


Warning!
Violence and the Supernatural

Thefictional World of Nightbane ™ isone of horror, violence, and brutality aswell as heroics and
triumph. Itisfilled with supernatural monsters and other dimensional beings, often referred to as
"demons" many of whom torment, stalk and prey on humans. Other alien life forms, monsters, angels,
gods and demigods, as well as magic, the paranormal, insanity, and war are al elements in this book.

Some parents may find the violence and supernatural elements of the game inappropriate for young
readerg/players. We suggest parental discretion.

Please note that none of us at Palladium Books condone nor encourage the occult, the practice of magic,
the use of drugs, or violence.

A complete role-playing gamel
Compatible with the entire Palladium Books Megaverse !

1




Dedicated to my heroic play testers who helped me make this book better: Scott Coady, Joanne Fry,
G.H. Metz, Chris Chevalier, and Bill Reich.

Carlos J. Martijena-Carella

Ny

Third Printing— Mar ch, 2000

Copyright © 1995 Palladium Books Inc.
Copyright © 1995 by Kevin Sembieda

All rights reserved world wide under the Universa Copyright Convention. No part of this book may be reproduced in part or whole, in any form or by
any means, without permission from the publisher, except for brief quotes for use in reviews. All incidents, Situations, institutions, governments and
people arefictional and any similarity, without satiric intent, of characters or persons living or deed, is strictly coincidental.

Rifts® , Pdladium Books® , RECON® , The Mechanoids® , and Megaverse® are registered trademarks owned and licensed by Kevin Sembieda and
Palladium Books* Inc. Nightbane ™, Nightlords™, Nightlands™, Hollow Men™, Beyond the Supematural™, Phase World™, Wormwood™,
Splugorth™, Naruni Enterprises™, the Codition States™, and other names and titles are trademarks owned by Kevin Sembieda and Palladium
Books® Inc.

The Nightbane  Role-Playing Game is published by Palladium Books ® Inc., 12455 Universal Drive,
Taylor, M1 48180. Printed in the USA.



Palladium Books® Presents
A Complete Role-Playing Game

Nightbane

Written By: CarlosJ. Martijena-Carédlla

Game System and Additiona Text: Kevin Sembieda

Senior Editor: Kevin Sembieda

Editors. Alex Marciniszyn
JamesA. Ogen
Kevin Kirsten
Julius Rosengtein

Cover Painting: Brom

Interior Artists:  Vince Martin
Randy Post
Scott Johnson
Roger Peterson

Character Sheets: Michael O’Connor
Kevin Kirsten
(Inspired by designs by Gordon Delp)

Art Direction & Key lining: Kevin Sembieda

Typography: Maryann Sembieda
Michael O'Connor

Special Thanksto C.J. for anew epic addition to the Palladium Megaverse ™ To Brom for awonderful ly
evocative cover. Randy and Vince for their moody artwork. And to Maryann, Kevin Kirsten, Jim, Alex,
Steve, Mike and Julius for working such long hours to get this book to press.
Kevin Sembieda
3



Contents Modem Wegpon Combat .................. .60
HandtoHandCombat ...................... 61
Spawn of Night — An Overview ............. 7 Combat Tems ..o s, .62
TheWanderer Diaries .. .................. g Hand to Hand Combat Tables . .............. .65
WhatWeAre .........coovviiiiin.n. 7 PsychicCombat .......... e .65
TheBecoming. ...t 7 Perception Rolls...........................66
ShapesandMasks. . . ..o 9 TheHorror Factor ........................ .66
TheLandsof Night ......................... 9
TheLordsof Night................oooiie. 9 PdonicPowers ... ... 67
TheServantsoftheLords. . .................. 9 ThePsychicP.C.C. ....................... .68
Thelnvasion ... 10 Descriptions of Psychic Abilities ............ .69
Psychic Sendtive Abilities .................. 70
Millennium of Shadows ................... 10 Physical Psychic Abilities .................. A7
DarkDay . . ... 11 Psychic Hedler Abilities .................... 83
Excerptsfrom Dark Day Afternoon ........... u
AmericaAfterDarkDay. .. ................. 13 The Nightbane ....................... 85
CreatingaCharacter ....................... 85
Forbidden Truths ....................... 14 The Natural Powers of the Nightbane ........ 85
Anoverviewofdarkdreams. ... .......... ... 14 TheNightbaneR.C.C.................. ... 87
What'sGoingOn . ............ ...t 14 Basic Nightbane Skill Packege.............. 89
TheNightlands....................oee 14 Resistance/Spook  Squad-Trained
TheNightlords . . ...................oitt 15 Nightbane Skill Package .................. 89
TheConquestoftheWorld . . ................ 15 Trained Nightbane: Nocturne/Seeker/
Lightbringer Skill Package .. ............... 0
The Nightbane ........................ .15
Nightbane Factions...................... 16 Creatingthe Nightbane ................. .91
TheResdance. . ... 17 AppearanceTable ........................ .92
TheNoCtUrneS . .o 19 Nightbane CharacteristicsTable............ .92
TheUndergroundRailroad . . . ............... 20 UnearthlyBeauty Table. . .................. .92
TheWarlords. . ...t 21 AnimalFormTable........................ 93
TheSeekers. . oo 22 ArachnidTable. .......................... 94
TheLightbringers. . ......... ...t 23 Avian/Bird Table ..................... . 94
TheSook Squad . ..o 25 BaTable.............oooii il 95
TheOthers ...................ciiin, 27 CanineTable. ... 96
VampireS. . ..o 27 Equine/BovinegDeertable .................. .96
Sorcerous Orders ... ..oovv i 27 FeineTable.................coiiiii e 97
TheGuardians. . ... 28 Insectoid Table...........ocoooi i, .98
The Nightbane Lexicon ................ .29 ReptilianTable. . .....ooovviiie i 99
TimeLine . ... 30 RodentTable...........ccoovvviiiat. 100
SnakeTable. ... 100
Howto Play aRole-PlayingGame .......... 31 StigmataTable. . ... 101
Glossay of Role-PlayingTerms . .. ........... 32 Unusua Facial Features Table .............. 102
AlienShagpeTable ...............c.oit 103
Creating A Character ................... .33 Unnatural LimbsTable .................... 14
The Eight Attributes & Attribute Bonuses . ... ... 33 Biomechanic .:....................... 105
Hitpoints& SD.C.. . ..., 35
SdectingaCharacterClass . .. ............... 39 Nightbane Taents ..................... 106
EquipmentandMoney. . .................... 40 PPEadTdents........................ 106
Rounding Out One's Character ............... 40 Alphabetical Nightbane TdentsList ........ 107
Common Nightbane Tdents............... 107
Alignments. ... 40 Elite Nightbane Taents ................. 113
ExperiencePoints. .. ............ i 43
Insanity 44 Magical O.C.C'sand RC.C.'S cvvvrrunnsnn 115
SKITLiSt. e 48 SorcererO.C.Covi i 115
SkillDescriptions .. . . .oov v 49 MysticO.C.C........coiiii e 117




Nightbane Sorcerer O.C.C................. 118
Nightbane MysicO.C.C. ................. 119
Magic ... 21
How DoesMagicWork . ................... 121
TheReturnofMagic ...................... 122
The Magtery of MagiC. e veveenrerinnnnen. 122
Beief ... 122
Mentd Discipline ..................... ... 122
UnderstandingMagic ..................... 123
ThePursuitof Magic ...................... 124
MagicTerms ............oiiiiii.. 126
Alphabetical Listof Spells.................. 126
Spell Descriptionsby Leve ................. 127
LifeAfter Dark........................ 151
EathAfter Dark ........................ 151
ThePresarverParty ....................... 151
Law Enforcement & Crime ................ 1R
ThePolice ........... ... i 153
TheNSB ... i 153
SregtGangs. .. ..o 14

Technology.....ccoooove i 14

Computers & the Internet 154
TheNightlands . ........................ 1%
TheLand ............. ..., 155
TheCity-States . ..o ... 155
TheWaste .............ccoiii .. 157
Crossng Over ... 157
Denizensofthe Nightlands ;v e vevevinennen. 13
Doppleganger RC.C. ..................... 158
TheHoundsR.C.C. ....................... 161
HoundMagtersR.C.C....................... 162
TheHuntersR.C.C. ......... e 164
Ashmedai ... 165
Namtar - HollowMen .................... 167
TheWageCreatures .. .................. 163
WasteCoyote . . ... 168
SnakeBiIrdR.C.C. ............. . 169
TheLizardKing .................. ... ... 170
TheNightlords ....................... 171

NightlordR.C.C. 173

Bad-ZebulR.C.C......................... 175

Prieg of Night O.CC. ..................... 177
TheVampireThreat. . . ................ 178
Vampireinteligences .................. ... 179
TheVampireRC.C's.................. 179
TheMagter VampireR.C.C. ................ 179

The Secondary VampireR.C.C. ............. 181
WildVampireR.C.C. ..................... 182
VampirePowers ................... ..., 183
AludtforBlood . ........................ 183
TheVampiresBite........................ 183
SowKill: CreatingtheUndead . ... .......... 184
The Passive Victim& VampireSaves. ... .... 184
Mind Control: Vampireover Vampire ........ 18
Psionic Powersof the Vampire . ............. 185
Metamorphods .. ..o 185
SummoningPowers. . ... ... 185
Limited Invulnerability & Super Regeneration ..185
ToKill theVampire ..................... 187
TheWampyrRC.C. ........ ... ... ....... 188
TheGuardians ........................ 189
AMyderiousForce. . . ... 189
TheGuardianR.C.C. ...................... 189
Campaigns & Adventures ................ 193
FromtheBeginning. .. .................... 193
TheResstance Campaign .. .....ovvvvvvnn 19
TheWanderersCampaign . .. . ..........o.... 195
TheDiscovery Campaign ..........oovvn.. 1% "
TheWar of Light & Darkness ............... 19
Higtorical Campaigns .. ................... 197
Enemies& Minor NPCs ... ........... 198
Preserver Activist ("Preavert”) .............. 198
Nightbane GangMember ................. 199 i
CorruptedPolice. . ...t 199
NightCultist.......coooviiii, 200
NSBAgent........oooviiiiiiiiiin, 201
Using Other Palladium Books in Nightbane 202
Beyondthe Supernaturd . .................. 202
ThePdladiumRPG . ...................... 202
ReconModemCombat . ................... 202
RIftS .o 203
Weapons & Equipment .................. 204
AncientWegpons. . . ... 204
ModenWeapons..............ovvvnnns. 209
GasesGrenades& Bombs. . ................ 221
Miscellaneous Equipment . .. ............... 222 I
Vehicles ... 231
Specid Gimmicks . .. ... 232
Experience Point Tables .................. 233
I
——— ————




Quick Find

The Becoming (intro) ........ R 7
Combat

Hitpoints& SD.C. ........ ...t 35
ComaandDeath ... ....................... 37
HandtoHandCombat . . .................... 61
HandtoHand Tables....................... 65
HorrorFactor. . ... 66
PerceptionRoOIlS. ..o 66
PsonicCombat. . ......... ..o, 65
Weapon Descriptions ... 204
Dark Day

Dark Day (GreameRogers).................. 11
DarkDay(intro) .. ..., 1
DarkDay (America) .............vvenn.. 13
EathAfterDark . ......... ... ... . ..., 151
Guardians

Guardians(Lightbringers) ................... 23
Guardians(intro) . . .. ... 28
Guardians (maininfo) ..................... 189
Nightlords
Nightlord(maininfo)...................... 171
Nightlord: Minions (Denizens) .. ............ 158
NightlordRC.C........ ... .. ... . ..., 173
NightPrinces. . . ..., 175
NightPriest. . ... 177
Nightbanei

Nightbane (ManSection).................. 8
Nightbane CharacterigticsTables............ 92
Nightbane GangMember NPC ............ 199
Nightbane Lexicon(Terms) ................ 29
Nightbane Powers. ....................... 85
Nightbane RC.C. ............... ... .. ..., 87

Nightbane R.C.C. (Creation) ............... 91

Nightbane Skill Packages................... 8
Nightbane Sorcerer...................... 118
Nightbane Taents(Powers) ............... 106
Nightbane TimeLine..................... 30
NSB

NSB: Background (Conquest) ............... 15
NSB: National SecurityBureau.............. 153
NSB:AgentNPC ... ... 201
PreserverParty (intro) . . ......ooo oo 13
Presarver ActivigsNPC ... ..o 198
Preserver Party (Conquest) ... ... on e 15
PresorverParty ... 151
OCC's

MysicO.CC. ... 117
Nightbane MysicO.C.C. ................. 118
Nightbane Sorcerer O.C.C................. 119
SorcarerO.CC.. oo 115
RC.C/s& PCC's

Admeda RCC...................ooii.t 165
DopplegangersR.C.C. ...t 158
GuardiansR.CC...........coiii . 189
HoundsRC.C. ........ ..., 162
Hunter'sRC.C.......oooi 167
Magter VampireR.C.C. .................... 179
Namtar - HollownMenRC.C. .............. 167
NightlordsR.C.C. ......... ... ...t 173
NightprincesRC.C. ...................... 175
Nightbane RC.C. .......... ...t 87
Prieg of Night ......................l. 177
PsychicP.C.C. ... ... 68
Secondary VampireRC.C. ................. 181
WampyrRC.C. ... ..o 188
WildVampireRC.C. ..................... 182




Bane of

Night — An Overview

Welcome to Nightbane™, the latest addition to the Palla-
dium Megaverse™ .

Nightbane is a dark fantasy game, s&t in aworld besat by in-
human creatures that threaten humankind. lronicaly, some of
these creatures - — the Nightbane — have become the defend-
ers of the world. Feared and despised by most norma humans,
the Nightbane struggle to survive and to fight the true monsters
who have taken over the world. In this game, the mongers have
quietly seized control of the government, the police, and the
military. The average person does not realize this, however, and
lives out his life without suspecting that he or she is nothing
more than cattle for evil entities. The themes of this world are
war and horror. War againgt the looming evil, and horror from
within as well as from without.

The Nightbane grew up as normal humans, until the fateful
Dark Day when their aien natures were revealed. Most of them
are teenagers and young adults who now have to ded with the
fact that they are superhuman beings, blessed with great powers
and yet cursed to become outcasts. And on top of that, they must
face the true inhuman evil of the Nightlords and their minions.

This game tries to combine heroic and horror role-playing.
The Nightbane have strange and supernatural powers, but their
enemies are just as powerful, if not more s0. The player charac-
ters are scary and monstrous-looking, but may have more com-
passon and humanity than some of the humans they medt.
Ultimately, they face terrifying foes in the guise of the Night-
lords, vampires, demonic entities and, in many cases, their own
inner demons, fears and desires. Their struggle promises to be
long, and perhaps doomed from the start. Against dl odds, they
must expose and destroy the evil threatening the world, or die

trying.

The Wanderer Diaries

The Wanderer Diaries is an underground publication, which
claims to be the writings of an ancient immortal being from a
race of supernatural entities known as the Nightbane. Believed
to have been published with frequent updates since the late 20th
century, the first copies of the Wanderer Diaries were released
into the Internet in 1997. Hundreds of fragments, excerpts and
quotes from the Diaries can be found on the Net today, many of
them written after 1997, many people doubt that the more recent
writings belong to the same person. Blow are some excerpts
from these books:

June 11,2005

| look into a world of shadows tonight. Not five years before,
the city would have been alive with light and noise. Technology
had banished the fear of the night, the times when people would

huddle inside their houses and pray to their gods to prevent the
things that walked the night from coming into their fragile do-
main. Now the few street lights shine upon mostly empty streets.
One or two people walk hurriedly, nervously looking around,
hoping they will make it home. | mutter a silent prayer for their
safety. A few neon signs il glitter, but dmost everywhere they
are out, reminders of a happier time.

| will soon go out into the darkness. | have tasks to perform,
and although | know monsters walk the streets tonight, | will not
fater. For | myself am a monster.

| an Nightbane.

What WeAre
(First published on May 8th, 2001)

It's been a year and a day since Dark Day, the coming of the
Night into this world. Before then, our kind were few and far be-
tween, hiding in the shadows, or in plain sight, hiding our True
Form from the eyes of unsuspecting mortals. A Neophyte could
expect to be recognized and helped by an older Nightbane. Not
any longer. So many of us have now gppeared that there is little
hope to educate them personally; not like the old days. For this
reason, | am consigning these documents to the wondrous eec-
tronic network where information flows as freely as water. My
younger friends will make copies everywhere, hoping that they
will reach those in need.

Do you know what you are? Allow me to tell you.

The Becoming

You were — you thought you were — a normal person, just
one more among the huddled masses of Humankind. Until the
time of the Becoming. One day, your shape shifted and you be-
came the stuff of nightmares and forgotten horrors. Maybe your
form became animal-like, or grotesquely deformed, or some
twisted fantasy of flesh and scrap metal. That day, your life
changed forever.

The Becoming comes a different times for each Nightbane.
For mogt, it occurs in the years spanning the time when you are
no longer a child, yet not fully an adult. Sometimes, it occurs at
atime of need — an accident victim, pinned beneath a carriage
(or a car); a terrified child, facing death a the hands of a
stranger; or a soldier & war, seeing the enemy coming over the
barbed wire. More often, it happens at night, sometimes during
your deep (did Kafka know about us when he wrote Metamor-
phosis! | think he might have). Unlucky ones change in front of
others and are branded monsters and freaks. In the old times,
they were burned as witches or slain as demons. In the years be-
fore Dark Day, they were taken away by unsmiling men in dark
suits and glasses, never to be seen again. Today, they risk far
worse.
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As to the rest — you al know the panic, the disbelief, the
cregping insanity that comes when you see in the mirror the face
of a stranger, an inhuman, misshapen stranger a that. Many a
Nightbane has been overcome with madness, going off in amur-
derous rampage or taking his own life. The rest have managed to
cope, and soon afterwards made an important discovery.

The Becoming is not asolute. One can shift back to one's
original, human shape. Most of us do so and try to forget what
happened. But sooner or later, the Morphus will manifest again,
in times of need, or when the power of that form tempts us into
using it. Some of us choose to embrace our monstrous form and
become true monsters, preying on the helpless until we are de-
stroyed.

Shapes and Masks

All Nightbane are two in one, one mind inhabiting two
shapes. We cdl the human form the Facade, the Lie, the human

masgue we thought was rea until our transformation. The other

one, the alien form that you will come to accept as your true
shape, is known as the Morphus Over the centuries, | have
come to feel that these names are themsdlves a lie, but they are
convenient labels for something we cannot explain.

Our Facades retain most of the frailties of being human. They
hea faster than a norma human and are highly resistant to nor-
ma maladies like disease, poisons and the elements, but by and
large, they are not invulnerable to al normal dangers. The Mor-
phus shape, however, is powerful beyond measure. We can rend
flesh, stone and metal with our hands, claws and teeth. We hed
from injury amost as fast as it is inflicted and are impervious to
most disease. In my time, | have fought on after having been
shot multiple times, bayoneted by a dozen terrified men, even af-
ter losing a leg, sheared off by a cannonball. Except for the leg,
al trifling matters — quickly passng discomfort, and even the
leg grew back not long afterwards.

No two Morphus are exactly alike. We are arace of strangers,
each a new surprise to us al. Many of us believe that the Mor-
phus is a twisted reflection of our lusts and fears, of the good
and evil in our soul. A pure soul, perhaps, would have a Mor-
phus of perfect beauty; the rest of us wear our flaws and foibles
in the way our flesh is shaped.

Once the Becoming occurs, neither the Facade nor the Mor-
phus ages as mortals do. At the time of my Becoming, a Pharach
ruled in Egypt and my own people hunted wild boar with fire-
hardened wood spears. Today, | appear to be a man in my early
sixties. We age only a year or two for the passage of every hun-
dred, maybe even less.

But we are not immortal. We can die, by violence or accident.
Although our Facades are frail and would seem to be our most
vulnerable aspect, we can be killed in Morphus form as well. If
the cannonball that took my leg had hit me in the chest, | would
not be telling you this story. Many a Nightbane has died a hor-
rible death at the hands of the Roman Catholic Inquisition, for
we healed as we burned, and took along time to die. Since then,
science has forged chains strong enough to bind us and weapons
powerful enough to kill us. Magic has spells and rituals to im-
prison us, harm us, endave us and finally destroy us.

If you die while wearing the Facade, your body corrupts and
decays like that of any mortal human. If killed as your Morphus,
your shape dissolves in shadows like a mirage, leaving no blood,

dust or stain. So perhaps the Morphus is the illusion, and the Fa-
cade rea. Or maybe the Morphus, not being from this world,
leaves as soon as our wills are no longer there to force it to re-
main.

The Lands of Night

Over time, we discovered another world, apart from and yet
linked to this one. This land of eternal night lies separated from
the Earth by what we call the Mirrorwall, for mirrors are the
gateway therein. All Nightbane can cross over by stepping
through a mirror. At the other side lies a land where no sun or
stars ever shine. Some of us believe that this is our home, the
place of our birth.

But we are not wanted there.

Beware of the Lands of Night, for the Nightlands are gro-
tesque mockeries of the cities of Earth. True monsters live
therein, monsters and their victims. Unlike the Nightbane, they
live for destruction and torture and they hunt us down whenever
they find us. They are Hounds that wield cold Darkblades and
Hunters that sweep down on the unwary. They are the minions
of the Ba’al, the Lords of Night, who rule the Nightlands with an
iron fist and hatred for our kind. Still, some of us find reason to
go there. Ancient Artifacts of great power can be found or stolen
in the cities, as well asthe answers to many dark questions.

Between the cities lies the Waste, a barren desert where some
of us have tried to make a home. The Waste is a dangerous
place, full of strange monsters and beasts, some of whom belong
to neither world. Yet, it is easer to live in the Waste than in the
cities, dthough some Nightbane have made their home in both

. — but most prefer the empty plains of the Waste to the horrors

of the cities or the dangers of Earth.

The Lords of Night

Cruel and heartless are the rulers of the Lands of Night. They
are the Ba’al-ze-neckt, the Lords of Night. | have heard stories
about their origins — but they must wait for another time. Suf-
fice it to say that they bear Humanity — and our kind — nothing
but hatred and malice. They wish to destroy the works of Man,
to grind us into the dust, endave us, and then sacrifice us to in-
crease their power. And | say "us' because, in the eyes of the
Nightlords, we and normal humans are the same, enemies to be
subdued, endaved and destroyed.

The Bda have great powers over the forces of nature, over
cold earth and metal, lightning and fire. They can create avatars,
lesser versions of themselves, and send them out to do their bid-
ing. They are agdess, and perhaps immortal, but they fear the
Nightbane, and from this fear | draw the hope that we may have
the power to destroy them. They are our eternal Enemy.

The Servants of the Lords

The Ba'a have minions, countless hordes of them. Lowest of
al are the Shades of the Living, caled Dopple gangers, each the
double of one man or woman in our world. Then come the
Hounds and the Hunters, merciless meta-clad warriors who say
on command, or for pleasure. Over them rule the Ba’al-Zebul,
the Night Princes, lesser Ba'a with the power of illusion, the
tempters and deceivers of legend. Many strange creatures from
alien worlds dso serve the Nightlords, but the most dangerous
are the Ashmedai, the Crawling Horrors, whose swiftly-changing



shapes conceal a monstrous form. And then are the Nemtar,
small insects filled with malicious intelligence and able to creste
Hollow Men which they ride in like grotesque mounts.

All these, and many more, call the Nightlords their Masters.
Even humans are counted among their throngs. Greedy and cruel
men and women who have pierced the Mirrorwall separating the
two worlds, and have made a pact with a Nightlord, exchanging
their humanity for power. The worst are the Nightpriests, fanati-
cal, evil beings, dangerousto all.

The Invasion

A year and a day ago, the skies of the world darkened unnatu-
rally for an entire day and night. During that time, the Earth be-
came as unto the Nightlands, and many a Nightbane endured

the Becoming. Dark Day was no accident, no freak of nature. It
was an invasion, an dtack led by the Nightlords. They have
struggled to control of al the kingdoms of this world and make
them their own. Now even the land of the free and the home of
the brave is their playground.

The chaos of today’s world, the fear and repression and sense-
less violence, they are the result of this invasion. Humans must
fight or become victims of merciless monsters, both human and
inhuman. Nightbane must fight or hide, or die at the hands of
these true monsters. Perhaps, humans and .Nightbane can join
forces and battle this common enemy. Perhaps, one day we can
even win. Perhaps.

| look at the dark streets below, and mutter a prayer of hope.

Millennium of Shadows

Nightbane takes place in the near future, the early years of
the 21t Century. The world is very much like our own, or a
least 20 it appears to the average person on the dtreets. In this
world, however, supernatural beings have invaded and covertly
taken over every major government and many corporate powers
on the planet. In this world, thousands of young men and women

have discovered they can transform into inhuman creatures of
grest power. Mogt live in hiding, their existence denied by the
authorities and the "mainstream press," athough not by the tab-
loids — in the 21st century, some of the tabloid headlines shar-
ing space with UFO and Bigfoot sightings contain more than a
grain of truth.



Dark Day

“It's... incredible. Ladies and gentlemen, night hasfallen in
New York City in the early morning hours! Uh, I can’t see stars
or themoon, just a solid sheet of darkness across the sky. | can’t
BEEPing believe it! It's not an eclipse. It's... it’s the BEEPing
end of the world, that's what this isl Hey, they ain’tpaying me
enough moneyfor this. I'm getting the BEEP outta here!"

— Anchorperson Mark Smith, Channel 7 Action News

Smith fell off the roof of Channel 7°s building in his haste to
run away. He survived and successfully sued Channel 7 and the
City of New York.

Excerpts from DARK DAY AFTERNOON,
by Greame Rogers

... . Some say the riots were the worst part. Suddenly over-
taxed by having to deal with both daytime and nighstime energy
needs, electrical power systems without sufficient resources
failed in several cities, causing brownouts and blackouts
through the U.S. To make matters worse, most power outages
occurred in the poorest sections of cities; people already de-
prived of hope were plunged into terrifying darkness. Ir's not
surprising that so many people decided to take action against
the system, the government, the laws of Nature, and even against
themselves — all of which hadforsaken or failed them once too
often.

The people whose power did not fail had the privilege of see-
ing night occur simultaneoudly around the world, from New
York to Los Angeles, from Paris to Tokyo ... Newscasters in a
hundred cities babbled incoherently about chaos and anarchy.

. ... In New Berlin, Connecticut, fully one-third of the popu-
lation committed suicide or murdered esch other over the
twenty-four hour period of darkness. The subsequent investiga:
tion (hampered by the fact that the chief of police shot himself
after murdering his entire family) reveaed that in most cases the
victims watched the news of the blackout and then camly
switched their TV sets off and took their own lives, or daugh-
tered their friends and family. Similar incidents occurred in quiet
suburban communitiesinthe U.S., Canada, Europe. . . .

. . . . Then there were the monster sightings, the most wide-
spread wave of reports of supernatural activity in recorded his-
tory. The overwhemed (and themselves panicky) police
departments and 911 dispatchers recorded thousands of cals
claiming that inhuman creatures were prowling the dreets.
Seven videotapes (dl later proved to be forgeries) depicted
freakish creatures running, climbing walls and (in two very
graphic tapes) attacking and tearing apart screaming people
Dark Day precipitated the largest case of mass hysteria ever
known; even respected members of the scientific, military and
government community “saw" these occurrences. Noted pop
psychologist Dr. Rachel put it best: "Plunged into darkness,
thousands of people reverted to their early childhood, when they
needed the closet light left on o the *bogey man’ wouldn't get
them. Deluded by fear, they dtarted seeing bogey men every-
where. Things weren't helped by the twisted pranksters who put
on rubber costumes to help fan the flames."

. . . . The sientific community remains divided about the

causes. Three top astronomers committed suicide over the fol-
lowing month. One resigned his tenure and became apig farmer,

1

saying "All 1 knew turned out to be alie. At least pigs don't do
anything you wouldn't expect them to." More sedate scientists
tried to come up with an explanation. The most popular theory
claimed the blackout had been caused by the release of some
sort of opague gas into the atmosphere, perhaps the handiwork
of terrorists. The theory has raised as many questions &s it an-
swered, and nobody has been able to explain the satellite photos
showing the entire planet had been covered (“shrouded," if you
will) by a sphere of total darkness for the entire twenty-four pe-
riod.

Dark Day occurred on March 6, 2000, & 6:02 am. Eastern
Standard Time. The planet was enveloped in unnatural darkness
for twenty-four hours, without warning or explanation. The
darkness wasn't night, either, because neither the moon nor the
dtars were visible for the entire period. Panic broke out through-
out the world, leading to the deaths of over 600,000 people. In
the U.S. done, an excess of 20,000 people died in riots, fires, car
accidents and suicides. Millions of others suffered from both
physical and mental trauma. TV newscasters babbled incoher-
ently for severd hours, until al radio and television stations
were seized by the government and made to broadcast messages
instructing people to remain in their homes and stay calm. A cur-
few was edtablished in dl major cities, but enforcing it became
impossible. In many places, the police, National Guard and mili-
tary werejust as panicked as everyone ese and complete terror
and anarchy reigned.

By noon, six hours after the freak "eclipse” had started, most
U.S. cities had suffered major fires and rioting. Many believed it
was Judgement Day. It wasn't until the late afternoon that some
measure of control had been reestablished. Even after the riots
had been suppressed, reports of demons and monsters terrorizing
the streets continued to pour in to the police departments. The
government was quick to claim that all such "sightings' and "d-
leged incidents' involving monsters were either the product of
mass hysteria or the actions of malicious pranksters or looters
wearing costumes. It was later pointed out that many god-fearing
people believed it was the end of the world, and therefore, it was
natural for them to see demons and avenging angels, especially
in a state of panic and hysteria. Y et many who claim to have wit-
nessed carnage inflicted by mongters insst otherwise, and cry
"cover-up” and "conspiracy.” However, the majority of people
cling to the theories of hoax and hysteria, preferring not to be-
lieve that such creatures could really exist. They and countless
others, take solace in the fact that not one monster, living or
dead, was ever found, making the claims by governments around
the world more believable.

The next hours were spent in quiet, fearful vigil around the
world, as people waited for the darkness to end — or to con-
tinue. Would the sun ever rise again? Was this the end of the
world? Many suicides and other acts of desperation occurred
during this period, as the hours slowly ticked by and the unnatu-
ra darkness lingered for what seemed to be an eternity rather
than amere 24 hours. Then, a 6:02 am. Eastern Standard Time,
the sun (or moon and stars depending onone’s geographic loca
tion) shone again. People cheered and cried with relief every-
where. Spontaneous parties and prayer broke out to celebrate the
fact that the world had not come to an end. The crigis, they
thought, was over.

They were wrong.
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America After Dark Day

Things did not go back to norma after Dark Day. In fact,
some commentators took to calling the year 2000 "the Y ear One,
AD" — that is, year one, After Dark.

Although the light of day seemed to disperse most peoples
fears, many remained terrified of the night. Some would not
even venture out of their homes after sunset. Furthermore, mon-
ster sightings increased in frequency, particularly a night. Psy-
chologists and government officials explained that the fear of
darkness and "seeing mongters' that weren't redlly there, was an
after-shock of the intense fear and violence that occurred on the
Dark Day. That many people were till suffering from a mild
form of post-traumatic syndrome, paranoia, phobias and numer-
ous other maladies resulting from shock and menta trauma.
They insisted that these fears would subside and that the mon-
sters were not real. They were wrong, a least about the mon-
sers.

Starting at Dark Day, hundreds, perhaps thousands of people
had become monsters. Most of them were young, ranging in age
from thirteen to twenty. All of them were orphans, raised in in-
stitutions, foster homes, or adopted by normal families. They
had led norma lives until their true forms manifested them-
selves. Each of these "mongters’ had a unique form, always in-
human. Many were killed by terrified people, or killed
themselves due to horror or panic. The rest were able to run
away, hide, and later discovered that they could return to their
norma human form. However, they would also learn that during
times of dress, fear or desire, the change could reoccur sponta
neously. They also sensed that they were not alone. That during
the Dark Day, other "mongters” like them, appeared on Earth.
Even in human form, these "gifted" youths could sense the pres-
ence of others of their kind whenever they were nearby. They
came to call themselves the “Nightbane” because it was at night
that they were transformed — reborn.

Some of these inhuman survivors were able to forsake and
contain the monster within, hide their nature from others, and
lead a normal life. Yet somehow, even they were discovered and
destroyed by either the police or other monsters that were sys-
tematically tracking down al are Nightbane. Running seemed to
be the only way to survive, s the young Nightbane left their
homes and fled into the cities, where they could hide better
among the teeming millions.

The atmosphere of fear and chaos brought about major politi-
cd reform in America (and around the world). A new politica
group, the Preserver Party, took advantage of the situation. The
party's platform was, "the preservation of American society at
al costs” It claimed that the current government had failed to
protect the American public. Before Dark Day, Preserver candi-
dates for the Presidency, Congress, and State positions had been
running way behind in the polls. None had ever captured more
than a 12% share of the voting public. After Dark Day, this
changed dramatically. The Preservers numbers swelled as fear-
ful people, including many who hadn't bothered to vote before,
joined the party. The magjority were inspired by the Preservers
charismatic leader, Presidential hopeful Douglas Carson. Mean-
- while, the officers and candidates of other political parties
seemed to be plagued by scandd, including the suspicious sui-
cide of a mgjor presidential candidate.

13

When November, 2000 rolled by, Douglas Carson had been
elected president with 39% of the popular vote and carrying 31
states. Candidates from the Preserver Party managed to gain
roughly one-third of Congress and became dominant in severd
dates in the South, Midwest and Northwest. For the first timein
the history of the U.S, a three-party system was firmly en-
trenched and a president from that "dark horse" group stood as
the leader of the country.

Politica analysts predicted that the government would become
frozen by "gridlock" as the three parties all pulled in different
directions. However, shortly after the new government got un-
derway, many Republican and Democratic members of Con-
gress and the Senate fell into line with uncharacteristic
meekness, voting the way President Carson wanted them to vote,
time after time. Rumors of blackmail, bribery and corruption
soon swept the Capital. Reporters who tried to investigate the
matter were frustrated by a lack of any evidence to support any
such claims of impropriety. However, the situation became in-
creasingly troubling when a number of investigative reporters
met with accidents, madness or simply disappeared; more
strange coincidences in along string of unlikely happenstance.

Meanwhile, the new Congress started passing a number of
laws designed to "reestablish order." The new laws greatly re-
duced individual rights and included expanding police discretion
to conduct searches without a warrant, a nationa ID card, gun
registration and ownership restrictions. The new Congress aso
restructured the Secret Service, disbanded the NSA, and crested
a new security agency, the National Security Bureau (NSB),
with extremely broad powers and expansive jurisdiction. Less
than a year later, the NSB "discovered” a massve plot by the
FBI, CIA, and DEA to overthrow the U.S. government. The Na-
tiona Security Bureau's probing investigations indicated that
Dark Day and the growing crime-rate around the country was
aso part of the same plot. They aso uncovered acts of dleged
insurrection by, or corruption within, other government agen-
cies. The public, long-accustomed to stories of government
abuse and desperate to find somebody to blame for the Dark
Day, beieved the story. The NSB purged those agencies of
"conspirators,” with scores of (innocent) government agents
convicted of terrible crimes and executed as traitors or impris-
oned. Others resigned and many vanished — fleeing justice and
evidence of their guilt, according to the NSB. Some redlly did
"vanish," whereabouts unknown even to old alies and loved
ones (presumed dead or imprisoned somewhere), but severa
hundred went underground, to be later featured on America's
Mogt Wanted as "Enemies of Society.”

In the year 2004, President Carson was re-elected with an
amazing 76% magjority of the popular vote. A number of news-
papers and news agencies claimed that the elections had been
rigged. Civil liberties continued to be restricted. Gangs of Pre-
server Activists (later known as “Preeverts”) started acting as
unofficial terror squads, bullying and sometimes attacking peo-
ple who made too much noise against the government. The Na-
tional Rifle Association was one of the organizations to fall. The
NSB continued making arrests left and right.

By 2006, President Carson announced he'd be seeking a third
term in office, claiming that the current situation needed stable
leadership, and drawing comparisons between him and
Roosevdt in the 1930s and 40s. Reports continued pouring in



about strange goings on in the White House and the Capital, de-
spite increased repression and news control.

And monsters continued to walk the streets after dark.
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Forbidden Truths

An overview of dark dreams

What caused Dark Day and the chaos that followed? Where
do the Nightbane come from? Most people don't have a clue.
Furthermore, most would not believe the truth even if someone
told them. This disbelief is one of the "enemy's’ most powerful
weapons. By feeding unsuspecting humans logical, believable
lies, and pandering to their fears, they can keep them ignorant
and therefore, helpless. Even many Nightbane do not fully un-
derstand the situation — until it's too late for them.

What's Going On?

The rise of the Preserver Party (and similar movements and
organizations around the world) was not an accident, but part of
a complex plan for world domination. Most of the people in-
volved are unknowing puppets of inhuman beings from another
world. A number of occultists, rebels and Nightbane have dis-
covered where the conspirators come from and have some theo-
ries as to what they want.
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The first discovery was that the aien world where the invaders
originate is a lot closer than anyone would imagine. The Earth
and the world, known as the Nightlands or Darklands, are like
two layers of the same onion, touching but separate and inde-
pendent from each other. For centuries, magicians and Night-
bane had made contact and crossed over from one world to the
other, but always in smal numbers and with great difficulty.
Dark Day weakened the barriers between the worlds, making the
invasion easier.

The Nightlands

Bull sessions — all right, they call them "conferences’ — at
any Seeker gathering can be entertaining, especially ifyou keep
your mouth shut and listen, like 7 was doing that night. The topic
today was the Nightlands.

“Let’ g0 over your ideas once more, shall we?" Doctor Ri-
gauld said in an even tone. "Father Connally?”

"My gut feelings to the contrary, the Nightlands are not Hell,
or a part ofit," Father Connally’s statement surprised all of us.
After taking one look at the place, he had been convinced he was
in the land offire and brimstone. "Thefact that these— Dopple-
gangers that live there seem to be replicas of people living on
Earth indicates that this is not a place of the afterlife. Even my
Baptist colleagues agree.”

"And ir's not any kind of spirit realm,” said Hiroshi, our resi-
dent anthropologist. "The cosmology is all wrong. The inhabi-
tants assume a physical form when entering our world. They are
not insubstantial ghosts, kami, loa or anyform of spirit.”

"Atfirst 7 thought it was some sort of ’dream world,” a crea-
tion of our own subconscious mind," added Professor Englund,
shaking her head. "The place is too solid and complexfor that,
although the relation between our collective psyche and the
place seems to be...”

"Gentlemen,” Doctor Rigauld interrupted. "And ladies, of
course. Sofar, all you seem to be able to tell us is what the
Nightlands are not. Can anybody give us any ideas or theories
asto what it is?"

| cleared my throat and got a dozen scientists, philosophers
and occultists staring at me. Oh well, | thought as | spoke, that's
what they gerfor getting a smartass as their token Nightbane.

“rdsay," | said. "That it is a nasty place to visit, and no way
would | like to live there."

They were pissed, but they had to agree.

The Nightlands is a place of darkness and fear, much worse
than Earth has become — athough some fear that the goa of the
invaders is to turn Earth into a place just like the Nightlands. It
appears to be a cruel mockery of our world, with the same cities
and places, even some of the same people, but al twisted and
perverted. Monsters walk freely there, and humans are daves
and victims.

At first glance, an accidental visitor to the Nightlands might
think he is looking down a the norma world sometime in the
late evening. Cities sprawl much like their Earthly counterparts.
But unlike normal cities at night, there are few lights. The sky is
a solid sheet of blackness, just as Earth's was during Dark Day.
This being the case, the land should be logt to pitch blackness,
but somehow there is enough light to alow sight and to cast long
shadows — a sort of dark twilight world. The humans and hu-



manoids living here are pale and sickly-looking. Many seem to
be in adaze or log to apathy. Horrible creatures randomly hunt
them down and day them, sometimes for food, more often for
sheer pleasure.

Although nobody seems to know how, the Nightlands are 0
closely linked to Earth that most of the humanoid inhabitants of
that dimension have a counterpart, an identicd twin, living on
Earth. Some occultists believe that the "humans' of the Night-
lands took their shape from the dreams and thoughts of the "red
people" in our world. They claim that the Nightlands are merely
a reflection of our nightmares which have somehow been
brought to life. Regardless of what they are, the Nightlands and
their inhabitants are real enough to cross over to Earth and kill
and terrorizejust as they do on their homeworlds.

Note: More details about the Nightlands and their inhabitants
can be found in the Life After Dark Section of this book.

The Nightlords

The rulers of the Nightlands are cdled the Baal, or the
Nightlords. The Baal are sadistic, megalomaniacal beings with
enormous power. Like the Nightbane, they have a Morphus or
true form (always a nightmarish, dien shape), but they can cre-
ate multiple incarnations (called Avatars) which operae inde-
pendently, and can assume any shape at will. These creatures
have masterminded the conquest of Earth.

Their ultimate gods are a mystery to humans and Nightbane
adike. They seem to draw strength from the Nightlands, and as
the Earthlings become more frightened, paranoid and anarchis-
tic, the Nightlands become stronger. It is possible that by making
Earth more like their dark homeworld, they gain more power. It
is also possible that they feed on the fear and emotions generated
by humans. Or perhaps they are tired of ruling only the Night-
lands and wish to expand their control over this new world
called the Earth. It isjust as possible that each Nightlord has its

own goals and agenda.

Their major weakness is their fierce competition and paranoia.
The Baa worked together to launch the invasion of Earth, but
once it was completed, their cooperaion ended, with each
Nightlord carving his or her own kingdom on Earth. Back-stab-
bing and conspiracies between the Baa are common enough to
have come to the attention of the Nightbane and human resis-
tance movements. They have found that sometimes the best way
to destroy the Baa is to turn one against another. Note: More
information about the Ba’al/Nightlords can be found in the Life
After Dark Section; three of the mogt influential Nightlords in
North America are described in the Campaign Section.

The Conquest of the World

Dark Day was no freak of nature, but the prelude to a secret
invasion. Even before Dark Day, the Nightlords had secretly
placed their agents on Earth. The Preserver Party was infil-
trated and controlled by agents of the Ba'al amost a year before
Dark Day. Presdent Carson and most of his political gppointees
are not human beings a al; they are Dopplegangers. Nightlands
bred counterparts to men and women living on Earth. The redl
Carson was killed and replaced years ago. In the months follow-
ing Dark Day and Carson's election, more Dopplegangers were
brought across and into towns and cities throughout America

(and the rest of the world). Key people in the police, military and
government were murdered and replaced with look-dike Dop-
plegangers. Where no Dopplegangers matching the victims
could be found, Night Hounds, other Nightlands monsters and
even the avatars of the Nightlords took their places, using magic
and natural abilities to disguise themselves. In addition, many
humans have been bribed, coerced or intimidated into servitude.

The Preserver-controlled government became more repressive
and authoritarian than any previous U.S. administration in his-
tory. Claming to be fighting crime, the National Security Bu-
reau (NSB) became incredibly intrusve and powerful; it has
become a form of secret police not unlike the KGB of Commu-
nist Russia or the Gestapo of Nazi Germany. "The Feds are
watching" has become a fearful catchword in everyday life. The
free press is dso a thing of the past. Most news agencies are
controlled, influenced or manipulated to release only what the
government (and the Nightlords) want. Some news reports have
been suppressed in order to "prevent riots and civil disorder,"
others squelched in the "name of national security.” Still others
have been discredited with sudden and suspicious confessions,
eyewitness reports, facts, and revelations that revealed the origi-
nal report to be "incorrect” or "fase" (in fact, many top reporters
have had their careers ruined when they were "proven” to be un-
reliable, irresponsible, or downright liars). Many of the more
outspoken reporters and journalists have been replaced with
Dopplegangers, discredited, or killed in sudden "accidents.”

By the time of the Carson re-election, the U.S. was firmly in
the grip of the Nightlords. The Federd Government was in the
hands of King Moloch (see the Life After Dark Section). Locd
control over the U.S. is divided among three Nightlords subser-
vient to King Moloch but often a odds with each other.

The goals of the Nightlords remain unknown. For the time be-
ing, they are content with securing their dominance over their
new domain. Meanwhile, people keep disappearing or dying.
This has led some occultists to speculate that many of these vic-
tims are being used as daves, or perhaps sacrificed to an even
more horrible entity: maybe the Nightlords serve some unknown
power that demands such payment in pain and blood.

The Nightbane
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"Let me tell you what | think we are," Paulus, the oldest
Nightbane in the group, said. "We are dreams madeflesh, night-
mares come to life. We are the walking embodiments of Human-
kind’s lusts andfears. They call us inhuman, but in some ways
we are more human than they are, for we wear our true nature
on the outside."

"I respectfully disagree" said Katya, absent-mindedly flap-
ping her gossamer wings. "We are the bastard children of the
Nightlands, and our power is to give shape to our souls. Our
Morphus is a pure soul, in all its beauty and horror, released
into the world to do God’ swork."

“Bull. I'll tell you what we are, kid," said Creepshow. He
flexed his hands and six-inch razor blades sprung from his leath-
eryfingers. "We're badasses."

Only a few facts are known about the Nightbane. They are
shape-changers, with a human form known as the Facade, and a



monstrous form called the Morphus. No two Nightbane have the
same Morphus; in fact, a few are beautiful in an inhuman way.
All Nightbane are adopted children or orphans. Who their par-
ents are, and where they come from, remains unknown to them.
They are" supematurally strong and resistant to damage, have
severa different supernatural powers, and have life spans meas-
ured in centuries. They are able to travel freely into the Night-
lands, either by walking through mirrors or through magical
gates. They can also sense the presence of others of their kind,
which is good because the Nightlords' minions mercilessly hunt
down the Nightbane, neither giving nor asking for any mercy.

There are many theories and rumors about the Nightbane, es-
pecialy among their own kind. Some say they are beings of pure
energy that take human form in an ingtinctive effort to blend in.
When a Nightbane is killed in Morphus form, his body dissolves
into a pool of black light which dissipates in a manner of sec-
onds, lending credence to that theory. When he dies in his hu-
man form, the Facade decomposes like a normal human body.
Other occultists think the Nightbane have the power to manifest
their soul or their persondlity in the Morphus. Their proof is the
fact that the Morphus’ shape is typicaly related to the fears,
likes or didikes of the Nightbane. Nobody knows whether either
theory is right; a few think that maybe both are right and wrong
a the same time.

Nightbane have existed for centuries before Dark Day. Some
students of the occult believe that they were the result of acci-
dental cross-overs. They were foundlings, children who were
sometimes adopted by human families or even animals. Most
Nightbane lived out their lives without suspecting their inhuman
origins; they lived and died as normal humans, and their Facades
decomposed with the passage of time. The few who had their
identities revedled gave rise to the legends of demons, were-
wolves, changelings, and faerie children. These Nightbane dis-
covered they aged very dowly and learned to use their
supernatural powers and monstrous visage to their benefit; some
for good, others for evil. In the dawn of history, some of these
beings were worshipped as gods on Earth, and founded entire

-empires. Some of the animal-headed gods of Egypt and the
mythical god-kings of Mesopotamia are believed to be Night-
bane whose powers manifested themselves.

Eventually, awe gave way to fear. By the Middle Ages, the
Nightbane were considered to be demons and hunted down eve-
rywhere. The ones who survived persecution lived in hiding,
often traveling the world never staying in one place for long, es-
pecially as the passage of years did not tarnish their physical ap-
pearance. Some Nightbane formed secret societies and
egtablished a system of mutual assistance. The rules for these or-
ganizations were usually smple: Hide your Morphus from hu-
mans, do not harm humans unless absol utely necessary, and help
any Nightbane you encounter. Safe houses, usually in the coun-
tryside, away from towns, were built by these refugees. Any new
member of their race was approached quickly, usually as soon as
his/her powers manifested and offered shelter and protection.
Those who were Nightbane but whose nature had not been
awakened were watched but left done, since chances were they
might never transform, especidly if the change hadn't occurred
by age 24.

Dark Day changed dl of this. Before that time, there were
only a few hundred manifested Nightbane worldwide. But the
coming of the Dark and the mystical energies unleashed during
the process caused every potential Nightbane in the world to be
revealed through transformation. Thus, the number of Nightbane
has increased a hundredfold. However, their awakenings did not
al occur simultaneously. Throughout the Dark Day, approxi-
mately haf of al the Nightbane in the world had manifested,
while the rest remained unaltered. These late bloomers would
"awaken" over the next year or so. Furthermore, since Night-
bane ahilities appear only after puberty, there are still thousands
of unsuspecting children who will become inhuman beings over
the next severd years.

From the beginning, the minions of the Nightlords have tried
to destroy the Nightbane. Even those Nightbane who made con-
tact and offered their services to the Ba’al are usually elimi-
nated! Many consider this policy to be insane, since such
aggression leaves the Nightbane no option but to oppose the
Nightlords and their hellish minions. Perhaps the Ba’alfear the
Nightbane so much that they dare not alow them to live even as
davesor loya soldiers a their side. This has led someto believe
that Earth's salvation may lie in the hands of these unwanted
children of the night.

Note: The specific powers and characteristics of the Night-
bane race are fully detailed in the Creation Rules Section and
the Nightbane Section esewhere in this book.

Nightbane
Factions
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At first, the Nightbane were disorganized, traveling aone or
in smal groups, hiding from the authorities and giving little
thought to anything other than their survival. Some of these in-
dependents are till out there, but they are the most vulnerable
and short-lived, falling easy prey to the Nightlords and their
minions. Eventually, however, the “newbies” or “nightbabies,”
as they are sometimes known, run into one of the larger groups
of Nightbane . These groups, commonly caled "the Factions,"
are loose organizations that operate on a regional, national, or
even world-wide scde. The Factions vary widely in power,
numbers, and goas. Some of them include humans, sorcerers
and even vampires and other supernatural beings in addition to
Nightbane.

Note to the G.M.: In aNightbane campaign, the Factions can
help provide focus and gods for the adventuring party. If al
player characters belong to a Faction, they have areason to work
together and help each other. The Faction will provide the char-
acters with a home, base of operation, alies, and missions. Of
course, aparticular Faction may have old enemies as well as ac-
quire new foes, which may put the characters in danger because
of their affiliation with the group. The Nightbane characters in



the player group could also belong to different Factions as well,
especidly those who have a history of working together. They
might even beong to competing or antagonistic groups, which
may lead to some interesting role-playing, but aso to back-stab-
bing and hickering, so the game master should decide whether
the players' temperaments are up to such a situation.

The Resstance

The Resistance is the largest Nightbane Faction, with mem-
bers throughout the world and in nearly every city of the United
States. The gods of this group are smple: To organize the
Nightbane and oppose the Nightlords everywhere. They use
sabotage, espionage and guerrilla tactics to achieve these gods.
Many so-caled "terroris™ actions against politica targets are ac-
tually the work of the Resistance.

Originally, the founding members of the Resistance belonged
to the Underground Railroad (see below). As the Nightlords
continued their campaign of world conquest, however, they be-
came tired of hiding and fighting only in sdlf-defense. The rest
of the group thought these radicals were foolhardy; what chance
would they have against a powerful, well organized enemy? Bet-
ter to protect onesdf and let humans ded with their problems.
Eventually, the differences between the two became too intense,
and the aggressive Nightbane left the Underground Railroad to
found their own group, the Resistance. Two of the leaders (see
the Campaigns and Adventures Section) were veterans of
World War I, s0 they chose to call their organization the Resis-
tance, in honor of the partisan groups that fought the Nazis in
occupied Europe.

Over the years following Dark Day, the Resistance grew in
numbers, drawing frustrated members from the Underground
Railroad and recruiting more young Nightbane. A few of the
"old guard" Nightbane had amassed a congderable fortune over
the centuries, and they used it to help finance the group. Former
soldiers helped train the new members in guerrillatactics

The Resistance is organized into "cdls” small groups that op-
erate more or less independently, and which do not know much
about what the other cells are doing. This is atried and true tac-
tic to use in case they are captured and forced to give up infor-
mation. Cdls range in sze from 3 to 10 members. The
Resistance distrusts "norms' (as they cdl humans) as well as
other supernatural creatures, preferring to rely on each other
rather than outsiders who may have their own secret agenda.
They are given missions and assgnments through a complicated
system of couriers, secret messages and codes. Resistance cells
are also given a great deal of leeway to conduct their own raids
and operations against the pawns of the Nightlords, or to recruit
more Nightbane .

Campaign and Role-playing Notes

The Resistance is your basic "freedom fighter" group. Their
missions and goals are smple: Destroy the enemy, disrupt the
evil government, and save political prisoners (i.e. other Night-
bane and those who fight for freedom). These gods are com-
plicated by the fact that most Resistance members do not trust
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humans. Resistance characters can be idedigtic or cynical, de-

pending on their experience. Many fed forced into the war
againg their will and are bitter about it. Others learn to relish the
violence and excitement, or are dedicated to destroying the
Nightlords and restoring some semblance of true peace and free-

dom to the world. Having player characters join the Resistance
works well for gung-ho players and characters. Action and in-

trigue will be the order of the day.

Relationswith the Other Factions

The Resistance has a lot of contact with other Nightbane
groups, but are aways trying to recruit people away from the
other organizations, which sometimes causes problems.

The Nocturnes The Nocturnes have many non-Nightbane
members, S0 the Resistance instructs its people not to trust them,
despite the fact that they share a common enemy. However,
many Resistance cells have found themselves working alongside
the Nocturnes, s0 the relations between the two organizations
depend on the individuals involved. Nightbane in the Resistance
discovered giving information or overt aid to the Nocturnes (es-
pecialy human operatives) can get in trouble with their organi-
zation's leaders.

The vampire presence among the Nocturnes is what worries
the Resistance the most. Some Resistance members believe that
the organization is nothing but a puppet of vampire intelligences.
Mogt Nightbane rightly regard vampires to be just as evil and
dangerous asthe Nightlords.

The Underground Railroad: The members of the Under-
ground Railroad are considered to be cowards, hiding out while
the Resistance tries to save the world. The old guard Nightbane
that control the Railroad are living in their own little world in the
eyes of most Resistance members. Despite this animosity, there
is agreat ded of contact between the two groups. Recruits for
the Resstance are frequently discovered or rescued by the U.R.
before they move on to other Factions. Even the Resistance has
to acknowledge the Underground Railroad's long history of
helping young, terrified and confused Nightbane who have re-
cently experienced the "Becoming."

The Warlords: This Nightbane-controlled gang is a danger
to everyone. While the occasona Warlord gang will come to
the aid of a Resistance cdll, the Warlords are consdered to be
opportunistic criminals who won't hesitate to betray or attack
their fellow Nightbane. Also, the illega activities of the War-
lords (including drug-running and protection rackets) only in-
crease the fear and distrust humans feel towards Nightbane ,

which doesn't help the entire species. Since the Warlords often
don't care to conced their true natures, they are seen as violating
the basic tenet of the Resistance (inherited from the Under-
ground Railroad): hide yoursdf from humans whenever possi-
ble

Fights to the death between Warlords and Resistance members
are not uncommon, especialy when the two groups are compet-
ing over new Nightbane "recruits" or when after the same
item or territory.

The Seskers Since this group is controlled by human sorcer-
ers, the Resistance has as little to do with it as possible. The
Nightspawn do not usually atack the Seekers because they are
known to be enemies of the Nightlords, but members are cau-
tioned not to work with them unless absolutely necessary. Down






"in the trenches" of course, Nightbane will often work with
Seekers, and some strong friendships and aliances have been
forged between them.

The Lightbringers. The Resistance knows little about the
Lightbringers, and they do not like what they know. The myste-
rious Guardians represent an unknown force with undetermined
goas. Yes, they are fighting the Nightlords, but the question is,
will they turn against the Nightbane after they win? The fact that
some Nightbane belong to the Lightbringers does not mollify the
Resistance leaders; those Nightbane could simply be unwitting
pawns.

The Spook Squad: Another human-dominated group, the
Spook Squad is controlled by ex-members of secret and security
agencies across the world. Some of the older members of the Re-
sistance have bad memories about those government agencies,
many of which persecuted, imprisoned, experimented on, and
killed Nightbane in the years before Dark Day. The fedling is
mutual, so contact and cooperation between the two groups is a
aminimal.

The Nocturnes

The Nocturnes seem to have existed before Dark Day, but no-
body knows for how long. They are enemies of the Nightlords
and are constantly attacking their servants and minions, and dis-
rupting their plans. Their membership includes not only Night-
bane, but aso human sorcerers, vampires, wampyrs and other
supernatural beings, including some other denizens of the Night-
lands like Dopplegangers (see the Life After Dark Section). In
fact, the Nocturnes have the highest number of vampires of all
known Nightbane Factions.

The Nocturnes claim to have been founded by an ancient
wampyr (see the Vampire Threat Section for information about
the Wampyr R.C.C.) called losefPendragon. Pendragon sup-
posedly used an ancient magical ritual to sever his dependency
on vampire intelligences, and was then able to day his former
masters. Since then, the vampire has organized a loose network
of supernatural beings, sorcerers and occult investigators. Vam-
pire members of the Nocturnes have foresworn killing their vic-
tims, and drink blood only for survival. It is not easy to deny
their needs, however, and tragic losses of control are al too
common.

For many years, the Nocturnes fought the encroaching vam-
pire intelligences in a centuries-long cycle of victories and de-
feat. There is arumor that claims that losef Pendragon is not an
independent vampire but actually the willing pawn of a vampire
intelligence who was using the Nocturnes to eliminate the com-
petition. -

With the coming of Dark Day, the Nocturnes found them-
selves facing a worse enemy than any vampire intelligence.
Many of the Nightbane who belonged to the group were killed
during the first chaotic days. Fortunately, the organization’slong
tradition of secrecy allowed it to survive and strike back. The
Nocturnes have even managed to disrupt the takeover of severa
citiesin the U.S. and Canada, destroying the supernatural beings
who had replaced key political figures, and doing so0 in such a
manner that they could not be replaced quickly. Among their
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kills were two Avatars of Lady Nightmare and one of King
Moloch’s.

Over the years, the Nocturnes have gathered a great ded of
occult knowledge. Most Nightbane sorcerers (see the Nightbane
Characters Section) belong or used to belong to this group.
They know more about the Nightlands than any other group and
research/exploration teams often venture into that world to learn
more, or to carry the struggle to the Nightlords’ lair.

Campaign and Role-playing Notes

Mystery and paranoia are important elements among the Noc-
turnes. Added to the weirdness of the Nightbane and their ene-
mies are new variables: vampires, human occultists, and other
supernatural beings. Although the Nightbane are monstrous,
they do not need to hunt humans to survive. Vampires are an ex-
otic, suspicious addition to the group. Vampire player characters
are easy to integrate in a campaign dealing with the Nocturnes,
but there are always problems. Vampires cannot operate during
the daytime, restricting the movements of the entire group. Al-
though Nocturnes have sworn never to kill innocents, a vampire
can always lose control a the worst possible moment. Conse-
quently, some play