humans, as is their nature, fought 
back and the Wild Hunt suffered a 
number of reversals. The Beast 
began to ponder a new direction for 
his army. At the same time he 
became aware that some of humani- 
ty in D.C. was actually seeking to 
join the Wild Hunt. The Beast was 
quite surprised one day to feel some- 
one call to it. Confused at first, it 
ignored the calling. Eventually, 
however, curiosity got the best of it 
and it responded to the call. 

The Master of the Hunt 

Corey Jackson had dabbled with 
Voodoo from time to time before the 
second coming of God. Although he 
had actually had some small mea- 
sure of success with his rituals, he 
never truly believed in the meta- 
physical enough to recognize his 
successes for what they were. 
Revelations did wonders to bolster 
the faith of everyone, however, and 
Corey started practicing quite dili- 
gently after being left on earth as one 
of the meek. He didn't know what 
spirits he would reach when he start- 
ed putting out the call, and he didn't 
much care. 

The Beast finally relented to 
Corey's call and came to him. Its 
first thought was to dispatch a chee- 
tah to quickly come and kill the man 

THE DOGS OF WAR 

Y who had called to it, but the Beast - 
fought this instinct long enough to T 
consider the possibilitiel It d&ided 
that human worshippers could prove 
quite useful to it in the long run. It 
instructed Corey to relocate himself 
to the zoo, and warned him that if he 
should ever fail he would be killed 
and eaten. 

Corey was overjoyed to receive 
an offer from the spirit he called. 
The threat of being killed and eaten, 
of course didn't sound all that fun, 
but he was sure that he would suc- 
ceed. He immediately gathered his 
few belongings and moved to the 
zoo to begin his studies. 

Corey quickly adapted to living 
with the animals. Although he had 
never been successful in society 
Before, Corey was an intelligent 
man and willing to work hard for a 
cause that truly interested him. He 
learned how to read the moods and 
intentions of the animals around 
him, and he even learned to diagnose 
and treat animal illnesses to some 
small degree. 

Over time, Corey began to pas- 
sionately believe in the animals' 
cause. Some of the needs of the ani- 
mals could only be met through 
trade and interactions with other 
humans in the city, and Corey per- 
formed in that capacity with flying 
colors. In his mind, Corey is no 
longer truly human. He now consid- 
ers himself one with the animals, and 
consequently reduces his ennui rat- 
ing by spending time around and in 
service of the animal kingdom. 
Along those lines, Corey no longer 
gains ennui for killing humans, or 
loses ennui for saving human lives. 
Instead, he gains ennui for killing 
animals, and loses ennui for saving 
animals. Corey recruited five other 
humans to serve alongside him. One 

1 
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Green Growth: The most importani 
ritual Corey learned has allowed him 
to do many great things for his ani- 
mal companions. He has performed 
the ritual on only ten acres of the 
park thus far, but the Beast moved 
the entirety of its animal armies into 
this region before Corey started per- 
forming the rituals. It took him 
many days, and nearly drove him 
mad, but the end result was breath- 
taking. The zoo is 163 acres in all, 
and he has only managed to apply 
growth to 10 of those acres thus far. 

The central core of the 
Smithsonian Zoo is now completely 
overgrown. The old man-made 
structures now serve only to provide 
foundation and structure to the vines 
and trees that have become domi- 
nant. Nearly all the animals in the 
Beasts' army are now considered 
dire. Further, one acre of the 
enchanted land had been planted 
with various crops before the ritual 
was applied, and it is now literally 
bursting with crops to help feed the 
animal army. 

Call of the Wild: The Beast 
taught Corey this ritual after he 
proved to be worthy. He has been 
instructed to use it if he is ever in 
danger outside the safety of the zoo's 
borders. He has already enchanted 
one fang, and keeps it on his person 
at all times in case of emergency. 

Possession of the Beast: The Beast 
has recently taught Corey this pow- 
erful ritual. He has used it once to 
possessed a hawk, and the experi- 
ence moved him. He desperately 
wants to possess as many different 
animals as he can, but the ennui cost 
is simply too high to justify it at the 
moment. 

New Rituals 

Call of the Wild 
(Shaman ritual) 

Prerequisites: Shaman FOCUS, 
Shaman 3+, a wolf fang 
Ennui Gain: ld6 (paid when the 
fang is enchanted, not when the fang 
is used) 
Benefit: The Shaman must perform a 
twelve-hour ritual in order to 
enchant a single wolf fang. A fang, 
once enchanted, can be used to issue 
a summons to all animals within a 
one-mile radius. The strength of the 
summons is only moderate, so ani- 
mals that clearly have better things 
going on (mating or feeding, for 
instance) can resist it. In order to use 
the enchanted fang, the Shaman 
must thrust it into his own hand. 
(Inflicting Id6 points of damage to 
himself) An enchanted fang, once 
used, turns to dust. A fang will retain 
its enchantment indefinitely if not 
used. 
Special: Animals who hear the sum- 
mons will not know who is summon- 
ing them, or why. Most will respond 
to the summons, converging on the 
location the summons was issued 
with all due haste. Most animals 
find being summoned a less than 
pleasurable activity. If the Shaman 
who issued the summons is still at 
the point where he initiated the sum- 
mons, and has no means of identify- 
ing himself as friendly to the sum- 
moned animals, he may very likely 
be killed. Please note that the 
Shaman who expends the enchanted 
fang need not remain in the area 
mce the summons is issued. Please 
ilso note that an individual who has 
it least one level in the Shaman pres- 
.ige class, not just the individual who 
xiginally enchanted the fang, can 
Ise the enchanted fang. 

$4 
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(Shaman ritual) 

Prerequisites: Shaman Focus, an 
animal, Shaman 5+ 
Ennui Gain: ld8 
Benefit: The Shaman must complete 
a four-hour ritual. The ritual, in its 
entirety, must be performed with 20' 
of the target animal. At the comple- 
tion of the ritual the Shaman's spirit 
will leave its own body and possess 
the target animal. The target animal, 
unless willing, is allowed a saving 
roll (DC 12 + level of the attempting 
Shaman) to resist the possession 
attempt. Once inside the animal 
body, the Shaman may remain there 
for a period of hours equal to his 
Wisdom. He will have full control 
of the animal's body, and will effec- 
tively assume all of its characteris- 
tics, including AC, hit points, 
attacks, etc ... If the animal host 
body is slain while the Shaman's 
spirit inhabits it, the Shaman will be 
forcibly cast back into his own body, 
and he will suffer a gain of ld4 per- 
manent ennui points. The Shaman's 
true body will seemingly fall into a 
coma while its spirit is away. If the 
Shaman's true body is destroyed 
while the spirit is away, the spirit 
continues to live on for as long as it 
can remain within the animal body. 
Once its time in the animal body is 
up, however, the Shaman's spirit will 
die. 
Special: Shamans will find relating 
and communicating as a human very 
difficult for a period of hours equal 
to the length of possession after a 
possession ends. Verbal communi- 
cation with others will be impossible 
during this time, and movement at 
anything other than a slow rate will 
also be difficult. 

THE END 
Dreams of the Savage God 

Although the Beast does not 
despise humanity to such a degree as 
to actively seek to wipe them out, it 
is very much in favor of promoting 
nature and the growing power of the 
animal kingdom. It will work and 
even actively protect humans that 
devote themselves to achieving its 
goals, but cares nothing for the 
majority of the human race. 
Ultimately, it considers civilized 
humanity to be nothing more than an 
excellent food source. 

The Beast has started experi- 
menting with some of the rather 
uncivilized members of the human 
race, and thus far has been pleased 
with the outcome. Humans, when 
education, morality, and sanity are 
all stripped away, are very much 
their own specific breed of animal. 
The Beast has sought out those peo- 
ple within D.C. who have abandoned 
their humanity and started living as 
animals. The Beast has reached out 
to those people and worked to culti- 
vate the animal nature within them. 
The results of this experiment are the 
Crazies. 

War against the Beast 

The Beast is highly aware of the 
presence of War in the Washington 
D.C. area. It understands that this 
presence holds a great deal of influ- 
ence over the human inhabitants of 
the region, and it has witnessed, 
through the eyes of its animals, War 
take direct action through the pos- 
session of a human. The Beast is 
uncertain how it wants to deal with 
the Horseman, or if it wants to even 
deal with him at all. For now the 
Beast is content to bide its time, and 
strengthen its own army. 
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War is completely aware of what 
the Beast is, and what it is doing. He 
views its animal forces as merely a 
nuisance, albeit a dangerous one. 
The Dogs of War have enough con- 
ventional explosives in their posses- 
sion to virtually level the 
Smithsonian National Zoological 
Park, but he believes that doing so 
would ultimately be a detriment to 
his eventual goals. War does not 
completely understand the extent to 
which the Beast can recruit animals 
into its army, nor does he fully 
appreciate the level of control it has 
over animals that join. Further, War 
has no knowledge of how the Beast 
is influencing and transforming the 
Crazies. 

Spiritually, the Beast and War 3 
have little to no interaction. 
Although they both share some level C 
of dominion over the Washington 
D.C. area, they are both unable to 
see each other when in their spiritual 
forms. If they were to meet and dis- 
cuss matters, they would both need 
to communicate through human ser- 
vants. War is aware the Beast has at 
least one human servant, and has 
considered possessing one of his 
Dogs in an attempt to meet and dis- 
cuss matters with the Beast through 
its servant, but it is a relatively low 
priority for him at the moment. 

I 
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"When reality becomes such a 
nightmarish parody of what it was 
always made out to be, why spend 
any time there. There is no more 
Heaven, and no more Hell, there is 
no more societal pressure to suc- 
ceed, no stigma for failing. The peo- 
ple left in the world are the people 
who clearly didn't know shit, and 
none of them have a right to give a 
shit anymore about how anyone else 
wastes the rest of their miserable 

So relax. Take a load 08 Snort 
this. Drop that. Smoke this. Shoot 
that. The current residents of earth 
have been left behind to quietly die. 
We might as well enjoy the ride. Life 
is a bitch, but it doesn't always seem 
so bad when you're hallucinating. 
Acid's a cheap high, and there's 
plenty to go around. 

You see crack addicts arc 
attracted to shiny things. We'rc 
essentially pack rats, sifting througk 
the crap and debris of society ofter 
without even a clue as to the naturt 
of what we're looking fov, just sc 
long as it's shiny. Aper we sober up 
weJigure out what we have found 
take what we can use, and pool thc 
rest of the stuff togetheu: We hold I 

Bazaar every night. You bring u, 
what we want, and occasionally wc 
may have something for you that yo1 
really need. Everyone walks awa. 

THE END 
We're even organized these days. 

Ve got mechanics and engineers to 
Igure out what we have all brought 
Y throughout the day, craftsmen to 
estore what's broken, hell we even 
rot a doctor to clean the needles and 
)ail out the ODs. Father Joe is the 
me who put it all togetheu: He real- 
y ain't much of a priest anymore, 
nind you. He still preaches and all, 
,ut he is one of us. He just wants 
zveryone to be as happy and com- 
'ortable as they can. 

We live in the subways for  the 
nost part. Its safer there, what with 
<he Bikers and the Dogs after us all 
Ihe time. Damn animals can be 
mnoying, though. That's not to say 
we don't roam about the upper city 
gt all. We just don't stray too far 
from a subway entrance is all. The 
Dogs don't seem to care too much 
about the undercity. They restrict 
their patrols to the above ground 
areas. The Bikers, on the other 
hand, they seem to chase us down 
with a vengeance any time they catch 
sight of some of us. I don't know 
what their beef is, but at least they 
got problems in the subways. It's 
hard to navigate a cycle down there. 
That, and the Protector, our 
guardian angel i fyou will, lives in 
the subways. 

I don't know too much about the 
Protector Father Joe claims that it's 
an actual angel cast out of Heaven, 
but most believe it's just some bad 
mofo who likes to keep to hiinself: It 
doesn't matter All I know is that 
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about four months ago the Bikers 
raided the subways looking to put an 
end to us or something. We ran and 
hid the best we could, but we didn't 
have a chance. A$er a little while 
though, they stopped chasing. As 
quickly as it had started, the attack 
was over: A few hours later when we 
mustered the courage to start 
searching for our missing we started 
Jinding the bodies. Dozens of Bikers 
hacked, badly burned, and some 
even torn to pieces. We jigured it 
had to have been an animal or some- 
thing, but the doc autopsied some of 
the bodies and made it clear that it 
was no animal. We don't ask too 
many questions about the Protector 
We leave stuffoutfor him. Food, and 
whatever else we think he might 
need. 

Life is good, and it will stay that 
way as long as the Bazaar keeps 
going. We hold it every night in 
Grand Central Station at midnight. 
The Smithsonians, and recently The 
New Society have been lending a 
hand keeping the Bazaar safe. We 
usually have enough muscle on hand 
that any group other than the Dogs 
would get their asses handed to 'em 
f t h e y  were to attack, and the Dogs 
don't seem to care. Hell, they buy 
weapons and ammo from us all the 
time. The Smiths love us because we 
occasionally come across an artifact 
or two that they want for whatever 
reason. And the New Societyfolks, I 
call em Newbies, they need us.for all 
the food we have stochpiled. The 
Newbies got a chemist with them 
who makes really clean acid, so even 
ff they weren't providing securily we 
would still love em. 

All in all, there's nearly sixty of 
us Crackheads living together: Some 
don't even take any drugs, but we all 
like the name anyhow. Anyone who 

THE Docs OF WAR 

Well, it's been good chatting, but 
the acid I took a f e w  hours ago is 
starting to peak, and I am gonna go 
enjoy my buzz, and see what I cant 
dig up in the basement ofthis apart- 
ment complex. Be careful out 
there. " 

Father Joe 

Father Joe's real name is Joseph 
Merker. He was a well-respected 
Catholic priest before Revelations. 
His Washington D.C. congregation 
was composed primarily of affluent 
conservatives, and they seemed to 
truly appreciate his hard lined, strict 
interpretation of Catholic dogma. 
While his adherence to dogma did 
make him a truly effective agent of 
the church, over time Joseph began 
to lose his ability to relate and fully 
communicate with others who did 
not share the church's fundamental 
viewpoints. His ability to touch the 
lives of those who came to him in 
need gradually slipped away, and the 
void thus created was filled further 
with the rules and regulations of the 
church. Eventually his own person- 
al relationship with God ceased to be 
the priority that bound him to the 
cloth and ultimately he came to lose 
that too. 

Father Joe was shattered when 
he came to the realization that the 
Second Coming had passed and he 
remained on earth. After all, he had 
served the church for the greater part 
of his life. It was not fair that he be 
denied the one reward he had always 
been told would be his. In anguish 
and anger, he cloistered himself 
away from the other condemned 
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Father Joe. The angel, perhaps feel- 
ing some kinship with the aban- 
doned priest, or perhaps still contin- 
uing in his role of service to God 
despite his abandonment, gave Joe 
Merker new insight into the failings 
of his past. Father Joe came to the 
fairly accurate conclusion that he 
was refused entrance into Heaven as 
punishment for losing sight of his 
role as an agent of God. Father Joe 
had been focused entirely upon the 
largely man-made teachings and 
trappings of the church without tem- 
pering them with faith and love of 
his fellow man. He had allowed the 
rituals and dogma to take the place 
of the two things that had called him 
to the cloth in the first place: a love 
of God, and a desire to serve his fel- 
low man. With God now lost to him, 
Father Joe concluded that his only 
path to redemption would lie in 
rebuilding the Church by serving his 
fellow man. 

Reinvigorated by his new per- 
spective, Father Joe set out to find a 
congregation of people who could 
benefit from his guidance and 
efforts. It was not long before he 
found a small group of drug addicts 
essentially dying from their addic- 
tion and the self-neglect that often 
accompanies it. Father Joe started to 
care for the immediate and physical 
needs of these people and by doing 
so eventually gained their trust. 
Word spread amongst the drug com- 
munity of the benevolent caregiver 
and more and more addicts began to 
start benefiting from Joe's ministra- 
tions. 

Within a few short weeks, 
Father Joe's congregation had grown 
to such a size that it became impos- 
sible for him to provide for them all. 
The drug addicts frequently arrived 
with trinkets, knick-knacks, and 
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other basic items they had obviously 
accumulated while about their daily 
business, but while valuable in many 
cases, none of those items provided 
nourishment for the hungry, or com- 
fort to the sick. Both hunger and 
sickness were becoming serious 
problems for Joe's congregation, and 
he needed a solution. 

He set out with a few of what he 
thought were the nicer items that had 
been given to him by his congrega- 
tion as gifts with the hopes of barter- 
ing them for food and medical sup- 
plies with the other residents of city. 
Luck shined on him, and he found 
the Smithsonians, and they took a 
healthy interest in nearly all of the 
items he had brought with him. The 
quantity of food and medicine he 
received was considerable, and the 
Smithsonians promised Joe much, 
much more if he could obtain more 
valuable items for them. It was at 
that moment that Father Joe decided 
to begin holding a regular market. 

The Bazaar 

The Bazaar is now held each 
night from midnight to three A.M. in 
Grand Central station. Its begin- 
nings were quite modest of course, 
with essentially only a few agents 
from the Smithsonians attending to 
trade for artifacts they deemed valu- 
able. Father Joe had a vision, how- 
ever, and he allowed this vision to 
guide him and those who followed 
him. He started actively encourag- 
ing his flock to spy on the other fac- 
tions within the city in order to deter- 
mine what they might need. Once 
these needs became known, he start- 
ed directing his followers to accu- 
mulate the specific needed items. 
Only after accumulating a sizable 
stockpile of goods desired by a par- 
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faction to the Bazaar for the first 
time. Over time, Father Joe has 
come to gain a great sense of mas- 
tery over the economics of the city, 
and he now regularly limits the sup- 
ply of many goods in order to keep 
demand high. 

Initially, the Crackheads pre- 
dominantly received perishable food 
items and medical supplies in trade 
for their wares. Although in the 
short-term this made sense, Father 
Joe quickly moved to acquire hydro- 
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that his organization could begin to 
grow its own perishable goods. This 
was a difficult strategy at first, but 
has come to become quite profitable 
in the end. Recently, the Crackheads 
have added a number of skilled arti- 
sans and craftsman to their ranks, 
and they now sell their time and 
labor in the form of item restora- 
tions, and custom wood and metal- 
working. 

The Bazaar is the key to the 
economy of Washington D.C., and it 
runs strictly in a barter and trade and 
format. Anyone who has merchan- 
dise or mastery of some particular 
trade or another has the necessary 
resources to barter at the Bazaar. 
Anyone able to repair guns, fix cars, 
or harvest power from the broken- 
down power grid of D.C. is consid- 
ered to possess highly valuable 
skills. A person who is willing to 

THE END 
spend a week performing such ser- 
vices for the Crackheads can often 
name their price in terms of items 
they might want in compensation. 
The Crackheads, in turn, act as mid- 
dlemen, finding the people who are 
in need of such services and negoti- 
ating their own deals for the ser- 
vices. Everyone gets what they 
want, and the Crackheads net a 
healthy profit on the side. 

The only real challenge to the 
Crackheads economic control of the 
Bazaar has been mounted by the 
Bikers. For reasons unknown to the 
Crackheads, and largely the rest of 
the city for that matter, the Bikers 
despise the Crackheads and do 
everything within their power to 
oppose and outright kill them. This 
has necessitated the addition of secu- 
rity to the Bazaar, which although 
affordable, has been a burdensome 
expense for Father Joe nonetheless. 
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Dogs of War 

Many of the military personnel 
stationed in the nation's Capitol took 
refuge in their bunkers during The 
Days of Reckoning. Although their 
army training had prepared the sol- 
diers to face the horrors of military 
conflict, it could not have prepared 
them for the Apocalypse. Secure 
within their bunkers, they sat and 
waited through the Days of 
Reckoning, oblivious to the destruc- 
tion outside. 

They assumed they were safe 
within their bunkers, but what they 
couldn't protect themselves from, 
was the insanity of ennui. The 
destruction brought about during 
Revelations was enough to necessi- 
tate enforcement of strict military 
discipline. This discipline by itself 
formed enough of a sense of societal 
order to protect individuals from 
ennui. But tensions over 
Revelations, the loss of loved ones, 
and even claustrophobia eventually 
worked away at the hearts and minds 
of the soldiers. Those who allowed 
themselves to falter in their military 
regimentation found themselves 
unable to deal with the horror of 
what had happened. With few others 
around thein willing to talk in human 
terms, rather than military terms, the 
insanity quickly overcame them. 
Many of them turned their guns 
upon themselves. Others allowed 
the madness to overwhelm them and 

turn them into killing machines. The Y 
bunkers became zones of intense 7 
internal conflict. The blood of 1 

countless soldiers was spilled before 
the insane were finally put to rest. 

Military leadership and proce- 
dure was reinforced in the war 
against the lunacy overtaking the 
barracks. This regimentation seemed 
to prevent others from falling to the 
insanity, so it was adopted as a 
means of survival. The remaining 
soldiers devoted themselves to the 
rigid procedures and command hier- 
archy of the military. Every new day 
came to be viewed as another oppor- 
tunity to refine the great military 
machine. Soldiers repeated their 
drills until they were perfect. It was 
only a matter of time before the drills 
took over. 

Out of this rigid framework of 
routine were born War's top soldiers- 
true Dogs of War- Loyal, obedient, 
and very, very warlike. Soon after 
the Tribulation, War began to lay the 
foundation for the construction of 
his perfect soldiers. Normally, ennui 
most often strikes those who have 
been denied the comfort of human 
companionship for too long, but War 
guides even the ennui within 
Washington D.C. In the end, it was 
not difficult for him to push those 
soldiers over the edge. Over time, 
any sense of individuality was com- 
pletely dissolved amongst all non- 
command personnel. They began to 
view themselves as gears in an 
immense war machine. The soldiers 
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quickly lost their ability to question 
those that held authority over them. 
War had created his human Dogs of 
War. 

These soldiers are little more 
than automatons now. Their lives 
are measured in terms of successful 
missions, and unquestioning loyalty 
to their commanders. All and all, it's 
a pretty simple existence, for issues 
of right and wrong no longer bother 
them. They are like dogs, attempting 
to do exactly what their masters tell 
them to do. If they succeed in doing 
exactly as instructed, they are right. 
If they fall short of their orders, they 
are wrong. They have become the 
Dogs of War. 

The Chain of Command 

Ultimately, War establishes the 
chain of command for the Dogs of 
War. Unlike the other factions with- 
in the city, War takes a very hands- 
on approach with the Dogs. He uses 
his abilities to possess members of 
this faction constantly. Each and 
every command ranked individual 
within the Dogs has been possessed 
by War on dozens of separate occa- 
sions. Common soldiers that War 
takes a liking to are possessed on the 
battlefield and allowed to display 
heroism in combat. Soldiers who 
begin to grow the seeds of individual 
thought are likewise possessed, but 
made to put themselves into suicidal 
combat situations that their mortal 
selves are unable to handle once War 
departs. One by one, War methodi- 
cally tests each soldier in his army, 
promoting those who fit the bill, and 
destroying those who don't. 

Due to the constant possessions 
and manipulations of War, many 
among the Dogs have started learn- 
ing the feats along the Path of War. 

THE END 
Virtually all squad leaders and com- 
mand rank officers have mastered at 
least the Warsong, and often much 
more. War has taken to the habit of 
basing his evaluations and promo- 
tions of soldiers on their progression 
dong the Path of War. 

Supplies 

The Dogs of War are fully out- 
fitted with military specification 
firearms, armor, and vehicles. The 
average soldier, when encountered 
with his squad will be equipped with 
an M-16 assault rifle, a flack vest, 
and a personal sidearm. At least one 
soldier within each squad will pos- 
sess grenades. In addition, any 
squad performing a sweep through 
the city will have at least one mili- 
tary vehicle present. In most cases 
this will only be a jeep, but the Dogs 
of War do have a number of ATV's 
and even a tank at their disposal. 
Soldiers that are encountered with- 
out their squad, however rarely, will 
generally only have a personal 
firearm in their possession. 

Aggression 

Provided you are not found out- 
side between the hours of three and 
six A.M., the Dogs of War are not 
likely to attack, or even pay undue 
attention to individuals they find 
within the city. The Dogs, in nearly 
all cases, will only attack individuals 
or groups after receiving an order to 
do so. Nearly all Dog squads main- 
tain radio contact with other squads, 
and the command center. If a Dog 
squad is attacked, and the communi- 
cations officer is able to radio in with 
details about the attack, and most 
notably the attackers, the Dogs can 
become quite aggressive indeed. To 
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make matters worse, War knows all 
that happens within his domain, and 
he considers the Dogs his own per- 
sonal army. In short, any individual 
that is believed to have attacked a 
soldier in War's army will be hunted 
down and summarily executed with- 
out being offered an opportunity for 
explanation. 

This does not mean that it is 
impossible for characters to hunt the 
Dogs for the high quality military 
equipment they possess. This sim- 
ply means that players who do 
choose to hunt the Dogs of War had 
better be organized, skillful, and a bit 
lucky lest they quickly become hunt- 
ed by the organization. 

Recruitment 

Soldiers, like ammunition, are a 
fossil fuel that is consumed during 
any military engagement. New sol- 
diers must constantly be brought into 
the fold in order to replace the fallen. 
Like the military of the former 
United States of America, War's 
army is always recruiting. 

Command officers are always 
on the lookout for new prospective 
soldiers. In most cases, the poor, 
starving, and otherwise suffering 
people are targeted first for recmit- 
ment. After all, the physical quality 
of life within the Dogs of War is 
actually quite high, and the relative 
lack of mentality and freewill 
amongst the Dogs is not readily 
apparent to outside observers. The 
Dogs of War offer food, shelter, 
training, equipment, social interac- 
tion, and a unified purpose in a 
world of chaos and terror. Many 
new recruits join their ranks each 
week. 

THE Docs OF WAR 

Basic Training 
t 

Individuals that join the Dogs of 
War quickly start to undergo psycho- 
logical changes. These changes are 
initiated by War himself, and are 
complete within 48 hours. Player 
characters that start to experience 
these changes should become aware 
of that their minds are altering (Int 
Check, DC 12, once per day; Failure 
increases the DC of the next check 
by l), and should be given an oppor- 
tunity to flee the organization before 
the changes become complete (Will 
Save to break free allowed once per 
day, DC 15; Failure increases the DC 
of the next check by 1). Of course, 
desertion is not viewed favorably. 

Once the changes are complete 
the ennui statistic ceases to truly rep- 
resent the person's detachment from 
life. Rather, the ennui statistic 
becomes an expression of loyalty 
and mindless devotion to the mili- 
tary machine. As ennui climbs, so 
does the person's devotion to War's 
army. In generic game terms, any 
soldier within the Dogs of War must 
make a Will save in order to resist a 
direct order from a superior officer. 
The difficulty on this Will save is 
equal to a soldier's ennui rating +5. 
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ividuals with the Ennui 
sistance ability my apply this abil- 

ity as a modifier to their Will saves. 
Soldiers within the Dogs of War 

do not reduce their ennui ratings for 
spending time with their compatri- 
ots. Conversely, they do not add to 
their ennui ratings when spending 
time alone, provided they are alone 
as a result of a mission or a direct 
order. Ennui is still gained by killing 
others, encountering supernatural 
creatures, and spell casting. Ennui is 
still reduced by saving lives, 
although this kind of activity is quite 
rare among the Dogs as it generally 
counters direct orders. 

THE END 
Deprogramming 

Although it is difficult, it is pos- 
sible to restore a soldier's mentality 
and freewill. Listening to dialogue 
that is harmful to the Dogs of War is 
disobeying a direct order, so any sol- 
dier that is to be deprogrammed 
must be restrained as he will eventu- 
ally fail a saving roll and attempt to 
flee the scene or kill those who are 
attempting to deprogram him. 

The Physician ability, 
Restorative Touch, will work on sol- 
diers of the Dogs of War, but will 
only restore ld6 instead of ld8 ennui 
points per application. A soldier will 
only be considered free of the influ- 
ence of the Dogs of War in this fash- 
ion after his ennui is reduced to zero. 
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Missions 

Recently War has imposed a 
number of difficult operations upon 
his army. He wishes to test them, 
both militarily, and “morally.” 

Mission BrieJing: Operation 
Exterminator 

Hostile factions of organized, 
highly dangerous animals are mak- 
ing frequent incursions into the cen- 
tral city. Intelligence reports indi- 
cate that animal forces, based in 
Rock Creek Park, make their way 
into the city utilizing both the streets 
and the subway system that lies 
beneath the city. Operation 
Exterminator will consist of two 
squads. 

‘Squad A’ will patrol the subway 
regions immediately surrounding 
Rock Creek Park in a three block 
radius. All hostiles are to be pursued 
and terminated with extreme preju- 
dice. Pursuit can continue, if neces- 
sary, for up to one mile within the 
subways. Pursuit will immediately 
be discontinued if the hostile forces 
move topside, or if the squad suffers 
casualties of 50% or more members. 

‘Squad B’ will take up sniping 
positions in and above the streets 
immediately surrounding Rock 
Creek Park. Any and all shots of 
opportunity shall be taken. Any 
humans witnessed entering or leav- 
ing the park area should be consid- 
ered co-opted by the enemy, and are 
therefore subject to execution. 
Under no circumstances will ‘Squad 
B’ enter the park itself. 

Operation Exterminator is a 
small-scale campaign designed to at 
least curb the growing power of the 
growing animal faction within the 
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city. The animals are fierce, o rga-1  
nized, and backed to a certain degree 7 
by the power of the Beast. The oper- r 
ation is not intended to be success- 
ful, as War consciously chooses not 
to commit the necessary troops to 
make the operation a success. It is 
rather, a training ground and a prov- 
ing ground for young soldiers. 
Perhaps most importantly, Operation 
Exterminator allows War to consis- 
tently test the strength and tactics of 
the Beast. 

Mission Briefing: Operation 
First Strike 

Intelligence calculates that 24% 
of all individuals on the streets 
between the hours of three and six 
A.M. will eventually become harm- 
ful to us, either individually, or as a 
member of a dissident organization 
that opposes the rule of military law. 
Intelligence further calculates that 
the average individual dissident 
damages our interests 3.2 times 
before finally dying as a conse- 
quence of his actions. Each potential 
dissident that is brought to justice 
before maturing into a true dissident 
is effectively worth 3.2 kills. Given 
this fact, effectively 76.8% of all 
individuals on the streets between 
the hours of three and six A.M. qual- 
ify as threats. We accept civilian 
casualty rates of 25% and lower. 
Hence, any and all individuals seen 
walking the streets between the 
hours of three and six A.M. are sub- 
ject to execution. 

Operation First Strike will uti- 
lize four squads: A, B, C, and D. 
Squads A through C will perform 
rapid, sweeping patrols through the 
city, while constantly maintaining 
radio contact with squad D. Any 
patrolling squad that encounters tar- 

66 I 
Mike Ursu (Order #28195963)



THE END 
to notify squad D of the approximate 
numbers and heading of the evading 
targets. Squad D is assigned the task 
of hunting down and dispatching any 
targets that are abandoned by squads 
A, B, or C. 

Operation First Strike utilizes 
completely flawed logic to justify 
senseless, random murder. 
Individuals who detect the logistical 
flaws and question the senseless 
murders clearly do not see the value 
of teamwork, and the chain of com- 
mand. 

Mission BrieJing: Intelligence 
Gathering 

Critical, classified information 
is consistently being appropriated by 
a potentially hostile faction. The 
information is currently being ware- 
housed in the National Archives and 
being taken to the Smithsonian. All 
information viewed leaving the 
National Archives is to be confiscat- 
ed and returned to base for analysis. 

Operation Intelligence Gathering 
wdl u h  three squads: A, B, and C. 
Each squad will operate in a standard 
eight-hour shift, and patrol the 
perimeter and surrounding regions 
of the National Archives. Any indi- 
vidual viewed leaving the archives 
carrying anything, or with any object 
or article of clothing that could be 
utilized to conceal classified infor- 
mation should be considered hostile. 
All hostiles should be apprehended 
or terminated. 

Centuries of viewing and 
manipulating warfare as taught War 
that information and technology is 
far more decisive than sheer force of 
numbers. The Smiths seek to gather 
and control this information. They 
are by definition a military threat. 
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Mission Briefing: 

Barren Wastes 

Loosely organized, but highly 
dangerous groups of creatures wan- 
der the wastes. Due to their proxim- 
ity to the Citadel and scouting 
reports about their vectors, intelli- 
gence has classified these creatures 
as a significant military threat. 

Operation Barren Wastes will 
utilize thee  squads: A, B, and C. 
Each squad will operate in a standard 
eight-hour shift, and will patrol the 
perimeter of the citadel, gradually 
working out from that central point. 
Any non-military personnel encoun- 
tered by any squad should be consid- 
ered hostile and should be terminat- 
ed with extreme prejudice. 

Death has started animating the 
dead within the wastes. Why he 
sends them against the Pentagon in 
such a foolish fashion, War does not 
know. The numbers of the walking 
dead are theoretically infinite, how- 
ever, as those who have been killed 
can be reanimated again and again. 
For now, dealing with the undead is 
proving to be useful as it seems to 
have the effect of quickly destroying 
the last vestiges of sanity aqd free 
will in newly recruited soldiers. 
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;racks. In the Before these people 
comprised criminals. the homeless, 
addicts, and the destitute. In the new 
city of Washington D.C., these peo- 
ple are the Crazies. 

Ennui is an oppressive weight 
that pulls at the mind of even the 
strongest of men. No person is 
strong enough to resist the call of 
madness alone. In other cities, peo- 
ple have learned to actively watch 
for those who are slipping between 
the cracks, and take them in, for 
socialization in most cases is enough 
to fight off the madness. In D.C.. 
however, the madness brings out dif- 
ferent, more terrible types of behav- 
ior. People who begin to succumb tc 
the madness become anti-social 
irrational, untrustworthy, violent 
and ultimately homicidal 
Intervention and socialization is no 
a healthy plan of action when deal. 
ing with a potentially homicida 
individual, so as a result, people whc 
succumb to the madness are general 
ly allowed to finish slipping througl 
the cracks of society. 

Ironically, there is socializatio1 
at the end of the journey toward 
solitude and insanity. It seems that 
in D.C. at least, those who have full: 
given themselves over to the insani 

THE END 

__ 

THE DOGS OF WAR 

It is an unfortunate byproduct of 
any society. There must always be a 
percentage, however small, of peo- 
d e  who simply fall between the 

y of War can recognize and often 
ome to get along with one another. 
'his socialization does nothing to 
lbate the swelling madness of 
:ourse, for socialization amongst the 
mane only further supports and 
jropagates the insanity. It does, 
lowever, grant power. No group of 
Yeople is likely to be terrified of one 
iomicidal, lightly armed crazy. 
qow a group of ten homicidal, light- 
y armed crazy people is another 
$tory entirely. Further, a group of ten 
iomicidal, lightly armed crazy peo- 
de is often likely to be able to take 
mt  a few people with real weapons. 
And that would make them a group 
of ... well ... less than ten homicidal, 
hlly armed crazies. All they need to 
do is recruit a few new members to 
replace the fallen, and they've 
become a group of ten homicidal, 
fully armed crazies. Now they're 
cooking with gas, and they've just 
gotten started. 

Coteries 

Gangs of Crazies are termed, 
'coteries'. A coterie will typically 
range from four to 15 members, but 
they have in some places grown con- 
siderably larger at times. Large 
coteries eventually fragment into 
two or more smaller coteries once 
the social pressures within grow too 
difficult to deal with. 

Coteries form in any place 
where Crazies are likely to come in 
contact with one another. Crazies 
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are generally afflicted with five or 
more ennui effects. They are quite 
violent and aggressive towards all 
who would be considered 'sane', but 
feel a strange kinship towards one 
another. Once a few Crazies have 
found one another, and killed or 
committed violence with one anoth- 
er, they are generally inseparable 
from one another. The family that 
commits violent acts together stays 
together. Since two people are more 
capable than just one at committing 
violence, they are more likely to 
travel further than their immediate 
domains. Over the course of those 
travels they are likely to find indi- 
viduals, or other small coteries of 
Crazies. In many cases they merge, 
forming a full-sized coterie. 

Life, liberty, and the pursuit of 
munchies 

Human beings need certain 
things in order to live and flourish. 
Most Crazies are too insane to 
actively work at providing them- 
selves with basic hygiene, let alone 
materialistic creature comforts. 
Crazies do, however, need to satisfy 
the basic needs of shelter, food, and 
of course, the overwhelming homici- 
dal mania that governs their exis- 
tence. 

The need to commit acts of vio- 
lence and murder is likely the most 
defining characteristic of the 
Crazies. Coteries generally hunt 
together in a pack, and will prey 
upon any 'sane' individuals they find 
passing through their region, provid- 
ed that their targets are not too 
numerous or too heavily armed. The 
aggressiveness and efficiency of the 
hunt is generally scaled to the per- 
ceived threat and power of the tar- 
gets. Armed, battle-ready individu- 

targets, however, will often be pur- 
sued, terrified, captured, tortured, 
killed, and then eaten. (Actually, 
let's forget about the eating for now). 
In short, the Crazies feel a need to 
act violently and homicidally. This 
is the governing principal of their 
lives. In order to live fulfilling lives, 
however, they must aspire to perfect 
their art, and above all else, have 
fun. Killing is the ultimate game to 
them. 

Now, back to the eating. A wise 
crazy, hungry and in need of food, 
came to the conclusion that human 
flesh, when properly prepared of 
course, is quite tasty. Other Crazies 
witnessed this, and still harboring 
shreds of their former humanity, 
became revolted by what they saw. 
The wise crazy just continued eating, 
and made special efforts to exagger- 
ate how good the human flesh tasted. 
He started referring to his dinner as 
an excellent munchy, and offered to 
share it with all who were watching 
him. Eventually hunger got the best 
of the audience, and they all partook 
of the feast. Not surprisingly, they 
also found the food to their liking. 
They termed the flesh of humans as 
munchies, and regularly dined on 
those they killed. Word of this 
spread to the other coteries, and in 
time they began to see the ultimate 
wisdom and order of it all. Crazies 
kill people. Crazies need to eat. 
Crazies need to kill people and eat 
them. It all made such perfect sense. 

Domains 

A coterie will tend to live their 
lives and operate predominantly in a 
specific small to medium-sized 
region. The center of any crazy 
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ind the prying eyes of others. Most 
coteries have taken to living in aban- 
doned office buildings or apartment 
buildings. Some have taken to living 
in the subways or even the sewers. 

The living area and immediate 
hunting grounds of any coterie is 
considered its domain. Any and all 
'sane' individuals who pass through a 
domain are considered fair and 
prime targets. It hasn't taken long 

omain will invariably be some type 
f structure that can provide ade- 
uate cover and shelter from the rain 

THE END 
for the 'sane' inhabitants of the D.C. 
area to figure out which areas are 
domains and avoid them. On the 
other hand, it didn't take long for the 
Crazies to figure out that this was 
happening either. 

Recently, coteries have started 
moving their domains into regions 
that are already occupied by other 
factions. In short, they've adopted 
the policy that if the prey won't come 
to us, we must move to the prey. 
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Turf Wars 

Like animals or street gangs in 
the Before, coteries are fiercely pro- 
tective of their domains. Prey is 
always scarce, after all, and life is 
rough enough as it is without having 
to compete with your own species 
for dinner. 

Crazies mark their territorial 
domains with a combination of 
painted wall art and human urine. 
Other Crazies really don't appreciate 
the urine that much but can easily 
identify the wall art and know when 
they have entered the domain of 
another coterie. From time to time, 
however, a coterie may covet a 
region so much that they are willing 
to fight for it. These battles are 
known as turf wars. 

Crazies have a sense of kinship 

THE Docs OF WAR 
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with all other Crazies. As a result, 
turf wars are rarely fought with 
lethal weapons. Fisticuffs, baseball 
bats, and chains aren't really consid- 
ered lethal weapons, so they are 
acceptable. Homicidal maniacs 
wielding baseball bats generally kill 
the people they're fighting, however. 
Once a few people have been killed, 
a fight is considered lethal and any- 
thing goes. As a result, turf wars 
start with no lethal intentions, but 
almost always end up as contests to 
the death. This is ultimately fine, as 
the winners generally go home with 
a whole bunch of new weapons, and 
stacks of munchies to feast on. 

The Growth of a Religion? 

The Beast appreciates and nur- 
tures the animalistic nature of the 
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, 
crazies. If one were to define the 
characteristics that make a person a 
human being, one would be hard 
pressed to consider the crazies 
human. In the eyes of the Beast, the 
crazies are their own new breed of 
animal. The Beast chooses to aid 
them, and he touches them with his 
power. Through this power the cra- 
zies have found ways to explore, cul- 
tivate, and even make manifest their 
true animalistic natures. 

As we have established, the cra- 
zies are pack oriented, homicidal 
maniacs with cannibalistic tenden- 
cies. The manv Dowerful and bestial 

THE END 
abilities available within the Path of 
the Beast all tend to support the 
behavioral patterns and attitudes of 
the crazies. A crazy whose fingers 
and teeth sharpen into claws and 
fangs is not looked at as a freak by 
his fellows. Rather, he is looked at 
as a superior being as he no longer 
needs to use tools to consume his 
munchies! As a result, pursuit of the 
Path of the Beast among the crazies 
is quite prevalent, and those who 
have progressed the furthest down 
that path are generally respected and 
revered as somewhat holy. 

Pack leaders, in particular, are 
worshipped by the crazies. Every 
coterie seeks to hopes to eventually 
have a pack leader, and no crazy, 
under any circumstance, will ever 
attack a pack leader. Only pack 
leaders themselves are allowed to 
attack other pack leaders. 

Turf wars involving pack lead- 
ers are highly interesting. Often, the 
pack leaders will simply meet before 
the assembled coteries and fight 
each other, with the winner claiming 
the territory on behalf of his coterie. 

Crazies are broken, tormented 
individuals who live to commit acts 
of violence. To them, the truths that 
it touches are poignant, and undeni- 
able. Coteries are tight-knit gangs 
that generally share everything with 
one another. 

War and the Beast are both 
watching the Crazies carefully, but 
are content to let them develop their 
"religion" along its current path. 
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The Smithsonians 
“In the darkest times of the 

Bejore, the world was a chaotic 
bramble of famine, pestilence and 
warfare. These were the dark ages, 
a time when mankind was in great 
peril of losing much of the knowl- 
edge he had gained throughout time. 
The death of one man, or the death 
of thousands is insignificant com- 
pared to the loss the world suffers 
when precious knowledge becomes 
,forgotten and lost. 

Throughout those dark times, an 
order of monks, guided by the light 
of eternal wisdom, set themselves to 
the selfless and honorable task of 
cataloguing and preserving this 
knowledge until such a time as man 
was once again worthy ofpossessing 
it. Their work and sacrifices were 
great, but the fruits of their labors 
are priceless. 

The world we live in today is not 
much unlike the world those monks 
lived in then. Everywhere we turn 
we witness ,famine, pestilence, war; 
and death. The Horsemen of the 
Apocalypse walk freely among us 
now, and I fear it will be many cen- 
turies before we will truly know 
peace once again. 

Our task here is simple. Like the 
great monks before us, we must 
accept the great responsibility of 
preserving the accumulated knowl- 
edge of mankind. Our mission is 

sacred, and of greater importance 
than anything else. No distractions 
can be allowed to distract us, no out- 
side threats can be allowed to inter- 
fere with us, and no moral quan- 
daries can be allowed to sow the 
seeds of  doubt in our hearts. 

r f  we fail, humanity will lose 
thousands of  years of progress. But 
i fwe succeed, i fwe set aside all else 
and stop at nothing until we succeed, 
then we will have truly saved the 
world! 

Our order only accepts the 
greatest, most dedicated of men. 
Regardless of the role that is chosen 
for you within our order; understand 
that your work with us will be 
sacred, holy, and of the utmost 
importance. Know you now that the 
life I off.. you here will be a difJicult 
andpainful one to live. 

I extend my hand to you in 
friendship, brother: Will you join 
with us in our cause?” 

The Mission 

The Smithsonians are a large 
order of people dedicated to the 
preservation of knowledge for use 
by future generations. Their mem- 
bership is sizable, and comprises 
individuals representing all the pres- 
tige classes, although they are most 
well represented by the Restorer 
prestige class. They are highly orga- 
nized and efficient, operating in 
shifts so that no tool or resource goes 
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unused for more than a few minutes 
out of each day. Further, they are 
highly aware of the realities and dan- 
gers of this terrible new world they 
live in, and they actively strive to be 
constantly prepared to fight and 
defend the knowledge they gather. 

Unlike the monks of the Dark 
Ages, who merely had to contend 
with the ravages the human race 
worked to impose upon itself, the 
supernatural effects of the Blues 
daunt the Smithsonians. Books, 
items of importance, and particularly 
digital media are all decaying at 
greatly magnified rates. Fortunately, 
the Smiths have access to a great 
deal more knowledge and technolo- 
gy to aid them in the endeavors as 
well as an Icon in the form of the 
Smithsonian itself. 

The Domain 

As the name might suggest, the 
Smithsonians live and work in the 
Smithsonian building. The structure 
itself appears almost identical to 
how it appeared before the second 
coming. Even though the city 
around it seems to crumble, the 
Smithsonian building and all that is 
contained within continue to exist 

THE END 
unharmed. In truth, the Smithsonian 
as an Icon is completely impervious 
to the harmful effects of the Blues. 
This resistance is essentially a prop- 
erty of the building itself, likely 
gained as a result of the tremendous 
amount of human care and thought 
dedicated to the building since its 
creation. The resistance of the build- 
ing is so great as to extend to all 
items and objects contained within 
it. Even computer equipment, which 
normally decays most rapidly, is pre- 
served when contained within the 
Smithsonian. 

This final point has proven to be 
invaluable to the Smithsonians. The 
concentration of computers and 
other technical equipment in the 
Washington D.C. area is staggering. 
As virtually all of this equipment has 
ceased to function properly, it is con- 
sidered to have next to no value. 
This has enabled the Smithsonians to 
gather a great deal of technical 
equipment for next to no cost. Once 
the equipment has been moved 
inside the Smithsonian Building it is 
restored to operable condition, and 
then utilized to the organization's 
betterment. 

The Smi thsonian 
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The Means 

The Smiths collect information 
and artifacts in a number of ways. 
Much of their information is collect- 
ed from the National Archive. The 
quantity of valuable books within 
the National Archive is so great that 
it would take decades to simply 
move it all from the Archive to the 
Smithsonian Building. The Archive 
is not the sole resting place of valu- 
able information and artifacts, how- 
ever, and the Smiths are keenly 
aware of this fact. 

To this end, the Smiths have 
entered into a trade agreement with 
the most prolific scavenging organi- 
zation in the city, the Crackheads. 
The nature of this agreement is quite 
simple. The Crackheads run a night- 
ly market that would certainly lose 
its profitability if it were to become 
unsafe. The Smiths provide armed 
protection for these nightly markets 
in return for first rights of refusal on 
any items the Crackheads scavenge 
for public sale. Up to this point, this 
relationship has worked well for 
both sides, although the Smiths have 
suffered two casualties defending 
the Crackheads from attacks mount- 
ed by the Bikers. 

Beyond basic barter and trade 
with diggers, the Smithsonians have 
diggers of their own working within 
the city. As the Crackheads do an 
adequate job of finding items within 
the safer regions of the city, the 
Smiths have turned their attention 
towards the more dangerous, more 
profitable areas of the city. They 
have also begun mounting highly 
armed digging expeditions into the 
Aquatic Gardens, the Greens, and 
the Wastes. These expeditions have 
met with relative success thus far, 
and all indications point to their con- 
tinuation in the future. 

rhreats 

The Smithsonians are not unop- 4 
lased in their sacred work. Armed 
ioldiers have started harassing and 
wen outright attacking any expedi- 
ions the Smiths send into the 
Vational Archive. At first the Smiths 
issumed that this was simply some 
cind of mistake, not likely to be 
.epeated. After it happened a second 
ime, however, the Smiths reevaluat- 
:d the situation. They have now 
:ome to the conclusion that these 
soldiers have been directed, perhaps 
3y the War himself (the Smiths are 
iware of War's presence in D.C.) to 
stop the information gathering mis- 
sions. The Smiths don't quite under- 
stand why War would take such a 
iirection, though some theorize that 
in overall lack of knowledge gener- 
illy leads to more violence and war- 
fare, and as a result the Smiths' activ- 
ities are contrary to War's overriding 
purpose. 

Animals have also become quite 
a nuisance to the Smithsonians. 
Ever since they first set foot in Rock 
Creek Park, animal forces have con- 
stantly hounded the Smiths. To a 
certain degree this is understandable, 
as many of the hunting animals 
would have likely been able to track 
the Smiths scavenging expedition 
back to the Smithsonian Building by 
scent alone. The attacks by the ani- 
mals, however, have been orchestrat- 
ed and consistent enough to suggest 
a higher intellect behind them. After 
all, not even cats hold grudges for 
more than a few days or weeks. The 
animals of Rock Creek Park, howev- 
er, seemingly go out of their way to 
hunt the Smiths at every opportunity. 

Finally, the Bikers have evident- 
ly figured out where the Crackheads 
are getting their security force for 
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eir nightly markets. The Bikers, 

matter quite personally. The 
Smithsonian Building is quite sturdy 
and heavily defended, but that cer- 
tainly does not make open attacks 
against it welcomed. The Bikers 
have attacked the Smithsonian 
Building on two separate occasions 

The Smithsonians are one of the 
largest, most diverse factions in the 
D.C. area. In all, they number 
roughly 150 members, and that num- 
ber is growing. They are organized 
into four main branches: acquisition, 
defense, restoration, and support. 
The acquisition branch is the largest 
and is predominantly made up of 
diggers. The defense branch, the 
second largest, is not surprisingly 
made up of thugs, and other combat 
oriented individuals. The defense 
branch is reasonably well armed, 
especially after their recent clashes 
with the Dogs of War. The restora- 
tion branch of the Smithsonians 
comprises all the scientists, restor- 
ers, and intellectuals needed to make 
the organization capable of perform- 
ing its mission. They live their lives 
largely sequestered within the safety 
of the Smithsonian Building. 
Finally, the support branch consists 
of doctors, general laborers, and 
management individuals. Although 
they technically run the show, they 
are ultimately of the lowest impor- 
tance to the organization as a whole. 

THE END 

Mike Ursu (Order #28195963)



THE END 

The New Society 
People have a tendency to forget 

how far the human race has come. I 
have heard the argument that God 
was truly the architect behind 
mankind's successes. The determin- 
ist argument that, when boiled down 
to its root elements, strips away any 
contributions the human race may 
have made to its own successes. 
Determinism is ultimately flawed in 
my eyes though, for if God were 
responsible for the actions of evey-  
one how can it be justlJied that some 
went to Heaven, some to Hell, and 
others were left behind? The bibli- 
cal reference to God granting 
humanity ,free will, and hence the 
right to damn themselves does little 
to explain this to me. I never made a 
conscious choice not to believe, after 
all. I just simply didn't. The teach- 
ings of my parents, people I have 
met, sciences I have studied and 
things that I have seen in my life all 
contributed to forming me into the 
person I was then, and am today. 
Throughout those formative years I 
truly must protest the degree to 
which I was offered some metaphys- 
ical choice that would ultimately 
damn me or grant me salvation. 

There is no way anymore for me 
to disprove the existence of God. I 
accept that, despite the evidence I 
interpreted to point to the lack of a 
Supreme Being in the universe, God 
exists. I am, however; in an excellent 

THE Docs OF WAR 

'God is gone from the world. We 
know, or at least can reasonably 
believe this. Humans still live on the 
earth. If humanity can rebuild the 
infrastructure, cities, and civiliza- 
tions that once made it great, then 
we will have proven once and for all 
that we do not require God in order 
to be successful. 

Our work continues in earnest. 
Bill and I completed the remaining 
sections of wiring we needed to pro- 
vide power to the medical facilities 
today. We had to push back the other 
projects we were working on, but I 
think it was worth it. A couple of the 
men also managed to scavenge a few 
wheelbarrows worth of brick. Those 
bricks should be enough to finish 
blocking the east entrance door. Just 
one more door to brick over and we 
will at least have some sense of secu- 
rity around here. It was a good day 
today. 

-excerpts from the diary of 
Ellen Simpson 

Ellen Simpson 

Ellen was an architect and civil 
engineer before the Rapture. Born 
and raised in New York, Ellen 
moved to the D.C. area only three 
months before the apocalypse. Her 
leg was badly injured during the 
riots and supernatural phenomenon 
that took place during those dark 
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THE END 
and architectural skills in such a way 
to create a h l ly  defensible building. 
It is within this building that William 
spends his life. He is terrified to set 
foot outside of its protective con- 
fines, and only does so when it is 
absolutely necessary. 

William's primary interest is in 
providing a comfortable living for 
himself, and those he considers 
friends. To this end, he has worked 
to rebuild and repair many of the 
creature comforts he enjoyed before 
Revelations. His crowning achieve- 
ment is the development of a minor 
radio transmitter set-up that he uses 
to provide broadcasts of classical 
music to all within the building. 
Ellen would prefer him to use the 
radio for more productive purposes, 
but William has yet to switch his 
broadcast format. 

THE DOGS OF WAR 

important an asset such a room d - 
would be to them, and she responded 9 
by directing people to start obtaining 1 

many of the machines and medicines 
that he requested. Jermaine now has 
what he considers to be a remedial 
emergency room facility. He has a 
full supply of anesthetics, antibi- 

Dr. Jermaine Brown 

Jermaine Brown was in his last 
year of residency when the 
Tribulations began. His chosen 
medical field was emergency medi- 
cine, a field that has proven to be 
completely ideal for the new world 
he has found himself in. Like Ellen 
Simpson, he was a proud atheist 
before the Rapture. Given that he 
cannot change the past, Jermaine 
chooses to hold on to his pride and 
work for the betterment of mankind 
despite God's abandonment. The 
similarities between his philosophy 
and Ellen's are what originally 
attracted him to her cause, and he 
has grown quite fond of her as a 
friend since. 

Jermaine, a driven man, has 
worked tirelessly to adapt an area of 
the Library compound for use as a 
suitable emergency room. He man- 
aged to convince Ellen early on how 
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otics, lab equipment, and surgery 
tools. He has recently been provided 
with refrigeration, and Ellen has 
instituted mandatory blood dona- 
tions so that the organization can 
build a viable blood bank for future 
use. 

Mike Roswik 

Mike lived his life as the stereo- 
typical heavy metal fan, gear-head. 
He had been quite the aficionado of 
satanic metal music, and frankly was 
quite surprised not to be sent to Hell 
when the Rapture hit. He isn't com- 
plaining, of course, and genuinely 
enjoys working with his new friends 
in the library complex. 

Mike is incredibly gifted in 
terms of mechanical aptitude. He 
understands virtually all aspects of 
internal combustion engines, 
hydraulics, and after receiving some 
tutelage from William, has a work- 
ing knowledge of electricity as well. 
Mike has used his skills to convert 
motors to a number of useful purpos- 
es for the compound. His primary 
fear is his dwindling fuel supplies, 
and he is working on Ellen to begin 
sending people to both scavenge and 
trade for fuel so that he may start to 
build up sizable emergency reserves. 

The Compound 

The George Washington 
University Library is a tall, solid 
building of sturdy brick construc- 
tion. It is nestled amongst a number 
of other buildings in various stages 
of disrepair, and if it had not been 
heavily modified, one could pass by 
it without taking too much notice. 
The library has been modified, how- 
ever. 

The glass doors that used to pro- 

vide entrance to the facility have 
shattered and have been replaced by 
a heavy metal door that is mechani- 
cally operated. The other entrances 
to the building have either been 
bricked over, or are in the process of 
being bricked over. Immediately 
beyond the front door is a metal 
detector used to screen those who 
enter for concealed items or 
weapons. 

Many of the library shelves, 
complete with books, have been 
moved down to the first floor and 
formed into a minor maze of corri- 
dors. This maze is not so extensive 
as to cause anyone to become con- 
fused or lost, but would certainly be 
a hindrance to any force that 
attempted to storm the library. 
Beyond that, two hydraulic jacks, 
rigged to the on position and pow- 
ered by motors in the basement with 
remote start capability have been set 
up in strategic positions. With the 
flip of a switch, The New Society 
can cause a good number of these 
heavy bookshelves to topple and 
crush those who are traveling 
between them. 

Beyond the entryway, the library 
is much saner, much less of a death 
trap. It contains an electronics work- 
shop, a very low power but function- 
ing radio transmitter, a moderately 
equipped emergency room, an 
engine shop complete with 
hydraulics, and of course, lots and 
lots of books. 

The library compound has func- 
tional power throughout, and exten- 
sive power in a few select areas. 
Some of this power is gained by tap- 
ping the existing power grids of 
D.C., while some of it is gained via 
gas-powered generators. The com- 
pound has refrigeration, a small 
blood bank, and grows its own crops 
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indoors through the use of hydro- 
ponics. 

Recruitment 

In all, nearly 70 New Society 
members live together in their 
library compound. All have at least 
one or more useful skills that they 

utilize for the betterment of the com- 
munity. Members of all prestige 
classes are present, and they are will- 
ing to add new members to their 
ranks provided that they serve some 
useful purpose to the collective as a 
whole. The New Society currently 
needs thugs, scientists, restorers, and 
diggers more than anything else. 
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7 The Angel, Simon 
I remember that through it all I 

was right. Millennia ago, during the 
Earth's creation, it was I who saw 
what was happening to my old 
friend, Malthanos. I knew that Satan 
and his allies were up to no good, 
and that God wouldn't put up with it. 
I tried to draw my friend back into 
healthy activities and socialization 
with good, successful angels so that 
he might have a few positive role 
models to learn from. He shut me 
out. Despite our friendship, he 
refused to listen. 

There was little that could be 
done once the Great War had started. 
I mean, what can one do when God 
commands you to lay down your 
friendships and fight his enemies? 
You lay down your friendships and 
start fighting. That's what you do! 
And that is what I did. Still, I will 
never quite get the image of his face 
out of my mind that day I called to 
him and drew him out of his cave. 
He was so hurt, so betrayed by what 
I did. But what was I supposed to 
do? He opposed God with the oth- 
ers, and he, like the others, lost and 
had to be punished. 

Seeing him recently during 
Revelations brought back all the 
memories full force. Even though 
angels do not forget, we can, much 
like humans, convince ourselves that 
we do not clearly remember. When 
Malthanos saw me and flew into an 
immediate rage, I knew that the ages 
he had spent suffering in the pit had 
destroyed all vestiges of the friend I 
once knew. He blames me for his 
punishment? Me, the one who pas- 
sionately tried to dissuade him from 
joining Lucifer in the first place? 

I had honestly came back to 

THE END 
earth hoping to meet my old friend, 
share a drink, muse about old times, 
and perhaps repair our friendship. 
Instead, Malthanos met me with all 
the fury and rage of a beast of Hell. 
He is so strong, too strong for me to 
defeat in open conflict. We fought 
for days and in the end, when the 
recall had been sounded and the 
gates to both Heaven and Hell were 
closing, instead of returning he 
chose to hold on to me and prevent 
my return. The fool! Now we are 
both trapped here, away from the 
eyes of both God and Satan. 

But I drag on. Malthanos is irrel- 
evant. Regaining entry into Heaven 
is now the only thing that matters. I 
have an unwavering faith, and I truly 
believe that if I can make a differ- 
ence here God will take notice and 
open the gates for a moment so that I 
may return. My old friend, however, 
still does not have forgiveness in his 
heart. He seeks to destroy me. I 
have learned to hide my scent from 
his nostrils, but he has gathered 
many servants, and he has trained 
them to look for my marks. 

Now I question whether my aid 
is more of a burden to people than 
anything else. The priest I led 
through his crisis of faith has built a 
humanitarian organization. My 
mark on them was detected, and it 
has now drawn the attention and ire 
of my old friend. Anything I touch 
becomes a target to him. It infuriates 
me! 

I know that I am to turn the other 
cheek, but there is a burning anger 
that grows within my breast. I know 
in my heart of hearts that it is the call 
of War that I feel within me, but at 
times it feels so right to me. Those 
who serve Malthanos are demons in 
my eyes anyway, and it is no sin for 
me to destroy them when they 
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threaten me or those I protect. I just 
wish I didn't enjoy it so much. 

Domain 

Simon chooses to make his 
home in the subway systems imme- 
diately surrounding Grand Central 
Station, close to the Crackheads. He 
has learned the region quite well, 
and can navigate even completely 
unlit corridors as if it were broad 
daylight. This, coupled with the fact 
that Simon can move and even fight 
without making so much as a whis- 
per of sound makes him incredibly 
difficult to track or even detect. 

Words of God 

Simon knows the following 
Words of God: Light, Darkness, 
Growth, and Vision. He is quite 
skilled with his magic. Some of the 
effects he generates through his 
Words are described below. 

%ion: Simon has used his Word of 
Vision to attune himself to his 
region, and to the organization he 
currently protects. He essentially is 
aware of all that enter the subway 
regions within a two-block radius of 
Grand Central Station. He also 
becomes immediately aware of any 
attack that is mounted against a 
member of the Crackheads faction if 
it takes place within this same 
region. Simon's proficiency with the 
Word of Vision is so great that he can 
even utilize his other Words from a 
distance (one mile radius) through 
his magical vision. 

Light and Darkness: Simon has 
complete and free control over light 
within 50' of him. He can create 
total darkness, or blinding light at 

THE END 
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with this ability (2d6), but his attacks 
never miss. 

Growth: Simon uses his Word of 
Growth to accelerate the progress of 
life within him, and around him. 
Much of the Crackheads' success can 
be attributed to Simon's use of this 
Word. The food and drugs they have 
planted have grown at a supernatural 
rate, for example. Additionally, 
Simon can use this Word to acceler- 
ate the natural healing abilities of his 
body and the bodies of others. 
Simon's control of his own angelic 
physiology is so great that he regen- 
erates 20 hit points (Fast Healing 20) 
each and every combat round. His 
influence on the bodies of others is 
much more subtle, and somewhat 
superceded by the healing effects of 
War's veil over the city. All medical 

checks performed within two blocks 
of Grand Central Station will, how- 7 
ever, experience a situation modifier 
of plus or minus three, based on 
Simon's desires. 

Mortality 

Despite his extreme power, 
Simon is faced with the reality that 
he is mortal now, and will remain so 
for as long as he remains cut off 
from heaven. This reality is quite 
terrifying to him, especially given 
the fact that both War and Malthanos 
are likely more powerful than him. 
It is for this reason more than any 
other that Simon chooses to live in 
the secluded safety of the subways. 
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The Bikers from 
Hell 

Oh how it is glorious to see 
things come full circle. You can not 
possibly conceive of the suffering, of 
the countless times I have cursed 
your name, Simon. The pit burns 
eve ything away, leaving only hatred 
and pain. The pit also teaches 
humility, gentle Simon. It teaches us 
the ,folly of directing our hatred at 
God. My hatred has its own name, 
Simon, and that name is yours! 

I hate the pompous ass you 
always were before the Great War. I 
hate the stench of cowardice that 
exudes from your pores both then, 
and most certainly now, I hate the 
fact that when God farted and decid- 
ed to cast us out of Heaven you were 
theJirst in line to wipe his ass by tak- 
ing up arms against us, your broth- 
ers! And most of all, I hate the smug 
look you carried on your face when 
you called me out of that cave. I 
thought you were there to tell me that 
the culling was ovev, and to tell me 
how to perhaps gain forgiveness. 
Instead you were only there to call 
me out of hiding so that Michael 
could cast me into the pit. You are 
pathetic. Just a seeing-eye dog for 
one of God's bootlicking pitbulls! 
You know, I could have stomached it 
ifyou had done it yoursev 

THE END 
Now we are both together again 

rbr eternity. I nearly pissed myself 
with laughter when I saw the look of 
terror in your eyes when you realized 
that I wasn't going to let you make it 
back through those pearly gates 
before they closed. Thousands of 
years in the pits of Hell have made 
me strong. Thousands of years eat- 
ing pastries in Heaven have made 
you fat  and weak. 

I could kill you now with ease i f  
you would but show yourself to me, 
but I am glad you hide. This way I 
can seek out all the things you touch 
and come to love, and destroy them 
one by one. You gave me thousands 
of years of suffering, friend, a few 
decades of suffering is the least I can 
give you in return. 

This new world suits me. The 
sheer volume of anger andpain here 
is delicious. I am even finding 
humans whose company I enjoy. I 
am truly an angel of hell after all. I 
find it positively delightful to discov- 
er that there are gangs of motorcycle 
riders who choose to share this 
namesake with me. They are my ser- 
vants now, though they come into my 
sewice through their own free will. 

We have one common, simple 
goal. We will make your life a living 
Hell before we take it from you, old 
friend! 
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The Biker Gangs 

With the increasing scarcity of 
fossil fuels in the world of The End, 
motorcycles are quickly becoming 
the most efficient form of transporta- 
tion left available to mankind. 
Couple this with the fact motorcycle 
gangs are tightly knit, and thus 
somewhat resistant to ennui, and it is 
logical to forecast their prevalence 
and success in the future. 

Much of Malthanos' power rests 
in the large, and constantly growing 
gang of Bikers that serve his cause. 
Unfortunately, working cycles are at 
a premium. What is disturbing is the 
fact that this gang continues to grow 
as more and more cycle gangs along 
the eastern seaboard hear and heed 
the call of War. Once within D.C. 
the cyelists quickly meet other 
cyclists. Other kindred spirits if you 
will. Shortly after, they meet 
Malthanos, and shortly after that 
they become his servants. Of course, 
Malthanos also serves War and War 
appropriates the majority of the 
gangs for his use. 

Although Malthanos believes in 
free will and honestly does care 
about his servants, his psychology is 
twisted and tormented by thousands 
of years of suffering in the pit. Now 
that God is gone, humans no longer 
truly have a 'free will' as he views it. 
Thus it is acceptable, in his estima- 
tion, to coerce and corrupt those he 
encounters. Further, as the gates to 
Hell are closed, death is really not 
much of a punishment anymore. 
Those servants that die in his ser- 
vice, in his eyes, are not truly suffer- 
ing. 

As a result, the biker gang that 
serves Malthanos is constantly 
changing out membership. Bikers 
die each week, but new ones join to 
replace the fallen just as quickly. 
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i: Domain 

Malthanos makes his home in 
Veteran's Memorial Hospital. 
Although it had already been heavily 
looted before he discovered it, 
Malthanos logically assumed that a 
hospital would be the sort of place 
Simon would like to take as a resi- 
dence. Thus he took it to prevent 
Simon from having the opportunity 
to do so. He has allowed his gang to 
gut and convert the ambulance bays 

into garages for their cycles, and he 
generally allows his servants free 
reign over the complex. 

Words of God 

Malthanos knows the following 
Words of God: Fire, Love, Honesty, 
and Decay. He, like Simon, is quite 
skilled with his magic. Some of the 
effects he generates through his 
Words are described below. 
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Love: Malthanos uses his power to 
engender feelings of loyalty, trust 
and respect in his followers. In 
essence, he uses this Word to recruit 
new soldiers into his organization. 
He also frequently uses this power to 
inspire insatiable feelings of lust in 
people his servants abduct to use for 
personal pleasure. Curiously 
enough, Malthanos seems to respect 
those who resist succumbing to the 
Word of Love, and he frequently 
allows such people to leave without 
harm or harassment. Resisting this 
Word, when used by Malthanos, 
requires a Will save (DC 20). 

Honesty: Malthanos uses the Word 
of Honesty to obscure the many half- 
truths he tells in such a way that he 
always appears to be completely 
honest with his followers. Further, 
due to his mastery of this Word, it is 
completely impossible to lie to 
Malthanos. People who he questions 
directly often find themselves speak- 
ing for hours to make sure to clarify 
every aspect of their answer until 
such a time as Malthanos becomes 
satisfied with it. Just as with the 
Word of Love, this Word can be 
resisted by a successful Will save 
(DC 20). 

Fire: As any good denizen of Hell 
should, Malthanos is capable of call- 
ing down fire upon those he opposes 
(once every 2 rounds). His range in 
this power is loo', and he has great 
enough control to generally hit sin- 
gular targets, or 20' diameter areas 
depending on his whim. His damage 
with this Word ranges between 2d6 
and 6d6, depending on how success- 
ful his skill rolls are when he utilizes 
it. Malthanos is of course, complete- 
ly immune to the harmhl effects of 
fire himself. 

mote decay. Weapons used against 
him, for instance, are treated as one 
quality level lower (if possible) for 
purposes of the blues. Conversely, 
weapons and pieces of equipment 
that are being stored or used in the 
vicinity of Malthanos are treated as 
one quality level higher (if possible) 
for purposes of the blues. 

Alliance 

War is aware of the presence of 
both Malthanos and Simon within 
the City. He is uncertain of what to 
do about either of them. While in the 
service of God it was never his place 
to make determinations about good 
and evil, and in that respect he has 
little opinion over who ultimately 
wins, Malthanos or Simon. War is, 
however, interested in utilizing the 
bikers in his military campaigns. To 
this end, War has struck a bargain 
with Malthanos. Malthanos sent 
many of his bikers along with War's 
military formation north to lay siege 
on Boston. In return, War has 
promised to surrender any functional 
cycles that are found during the cam- 
paign to Malthanos. 

Mortality 

Malthanos considers his mortality to 
be a great gift. He is out of Hell, and 
since the gates are closed, there is no 
way he will be returning. The life he 
lives now is merely a brief formality 
for him to take care of before he goes 
to his final rest. His only desire is to 
see Simon suffer and die. Once that 
happens, he will happily go to his 
deathbed. 

Mike Ursu (Order #28195963)



THE DOCS OF WAR 

ff M 4 sses " 
Not all the residents of D.C. area 

choose to actively side with one fac- 
tion or another. In truth, most of the 
residents of the D.C. area attempt to 
live as normal and as mundane lives 
as possible. This is a difficult and 
often fruitless endeavor, but that 
doesn't stop people from trying. 

Most of the unaffiliated resi- 
dents of the D.C. area live together 
in small, scattered communities. 
These communities will generally be 
housed in apartment buildings, 
hotels, or other multi-residence 
buildings. 

In order to survive, the members 
of each community have come to 
rely quite heavily on one another. 
Each person shares his skills, time 
and effort for the betterment of all. 
Frequent social interaction is neces- 
sary amongst the members of a com- 
munity in order to fight off the mad- 
ness of ennui. As a result, communi- 
ties quickly develop into tightly knit 
families. 

Life within these communities is 
quite hard. The predatory factions 
within the city have little patience or 
respect for those simply trying to 
live as normal a life as possible. 
Communities often end up as food 
sources for the Wild Hunt, or the 
Crazies. 

Even large, well-armed commu- 
nities have a difficult time surviving. 
The larger the community, the more 
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difficult it is to feed, and food is any- 
thing but abundant. Most of the 
larger communities have taken to 
growing their own food sources, but 
without access to magical assistance 
or hydroponics, it is difficult to grow 
food within the city. 

Sickness and disease are also 
difficult issues for the masses to deal 
with. Due to their reliance on one 
another and the degree to which they 
intermingle with each other within a 
community, illnesses have a tenden- 
cy to spread quite quickly. In gener- 
al, if one member of a community 
becomes ill with a contagious dis- 
ease, it rarely takes more than a few 
days before the rest of the communi- 
ty becomes ill as well. In some 
cases, entire communities have been 
wiped out by a single illness. 
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The design and purpose of this 
book is to provide an overview of the 
goings on in the D.C. area in the 
world of The End. In some cases the 
information is very specific, while in 
others it has been deliberately left 
vague and open to some interpreta- 
tion. It is our hope that this book can 
be used over and over, in different 
campaigns, and still maintain its use- 
fulness as a tool. 

This section is intended to pro- 
vide some ideas and guidance for the 
Judge. The timeline of events pre- 
sented in the following pages is not 
intended for use as an adventure 
module. Rather, it should be viewed 
as a sample of how the D.C. supple- 
ment can be used within the context 
of an ongoing campaign. Every 
gaming group is composed of unique 
players and governed by a unique 
Judge. Ultimately, the decisions 
you, the Judge, make should be 
designed to provide the most inter- 
esting gaming experience for your 
entire troupe. 

BRINGING THE PLAYERS INTO 
D.C. 

The Call of War is designed to 
aid you in giving your players the 
impetus to head into the Washington 
D.C. area. Ideally, your players 
should be interested in going and 
exploring the region without prod- 
ding, but we all know that isn't 
always likely. 

Using the Call of War as a bla- 
tant, unavoidable fishing hook to 
reel in your players should be avoid- 
ed if at all possible. Players general- 
ly resent and ultimately resist story- 
lines when they feel that they have 
had no control or say in the matter. 
A better way to use the Call would 
be to select one of your strongest 
players and afflict him or her with 
the Call of War. Talk to the player 
before hand if necessary, (e.g. set the 
player up as a ringer) or trust in that 
player's role-playing skill if that trust 
is merited. Ultimately though, 
everyone will find the game more 
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eresting if the battle over whether 
not to go to D.C. is fought through 

quality role-playing between the 

If it appears that even with one 
player infected by the Call of War, 
the party as a whole is still unwilling 
to go to D.C, you must infect anoth- 
er. If at all possible, avoid infecting 
a character that is adamantly against 
going. Rather, infect a character that 
is undecided so that it at least 
appears plausible and credible. 

Once the players are on their 
way to the city of Washington D.C., 
you are free to run whatever travel 
scenarios you may like to run. The 
roadways into D.C. are heavily trav- 
eled by bandits and others who rec- 

ognize the potential profit in 
ambushing unsuspecting travelers, 
so feel free to interject a little combat 
if that is what your players are long- 
ing for. 

The road into D.C. also provides 
good opportunities for you to bal- 
ance out the party for the challenges 
that lie ahead. If the game has got- 
ten away from you a bit, and your 
characters are unintentionally walk- 
ing around with a veritable arsenal of 
weapons and equipment, ambush 
them with such an incredibly over- 
matched force that they have no 
choice but to buy their way out of the 
situation. Conversely, if your play- 
ers are clearly under-equipped and in 
need of some decent armament, have 
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them come across a weakened and 
crippled group of bandits that have 
recently won a small victory over a 
Dogs of War squad, and are hence 
equipped with better armament than 
they should have. 

It is up to you to determine how 
patient your players are, and to scale 
the game accordingly. Although 
there certainly is great value in illus- 
trating the long, hard road by making 
characters fight and struggle through 
every mile, some players truly hate 
this style of game. The players will 
need to be fresh and interested when 
they make it into the city, so be care- 
ful not to alienate them beforehand. 

NEW KIDS ON THE BLOCK 

The inhabitants of D.C. have all 
had a good amount of time to 
become familiar with the city, and 
the cast of characters contained 
within. The player characters, how- 
ever, have not, and should not be 
treated as if they had. In the begin- 
ning, the very existence of the vari- 
ous factions, and even War himself 
should be an unknown to the charac- 
ters. You, having read the supple- 
ment, will know a great deal about 
the city, while the characters will 
ideally know very little. Whatever 
you do, do not deprive the characters 
of the enjoyment of discovering the 
intricacies of the city at their own 
pace. 

The most dangerous temptation 
you will face as a Judge is trying to 
jumpstart the players by introducing 
them to a productive faction early 
on. Most good players have mas- 
tered the art of pumping NPCs for 
information. If you give the players 
a knowledgeable NPC to talk to, 
expect them to start asking a lot of 
questions about the city. We are not 

T suggesting that you completely iso- 
late the players from all other resi- 
dents within the city. We are sug- 
gesting that you carefully pick and 
choose which NPCs you present to 
the players early on. 

A fun and interesting technique 
to use is to present the characters 
with an NPC who has some legiti- 
mate knowledge, but mostly false 
information about the city. A few 
quality pieces of misinformation 
provided when the characters are 
still ignorant about the city can lead 
to some incredibly fun situations 
later on as the characters act on those 
gems of misdirection. 

If your players thrive on 
intrigue, it may be fun to introduce a 
powerful NPC with certain specific 
motives and a penchant for manipu- 
lating others into achieving his aims 
for him. Such an individual would 
most likely need to be involved with 
one faction or another in order to be 
credible, but as long as you play the 
NPC from the perspective of an indi- 
vidual who knows he has found 
some truly ignorant people to 
exploit, you should be fine. 

Finally, depending on the degree 
to which your players enjoy the bib- 
lical and magical aspects of the 
game, you may find it interesting to 
use War and his powers of posses- 
sion to introduce the characters to 
the city. War can provide individuals 
with as much information or misin- 
formation as you, the Judge, deems 
necessary. Further, good role-play- 
ers should thrive on the opportunity 
to role-play a possession, and the 
aftermath of dealing with the strange 
ideas and knowledge about the city 
that might seep into a character's 
mind as the result of a possession. 
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SETTING UP SHOP 
9 
i: 

One of the first things your char- 
acters will likely want to do once 
they get into the city is find a good 
and solid haven, or base of opera- 
tions. Given the fact that 
Washington D.C. is an urban city 
with a wealth of quality buildings, 
this should be relatively easy for 
them to do. Further, giving the char- 
acters a base of operations opens a 
number of doors for moving and 
developing the story. 

The characters' haven should be 
the best-described and most detailed 
room or building within the city. 
After all, the characters are the focal 
point of the game. Once this impor- 
tant starting point has been defined, 
dealing with the rest of the city 
becomes a much easier matter. The 
characters will likely start exploring, 
and those explorations will have a 
much greater sense of relevance to 
the game as they can all be put into a 
context of proximity to the charac- 
ters' haven. 

Many players enjoy the prospect 
of customizing and decking out their 
respective homes. This should be 
encouraged and supported, as it ulti- 
mately will force the characters to 
start scavenging in the city. 
Characters with medical, mechani- 
cal, construction, restoration, scien- 
tific, and other building skills should 
be allowed to search for and find 
enough material to get their projects 
started. A couple of projects that 
have been started, but lack a few key 
items before they can be completed 
are adventures in themselves. Do 
not waste this opportunity. 

At the end of the day, regardless 
of how cool and defensible the play- 
ers attempt to make their haven, it 
can not be sufficient to deal with the 
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wealth and power of the various 
threats within the city. So let the 
players design their booby-traps and 
escape routes. You can always force 
them out of their haven by present- 
ing them with an overmatched force. 
If truly necessary you can simply 
blow it up. 

MEETING THE NEIGHBORS 

Once the characters have select- 
ed a haven, it will be necessary for 
them to meet the neighbors. Unless 
the characters, by dumb luck, select 
a home near one of the friendlier fac- 
tions the neighbors should likely be 
hostile towards the players. In many 
ways, meeting and dealing with the 
neighbors should mark the first 
major obstacle the characters face 
within the city. 

Crazies are designed to be the 
perfect neighborly threat for a char- 
acter party. They live in packs of 
around fifteen, and are highly territo- 
rial. They are cunning, but not over- 
ly intelligent. And perhaps most 
importantly, they have access to the 
Path of the Beast. 

Initially, the Crazies should be at 
an advantage, as they will know 
where the characters live, while the 
characters will likely not know of 
the Crazies. A little careful scouting 
on the part of the players, however, 
will even the odds in this regard. 

How you play the Crazies will 
largely dictate the feel of the city. 
Attacking with them aggressively 
and often will put the characters in 
some intense situations early on, but 
will also result in either the charac- 
ters or the Crazies dying rather 
quickly. Having them hunt and stalk 
the characters for awhile will stretch 
out the drama and perhaps allow you 
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to build a little suspense into the sit- 
uation as well. 

If the Crazies don't appeal to 
you as a Judge, the animals of the 
Wild Hunt also make an excellent 
starting threat for the characters. 
Animal Hunting parties employ 
stealth, and are extremely powerful. 
They do lack firearms, however, and 
thus should be initially less terrify- 
ing to players than other threats. 

The most important decision 
you must make as a Judge regarding 
the Wild Hunt is to what degree you 
wish the animals to communicate 
and work with one another. It is 
made clear in the faction description 
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er, however, is deliberately left open 
to interpretation. If you are running 
more of a hack-n-slash fantasy style 
The End game, then there is likely 
little problem with the animais 
working together openly. If your 
game falls more in the genre of hor- 
ror, however, be careful and some- 
what conservative in how much and 
how openly the animals work 
together. Carefully and methodical- 
ly leave clues about the heightened 
intelligence of the animals so that 
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7 
i: the players can slowly come to the 

realization. If done carefully you 
can stretch the horror out through 
multiple realizations. For instance, 
it may take a few encounters for the 
characters to come to the horrific 
realization that the animals in D.C. 
are much smarter than they should 
be. The characters will quantify this 
and adjust to it, and the sense of hor- 
ror they feel when dealing with an 
animal will wane. At that point start 
leaving clues that different species of 
animals are perhaps working togeth- 
er in some instances, and the sense 
of horror will return. 

In any case, unless you wish to 
shift your game into the realm of 
comedy, resist portraying the ani- 
mals as good friends with one anoth- 
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er. It is only the power of the Beast 
that unites them. They do not share 
an evolved language with one anoth- 
er. They do not get together to play 
role-playing games with one another. 
They do not remember each others’ 
birthdays. 

Timing and stealth are every- 
thing when using the animals as a 
threat. Consider an animal hunting 
party consisting of four wolves, a 
tiger, and an ape. Taking this six- 
member encounter and just blindly 
throwing it at the players will result 
in a boring game. The characters 
will immediately understand that the 
animals are working together, and 
the characters will have the ability to 
target and eliminate threats in an 
order of their choosing. Instead, 
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consider using just the wolves at 
first. The characters are out scav- 
enging and they see a wolf. As they 
turn to face their threat, they notice 
another wolf in an alley, and they 
hear the howls of others. The char- 
acters will get the impression that 
they are surrounded and likely 
retreat. If they make a stand, have 
the wolves distract the characters 
long enough for the tiger to approach 
via the rooftops or another concealed 
route. If they do retreat, however, 
have the wolves stalk them during 
the retreat. Once the characters 
reach perceived safety and stop to 
deal with the wolves, introduce the 
tiger or the ape to the scene. This 
should surprise and likely terrify the 
characters, and above all else it 
should get the players worrying 
about what else might be hunting 
them in the city streets. 

ENEMIES 
MAKING FRIENDS AND 

Once the characters have settled 
in and gotten a feel for the city, they 
should start coming in contact with 
the various factions. The true poli- 
tics and action in D.C. revolves 
around the factions, and the charac- 
ters will need to become involved in 
order for the real action of this sup- 
plement to have an impact on your 
game. 

The choice of which faction to 
introduce to the characters first is a 
very important one. Some factions 
are hostile, while others will be 
friendly. Some are relatively mun- 
dane, while others are magical. Each 
faction will be briefly discussed here 
in order to assist you with this deci- 
sion. 
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The Wild Hunt 

The Wild Hunt is likely more 
usefid as a nemesis than an organiza- 
tion for characters to ally with. 
However, a character party involv- 
ing a Shaman and perhaps a few 
Anarchists could get along quite 
well with the Beast and the Wild 
Hunt. 

The new Shaman feats and ritu- 
als available only through the Beast 
may make the Wild Hunt an appeal- 
ing faction for characters to work 
with. Further, the fact that the hunt 
is literally against all other factions 
in the city means that it wouldn't be 
hard to find challenges for the play- 
ers if they do decide to ally with the 
Hunt. 

Ultimately, it would likely be 
best for the longevity of your game 
to resist involving the characters 
with the Wild Hunt initially. 
Communication with the Hunt can 
be established at any time through 
the Beast if there is a Shaman in the 
party, so you will always have the 
option of involving the players with 
the Hunt later. 

As a final note, significant 
involvement with the Wild Hunt will 
more than likely result in the charac- 
ters eventually ending up as Crazies. 
The Path of the Beast is quite power- 
ful, and will likely appeal to one or 
more of the characters. Although it 
is possible to walk the Path of the 
Beast without losing every last shred 
of humanity, it is not highly likely. 

The Crackheads 

The Crackheads are an excellent 
faction to deal with initially. They 
are well supplied, allow their mem- 
bers far more individual freedom 
than is warranted, and they sponsor 
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) the single most valuable multi-fac- 
tion social event within the city, the 
Bazaar. 

The Crackheads are particularly 
interesting as a storyline as a result 
of their contact with the angel, and 
his rival, the demon. The conflict 
between Simon and Malthanos is 
interesting, not immediately appar- 
ent, and large enough in scope to 
become the defining theme of an 
entire campaign. Working with the 
Crackheads would involve the char- 
acters in this conflict pretty quickly. 
Further, it would provide the players 
with the protection of a guardian 
angel, which makes for an excellent 
tool that you the Judge can employ 
to keep the characters alive when the 
dice turn against them. 

Finally, the peaceful and social 
nature of the Crackheads will make 
it possible for the characters to leave 
the faction if they should become 
bored. The sense of freedom this 
provides is highly important to many 
players. 

The Dogs of War 

In our opinion, the Dogs of War 
are best used as a threat. The char- 
acters could conceivably join this 
faction, but doing so would strip 
them of the free will to pick and 
choose their own missions. 

If you would like to involve an 
alliance with the Dogs of War in 
your game, the best route would 
likely involve some kind of specific 
mission that the Dogs would hire the 
characters to perfonn. The Dogs 
have considerable supplies of mili- 
tary equipment to spare, so they 
would certainly be able to compen- 
sate the characters well for their 
time. 

THE END 
The Crazies 

The only way the characters 
could reasonably interact with the 
Crazies is by becoming insane them- 
selves. This could certainly happen 
to the characters if they keep them- 
selves isolated or pick up too many 
extra ennui effects purchasing Path 
of War or Path of the Beast feats, but 
it isn't something you should push 
for as a Judge. 

If it does happen, however, work 
with it. A character party is, by very 
definition, a coterie after all, and the 
creativity and abilities of the charac- 
ters might even make the Crazies a 
viable threat for some of the larger 
factions within the city. 

The Path of the Beast offers 
many significant advantages, and is 
engineered to function at a higher 
level when employed by a character 
party. If you are interested in run- 
ning a short-term campaign, but 
highly interesting campaign the path 
of the beast might be for your gam- 
ing group. Understand, however, 
that if you opt to do so you will nec- 
essarily shift the scope and theme of 
your game away from the serious 
human issues that form the founda- 
tion of The End. 

Allowing the characters to 
experiment with the Path of the 
Beast for a while would be wonder- 
ful, provided there was a viable way 
back out of the path. But who or 
what is going to intervene and bring 
the players back? Frankly, if your 
game gets to this point, look to one 
of the supernatural beings in the city 
to intervene on behalf of the players. 
Both the angel and the devil could 
plausibly restore sanity to the play- 
ers. War likely could as well, but it 
would be less believable. The only 
faction that would have any real 
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interest in a character party of 
Crazies would be the Dogs of War. 

Unfortunately, short of involv- 
ing some of the other supernatural 
beings within the city (in a deus ex 
machina format) there is really no 
believable way for the characters to 
escape the path. Again, as the Judge 
you certainly are capable of doing 
so, but the act of doing so will shift 
the tone of your game away from 
horror and more into fantasy. The 
content in this sourcebook should be 
sufficient to help you maintain a fan- 
tasy style game should you choose to 
move in that direction. 

The Smithsonians 
T 

The Smithsonians can make for 
an excellent home for a group of mil- 
itant characters. Although physi- 
cians, scientists, and restorers are 
truly what the Smithsonians are 
about, any player character that 
accepts such a role with the 
Smithsonians is going to end up 
incredibly bored with the game. In 
short, the Smithsonians are so well 
supplied, and have so much work to 
do that characters who take the role 
of a worker will essentially do noth- 
ing other than work all the time. 

Militant characters, however, 
can have great h n  working with this 
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number of enemies, and are truly the 
only organization that mounts scav- 
enging missions into the Greens, the 
Wastes, and the Aquatic Gardens. 
All of these potential threats and 
adventures make for endless inter- 
esting things for the characters to do. 

Joining the Smithsonians also 
provides excellent access to the 
Bazaar, as they provide the defenses 
there. This will enable the charac- 
ters to meet and interact with other 
factions regularly. 

The New Society 

The New Society, for lack of a 
better description, is essentially a 
really large character party. They 
have a membership that spans most 
prestige classes, have built a defensi- 
ble haven for themselves, and are 
more interested in making them- 
selves strong and comfortable than 
defeating any particular organiza- 
tion. As a result, this faction is an 
excellent choice for characters. 

Characters can do just about 
anything within the New Society. 
The faction has enemies, and has a 
need for combat support. This fac- 
tion is in need of critical supplies, 
basic scavenged materials, and 
skilled craftsmen to build out of sup- 
plies that are gathered. Further, the 
leadership is truly interested in 
working with its membership to 
bring plans and goals to fmition. 
Characters who enjoy working with 
the scientific and building skills in 
the game will likely be able to pro- 
pose projects and be assigned 
resources to complete those projects. 

Joining the New Society also 
provides excellent access to the 
Bazaar, as they provide defense 
there. This will enable the charac- 
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ction. The Smithsonians have a ters to meet and interact with other 
factions regularly. 

Simon, the Angel 

The easiest way for the charac- 
ters to become involved with the 
angel is for them to start working 
with the Crackheads. The angel can, 
however, work with the characters 
separately if you so desire. 

Working with the angel will pro- 
vide the major benefit of his magical 
abilities and protection. Many 
Judges find giving the characters a 
supernatural ally a convenient tool 
for keeping the game flowing, and 
keeping the characters alive. 
Working with Simon, however, also 
immediately puts the characters at 
odds with Malthanos, and his gang 
of Bikers. 

Malthanos, the Devil 

The real problem with working 
with Malthanos is that it is highly 
difficult to leave his service once 
within it. In short, if the characters 
start to work with Malthanos one or 
more of them will invariably become 
enthralled to him. Once this hap- 
pens, the characters will find it next 
to impossible to leave the Bikers 
from Hell faction. The characters 
will have, in essence, lost the free- 
dom to control their own destinies. 

If the characters do become 
involved with Malthanos, under- 
stand that they may remain within 
that faction until such a time that 
Malthanos is slain. Fighting on the 
side of Malthanos against the city, 
ultimately to lose the battle, but 
regain free will in the end makes for 
some very interesting gaming, mind 
you. Simply understand that if the 
characters join this faction you will 
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need to kill the faction off in order to 
free them later. 

War 

The spirit of War is the driving 
influence behind most events that 
occur within the city. He is not, 
however, a monster with statistics 
that the characters are here to ulti- 
mately slay. Do not make the mis- 
take of presenting him as such. 

War can be used in many differ- 
ent ways to push or alter the course 
of your game. His powers of pos- 
session can make allies turn against 
the characters, or even make the 
characters turn against one another. 

War's possession can also be used to 1 

save the lives of the characters if 
a 

they get into a truly hopeless situa- 
tion. 

The important thing to remem- 
ber when using War is to keep him as 
secretive as possible. The characters 
are not supposed to immediately 
know and understand that War is 
here, and that he can do this, this and 
that. The characters should only 
slowly start to come to understand 
the nature of War as they adventure 
within the city. If some of the play- 
ers have read this supplement and 
are having difficulties divorcing 
their own knowledge of the supple- 
ment from their characters, start pos- 
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sessing them to force them to per- 
form the actions their characters 
should be taking in the first place. 
The player or players who you have 
to do this with may not get the joke 
immediately, but the rest of your 
gaming group is sure to appreciate 
the ironic humor of the Judge need- 
ing to possess players to make them 
play their characters realistically and 
without outside knowledge. 

One of the most interesting and 
valuable rewards characters can gain 
while adventuring in D.C. is access 
to the Path of War feats. Gaining 
access to these feats is not easy, as 
War must first possess a character 
before the feats can be learned, and 
War may only possess a character 
that is suffering from one or more 
ennui effects gained within the city. 
If you think about it, however, this 
really isn't that difficult. Characters 
who adventure in the city for any 
extended period of time are likely to 
pick up an ennui effect. Once that 
has happened it is a simple matter for 
War to possess a Character. In short, 
any character that truly wants access 
to the Path of War should eventually 
get that access. 

ESCAPING D.C. 

At some point the characters 
will grow tired of the region and 
want to move on. This is somewhat 
difficult given the power of the Call 
of War, but it is not impossible. The 
purpose of the Call of War is essen- 
tially to draw characters into the sce- 
nario, and to prevent them from 
leaving the scenario on foot. If the 
characters get access to a working 
vehicle, however, they can easily 
drive their way out of the region 
before being hit with War's call. 

Assuming that your characters 

lo  not have access to a working 
Jehicle, the thrust of the adventure to 
:scape D.C. should revolve around 
:he characters acquiring a good and 
-eliable vehicle. If they do have a 
vehicle and you would like the char- 
icters to actually have to work in 
xder to leave the region, by all 
means destroy the vehicle at your 
sarliest convenience. This will force 
them to have to find and repair a new 
vehicle in order to escape. All in all, 
mjoy. 
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THE END THE DOCS OF WAR 

Lorning 3oon: 

I H E  PENTAGON 
A web enhancement from 

Tyranny Games 
at 

www .tyr;t n n yg ;t rn es . co m 

The Pentagon details the interior of one of the 
most mysterious landmarks in Washington, D.C. - 
The Pentagon. Raised above the skyline of D.C. 
from the ashes of the end of the world, the citadel 
that was once the Pentagon houses one of the most 
powerful entities of the new world. 

The Pentagon describes the operations and 
denizens of War’s headquarters. The Pentagon also 
includes a layout of the building (old and new) and 
descriptions of key locations that have been “modi- 
fied” by War. 

Since War is powerful, his citadel should not 
be treated lightly. The Pentagon is only for powerful 
and high level characters in The End. Low level 
characters are welcome to visit, but they should 
expect to die. 
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The End is only the Beginning... 

The End: Exodus. 
(available only on the internet) 

In Exodus, the characters are 
drawn into the small colony of 
Rakow where the townsfolk have 
seemingly redeveloped an idyllic 
lifestyle. The Colony appears 
exceptionally prosperous, apparent- 
ly only threatened by roving biker 
gangs and a strangely high inci- 
dence of wolf attacks. However, the 
disappearance of a pregnant 
woman and her subsequent brutal 
murder hint at a darker truth ... 

S;1 b a t  ion 's Teq E: 

An adventure of horror and hope, 
Salvation's Tears investigates the 
phenomena of hope in the western 
desert. The desert holds many 
mysteries, not the least of which is 
the appearance of a path to salva- 
tion. In the midst of the desperate 
scrabblings of the new colonies, 
have the Meek found redemption? 

And see out- free web enhancements for The End at: 

www.tywnygames.com 
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The Doss of War 
"When he broke the second seal, I heard the second dnimal 

'shout, 'Come. ' And out came another horse, bright red, and its 
rider was given tois duty: to take away peace from the earth and 
set people killing each other. " I 

-The Book of Revelation 
' I  

When the First Seal broke, releasing Pestilence across the world, 
the people of Washington D.C. were hit hard. Martial law was declared in 
the ensuing chaos and violence became a way of life. When the Second 
Seal was broken, the violence and power swirling in D.C. brought the 
Second Horseman of the Apocalypse to his future home. 

War slipped into the fabric of Washington with ease. Disciplined sol- 
diers, honorable generals, and politicians dedicated to peace became the 
playthings of War. With these people, War took peace from the Earth. 
When the End came, and the wars stopped, those few who knew of War's 
existence assumed he returned to stuff of the earth from which he was 
born. They were wrong. 

When The End came, all contact with Washington was cut off, Now 
the temporary black hole that was Washington after The End is rising from 
the ashes with War at its helm, With God gone, what power on Earth can 
stop War's relentless advance? 

Cod M a y  be Dead, but War is 
Just Getting Started ... 

TYG 0023 
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