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WARNING:

This is the disclaimer. I shouldn’t have to have one, but the world is full of assholes, so there you go. If you're not
an asshole, you can skip this. But there’s good bits ahead.

First: this is a role-playing game using the Apocalypse World Engine system. If you don’t know what a role-playing
game is, you are in entirely the wrong place, Frances. If you haven’t seen Vincent Baker’s Apocalypse World, what are you
waiting for? Go buy it and run it right now. I can wait.

This book costs money to buy, but I expect many of you will rip copies or find them free online. That’s cool, just tell
people about it, run it, and enjoy it. Send me money if you can, and think you should. I wrote it, so of course I love it, but
I'm an egotistical monkey-shagging pervoid with delusions of grandeur and major sanity issues. Or so my ex-wife says. I
hope you like the game, too. If you do, wonderful; pass it along, but don’t try to charge somebody for it, or make changes
(every typo has been lovingly crafted.) Don’t be jerks.

Second: a lot of games work well as LARPs. (That’s live-action-role-play, as if you didn’t know.) THIS ONE DOES
NOT. If you run around in public places pretending to be fighting an urban insurgency, YOU ARE GOING TO PRISON.
This is the age of the War on Terror, babydolls, and the Man does NOT have a sense of humor about this shit. Hey, it’s your
life, and if you wanna spend long invisible years curled up in a hole somewhere in Cuba getting your testicles roasted and
water-soaked rags forced down your throat by our so-called Central Intelligence defenders of democracy, it’s your right.
Don’t say I didn’t warn you, though. If you wanna get together in your private hotel rooms and LARP Tribals hanging out
together, that’s cool, though. I call that an “orgy,” and everyone should have one once. I don’t see why you’d need the ex-
cuse, though. (And I don’t accept invites any more, thanks. I'm done with all that.)

Third: it's a game, people. I do not endorse or promote any of the beliefs, behaviors or life choices of any of the
characters depicted in this book. (Well, I do, but I sure ain’t telling you WHICH.) If you're a consenting adult, what you do
in the privacy of your own home with other consenting adults is your damn business, and no one else’s. Once you bring
it out into the public around the kiddies, it's everybody’s business. What I mean is, you have the right to behave how you
want on your time, and the responsibility to take others into consideration when you're out and about. How this culture
turned into a bunch of me-first, my-way-is-the-only-way, selfishness-is-king narcissists is beyond me. (Oh, wait, that was
incredibly self-referential.)

This being the ultra-paranoid post-9/11 world, someone is going to read the descriptions of a massive underground
guerrilla cult made up of gun-toting hash-smoking orgy-making hippies attacking the forces of authority, utilizing terrorist
and subversive tactics, and think I'm trying to send some kind of message.

Good. I am.

This kind of stuff is happening RIGHT NOW all over the world. People no longer trust their governments, and
our land of the free is no different than any other country on Earth. I love this country; Hell, I spent 23 years in the military
defending it. But we aren’t God’s gift to this fragile planet, and just because they’re our criminals up on the Washington
Beltway doesn’t make them any less criminal. While I sit and write this, the world situation is tumbling madhouse batshit
crazy, and sometimes it seems like no one is watching. So listen up, troop, ‘cause here’s the Word of God. I don’t want you
to go out and throw a revolution. Blood in the streets isn’t solving anything. Bombs built by madmen crashing airplanes
isn’t helping jack-shit, it's just spreading more hate and making it easier for the crooks to hide the reality: we don’t own our
governments any more, we fear them.

What I want is for you to play this game about an urban revolution, about bad things gone to a worse conclusion,
about you and me and the unmentionable nagging fear that, no, Virginia, everything is NOT going to be all right in the
morning. Hybrid cars and the Department of Homeland Security are not going to make the world a better place while we
all sit and eat cheese curls. Our government is doing bad things to people all over the world right now, under the guise of
defending us. Don’t worry, so is everyone else’s. I've been around the world many times, in Africa, and Bosnia, and Turkey,
and Greece, and Korea, and Israel and the Middle East and every country in Europe. We aren’t any better than any of them,
and we aren’t all that different. We're all scared of tomorrow, and thinking about how we’re gonna make it through today
with the ones we love intact. And the people in power are keeping the fear screwed tight, ratcheted up so we won’t chal-
lenge the status quo. (Which is definitely NOT quo.) The bloated oligarchy in power in DC are the same bloats as those in
power in China or Russia or Egypt. Or the big companies which own it all, and are profiteering on the misery of 90% of the
world, and telling us we need more of everything, that affluence for its own sake is the dream, that if we can just eat more
or drink more or fuck more, we'll all be happy. Or that we, as the deprived, should hate and fear the ones who have, and
that any action is therefore justified, no matter how murderous or horrid. It's time to stop asking for more, and start giving
some of our more to the people starving in Africa while they cut diamonds out of the dirt for us to spend crazy money on
worthless and valueless rocks.

The world’s gone crazy, and we're all fucking it up worse. I've got kids who mean the world to me. What am I
turning over to them? (I was gonna bag ass to somewhere safe, but where the fuck is that?)



We are going to have to stand up and make our governments listen to us again, because they sure ain’t listening
to anyone but the special interests and the politicos and the big companies making billions off our spiraling debt crisis.
When your government can shut itself down just to make a political point, there’s something seriously wrong with the
entire system. (I don’t care which side you back; if two people are arguing, and they do something stupid, then they’re
BOTH at fault.) Write congressmen, march, get out the vote, yell from the rafters, jam the system, think global, act local,
bring back our voice and tell the head motherfuckers in charge we're all pissed off enough for a real change this time.
(Which is definitely NOT Lord President Marmalade, the guy who going to supposedly make us Great again. If he ever
strings ten words together without attacking someone or telling lies, it'll be a sign of the Second Coming.)

And, hey, here’s an idea. Why don’t we all stop teaching our kids to hate or fear people who are different than we
are? You tell your kid not to respect someone else because they're black, or Jewish, or Muslim, or gay, or genderfluid, or
leftist, or conservative, or from the wrong culture, or the wrong school, or whatever difference you personally don’t agree
with, you're just throwing your kids to the wolves. Because the people in power, they love it when you hate. Hate is easy
to direct and control. An open mind is the best armor we’ve got.

Get loud, get mad, and shake the system up. Because, in a good democracy, the government should fear the peo-
ple, not the other way around.

You wanna comment? Tell me I'm a dick? Hook up for me to run this game the way I wrote it? Sync up world
views? Desync your head-space and chill for a while? Donate some art to spice this dull motherfucker up? Rant? Ask me
if there’s anything real to this Tribe thing? (Heeheehee.) You're the jack-booted door-kicking water-boarding illegal-rendi-
tioning civil authorities and your top secret NSA computer text parsing programs you say don’t exist have hit on “urban”,
“terrorist”, “9/11”, and “monkey-shagging” and you would like to ask me a few questions, Sir? Fair enough, hit me up at
unfortunatewords@gmail.com. I may even answer, if I'm rational and coherent at the time.

And remember: this is just a game. Would I lie to you?

“All that is needed for the victory of evil men is for good men to stand by and do nothing.”
-Edmund Burke (not really, but that’s who gets the credit usually)



8 The Eyes Of Mlchael Holt QPart One!
~ He releases the grip of the assault rifle, dropping it to the concrete with a loud plastic clutter as he

-~ slowly exhales, feelzng the tension flow out of him. Fragments from the shattered stock sting his wrist, almost
masking the pain of his broken thumb. The sensation in his arms and legs is beginning to fade, and, as he
slumps down on top of an overturned fuel drum, the scent of spilled diesel fuel stinging his nose and eyes, he

| can make out the edges of the wound on his left wrist as they gray, wrinkle, and slowly begin to heal. At the
rate the flesh knits back together, it'll probably only be a few more minutes before he’s fully healed and good to
Q0.

{ Damn it all to Hell, he thinks as he slides his pistol out of the back of his belt and struggles to get a
good off-hand firing grip on it. This is not the way I saw this all going down. Hope my grandmother’s
wrong about suicide being a mortal sin. It takes three tries to pull the slide back on the nine-millimeter
Beretta; the muscles in his fingers won'’t cooperate, tremors fighting the messages from his brain; he tries not
to think about what’s going on inside his body as he silently fights to end his own life. The fuel is still drain-
ing from punctured barrels onto the hanger floor, puddling around the bodies sprawled by the cargo helicop-
ter in the center of the hangar. Somewhere, there’s an alarm going off, a loud klaxon, but there’s no sign of
anyone responding; if the others did their jobs, everyone else in the building is dead by now. He hopes the rest

\ of his friends got away clean, and as he levels the barrel off on his temple and begins pulling in the slack on

the trigger, he allows himself to imagine being with her one more time...
%%

“C’'mon in, Mike,” said Special Agent McConnell, motioning his friend into the room and
pointing out the high-backed chair in front of the desk. As DEA Agent Michael Holt entered, Mc-
Connell saw the agent’s gaze moving around the room like a hunted animal run to ground. There
were dark circles under Mike’s eyes, and he still favored his left side where bullet wounds had
been sutured up by the best doctors at Johns Hopkins. His motions were hesitant and unsure,
almost reluctant, as if he couldn’t quite believe he wasn'’t still in a hospital bed. It had been a damn

near thing; at one point, there were talks about turning off life support and letting him go.

No man should have to outlive his wife and son, McConnell thought as he buzzed the
intercom button on his desk. Holt flinched at the sound, and McConnell saw Mike’s cheek began
to twitch, a tremor in time with the man’s pulse. Mike stayed quiet though, but McConnell noticed
that Holt’s body was tensed like a spring, ready to go. If I made a loud noise right now, he’d hit
the roof, Rudy McConnell realized. He considered calling Special Agent Warrick back and telling
the agency to take a long walk off a short pier. It was clear Holt wasn’t emotionally ready to come
. back yet, not after being forced to watch while Cartel gangbangers raped and murdered his wife
and shot his son in their own house. Not after his vacation in Monterrey. Not after four months in
intensive care, and certainly not after the near miss with the performance review board. Maybe I
should make that call, thought McConnell. For Gina’s memory if nothing else. He’s done.

“I'm lucky to still be employed, Rudy,” Holt said quietly, his voice tired. McConnell jerked
as if stung by an invisible bee, and Michael restrained a laugh. The reaction was confirmation that
he’d guessed correctly, and his best man had called him in to discuss a job.

“You're lucky not to be in a Mexican prison. What you did caused a lot of trouble, Mike.”

Holt shrugged. “They killed my family. I killed them.”

McConnell searched his friend’s face, trying to read his emotional state. The words were
cold, uncaring, almost bored, but it was Holt’s eyes that really told the story. They were dark, va-
cant, a snake’s eyes, flicking around the room looking for threats. A robot’s eyes, he thought. No,
not a robot’s. A dead man’s eyes.

The two men sat there in silence as they studied each other. Holt broke the eye contact and
looked away, and his face seemed to change, muscles working in tension. He took a deep breath,
looking at the file under McConnell’s hand. He noticed the concern in Rudy’s posture, the way he

as white-knuckling the arm of his chair.




” He held still, trying not to seem too eager. “I'm ready to go back to work.” |
“Bullshit,” snapped Rudy, leaning back in his seat with an angry expression. He picked up

and whipped it open like a starving man attacking a juicy steak. “But the Performance Board decid-
ed killing seven men in a brothel is acceptable behavior for an undercover agent of the DEA.”

“They drew first.”

“One didn’t draw at all, and you stabbed him to death with a pen.”

Holt did laugh at that. “It was what came to hand at the time.”

Rudy shook his head, disapproving. “The witnesses said he was begging for his life.”

“Wouldn’t you, if someone was stabbing you to death with a pen?” Holt swept through
the file fast the first time, noting the overall job, leaving the details for a second, deeper, read later
when he had time. He ignored Rudy’s tone, some part of him knowing that it was out of concern,
and that Rudy was right to be worried. Only an insane man would challenge a room full of drug
dealers to a gun fight on their own turf.

He focused on the pictures in the file. A dread-locked black man and a younger blonde girl
outside the doors of some college dorm. It was a classic drug hand-off, the bodyguard behind the

. perps, a tall dude in a leather coat and boots, a feather in his cowboy hat, well-trimmed goatee.
Not typical dealer dress, but these guys could be new players. A picture of Dreadlocks and a shag-
gy-headed computer geek sitting in a coffee shop with a butch-looking redhead, an angry scowl on
her face, a large buck knife carving something into the table. It was the third picture that grabbed
him. It was of the blonde again, this time up close, as she took cash from a preppie college kid and
passed over a small baggie of what he guessed was weed. She wasn’t thin, but she was well-pro-
portioned, and the look on her face, the smile that didn’t quite reach her eyes, it made her look
somehow vaguely fragile. Her hair was straw blonde, and her clothes seemed drawn from every
possible style popular on campus today. She pulled it off, though.

“That’s the mule, Mike,” Rudy said, seeing Mike’s face color a little, a kid caught stealing
candy from a store. “Usual operation, from what I read. They pass to her, she makes the sale while
they stay in the background. Her name’s Annie Bryce, details are in the file.”

“So I approach her, make some buys, try to move closer to them?”

“That’s the general idea, yeah.”

“Seems like these guys are pretty lightweight from what’s here in the file,” Holt muttered,
something nagging at him. He couldn’t see any priors on any of the players, and they were running
. mostly grass and pills. “These aren’t exactly hardened felons, man.”

“Special Agent Warrick up in D.C. Special Operations asked for you by name. My guess is
the higher-ups are throwing you a softball to see if you're really honestly ready to come back.”

It made sense, but there was still something odd about it, something that didn’t quite line
up. It didn’t scan, sending a highly decorated undercover with two years in Afghanistan on the
FAST busting poppie dealers and dodging IEDs. Not for weed and poppers.

“The black guy is the head man, as near as I can tell,” Rudy said. “Name’s Omar Washing-
ton, no priors. Showed up near Virginia Tech two months ago, started dealing small time to college
kids. The weight’s all been minor so far, but surveillance said he and his friends are packing a lot of
heat.”

“How’s this play?” Holt asked, looking back at the blonde. Annie, he corrected himself. He
eeded to know her, earn her trust. An image of Gina passed, and he felt his stomach turn over.
“Use her to get to him, claim you wanna make a bigger buy, see what they offer up. Once
they say yes, you roll the whole group.” McConnell caught Holt’s grimace. “She IS a drug dealer.”
Holt nodded. “Just seems awfully young.” He was quiet again, and McConnell let Mike
think for a bit. Outside, Rudy heard birds and road noises, and someone laughing. He wondered if
ichael Holt heard anything like that anymore.
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INTRODUCTION

“Listen up, citizen, cause I'm only gone told you once. You think you
got the Plan, but you firin’ blind. You think you safe cause the five-oh and
the Wall got you sleepin’, but here’s the WOG. There are things out there in
the Dark waitin’ to eat you up, body and altogether. And the only reason
Mister and Missus Bunny don’t be kibble is ‘cause me and mine are out
there, turning and burning, moving the War so you can couch and drool. So
unless you gonna get out on Uncle Street with us and keep this rock-ball
safe, get the fuck outta my way before I forget which side I on and give you
the MOAB.”

-Bulldog, ripper in Mother Rat’s Screaming Face Family, to an over-
zealous and highly confused bouncer shortly before issuing the Mother Of
All Beatdowns
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WHAT’S GOING ON?

The Tribe:HLH riffs on the popular conspiracy
trope some alien entity is actively and secretly invad-
ing our world, and unskilled warriors are dedicated to
fighting off this invasion. In movies and books, the in-
vaders are truly aliens from some other planet; in The
Tribe: HLH, the aliens come from an alternate dimen-
sion, a debased and wicked shadow of ours. These ren-
egades have established a foothold on Earth, infiltrating
power groups and taking control of human networks by
physically infecting and invading our bodies. Their oth-
erworldly biology means these Outsiders can’t survive
here for long without the tainted energies of their native
dimension, requiring them to contaminate and corrupt
their surroundings in order to extend their ability to
stay in the “real” world. Without anyone resisting them,
the Outsiders’ plan is to call the Great Gate, converting
and polluting enough of reality to tear open the bound-
ary between their world and ours, remaking existence in
their own image.

Fortunately, a small group of people discov-
ered the truth, fighting back to protect reality from the
Outsiders. These warriors, the Tribe of Humanity, were
formed by an obsessed psychic veteran of the Amer-
ican military intelligence community, who used his
background as a guerrilla warfare specialist to organize
a secret army of ordinary men and women who have
sacrificed their mundane lives and gone underground
to seek out and destroy the Outsiders and their agents
wherever they can find them. Because the police, the
government, and the politicians are in the hands of the
Outsiders, the Tribe wages an illegal campaign of do-
mestic sabotage and subversion while avoiding arrest
and incarceration by lawful authorities, or capture and
corruption by the aliens. They have a wide network of
allies and resources diverted from legitimate sources, as
well as friendly public servants and law enforcement “in
the know,” who serve as agents-in-place for the Tribe,
rats in the official wall, spies, safe house operators, sup-
ply couriers, information brokers, and advance scouts.

And mortal humanity isn’t alone, either. A fully
developed Outsider Host can absorb and deal out tre-
mendous amounts of damage, utilize Qlippothic bio-mi-
metic powers, and rely on vast illegal networks of their
own. But the Tribe has the Loa, supernatural powers,
spirits and entities which help in the war for unknown
reasons.

THEME AND MOOD

There are several ways a game of The Tribe:
HLH can be played. The MC and players decide varia-
bles such as the level of Outsider infiltration of human
culture, how close the aliens are to their victory, how
much support the Tribe gets from others, and how far
the average Tribal will go to achieve the objective of free-
ing humanity from the Outsiders. These choices have a
direct impact on the way a Tribe story plays. However,
in general, the theme of Tribe is existential body horror,

Theme

In the real world, the way your body and mind
works is not as mysterious as it once was. Although peo-
ple still disagree on the finer points of human cultural
and political ideals, the value of or methods of psycholo-
gy and psychiatry, or the interplay of complex environ-
mental factors on human biology and behavior, most
educated people no longer fear the day-to-day forces
which shape their lives and health. We are a culture of
people comfortably ignorant of the potential dangers
around us; we eat and drink and work and sleep in sur-
roundings which we trust to continue to react as they
always have. The lights will come on, the power will
work, paychecks will come, and when we want to grasp
an object, the brain’s message to our fingertips will work
without interruption or issue.

Those who suffer from catastrophic health or
life events don’t have that comfort. Recurring head-
aches bring a diagnosis of terminal brain cancer as the
body’s own cells rebel and slough tumors. For a man
with Alzheimer’s, the memories of his own life become
dim and confused, suspect. For the woman furloughed
during the recent political stand-off shutdown in D.C., a
trip to the grocery store carries unexpected fears of need
or want in an American society where we live with the
daily belief we have plenty, and always will. For the el-
derly veteran who sacrificed blood and tears in defense
of the country’s freedom, a sudden decrease in pension
benefits or medical care causes him to question the very
system he fought to keep in power.

In The Tribe: HLH, the threat is much deeper.
The Outsiders represent an immediate active threat
to life as we know it, and a creeping breakdown of
everything we value and understand. They operate by
isolation, seduction, and corruption, and their invasion
of human host bodies, suitably prepared, is deeply dis-
turbing at best. Once infected, a human host has some
period of time in which they are still themselves, some
small window of opportunity to experience the destruc-
tion of their sense of self, and the overthrow of their
control of their own bodies. Imagine being buried alive
and suffocated in your own body, and you have the feel-
ing of an Outsider host just before the Outsider gains
full control. And the Tribals know this is going on, and
can only fight to stop it as best they know how, while
dealing with the ongoing breakdown of reality around
Outsider-held areas. The supernatural Taint of the Out-
siders” home realm causes unpredictable, dangerous ef-
fects. Existential body horror is about the invasion and
subversion of the normal functions of our bodies and
our minds, and the terror that comes from having to
question all we understand. In a world where reality,
body, and mind become unreliable at best, what else is
there to hold on to?

Mood

If the theme of Tribe is about losing control of
society, body and mind, then the mood is distrust and
conspiracy. The world is a rotten onion, with layers and
layers of activity, each more poisonous than the last.



On the surface, there is the mundane world which we
would recognize, where society and civilization operate
by the rule of law and decent behavior. Peel that away,
and there’s political corruption and secret deals and fac-
tions fighting quietly to achieve their own secret goals.
And beneath that, there’s a third, darker, layer, that of
the Loa, supernatural spirits who populate the shad-
ows of the psychic maelstrom. And you can strip down
even farther. Beneath the power centers are the Outsid-
ers’ tentacles, burrowing deep into the onion toward
its rotten center. This is also where the Tribe operates,
cutting through the rot, sometimes with precision, but
more often in random bursts of hyper-kinetic violence
and fire. And the further down the layers you go, the
harder it becomes to tell what is fact and what is fiction.
No one except your closest friends can be trusted, and
in a world where an Outsider needs only minutes to in-
fect and take over a human host, how can you even be
sure your friends are safe? Maybe hey were taken over
already. Maybe it’s better to operate alone. Maybe the
data you gathered was actually planted there just for
you to find. If the Outsiders are running things behind
the scenes, they can define what truth is, what news gets
out and what never sees the light of day. They have their
agents in every major power center and all the nation-
al agencies. Maybe every conspiracy theory you ever
heard is true. Maybe there really was a crash at Roswell.
Vapor trails from airplanes? Outsider genetic tampering
operations. The Twin Towers? Removing witnesses to a
failed Outsider gate break. The split election in Florida?
Bush (or Gore) is one of them (or isn’t), and the Out-
siders worked the election to make sure he won (or to
make sure the other guy lost.) The Trilateral Commis-
sion? Outsider training academy. The Vatican? Outsider
puppet state. ENRON? Outsider currency manipulation
scheme. The housing mortgage bubble and sub-prime
lending? Cheap way for Outsiders to grab more proper-
ty for breeding pits and pumping stations. The War on
Drugs? Outsiders making sure you only get stuff they
want you to have.

Don’t even get me started on public access tele-
vision.

USING THIS BOOK

Although my layout and design skills are about
equivilent to that of a blind spastic monkey, there is a
method to my madness. You will find the various sec-
tions of the book have been lovingly color-coded for
your use. In addition to basic text, you will see the fol-
lowing;:

BLUE LARGE TEXT like this means there is a game
term or definition you may find important. A quick
rundown of vital info for the MC and player follows.

When you see the big blue box, it means I'm
calling your attention to something I know you're going
to need when you play.

MAGENTA LARGE TEXT like this means there’s an ex-
ample of the game concepts described. This is used
to help you understand the usage and exceptions of
a rule or term.

This kind of flyout is used throughout the book
to call your attention to helpful examples and “show-
me-don’t-tell-me”quick and dirty answers to common
questions.

INDIGO LARGE TEXT in the fancy box is a writer’s
comment. It may be extra color text, or a suggestion
from me on how you might want to play something.
It might be an optional extra, or just a random bit of
silliness. You never really know.

Later on, in the actual rules chapter, you'll also
see a general format for moves. You'll learn more about
moves later, but for now, just know if you see a section
of text starting in red, it's a move. For instance, one of
the basic moves in The Tribe: HLH is to get into a dust-
up. The move looks like this:

GET INTO A VIOLENT DUST-UP
When you have decided to resort to violence to solve a
problem, roll +steel.
On 10+, choose 1.
eInflict severe harm on someone.
ePlace someone at a disadvantage.
e Take something or seize control.
ePrevent all harm to someone.
On 7-9, also choose 1.
eSuffer harm if you inflict harm.
*You are placed at a disadvantage.
*Lose something or lose control unless you escalate to
burning shit down.
*The MC makes a move.
On a miss, suffer harm as established by the fic-
tion.

Don’t worry that you don’t know what all that
means right now, it’s okay. We'll explain later.

CONTENTS
Along with the story that runs throughout this
book, here’s what's going on in each chapter:

The Disclaimer is a righteous rant. It explains why I
wrote this, and what it means to me, and why I think
you need to drop this book, go out, and change the
world. Or it’s an excuse to have a profanity-laden tirade.
You decide, it’s your game.

The Eyes Of Michael Holt tells the story of one man’s
introduction to the Tribe, his love for a special woman,
and how it affects his life.
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The Introduction is what you're reading now. It covers
the barest surface of what this game is about, and in-
cludes a glossary of terms used both in and out of game.
Chapter One: Contagion covers the rules players will
need. There are lists of traits and moves, discussions of
the Pull and Influence rules, and how harm and gangs
work.

Chapter Two: Patient Zero talks about the Tribe and the
general way its members work, what their life is like,
and what it takes to join and succeed as a Tribal. It also
talks about what Tribals believe, and what they do, both
in and out of battle.

Chapter Three: Infection identifies how to start a sto-
ryline for The Tribe, defining the starting situation and
the type of Family the players’ characters belong to. We
delve into the mechanics of Families of Tribals, what
they are, and how they work, both in game and out. This
chapter covers what Families can do, and how members
of Families can use their group of mates to get things
done.

Chapter Four: Fever Dreams reveals the real nature of
the Loa, and how to petition them for aid. Each of the
Tribe’s patron spirits is detailed, along with their spells
and desires.

Chapter Five: Hot Zone covers the game system infor-
mation required for Tribal playbooks, and for the rare
supernatural creatures in the Tribe. Being a non-mor-
tal in the Tribe carries some serious repercussions, and
those are discussed here.

Chapter Six: Outbreak describes the tools and weapons
of the Tribe, their methods for fighting the enemy (who-
ever that is on any given day) and the trouble a Tribal
Family can get itself into.

Chapter Seven: Pandemic tells what the Outsiders are,
how they operate, and what they can and can’t do. It
also details their operations in human culture, and what
sorts of agents they use. The person running the game
as MC will find all the rules they need in here, as well as
principles of play. Finally, the mechanisms for playing
with territory and Outsider contamination is revealed.
Chapter Eight: Synthesis has a complete example of
the way you set up the first session of a new campaign,
as well as suggestions on running the Tribe for those
who are familiar with other games based on Apocalypse
World. It also has some ideas on how you can add con-
tent from those other games into your Tribe game. It in-
cludes a starting set-up, threats, and possible story-lines
for a first Tribe game, with a fleshed-out example of
play. Finally, it has some extra optional rules and con-
tent that I wasn’t sure I wanted to add to the main part
of the game.

The Busted Appendix doesn’t exist, and is just a myth.
But, if it did exist, it might reveal a nasty secret about
the Tribe that could rip the entire organization apart, or
be the greatest weapon in the Tribe’s arsenal. (MCs are
advised that this chapter is OPTIONAL. It is not canon,
and your particular story doesn’t have to use it. If you
do, watch out.)

Afterword? Some closing thoughts once the project was
completed. Things change, and this is sort of a warning

and a plea to those who bother reading this far.

WHAT IS THE TRIBE?

We assume you're playing the Tribals in a
modern day conventional world similar to our own.
It’s certainly possible (with a little work) to use all the
new options in this book in a normal Apocalypse World
story, or to run a Urban Shadows game where normal
vampires or mages discover and must fight off Outsider
(or Tribal) assaults and schemes, but this book is written
with Tribal characters primarily in mind.

Great, I hear you asking.

What the Hell does that mean?

The Tribe: HLH imagines alien beings from an
alternate dimension have escaped into our world to take
it over and rebuild it as their own. While the true origin
of the Outsiders is unknown (various explanations are
in Chapter Seven), they come from a horrid poisonous
nightmare shadow of the real world. Now this Hellish
other-world leaks into our own, spreading Taint and al-
tering reality.

The Outsiders arrived on Earth at the end of
World War Two, and they’ve been building their infra-
structure and power for years, slowly infiltrating every
aspect of our culture. Their natural forms can’t survive in
the “real” world for long, so they're diligently working
to convert more and more of our world to be like theirs.
They are working on contaminating as much of the hu-
man population as possible with chemicals slipped into
food, water, and consumer products at every possible
interface. Oil spills, acid rain, immunization programs,
free school lunches- any or all could be Outsider chem-
ical programs creating a wider population suitable for
host bodies for newly arrived Outsiders. Also, they
contaminate land and buildings just by being there; the
more Outsiders in an area, the more Tainted the area
is, the more Outsiders can move in. It's a vicious cycle
which, if left unchecked, will result in the eventual con-
version of enough of Earth to allow them to open the
Great Gate, when their realm will pour through in and
utterly devour all that is. They've seen first-hand the
power of a roused humanity, so Outsiders work behind
the scenes, using human agents and traitors to spread
their power, keeping themselves safe from exposure.
They form a network of conspiracies which feed back
to the ultimate seat of power, a hidden cabal of elder
Outsiders running a government agency known as the
Consortium.

The Tribe of Humanity (simply called the Tribe)
are a group of humans who follow the loose guidance
of Jefferson Davis Mitchell, a Vietnam war Green Be-
ret veteran who was once part of the CIA’s top secret
MKULTRA experiments into psychic power. Exposed to
visions of the arrival of the Outsiders at a very young
age, Mitchell worked to discover a way to destroy the al-
iens. After years of loyal service in the most secret black
operations, he was hand-picked as a trusted agent of
the Outsiders; using his own psychic talents, he avoid-
ed revelation until his plan was complete. With the aid
of friends and contacts who also questioned their supe-



riors’ goals, on Valentine’s Day, 1975, Mitchell and his
teams struck at several important Outsider facilities,
stealing technology and research materials, and raid-
ing accounts and data-banks before they fled into the
night and disappeared into the underground. Scientists
and computer programmers left behind sabotaged gear
and experiments (the most infamous being the Breed),
as well as nasty computer viruses, Trojan horses, and
thousands of back doors which have helped to fund and
direct Tribe operations ever since. Since then, the origi-
nal Tribals have divided and redivided into cells called
Families, each usually from three to twelve members,
answering to a central leader known as the Mother or
Father. These leaders are responsible for guiding their
families, fighting the war against the Outsiders, and
meeting up once yearly at an immense festival, party,
and war council called Equinox. Here, Families trade re-
sources and people, share information, and generally let
their hair down for a week of hard partying, sixties-style
free love, and regenerating the batteries for the year
ahead. Then it’'s back out to the battle, picking targets,
surveilling them, lining up supplies, and attacking Out-
sider facilities and escaping back into the shadows.
Because they are forced to live “off the grid” to
avoid discovery, Tribals give up mundane identity, sev-
ering all ties with old friends and family as they take up
with their new Family. Without valid ID or jobs, they
survive in the urban underground, just like the home-
less and the outcasts of society. Money comes from
non-traditional methods, including con jobs and theft,
off-the-books employment, and confiscating goods from
the Consortium and its agents. More details on Tribal
life are listed in Chapter One; Tribals are NOT normal
dayworker citizens. They are recruited from alternative
lifestyles and iconoclasts, neo-Pagans and right-wing
conspiracy nuts, distraught homeworkers who've seen
their entire families killed by monsters, and blue collar
construction workers who found their faith shaken by
what they saw in the dark of the night. The whole thing
only works because of the fanaticism with which mem-
bers commit to protecting each other and killing Out-
siders, and because of the extremely loose and tolerant
guidelines the Tribe expects from its members.

SO YOU'VE DONE THE APOCALYPSE BEFORE

If you have played other Apocalypse World
games, you will notice there is one major change here.
In many other AW products, the characters are often at
odds with each other as their needs and schemes cross
and desperation builds. That is totally different in this
game. Tribals are reliant on each other and their Fami-
lies for survival and success in battle. Don’t go after each
other; you'll have plenty of enemy targets to deal with.

IN-FICTION GLOSSARY

Tribal slang is rich and varied, forming a secret
language called Slam (better described in Chapter Two.)
Since it is a living language, Slam warps and twists
from day to day, reforming and norming every year at
Equinox. Listed below are some of the terms used by

the Tribe, as well as common terms used within this
book. You may notice there are a lot of way to say kill in
Slam...

ain’t no fun- a phrase which means something is a bad
deal or unexpected difficulty, used as a warning, a com-
plaint, or a perverse form of compliment to a Tribal
Family which is doing something you wouldn’t want to
do

babydoll- an affectionate term of endearment among
Tribals, specifically meant to address a younger or less
wise member of your Family; the equivalent of calling
someone “buddy” in a pleasant and non-demeaning
way

Band, the- people who are part of the right group

bang bricks- running away from a problem, a valid sur-
vival tactic

Before, the- the time before the Tribe, a term most often
used by Firstborn, who seem to believe 1975 is too far
back to be important

best blues I ever had- life is tough, but it’s still worth
living; alternately, a way of expressing that no matter
how bad it is now, it’s been worse before

black hat, black heart- a Tribal way of saying that if
someone looks like a bad guy, there’s a good chance it’s
a bad guy; Tribals judge books by their covers, too
Bloat- slang term for any Outsider in general, taken
from the bloated and corrupt appearance of Outsiders
in the Master stage (see Chapter Four for more on Out-
sider life cycle)

Breed- varieties of human-Outsider hybrids originally
created in the late sixties and early seventies by research
geneticists in the pay of the Consortium. Many Breed
are loyal to humanity, thanks to Tribal sabotage of the
program; some still serve the Outsiders.

The Breeds are actually an optional advanced play-
book you can take if your MC allows it. They come
with extra moves, but also start play already Taint-
ed. If your character isn’t born a Breed, there’s no
known way to become one later.

breeding pit- a heavily Tainted area where the Outsid-
ers are able to create new spawn for implantation in
helpless human host bodies. The most heavily defended
and secretive Outsider facilities, and therefore the most
valued target for Tribal raids.

Butterlie- description of facedancers or social-types
who are adept at misleading , seducing, and misdirect-
ing people

Carnival- a Family which travels frequently, but not
randomly, along a circuit between various locations.
May actually hide out as a carnival or traveling band.
An example would be a Family which winters in Florida
and moves north to New York in the summer. Reasons
for this behavior vary.

cherry joint- a place which has no connection to the
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short time. Families use them to crash for brief periods
while they are not moving the war. A classic cherry joint
is a small apartment paid for with clean cash from a le-
gitimate source, using identification which can be dis-
carded afterward. The Family will use the spot for a few
days to a few weeks, then disappear and never return.
Note that, even in cherry joints, smart Tribals are still
standing watch and aware of threats.

childe- someone newly accepted into the Tribe, but not
yet having proven themselves to their Family. Disre-
spectful if applied to anyone who isn’t one.

chuffed- happy, specifically healthy and secure

citizen- extremely insulting term for anyone who lives a
mundane life as part of normal society; calling a Tribal
this will start a fight

clean and green- not infected with Outsiders, and not
injured too badly to fight

Code, the- the informal set of twelve rules Grandfather
has set down as the guiding principles of Tribal life, fol-
lowed more or less seriously by most Tribals Only the
first four rules are considered mandatory. Sometimes
referred to as the Twelve Commandments as a way of
tweaking the nose of right-wing conservatives.
Consortium, the- secret conspiratorial organization run
by the Outsiders, and made up of Outsider hosts, their
agents, knowing traitors, deluded dupes, and unknow-
ing tools (see Chapter Seven for more on the Consorti-
um, its assets, and how it works.)

couch and drool- the Tribal opinion of what citizens do
for fun: sit on the couch, watch television, and drool
Coyote laugh- a big mistake, or difficult task which is
easy to fail at

Dark, the- specifically, night time, but more generally
any time or place where Tribals are at risk if they con-
duct business; anywhere the War is going on
deadheader- anyone who is riding along through life
without paying their dues (q.v.); comes from a hobo
term for riding trains for free, ironically a favorite Tribal
past-time

didi- very quickly, from Vietnamese War Army slang
dog count- roughest but most popular early warning
system for whether or not an urban area has Outsiders
operating in it

Stray dogs, thanks to the overpopulation problem, are
everywhere in big cities. But they HATE Outsiders, so
most will flee an area infested. Also, the earliest
growth stage of an Outsider includes something the
Tribals call scuttlers, which tend to eat all the strays
they can reach. The fewer stray dogs you see, the
more chances there’s enemy close. 3

r,

dollarslave- a worker bee or drone who goes to work
every day and collects their check without ever ques-
tioning the rules; calling a Tribal this will get you hurt
down- to be in hiding, as opposed to deep down, which
is dead

drop- to send someone deep down

dues- the notional fee we all pay for the rights and priv-
ileges of being safe and secure at night when we sleep;
Tribals believe only they are truly paying their dues
through fighting off the Outsider incursion

end of- end of discussion, nothing more will be said
about this

Equinox- the massive yearly Tribal gathering held in
the autumn in a highly secret location somewhere in the
Pacific northwestern forest; a week of parties, war coun-
cils, trading, and free love. Think Woodstock with guns,
or Burning Man in the woods.

eyes and ears- security in place around an area the Tribe
wants to target

Faceless, the- those who have joined the ranks of the
Tribe’s secret supporters, but have gotten their hands
dirty in combat before. More than Ponies, often “re-
tired” Tribals or members of Shade Families.

Family- a group of Tribals, all agreeing on the basics of
Tribal life, who choose to follow a single senior Trib-
al (see Father/Mother); Families have many different
styles, and change wildly, gaining and losing people
and changing their beliefs and even their language over
time

Father/Mother- (also Papa/Mama) the person in charge
of a Tribal Family, usually by virtue of the fact the major-
ity of the Family accepts them as being in charge. Every
year at Equinox, new Mothers and Fathers announce the
formation of their Families, and are acknowledged by
other leaders as having a voice in war councils (q.v.).
Mothers and Fathers have exactly as much authority as
their Families give them.

Feet, the- a Tribal’s right to be free to think and believe
whatever he wants, and to follow whatever path he feels
is best for him, as long as it isn’t at the expense of others.
A Tribal who decides to leave a Family over a disagree-
ment that can’t be resolved is said to be using his Feet.
Similarly, restraining someone or taking away their op-
tions is called foot-stepping

fire and ice, steel and smoke- the four traits that make
a good Tribal Family, according to most Tribals; fire is
their passion, ice their ability to deal with stress, steel
their expertise with violence, and smoke their ability to
be stealthy.

firing blind- to not know what’s going on around you
Firstborn, the- anyone raised Tribal from childhood.



This happens in one of two ways, either by Tribal lovers
deciding to become pregnant and stay Hard Tribe and
raise their kid in a war zone (rare), or because a Family
sees some citizen neglecting or abusing their children,
and “frees” them of the responsibility (much more com-
mon.) Firstborn are known for being really dedicated to
the Tribe, and not being able to pass among citizens at
all.

Fostered, the- the average Tribal, a citizen who was re-
cruited into the Tribe for their skills or their personality.
Almost everyone in the average Family.

four points of contact- the elbows, knees, butt, and
head; the four areas young Tribals are taught to keep
covered, in order to avoid scrapes and bruises in an ur-
ban environment. How many Tribals listen is a major
source of argument, and most Families figure if a Tribal
is willing to bleed in order to wear shorts and a tee-shirt,
that’s up to them.

gas and go- a drive-by shooting or attack where the Tri-
bals don't stick around for the result

gaslighting- to use any of several techniques to screw
with a group’s collective heads, whether by spreading
lies, planting misinformation, or sabotaging their plans
directly

gate break- the opening of a gateway between the Out-
siders” home dimension and Earth, accompanied by de-
struction on a scale commensurate to the size of the gate,
and allowing new Outsiders to enter our reality
Genuine- a controversial recent movement in the Tribe,
preaching that supernatural creatures are dangerous to
humanity, and should be treated as the enemy; definite-
ly in the minority right now, but gaining strength
gooned- to get fucked over by events, not from your
mistakes, see also pooched

Grandfather- Jefferson Davis Mitchell, the first founder
of the Tribe

Hard Tribe- a Family or Tribal who makes fighting the
Outsiders their primary concern; warriors

hardware homicide- using
an improvised weapon or
tool to fight

he don’t wash no dishes- a
Tribal way of saying some-
one is rich, powerful, and
probably in the pay of the
Outsiders

heater- a period of time
where the members of the
Family are free to do as they
please for relaxation and
entertainment; the Rule of
Twos and the Family’s ver-
sion of the Tribal Code are
usually the only rules they
still must follow.

Hive- the Tribal term for
any location, site or facility
thick with Outsider activity
homegrown- Tribal marijuana, grown from certain

anteed to be free of Taint; see Downtime in Chapter One
for a discussion of Tribal drug use

ice- kill without warning

implantation- the preferred way for an Outsider to take
over a human host; the Outsider is surgically implanted
in a restrained human, and time allowed for the body to
be assimilated by the Outsider’s personality. This can
take several hours, but results in the body being less
damaged by the Outsider, and allows for finer control
and longer use

infection- the spontaneous creation of the Outsider life
stage known as Carriers; see Chapter Four for details
Insider- a myth; they don’t exist. (See the Busted Ap-
pendix)

Invasion- the secondary way Outsiders take over a hu-
man body; an Outsider host slowly slides into a new
host through any available opening and then attempts
to overcome the body’s natural defenses and spread in-
fection throughout the body, eventually taking it over
on a cellular level. Although this is fairly easy to at-
tempt, it is more difficult to successfully complete take-
over, and an unrestrained host can fight back effectively.
The back-up means for Outsiders taking over a human
body is a special form of invasion called a blitz; the Out-
sider tears free of its original host over the course of a
few seconds, killing that body and attempting to reach
or create an access to a new body. This will usually do
extensive damage to the new host which must be healed
before the Outsider can pass for normal, and also reduc-
es the length of time the new body can be used before it
is burnt out; it is used in emergencies only.

is what it is- there’s nothing you can do about it, so why
worry?

it’s a technique- a polite Tribal way of saying something
is not a very smart way to handle a situation

little gun, big bullets- a particular place or person is
way too well organized or defended not to be an Outsid-
er undercover; comes from the fact that Outsiders try to
hide in plain sight by seem-
ing normal and non-threat-
ening (little gun) while still
going overboard in keeping
themselves safe (big bullets)
Mister/Missus-  sarcastic
form of address which Trib-
als seem to tack onto almost
anything

Mister Bunny- a citizen,
named for their ability to be
cute and useless in combat
Mister Suit- any authority
figure in general, but usual-
ly used to refer to Outsider
agents and dupes
MKULTRA- an illegal CIA
program which ran from
the Fifties to the Seventies
(some say longer) and in-
volved psychic research, drug experimentation on un-
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izens to foreign chemicals and substances in an attempt
to create perfect killers and psychic spies

MOAB- in the military, the largest bomb in the invento-
ry, the Mother Of All Bombs; in the Tribe, the Mother Of
All Beatdowns; the worst beating you could give some-
one without just killing them

most- somehow in Tribal Slam, the word most has be-
come a universal modifier for almost anything; if a gun
is good, a bigger gun is most gun. A pretty girl is good,
the one you love is the most girl.

mouse around- sneak and hide, keeping a weather eye
out; general stealthiness and caution

moving- working to advance the cause of the Tribe’s
war on the Outsiders; in Hard Tribes, this means you
are actively seeking out and engaging targets

nest- when Tribals don’t have the time or inclination to
sleep in a bed, they will often toss a bunch of pillows
and blankets in a pile and climb into the nest they’ve
created

new shoes- a false identity, fully backed up, with all the
fixings

on bottom- to utterly destroy someone so there’s not
even evidence he existed

Outsider- the Tainted alien race which has invaded
Earth and begun taking over humanity and its organ-
izations. Outsiders have a myriad of life stages, which
can be rather confusing to humans; they can’t survive
on Earth without access to their own Tainted energies,
which slowly kill their hosts, forcing them to switch
bodies frequently

paint it red- a reference to any superstitious belief that
doing something will somehow help something else
happen; among Tribals, this doesn’t always mean they
don’t actually work, and many Tribals use symbology
and minor magic to influence events. The term comes

| from a rumor that painting a car red will make it go fast-

er.
party fuel- booze, snacks, and drugs (if you're so in-
clined), usually in quantities that would frighten a frat
party

People Who Were Too- Tribals. They were too weird,
too rough, too angry, too poor, too edgy, too chivalrous,
too horny, too dedicated, too giving; every Tribal was
too something to fit in.

Plan, the- a citizen’s belief in the way their life, and
everyone else’s by extension, should be; Tribals see this
as get born, get schooled, get laid, get hitched, get preg-
nant, get rich, get old, get dead. They hate it.

Pony- anyone who helps the Tribe and is aware of its
existence, but not yet willing to actually join; Ponies are
valued assets to be cultivated and protected, but they
are not Tribals, and therefore not as important to the
Family as its own members. Ponies are given whatever
information about the Tribe and the Outsiders they have
to have to do their job, and nothing more.

pooched- to be seriously screwed by events you brought
about yourself, or should have seen coming

popping a charm- to use a Tribal charm, it must be de-
stroyed; this “pops” the spell into existence

pull tail- to follow someone

pump and dump- to interrogate, sometimes by torture,
and then kill someone

pump station- any location used by Outsiders to poison
the world with Taint, even if it is not actually pump-
ing anything. Packaging plants, homeless shelters, free
clinics, and water treatment plants have all been used as
bases for spreading Taint.

Qlippothic- the Tainted creatures of the maddening
and insane realm of chaos which exists beyond our own
world; a dark mirror of humanity’s psychic maelstrom
read?- do you understand me?

Reborn- what happens to a Tribal when she is first giv-
en a Tribe name and accepted as a full member of her
Family

re-homing fee- when a Tribal catches someone abus-
ing their children, just before the Family takes the child
away, they’ll issue a massive (and occasionally fatal)
beating; this is the “re-homing fee”

revolver recruitment plan- someone who will have to
be killed if they try to leave the Family, because they
simply know too much

Road Family- any Family which keeps mostly on the
move, going from area to area without long term roots
Romeo/Juliet- a Tribal in love with a citizen, because it
usually ends badly for both

St. Valentine’s Day massacre- the night in 1975 when
Grandfather and his Family destroyed Outsider facili-
ties and went underground

Sealed- any supernatural who has been through the
ritual of Sealing and is now Tribal; see Chapter Five for
the game effects of being Sealed.

Shade People- any Family which keeps valid citizen
identities and lives among them as if normal people;



rare, and usually formed for specific surveillance pur-
poses

shake the bones- cast a ritual spell of some kind

shoot first, shoot some more mode- to spray heavy
amounts of fire at a target until you know it is dead;
suppressing fire actually aimed at a target

six- the very best you can have, comes from the six bul-
lets in a magnum revolver, which many Tribals have an
unnatural attachment to

skyfe- to steal something you or your Family needs
sleeping- what all citizens are doing, since they don’t
know anything about the reality of the world they live
in

slice and dice- fighting with knives or blades

Soft Tribe- any Family which has given up violence ex-
cept in unavoidable self-defense; Soft Tribe Families are
usually made up of Tribals who re too mentally shak-
en, fatigued, crippled, or old to fight. They mostly act
as safe houses, support and information brokerages for
other Families more invested in the War.

solid- a person who will not give up information, a qui-
et person

Spawn- the larval form of an Outsider, small slug-like
creatures with lamprey-like mouths who can only sur-
vive exposure to Earth’s environment by being in a hive,
or inside a human body

Stone Tribe- any Tribal who was around at the very be-
ginning, or in the first generation of Families formed af-
ter the Massacre; to be Stone Tribe, you must have been
at least 18 in 1975, and been recruited by Grandfather or
one of his immediate circle, meaning all Stone Tribe are
now in their fifties and getting on in years

sunflower girl/boy- a pretty peaceful hippie type of per-
son, increasingly rare in the Tribe, except in Soft Tribes;
a very ambivalent term of address in most cases, so lis-
ten to the situation around the use of this title to figure
out if it'’s a compliment or a put-down

swell- a pretty or sexy person available for a cheap
and meaningless liaison; someone to party with that
comes with no attachments and can be left in seconds
without serious complications. Many younger Tribals
cultivate contacts in the club, entertainment, and (pos-
sibly) sex-worker industries in order to keep a supply
of swells handy.

taking the blue pill- joining the Tribe

Tell, the- the truth, the direct gouge, the best and most
vital information; also, any story or myth passed on by
tellers

top-locked- any Tribal who cannot or will not let go of
their connections to their citizen life; this is rare, and
highly discouraged, and many Families will not allow
it, making the top-locked Tribal use their Feet as soon
as possible

troop- a term of respect for another Tribal, showing that
you think they are capable of fighting

turning and burning- conducting illegal or dangerous
actions in support of the War

Uncle Street- the world of the urban underground that
Tribals live in; among the homeless and dispossessed
Up Babylon- the end of the world

Up Top- the world of the citizens and normal mundane
nine-to-five society

Wall, the- the set of lies and half-truths the authorities
put up to keep citizens dull and happy and uninterested
in what’s really going on around them, thereby allow-
ing the Outsiders free rein to do as they will

War, the- when capitalized, the specific war against the
Outsiders; when not, the general violence inherent in
Tribal life

War Council- any meeting of several Mothers and Fa-
thers to discuss what multiple Families are doing about
a situation; generally, an informed discussion among
equals to set tactics

went-to- you have run a full search for data on some-
thing; in the present tense, to go-to on something

wet- to be weak or defenseless, fighting words to a Trib-
al

WOG- Word of God; the absolute truth as the speaker
knows it







8l The Eyes Of Michael Holt gPart Two!
- Holt checked himself out in the car mirror one more time before getting out of the beat-up ,
- Ford that Support Services had scraped up for him. My name is Daniel Frye, he thought to himself,
working his cover into the front of his brain. [ am a disgruntled Iraqi Freedom vet here at Tech to finish
up my degree in political science. I am mad at the world, and I want to change it.
| It had taken six or seven reads through the file to figure out his angle. At first, he couldn’t
get what was in it for Washington and his friends, why they’d be pushing dollar bags of weed, but
carrying so much firepower. Then, last week, reading through wiretap transcripts of a buy Tech-
{ nical Services had covered, he'd caught the subtext. Washington was selling for someone else, as
part of some political group. The wiretap had caught a few references to “changing the system”
and “cutting the dead wood loose.” From there, Holt had run searches of Washington through
every computer he could find until he’d finally hit on an outstanding warrant from California for
disturbing the peace and carrying an illegal concealed weapon. A call to the prosecutor had con- :
firmed that California PD thought Omar Washington and his little group of pill-heads were part of Sl ™
something larger, some kind of radical group that might be tied into the militant right. Then a call =
to Homeland Security had really paid off; Washington’s bodyguard was an ex-Marine by the name
« of Franklin Delarosa, also wanted, this time by the Corps for assault and being absent without
leave. Franklin was a lapsed member of a west coast bike gang called the Straight Satans, who were
known meth distributors and hardcore sons-of-bitches with members in prison all over California.
So there it was, the real reason why Special Agent Warrick had asked for him. This wasn’t just a
buy-bust, he was being asked to infiltrate Washington’s group, and then move up.

My name is Daniel Frye, he reminded himself as he got out and shuffled toward the front
door of the frat house where he knew Annie Bryce was currently dealing. As he made his way up
the stairs, young college kids in various states of intoxication were barreling in and out, bumping
and slamming into each other, the noise a roar over the loud techno dance music pounding out
of someone’s speakers. I'm here to score some weed, and maybe make a little money. Inside the
house, he surfed through the crowd, arrowing in toward the kegs in the front room. Sweeping back
and forth through the herd of kids, he watched for any sign of Annie or Franklin, but caught noth-
ing.

Maybe she’s not here tonight, Holt thought, feeling a little anxiety. A young Chinese girl in a
catholic school girl outfit thrust a plastic cup of beer into his hand, and he drifted, playing the part,
making small talk, trying to catch a glimpse of any drug activity, which wasn’t hard. He smelled
. pot, and saw a girl who couldn’t possibly be more than 18 dropping two tabs of acid. From the mu- |

sic and all the glow sticks, and from the amount of activity in the front room, he guessed there was
probably some X making the rounds, too.

About twenty minutes and two more cups of beer later, it happened. He was trying not to
yawn in the face of some punk kid who was lecturing him on the importance of trying new experi-
ences when there was a loud feminine yelp and she banged into him hard from the side. He spun,
dropped his beer, and caught her around the waist as she was falling, and was suddenly uncom-
fortably aware of the firmness of her nipple through her silk shirt pressed against his forearm, the
heat of her body, and a certain stirring in his loins. He felt his face flush as he responded to her, and
she made no effort to pull away, just smiled wide and looked at him with the bluest eyes he'd ever
seen.

“Normally, I'm a little more coordinated,” she breathed, her hand on his chest. “Sorry I
spilled your drink.”

“No worries,” he replied, trying not to imagine her naked. What the Hell is wrong with me?
He was having trouble concentrating, and he felt his chest tighten as she shifted positions without
leaving his arms. “I'm Daniel.”

“Are you now?” she giggled, leaning away from him and searching his eyes with hers. “You




8 don't Iook like a college student

: His throat went dry, and for a moment he thought he was blown, and con51dered just get- )

“ting out of there. But then she smiled even bigger, and leaned in and nibbled on his ear. “You

look more like a knight in shining armor to me. Nice lance, by the way,” she whispered, brushing

against his groin, which was responding to her quite nicely. “Let’s go and get you something else
to drink.”

/ She pulled him toward the kitchen, and he was making small talk and figuring out how

to steer the conversation when fate took over. As she was leaning on the counter, her hip pressed

against his, her hand on his arm, her eyes (those eyes, my God) locked on his, a young scholarly type

| slipped up next to her and tapped her on the shoulder.

“Annie, can I get a little, please?” the kid asked, a twenty in his hand. He stole a quick glance £
at Holt, who acted totally nonchalant, as if hearing someone ask for weed was no big deal.

It obviously wasn’t to Annie, either. She fished out a small baggy from her pocket, the con-
tents almost impossibly green and full. Must be homegrown, and fresh, too, Holt decided from
the look of it. He followed the switch, money for drugs, and seeing her do the deal helped put him
back into the right frame of mind. Whatever it was he’d seen in her was gone again, and he was
: able to refocus, which saved him from being stupid when Franklin Delarosa suddenly appeared
from nowhere just behind Annie.

“Howdy,” said Franklin, staring at Holt with a scowl. “Haven’t seen you around.”

“New student,” Holt replied, making a show of checking Annie out. She was still smiling,
and touching him again, and part of him wished she hadn’t chosen drug dealing as a career. “I'm
studying political science.”

“Little old for school, aintcha?” Franklin’s hands were inside his pockets. Holt felt the buzz
of adrenaline, thinking about the possibility that Franklin might try to drop him right here in the
party. He let himself become even more casual.

“I'm a vet. 'm going back to school.” He looked to Delarosa, and grinned. “Not a lot of
money in shooting people, and the economy ain’t great.” He allowed a little drawl into his voice.
Relax, Franklin, we're just two good ole buddies, hanging” out.

“Depends on what you're doing,” Franklin grunted. “Talk to you a sec, Annie?”

She scratched her cheek, and leaned across the counter top to fetch herself another beer. Holt
had to tear his eyes off her bottom, and again he started feeling heat, and desire. “I'm busy, Frank-
ie,” she said, turning back to Holt.

“Not asking, troop,” he said with a gruff tone in his voice. Holt had a sudden urge to smash
him in the face, but Annie was smiling again, and pushed him back against the counter top, hand-
ing him her beer.

“I like you. Don’t go anywhere.” The two of them moved away through the crowd, leaving
him standing there with two beers, waiting for her to come back. He found himself looking for-
ward to her coming back, then felt a rush of guilt. You asshole, Gina and Scott have only been dead a
year. Get your mind back in the game.

There was a shout from the back of the kitchen, and Holt’s chest exploded with a mixture of
fear and concern as he spun to see what was happening. The crowd was parting, and party-goers
were getting back out of the way as a large drunken frat-type was wrestling with a chubby brunette
whose mascara was running down her cheeks, obviously terrified of the boy. He knew he wasn’t
supposed to get involved, that it might blow his cover. But he also couldn’t help seeing Gina, and
that night, and then he was there next to them before he even realized he’d decided to act.

“Get your hands off her right now,” he growled, his hands forming fists. The frat guy spun
toward him, an angry look on the turd’s face.

“Fuck you, buddy,” the guy spit at him, roughly dragging the girl by the arm. “Mind your

n business.”
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- go, or I'm going to put you in the hospital.” The tone of his voice was soft, even pleasant; he was
dimly aware he had stepped up closer to the man, daring him to fight. ~
' Frat guy obliged, shoving the girl away and aiming a drunken swing at Holt’s face. It was
easy to deflect, and Holt even let the asshole have another swing for fun. Then he stepped the rest
| of the way in, and drove the palm of his left hand into the man’s solar plexus, driving all the air out
of the target’s lungs. His right elbow swung up into the man’s chin and he crossed over the guy’s
outstretched arm, pulling the arm out and up into an arm bar, then dropping his weight onto his
| heels and rotating sideways fast. Frat boy went up and over, and into the floor hard, arm flopping — Bats
wild, probably dislocated. Holt stepped onto the back of the bully’s head and leaned in close as
the turd gasped for breath and whimpered like a baby. “Fuck. Off. Now!” he barked, and let go,
straightening, only to come face to face with Annie and Franklin standing there, staring.

He heard frat guy get hauled away by his friends, and the girl was trying to say thank you,
but all he could see was Annie’s big stupid grin of approval, and then she grabbed his hand and
took him upstairs, and tumbled him into a bed, and he tried to say that it was wrong, but then she
* was there with him, with those blue, blue, eyes, and he didn’t say another word all night.







k CONTAGION

“I member when I was young like you, troop. 1 was only nineteen
when I found out about the Bloats. I was working as a clerk in a Stop-
N-Shop, late night shift, smoking weed and hitting on the boys to make
the time pass. Strictly dollar-slave deadheader. Then some whackos in
leather and flashing big damn knives come blazing in shooting at this one
suited-up business-type dude. I froze, and then one tight-ass stud brother
lands a solid hit with a bat, and Mister Suit tears off his skin and pops
tentacles and claws and wires and God-knows-what-else, and grabs the
brother up and starts trashing the rest of the place with him. I dunno, it
just got me mad enough to stop being scared. I grabbed the .38 out from
under the counter and plunked the Bloat one in the back of the head. And
that’s how I was reborn Tribal.

-Ruby, gun people in Father Feral’s Route 66 Road Family, calming
down a nervous childe before going in to cleanse a suspected hive
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THE RULES OF THE GAME

The Tribe: HLH is based on the Apocalypse
World Engine, by Vincent and Meg Baker. There are
dozens of other games out there using this system now,
from post-apocalypse to urban fantasy to conventional
dungeon crawling. If you have already played Apoca-
lypse World games before, you can skim the following
section.

At its simplest, The Tribe: HLH is an interactive
piece of fiction. As a player, you choose a playbook,
which contains the information about your character.
Unlike some RPGs, where the character classes are avail-
able to everyone and a party may have two or even three
fighters or clerics, in The Tribe: HLH each playbook is
unique, so each character type can only be played once
in any given series of stories.

Once you make characters, the basic rules of the
game are very simple. The Master of Ceremonies, or MC,
will set the scene for you like in other RPGs, and when
she asks you what you want to do, you'll respond. Your
answer will either have an obvious outcome, in which
case that outcome happens and the story moves along,
or it will have an outcome that is in doubt. In that case,
depending on what your character does, it will trigger
any one of a number of moves, actions which require
dice-rolling to resolve.

A I@ is a story-based action which is re-
solved with the roll of two six-sided dice, with a trait
and modifiers added in. Any roll totaling 7+ is consid-
ered a hit, with 10+ results giving better results. Any
total of 6 or less is a miss, and exposes the character
to some form of consequences. A move is triggered
by the fiction that has happened, and rolls are not
required if a move is not triggered. There are elev-
en basic moves all Tribal characters know, and each
character will have access to other moves they can

use as they see fit.

When you know what the result of your move
is, the MC will continue the fiction, advising you of
changes to the situation and the story. Your move may
trigger moves by other characters, or by the MC herself,
which will continue to drive the fiction forward. The
MC does not roll any dice at all. His NPCs and Threats
can make moves when triggered by player moves, or
by the story. If those moves have effects on characters,
the characters may roll moves to resist those effects. The
MC may also make hard moves, which are direct dam-
age actions that the characters again may try to resist.
Different MC Threats or enemies have different moves
available to them, and the MC chooses which to apply
when they are called for.

For TREREAES and HARD MOYES sce the MC's sec-

tion in Chapter Seven: Pandemic.

2 : TAIR. .
Remember, each character in the fiction is
unique, and the purpose of playing is to tell the story
and find out what these awesome people are doing.
There may be lots of gun people in the Tribe, but if you
are playing the Gun Person playbook, you are THE Gun
Person. The characters are the center of their world,
much like in a movie. When you watch The Bourne
Identity, you don’t spend a lot of time watching the se-
curity guards talk. You watch Jason Bourne make things
happen, and respond to what is happening to him.

Great. 1've never played a role-playing game before.
What do I do?
Go buy a copy of Dungeons and Dragons.

Nice, smart ass 1've already bought this. Now what?
Okay, so let’s take the time to walk through this.
Those of you familiar with Apocalypse World and its
various Powered-by games will already know some of
this, so feel free to skip ahead. If you're planning on be-
ing the Master of Ceremonies (MC), the dudette running
this, you'll also want to check out Chapter Five and on.
Don’t panic, there’s another nice tutorial there as well.
The first thing you'll need to do is go to Chapter
Four and look over the playbooks included there. Don’t
worry if you don’t know what they all mean. We'll use
one playbook, the gun person, as our example here.
Each playbook is unique, and at any time in a story only
one player will be playing a particular playbook. In this
case, let’s look at the gun person playbook together.
Making a character in The Tribe is quick. Each
choice you need to make comes with either a list of sug-
gestions, or actual game rule info you must choose from.
The first thing you have on the playbook is a list of sug-
gested Tribal names you can choose. There is a male list,



and a female list; don’t feel bound by gender norms, and
feel free to make up your own. Remember that all Tribal
names mean something; they are selected by a Family
as a tribute or reminder of what made you accepted into
your first Family. What does yours mean?

Do I have to come up with a meaning now? I'm not even
really sure what all this Family stuff is yet.

No, you can feel free to leave it quiet for now.
Maybe it never comes up in play; it’s just there to help
you visualize your character. The next thing you'll do is
define your look. Again, there’s a list of some sugges-
tions for both your gender and the general look of your
character. Again, you choose both a gender and look
from the lists, or make up your own.

The gender and look of your character are op-
tional things to choose; you don’t have to feel limited to
what’s on these lists, or to even define them.

At this point, you should have a nice general
image for your new character.

After looking at all the playbooks, we decide
to make a Gun Person. Pulling out a copy of that
playbook, we review the names, and like the sound
of Persian; maybe we rolled up someone in a Persian
carpet after we shot them and got rid of the body,
saving the Family from exposure? We pick female,
and go with cowboy chic for our look; she’s a dusty
sort of gunslinger type. We want to tweak the normal
stereotypes here, so we decide she’s sort of a merry
prankster, thinking of a woman who loves cracking
\j‘o‘kes in the face of death. )

What's next? What are these Traits listed?

Every Tribal character has a rating in five key
traits that define what they are good at, and what they
aren’t so good at. The five traits and what they mean are:

steel: physical power and endurance
smoke: stealth, guile, and cunning

fire: force of personality, willpower

ice: intelligence, knowledge, mental ability
signal: spiritual strength or psychic power

These ratings run from -2 to +3 maximum, with 0 be-
ing an average person. The numbers aren’t tied to any
sort of hard science here, so don’t worry too much how
many cubic flartbats you can fleem with an ice score
of +1. They add into your dice rolls when you make a
move, which we iscuss later. Relax.

You may choose one trait to add 1 to. Again, no
trait can go above +3 or below -2.

Not ever?
Nope. Hard limit there, son.

afl Look up HARD LIMIT on the internet...if you dare. ::E

Okay, so does Influence work the same way?

Pretty much. Influence is the access and con-
nections you have with five various groups that Trib-
als frequently interact with. These ratings are used with
the Influence moves, which we will also discuss later.
Again, choose one Influence trait to add one to. For now,
just know that the five Influence groups are:

Citizen: the everyday wage slaves who live their
normal gray lives

Authority: the people in power, the controllers
and the police

Fringe: the people who don’t fit in with normal
society; bikers, gays, gamers, etc.

Nemesis: the power groups which compete
with Authority to control things

Tribal: obviously, the other Tribals you know
and get on with (or don’t)

JRAENER is your ability to get things done in a
group. It’s all the favors, debts, promises, and power
you have when you need to convince a group to
hook you up.

So wdo I track Influence for every group I come across?

No, you're only tracking general categories of
Influence. For instance, if there are two different law en-
forcement agencies in your area, they both use your Au-
thority rating for moves you make. You DO keep track
of your relations with them separately with Pull; we'll
get into that later.

Are we ever going to get to anything about how to actu-
ally PLAY this game?

Here we go. The remaining sections of your
playbook are where the meat and veg are.

The list of moves specific to your playbook are
listed. Imagine them as special powers your character
can access whenever they are appropriate to the sto-
ry. The playbook will tell you which playbook-specific
moves you always start with, and how many more you
get to pick at game start.

The first rule of a move is, if you say youre do-
ing something that invelves a move, you trigger the
move. There are examples for the basic moves in the
next few pages, but in general, if you say you're do-
ing something that should make that move happen,
it happens, and you roll two six-sided dice (2d6) and
add the trait the move tells you to add.

The second rule of a move is, if the move
isn’t triggered, it doesn’t need a die roll. As an exam-
ple, if I say I have a sniper rifle pointed at your head,
all other things being equal, if I pull the trigger, you
take the damage. Unless one of us has a move that
\would interfere with that, no die roll is needed. J/
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The MC has final say on when a move should be trig-
gered; she has extra rules for that in Chapter Seven.
When you trigger a move, and you’ve rolled
your dice and added in modifiers, you will look at the
move itself to determine what happens. In general, there
will be three different possible outcomes:
N\

*Your roll totals 10+. This is called a fgindl B8 and
means you achieved what the moves says you
achieved. You may gain some special advantages for
a hard hit, or be allowed to make some choices off a
list associated with the move. In general, a hard hit
is the best result you can get.

*Your roll totals 7-9. This is called a ggiit M and
means you achieved part of what you wanted, but
with some form of complication or hard choice. This
is defined by the move itself. Both a soft hit and a
soft hit are still hits.

* Your roll totals a 6 or less. This is called a llll8 and
results in the move not doing what you wanted, and

something complicating your life more. J

Every move therefore carries risk, and trigger-
ing moves causes the story to move forward. The advan-
tage of a miss is that you get to mark experience, which
helps your character advance their abilities.

The remaining rules about moves are also fairly
simple.

Says you.

First, remember a soft hit and a hard hit are both
hits, so if a move calls for you to do something “on a hit”
then any result of 7 or more uses that part of the move’s
description. As you gain advancements, you may pick
additional moves. (Don’t worry about advancements
yet; it's coming.)

You may see a move refer to +x-ongoing. This
means that you gain +x to any further moves as defined
by the move that gave you the ongoing. This continues
until the MC determines the bonus should be lost, usu-
ally when something in the story changes or eliminates
your advantage. For instance, if staking out a good am-
bush site gave you +1-ongoing for attacking anyone in
that area, you'd lose the ongoing bonus when you move
from your prepared position. Ongoing CAN be negative
as well. If several different effects give you ongoing for
the same move, only the highest one counts, meaning
most times you can get no more than +1 to a move from
ongoing effects. If there are both positive and negative
effects, they cancel out 1-for-1 until only one effect is
left. This doesn’t stop the effects, it just means they don’t
both help or hinder at the same time.

OEBOS: Add the listed bonus or penalty until the
MC rules the situation has changed enough to lose
ongoing effects.

What?

Let’s say you have +1-ongoing to shoot guns,
and +1-ongoing to moves involving stealth, and -1-on-
going to all moves because you are sick. That means if
you are shooting a gun from a stealthy ambush, you
have a net +1-ongoing, as the penalty from sick cancels
the bonus for one of the two positive ongoing effects.
You are still sick, so if you then need to make a move to
figure something out, you take the -1-ongoing for being
sick, and neither of the other positive effects help you.

What other special rules apply to moves?

Some moves give you +x-forward. This works
exactly like ongoing but only affects the very next move
you trigger to which it could be applied. Once used, it’s
gone. There can be negative forward, but it’s rare.

There’s also something call hold. Some moves
will give you +x-hold; this is a set of points you can
spend to do whatever the move tells you hold can be
spent on. For instance, a move that tells you you gain
2-hold may tell you you can spend the hold on meeting
new people. From then on, until the hold is spent, you
can use that hold whenever you want, until the MC tells
you it’s gone. It’s possible to hold on to those points too
long; the MC has moves that take hold away from you,
and if story dictates hold should be gone, it’s gone.

/m A bonus or penalty that only applies to
the next move you make where that bonus or penal-
ty could apply.

BOLD: A special set of points defined by a move
which can be spent for an advantage based on the

\move. /

After you've picked your starting playbook
moves, you'll see three special story-related moves: a
Connection move, a Darkness move, and a Death move.
These moves are unique for each playbook. They are au-
tomatically triggered when the story leads to them, and
the MC and the player determine the results.

A Connection move triggers whenever a char-
acter has made a deep personal connection to someone.
This can be a shared moment of intimacy, emotional or
physical, or it can be a stressful event which they sur-
vive together. If two characters would come away from
something with new insight or understanding of each
other, they have triggered their Connection move.

Can I trigger my Connection move if I'm interacting
with an NPC?

Sure can. The MC will maintain a list of the
NPCs who are affected by Connection moves.

If someone triggers their Connection move with me,
does that mean mine triggers, too?

Only if you also felt the connection. I'm sure
we’ve all had relationships we thought were important
that turned out to be not-so-important to the other per-
son.
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What’s this Pull the Connection move refers to?

It’s the network of favors and debts Tribals use
as currency. It shows that you owe someone something
(if they have Pull on you), or that someone owes you
something (if you have Pull on them.) We’ll go more in
detail on Pull and how it's used when we get to your
starting Pull, later on.

And this Darkness move? It sounds bad.

It is. A Darkness move triggers when a charac-
ter commits to an action that contradicts their principles
or their morals. It does little more than make the char-
acter mark Taint, a very dangerous trait that signifies a
reduction in the ability to control the wickedness inside
yourself.

And Taint is bad?

It’s all the evil thoughts and feelings you have;
guilt, shame, rage, desire for something wicked, all these
things cause Taint, and Outsiders thrive on the stuff.
Whenever a character is told to mark Taint, they check
off the appropriate box on the Taint track on their play-
book. When they have to mark their fourth Taint box,
they must take one of their four Taint moves and add it
to their character sheet. They then erase all four marks.
If a character ever has to take their fourth Taint move,
they are lost to Taint and the MC determines whether
they are destroyed, permanently crippled by their own

-

evil, or become an NPC enemy of the Tribe. Many Trib-
als who are close to losing themselves to Taint kill them-
selves; those who fall totally often become Reavers in
service to the Outsiders.

Taint moves are incredibly dangerous, because
they give you more power, but only at the cost of mark-
ing more Taint. You can see where this can go badly
wrong. This mechanism means that characters must be
very careful not to slide down into the depths. The prob-
lem you'll have is that many of the moves you have can
give Taint, so it’s hard to keep from getting some in the
course of your story.

And there’s the list of Taint moves. So I don’t have any
to start with, right?

Not normally. There are some advanced play-
books the MC may offer you that do involve starting
with Taint moves marked but that’s something you can
get into once you have a game or two under your belt.

There’s a Death move. I don’t want my character to die.

No one does, but it's very dangerous being a
Tribal, and many fall in battle against the enemies they
fight. A Death Move triggers when the character has
been killed. It allows the player to dictate a cool way

death will be remembered.

oty

their character goes out in a blaze of glory, so that their ¥
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I see the next thing on the playbook is these lit-
tle circles called Harm. Since it’s by my Death move, 1
assume they're related.

Got it in one, you clever thing. Every PC can
take six points of Harm, two each for light wounds, se-
vere wounds, and critical wounds. Moves which cause
damage will tell you to inflict or take harm as an option
in some cases. When a move tells you to deal harm, you
deal harm as per whatever weapon or fiction has estab-
lished. A handgun does about 2-harm usually.

B how much damage something does to you.
All PCs have six harm, unless a mave or playbook
tells you otherwise.

I see one of my moves gives me the option to do severe
harm, and another says minimal harm. What do those
mean?

Damage in the Tribe isn’t randomized by a die
roll. Any move which refers to severe harm means tak-
ing or dealing one more harm than normal. Minimal
harm is one less. So if I shoot your character with a mag-
num handgun, which normally does 3-harm to you,
minimal harm is just two, and severe harm is four.

I only have six Harm I can take. No wonder there’s a
Death move. My character is going to die in the first
fight scene!

Ah, not to worry, young one. First, if a charac-
ter has armor, each time she takes harm, she can reduce
that harm by her armor rating. Armour works the same
way for NPCs. The maximum amount of armor a person
can wear is 2-armor; some NPCs and some supernatural
forms of armor allow higher armor ratings. If someone
is getting armor from multiple sources, only the high-

est one counts. Also, Tribals are tough bastards, and
they have a secret hole card that helps keep them alive.
Alongside the Harm Track, you'll see four Conditions
listed. These are:

Weakened: you have taken an injury that has
left you unable to function at full power. Until this Con-
dition is removed, all your steel moves take -1-ongoing.

Stressed: your ability to process information
and input has been disrupted by fear, psychological
trauma, or mental effects. Until this Condition is re-
moved, all your ice moves take -1-ongoing.

Shaken: your morale or will to go on has been
severely challenged, whether from a loss or an emotion-
al shock. Until this Condition is removed, all your fire
moves take -1-ongoing.

Fatigued: hunger, lack of sleep, or illness has
reduced your response time and the finesse of your ac-
tions. Until this Condition is removed, all your smoke
moves take -1-ongoing.

/

SJBIIOR reduces the amount of harm you take
from an attack by its rating.
*No more than 2 armor for a character.

*All PCs have four ©QEIBINNON on their playbook.
*Each Condition penalizes moves with one Trait by

-1-ongoing.
PN /
How’s getting a penalty to my moves help keep me
alive?

Any time you take harm enough to kill your
character by marking off all six boxes on your Harm
track with harm left over you can’t mark, you may in-
stead mark one of the Conditions of your choice. You
then do not have to mark ANY of the harm you just
took.
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Your character Jenkins has three harm already marked
on his Harm track when a soldier fires an automatic ri-
fle at him, doing 3-harm. Jenkins marks off his remain-
ing three boxes for the Harm track, and is still alive,
although he’s probably guestioning his life choices
now. If he had been hit for 4-harm by a severe hit with
the weapon, he would have i-harm he couldn’t mark a
box for, so his character would die. Now Jenkins has a
choice. He may accept the inevitable, and trigger his
Death move, going out in a blaze of glory the group
will talk about for years to come. OR...he can ignore
ALL the damage and mark one of his four Conditions. )

NG

here is the stuff you are going to be using every day as
part of your role with the Tribe. In addition to that stuff,
you can have any basic clothing or survival items your
Family would most likely have access to, per the MC'’s
discretion. As a general thumb rule, if you can buy it at
Walmart for less than $50, I'd say it’s available unless the
situation states otherwise.

I usually run it that whenever a Tribal has some
time off screen to rest and re-arm, they can
freely switch around the gear choices on their
playbook, except for special options like fight-
ing styles or signature weapons. Cuts down on

r, players gaing shopping.

0

Cool! So why wouldn’t I just mark those all the time?

First, Conditions are semi-permanent. Unless a
move or advancement tells you to remove one, or the
MC decides you have had time and ability to heal the
wound properly, they stay on your character from game
to game, inflicting their penalties. Second, when all four
are marked, if you take enough damage to kill you,
there’s no other option but your Death move.

Got it. Six harm, then mark a Condition; no Conditions
left, you're pushing up daisies. Now what?

Now it’s time to make your choices for what
Pull you start with. Pull is the currency you earn and
owe to Influence groups and other characters.

BULL is spent to gain advantages, or owed to those
who have done you favers, and failing to pay your
dbts to those who have Pull on you can hurt rela-
tionships, or even earn you new enemies.

Each playbook lists three options for starting Pull with
the other members of your Family. Assign one option
to each of three other characters. These can be NPCs if
you like.

After the game has started, you can gain and
lose Pull in lots of different ways, mostly by moves. The
gathering and use of Pull, as well as responding to Pull
others have on you, is a central part of the Tribe. It's dis-
cussed under Moves, later in this chapter. There are two
Pull moves which cover these social transactions.

So the three things listed here are the Pull we already
have inside our Family. Right. Almost done?

Relax, we're close. The last thing you’ll see on
your playbook is a list of Gear you get to start with.
You'll notice you don’t have any money listed, and if
you flip through the rest of this book, you won't find
big price lists anywhere. Tribals are not known for hav-
ing regular sources of income, and barter, trade, and
outright theft from Citizens tends to be their preferred
method of getting the things they need. The gear listed
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THE BASIC MOVES

All characters have the following basic moves,
which can be used whenever they are triggered by the
story. After each move’s description, there is an exam-
ple of how that move is triggered and resolved. When a
player says his character is doing something involving
a move, and there is a question as to whether or not the
action would succeed, roll the dice.

GET INTO A VIOLENT DUST-UP
When you have decided to solve your problems with
violence, roll +steel.
On 10+, choose 1.
eInflict severe harm on someone.
ePlace someone at a disadvantage.
eTake something or seize control.
ePrevent all harm to someone.
On 7-9, also choose 1.
eSuffer harm if you inflict harm.
*You are placed at a disadvantage.
eLose something or lose control unless you escalate to
burning shit down.
*The MC makes a move.
On a miss, suffer harm as set by the fiction.

4 N

Heather is playing Cobalt, a ripper, cornered in an old
warehouse by three dirty cops. The MC asks her what
she will do.

“I'm going to pull my blades, spinninginton
them, dodging and slicing.”

That sounds like she is starting a dust-up.
Heather rolls two dice and adds her steel of +, get-
ting an 8, meaning she chooses one from each list.
She picks “place someone at a disadvantage” and
“suffer harm if you inflict harm;” she knows her fight-
ing leathers absorb two harm. She describes jumping
them, and deals her blades’ 3-harm to one of the bad
guys, dropping him. The MC advises her the other two
manage to attack with fists and feet, doing a total
of 3-harm themselves. She takes one harm after her
\_ armor and the MC says her enemies are off balance. )

This move is the one you use to deliver hurt and vi-
olence. If your goal is to make a mess of somebody or some-
thing, you're getting into a dust-up.

o

=®,
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DIG DEEP TO SURVIVE HARDSHIP
When you need to tough your way through some sort
of ongoing effect, roll +steel.

On a 10+, you are good to go; you tighten your
belt and drive on without further comment. Whatever
effect you were trying to resist doesn’t affect you.

On a 7-9, choose 1.

On a miss, choose 2.

*You suffer harm as established.

*You suffer minimal harm, but are placed in a bad po-
sition.

*You must reach out to someone for help. They have
Pull on you.

eSurvival is gonna cost you; the MC decides what you
have to give up to make it.

*The experience has darkened your soul. Mark Taint.

[The Family has been through Hell recently, and\
they're running out of cash and fresh food. Sean’s
whitesleeve Prodigal hasn’t has a solid meal in three
days. The MC makes a move; he declares that Prod-
igal is approaching starvation. He asks Sean what he
will do.

“I haven't got time to worry about it; I've
seen worse in the Gulf. 'm gonna keep helping my
Family’s wounded.”

The MC agrees that Prodigal is digging deep,
and Sean rolls and adds his +2 steel, getting an 1i
total. He is able to ignore his hunger pains and keep

\_ pushing on. Y,

This move is triggered when you are trying to en-
dure and overcome a lasting effect in order to keep going. This
can be exhaustion, physical illness, dehydration, or simple
starvation. If you're going to suffer a long-term physical dis-
advantage from something, or if you are targeted by an attack
which doesn’t have a specific move to resist, you're digging
deep.




BANG BRICKS
When you decide to escape a dangerous situation, de-
scribe how you are fleeing the scene; roll +smoke.

On 10+, you get away and choose 1.

On a 7-9, you still get away, but choose 2.
*You suffer harm as established. If you take severe
harm, deal harm as well.
*Something or someone gets left behind.
*You suffer a complication to further actions from your
flight.
*Your enemy gains an advantage or achieves their goal.
*Someone gains Pull on you as they help your escape.
*You do something you later regret. Mark Taint.

On a miss, you either don’t get away and the
MC makes a hard move, or you still get away, but some-
one on your side takes severe harm. No take-backsies.

(Backed into a corner in a secure building, with Outsid-\
er security clesing in, Jon’s character Screw is in se-
rious trouble. The MC asks him what he’s going to do.

“I pull out my tools, and quickly unscrew the
ducting. I climb up inside and try to make my way out
to the elevator shafts.”

The MC tells him that sounds like he’s bang-
ing bricks, so Jon rolls and adds his smoke +1. His total
is a 7; he chooses “something gets left behind.” Jon
decides that, when Screw was pulling himself up, he

\Ieft behind the rest of his tools. )

This move triggers whenever you are fleeing from an enemy
or dangerous situation. The moment a Tribal says they are
getting the Hell out of Dodge, they are banging bricks.

Note that,in order to use this move, an escape must
actually be possible. If the fiction has established that a charac-
ter can’t possibly get away from the situation, then this move
automatically fails as if you had rolled a 6 or less.

Also, if if a Family is trying to escape, they each are
rolling for their results individually. If the Family wants to
stick together, they can share the worst result any member got
on the move.

SHINE SOMEONE ON

When you want to manipulate or trick someone, de-
clare what you want, and how you are trying to get it;
roll +smoke. If you have Pull on the target, you may use
it before rolling to gain +3 to your roll.

On al0+, you get what you want.

On a 7-9, they give it up, but they have a price
and gain Pull on you, or there are complications you
must accept to get what you want.

On a miss, the MC makes a hard move.

Steven’s murdermouse Rambler has gotten separated
from the rest of his Family after a particularly violent
romp through the mud outside, and, being only 8, he’s
been stopped by an elderly couple who've noticed the
blood on his face. The MC asks him what he wants
to do.

“I'm gonna start crying and tell them I'm
lost and my mom was sick. | went to buy her some
medicine and another boy beat me up and took my
money.”

The MC agrees Rambler is shining them on,
and Steven declares he is trying to get them to give
him a ride to his “home,” a safe house the Family
uses as a meet-up. He rolls two dice and adds his
smoke trait of +2. His total is a 9. He gets the ride,
but the MC decides the couple are so concerned they
won't leave until they’'ve seen his “mom” and made

\_sure he’s all right. Y,

It might be true for Citizens that honesty is the best
policy, but Tribals tend not to agree. Tribals often have to ex-
ert pressure on others to get what they want. This might be
threats of violence, seductive promises, or outright lies. If a
character is trying to manipulate or mislead another person,
they are shining them on.

As with other moves, if the pressure you are trying to
apply wouldn’t work on your target, then the move fails. But,
if the target isn’t aware your pressure wouldn’t work, then |
you still use this move.So use this move for sneaking, too.
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PACK YOUR GEAR
When you need to keep yourself together after an emo-
tional trauma or stress, roll +fire. Before you roll, you
may declare you are pushing the feelings down deep;
mark Taint and gain +3 on the roll.

On a 10+, you can restrain your emotions and
suffer no ill effects.

On a 7-9, you can keep calm and drive on, but
there’s a cost. The MC determines what that is.

On a miss, you lose it, and act on those emo-
tions, even if it's not appropriate.

(" Genevieve's character Mother Chaos sees Outsider \
agents kick one of her Family members in the head
while they’re dragging the pair of Tribals toward a po-
lice van. There are too many agents to fight, and the
Tribals should go along with the arrest until the rest
of the Family can make it. The MC makes a move,
telling Genevieve the abuse angers her to the point
of violence. The MC asks her what she wants to do.

“I'm going to try to keep control of myself,
and I look at the guy who kicked PolPol. I memorize
his face for later.”

That’s definitely trying to pack her gear, so
Genevieve rolls two dice and adds her fire trait of +2.
She scores an 8, and the MC tells her the cost is that
she lets slip some form of taunt or action that gets
her hit, too. Genevieve decides Mother Chaos has got-
ten carried away and kneed the offending agent in
the groin; the other agents then hit her as they forci-
bly restrain her, causing 1-harm. Mother Chaos, blood
from her busted nose flowing down over her lips, is

\‘pl‘aced in the back of the van, still grinning. Y,

As you may imagine, Tribals are very emotional people, many
with some serious impulse control issues. Under pressure,
they can make bad decisions. When a Tribal is under emotion-
al pressure or stress and might lose control of themselves, they
are trying to pack their gear and soldier on.

BURN SHIT DOWN
When you decide it's time to let lose and take your
rage out on your target regardless of consequences,
roll +fire.
On 10+, choose 1, or mark Taint and choose 2.
On 7-9, mark Taint and choose 1.
*Your rage gives you fearsome power. Raise all harm
given by 1, lower harm taken by 1.
e Anger fuels an unbelievable rush. Ignore all effects
and debilities that would give you negative modifiers
to your moves.
*Something gets utterly destroyed.
eSomeone is totally terrified and bent to your will.
eYour unbelievable violence creates opportunity for
your Family.
eYou draw unwanted attention; the MC can make a
move, but you gain Pull on a new ally.
*Your actions cause you severe harm, but you don't
mark the Taint.

*You are able to avoid collateral damage.
On a miss, mark Taint, and the MC makes a
hard move.



Amira’s gun person Shado has been watching a I‘ocal\
vampire prey on the streetwalkers in her neighbor-
hood for two months now, and she’s had enough. The
MC asks her what she’s going to do.

“I'm done with this guy. I fill up a dozen bot-
tles with gasoline and rags, and I'm kicking in the door
of his place and burning the entire building to the
ground.”

The MC nods, and says that’s definitely burn-
ing shit down. Amira rolls and adds her fire trait of
*1. Her total is a 10. She decides to mark the Taint
so she can choose 2. She chooses “avoid collateral
damage” and “something is totally destroyed.” The MC
describes how the rest of the Family, realizing what
she’s about to do, are able to run door-to-door to get
all the people out of the surrounding apartments.

Amira and her Family stand by and watch the
entire building burn to the ground, and start making
plans to find the vampire now that its daytime hiding

place is gone.
N Y,

Sometimes, the only answer is to give in to your hurt and
pain, and go after the cause of it, regardless of price. This move
triggers when a Tribal is willing to do literally anything in
order to achieve his objective. If you're willing to blow yourself
up to kill your enemy, you're ready to burn shit down.

RUN A GO-TO
When you gather intel on your enemies, roll +ice.

On 10+, hold 2.

On a 7-9, they also hold 1 on you.

On a miss, the MC makes a move. If you have at
least +1 Influence in their group, you can choose to hold
an additional 1, even on a miss. They also hold 1 on you
as well.

Hold from this move can be spent to ask any
question you want about that person or group, their
plans, history, motivations, or abilities. If an NPC gets
hold from this move, the MC can spend it to make a
move.

Jon’s character Screw has been asked to see what
he can find out about SeaCoTec, a new company in
town. The MC asks him what he wants to do.

“I boot up my computer and run full profiles
on the company and its board of directors. I also want
to look for all their financial records and anything
about their local operations.”

Definitely a go-to. he MC tells him SeaCoTec
is part of the Civilian group, and Screw has a +2 In-
fluence with them, which he decides to use. Jon rolls
two dice and adds his ice trait of +2, scoring an ii
total. That gives him 3-hold, and, since he touched
his Influence, they get i-hold on him. Each point of
Screw’s hold can be spent to ask questions about
the target and their actions. The MC can spend their
1-hold on Screw to make a move involving him at
some point as they come looking for whoever has
been in their files.

o J

This is the move many Tribals will trigger when they
are first exposed to NPCs or groups. A go-to can involve com-
puter database checks, research in archives or public records,
surveillance, or even a probing personal conversation. If the
goal is to get an idea of what you're up against, it’s a go-to.

JAM THE SYSTEM
When you interfere with someone by using their own
rules and systems against them, describe what clever
sabotage you are using and its desired effect; roll +ice.
On 10+, you gain what you were looking for.
On a 7-9, your goal is achieved but there are un-
foreseen complications, or the target of your sabotage
suspects who did it.
On a miss, either your sabotage fails or your
sabotage is partially effective, your actions are revealed
and the MC makes a move.
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Jack, playing the mighty ripper Bearkiller, has decided
a better ride is in order for the Family. He has his
eyes on a camper van belonging to a corrupt local
politician. It's parked at an event, and there are two
security guards standing near it, bored. Being Stone
Tribe, Bearkiller recognizes an opportunity when he
sees it. The MC asks him what he plans on daing.

“I'm gonna walk up to the place where it's
parked. I'm stealing a parking pass and a valet uni-
form, and I'll flash the pass at the guards as I walk by
like this is just an everyday thing.”

The MC agrees Bearkiller is jamming the sys-
tem, and Jack rolls two dice, adding his ice trait of +0.
He rolls a 6 total, a miss. The MC asks him whether he
flat-out fails, or is partially successful. Jack decides
that Bearkiller, not well known for his grasp of the
concept of consequences, will steal the van anyway.
He describes the security guards coming over to stop
him, a brief scuffle in which he knocks them down
and sprints into the van, stealing it in a blaze of tire
smoke and quards’ gunshots. Now he has the van,
but they saw his face and he’s driving a stolen van

\belonqinq to a mayor with organized crime ties. Y,

Tribals love tweaking the noses of their enemies and
messing with the infrastructure of civilian life. When a char-
acter comes up with a plan to abuse the system for their own
gain, this move triggers. If a Tribal is trying to make a cash
machine spit out all the money, or if they're stealing power

{ from the local grid, they’re jamming the system.

PETITION THE LOA

When you ask the spirits for their help, identify which
loa you want to bless your goal, and what your goal is;
roll +signal. If the MC agrees the loa you petition is par-
ticularly suited to your goal, she may give you +1-for-
ward on this move. If you make an appropriate sacrifice,
you gain another +1-forward.

On a 10+, the loa you asked for answers, grant-
ing you 2-hold.

On a 7-9, they will grant 1-hold but only if they
gain Pull on you.

For either hit result, you may mark Taint to raise
the bonus by +1-hold.

On a miss, your request is ignored, or you can
mark Taint in order to gain 1-hold even though you
missed.

Hold from this move can be spent at any time to
convert a miss on moves toward your goal into a 7-9 hit,
or a 7-9 hit into a 10+ hit. The hold can be spent on other
people if the character desires. As long as you have any
hold from this move left, you may not use this move
again.

Bob’s shaman Dorsey is working with his Family to in-
filtrate an Outsider pump station with a bag of explo-
sives. They have just reached the outside perimeter
and are getting ready to disable the alarms and cut
their way through the fence. Dorsey mentions to the
others he is worried about some of the less stealthy
members being able to cross the well-lit yard to the
main building. The MC asks what he is going to do.

“I touch my Gris-gris bag and whisper ‘Dam-
ballah, Father of Snakes, rider in the dust, holder of
secrets, lend us your speed and shadow to watch
over us as we enter this place.”

The MC agrees that Damballah, as a
stealth-oriented loa, is an excellent choice, and grants
+I-forward to petition Damballah for aid. Bob rolls two
dice, and scores a 9 total. If he had been able to sac-
rifice something Damballah likes, he could have made
this a 10+. On a 9, he gains 1-hold if he allows Dambal-
lah to gain Pull on him; he agrees. For the rest of this
scene, he can spend that hold to convert one of his
Family members’ move results if they are engaged in
moves infiltrating the facility.

He could, if truly desperate, agree to mark
Taint in order to gain an additional 1-held. This form

of temptation is why dealing with the loa is risky.

The loa are a major weapon in the Tribe’s fight
against the Outsiders. Often, Tribals will ask for a loa to bless
an action they are considering. This can be dangerous, as
every contact with the supernatural carries the risk of Taint.
When a Tribal calls out a loa by name for help, it triggers this
move.



OPEN YOURSELF TO THE SIGNAL
When you allow the uncontrolled power of the Sig-
nal to channel through you without regard for conse-
quence, roll +signal. You take 1-harm AP.

On 10+, choose 2 and mark Taint, or choose 1.

On 7-9, choose 1 and either mark Taint or the
MC may make a move.

On a miss, you mark Taint, the MC chooses 1
and makes a move.

The options below marked (T) may only be cho-
sen if you marked Taint.
*You receive visions of what may come.
*You see the motives and intentions of someone else.
*You see an opening or weakness in an enemy’s defens-
es.
eStrange whispers grant you knowledge about some-
one’s plans.
*(T) You black out, taking a move of the MC’s choice,
but automatically scoring a 10+ hit on it.
¢ (T) Bizarre forces warp and energize you. Gain +1-on-
going to all moves made with a trait of your choice,
-1-ongoing to another trait, and gain natural weapons
which do 3-harm AP intimate/hand messy.
*(T) You are able to release a supernatural attack on an
enemy, no matter where they are. Deal them 3-harm AP,
or 4-harm area if you suffer 2-harm AP which can’t be
healed until the end of the session.
*(T) You gain secret knowledge about someone which
gives you Pull on them.

Steve G. is playing Abba, a tech rat in Mother Chaos’\
Family. Everyone else is down after an attack by a
werewolf, and the beast is now stalking the injured
Abba through the sewers. His weapons are empty and
he’s running out of options. The MC describes the
huge wolf-man as it sniffs the air, trying to pick up his
scent, then asks Steve what he is going to do.

“I have to get the Family out of this. I'm go-
ing to close my eyes as the werewolf gets closer. |
open myself up to the signal; I need any help I can
get.”

The MC tells Steve to roll, and he takes
1-harm AP and rolls two dice, adding his signal of -1.
His total is 7, and he must mark Taint or let the MC
make another move. He chooses to take the Taint so
he can be energized and warped by bizarre forces,
and describes Abba sprouting strange serrated cables
fram his palms. He chooses +I-ongoing for steel, and
-1-ongoing for ice, hoping to be able to wound the
monster bad enough to scare it off so his Family can

\ recover. Y,

The supernatural and psychic energy which pervades the
world can be accessed by those with the desire to do so. By
concentrating and opening their mind to whatever answers,
a character can gain great power. This is a desperation move
which can have extreme consequences. Still, Tribals live in
desperate times; when a character says specifically that she is
going to open up to those unknown forces, trigger this move.

INFLUENCE MOVES

Every person is surrounded by a network of
friends, allies, employers, and coworkers. In normal
everyday society, these people are part of our social net-
work, on our websites and in our phones, on our mailing
lists, members of our web forums. Most healthy people
don’t have a list of enemies, but everybody has groups
of people they have nothing in common with, and some
they don’t like. Tribals call this Influence, and the give
and take of Influence over individuals and groups is re-
ferred to as Pull. When you do someone a favor, you
gain Pull on them. If you owe them something, they
have Pull on you.
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Both PCs and NPCs can have Pull; if an NPC has Pull
on a PC, the MC can make a move by erasing that Pull
and calling in the favors with the character involved.
This MC move doesn’t need to be triggered by any-
thing else in the fiction, making NPCs gaining Pull on
PCs an excellent motivator for the fiction. When you
owe someone, you never know when they are going
to ask for payment.

Influence and Pull are not easily measured in

actual units, but every playbook lists a set of Influence
traits for the five groups Tribals most often interact with.
The five groups are:
Citizen: John and Jane Q. Normal.
The people who live their lives
without any awareness of what's
going on in the secret war with the
Outsiders. Use this faction to inter-
act with the normal world, to seek
out legal gear, buy things in stores,
maintain your old ties to your pre-
Tribe loved ones, or to figure out what’s going on with
the local neighborhood mobsters. If the person you're
interacting with isn’t part of the war or the Authority,
this is the faction to use.

Fringe: Conspiracy theorists and
hackers, outlaw bikers, alt-life-
styles freaks, wiccan witches of a
non-magical type, cultists, and ren-
egades from modern life. Use this
faction to interact with the weirdo
who lives outside the safe margins
of so-called “normal” society. If you ;
want to access the dark web, get a favor from that dude
who sells pot on the corner, hook up with the group of
right-wing survivalists, or hitch a ride to Vegas with a
bike gang, this is who you come see.

Authority: The men and women in
blue, and their black-suited breth-
ren from the Federal government,
as well as anyone involved in the
oversight and maintenance of our
current society. Use this faction to
interact with anyone who is part
of the mechanisms for maintain-
ing control and discipline over others and the normal
world’s social, political, economic, and legal systems.
Nemesis: Enemies, whether super-
natural, alien, civil, or criminal. Use
this faction to interact with any of
the (many, many) groups the Trib-
als are fighting. If you want intelli-
gence on that new Outsider pump
station, the street gang that fucked
up one of your Ponies, the serial killer dumping bodies
in your neighborhood, or that annoying ass-hat coffee
guy you're pounding into pulp later, this is your faction.

Tribal: Obviously, your standing and Influence within
the Tribe itself. If you're dealing with issues inside your
own Family, trying to convince a reluctant Pony to co-
operate, or aiming to get help from another Family with
skills you need, use Tribal Influence. You're even rolling
with this kind of Influence if you're trying to get help
from other members of your own Family.

have access to. When Influence moves say *Influence,

‘ There are five different Influence moves all playbooks
use the rating for the appropriate group.

SCROUNGE UP NEEDED RESQURCES

When you need to get your hands on new supplies and
equipment, roll +Influence. You may spend any Pull
you have with that group before you roll to gain +2-for-
ward on this move.

On a hit, you gain access to any uncommon gear
that group could provide. If you let someone gain Pull
on you, or if you allow the MC to make a move, you may
gain a second uncommon item. Also, choose 1.

On a 10+, as above, but choose 2.

On a miss, the MC makes a move.

*Gain a rare item, and someone has Pull on you.

*You leave no trace of what you're doing.

eFind out something useful, and someone has Pull on
you.

*You make new connections in the group. They ask for
aid; if you give it, gain Pull on them.

eImprove one of your Family’s Needs by one level. (See
the MC section, later, for what this means.)

Since buying supplies isn’t really an option for many Families
in the underground, barter and back-alley deals are often the
way to go. During the course of the stories you tell, there will
be many times when the characters need to get out and find the
stuff they need. There are dangers to asking around for stuff,
and enemies may be able to track you back.



Christine, playing Dancer, has recently broken her cut-
ter on a particularly nasty golem, and is looking for a
replacement. Since a cutter is a common item, if they
get a break, she can just find a new one. The MC asks
her what she does.

“Hell with it. I could use a chance to gear up
and bust this golem’s ass. Let’s see what my cousin
Andreas has to offer. He owes me.”

The MC tells her she’s scrounging, and asks
her if she wants to spend her Pull on Andreas. She
does, reminding him of the time she pulled his ass out
of a Miami jail cell. She rolls and adds her Fringe +1, and
+2 more, erasing the Pull she had on Andreas. She rolls
a 9 total. She gains access to any uncommon gear they
may have, and gets to choose 1.

She chooses “gain a rare item and someone
has Pull on you.” The MC asks her what she wants.

“Andreas, I'm dealing with something literally
built like a statue. Got anything that might be able to
put a hurt on it?”

Andreas grins and tells her he might have
something. The MC describes him opening a box and
showing her a rocket launcher. She takes it, and notes
on her sheet that Andreas now has Pull on her.

SNIFF OUT HIDDEN ANSWERS
When you need to find out more information about a
group or their hidden activities, roll +Influence. You
may spend Pull on the target to gain +2-forward.

On a hit, you gain 2-hold. If you allow someone
to gain Pull on you, it’s 3-hold.

On a 7-9, your target gets wind of what you're
doing, and the MC makes a move.

On a miss, you get nothing, and the MC makes
a move.

You may use this hold to ask the MC any ques-
tions you want about the activities, actions, or persons
involved with that group.

Knowing your enemies and what they are capable of is a criti-
cal survival skill for Tribals. During the course of their activi-
ties, Tribals will frequently have to ask questions and investi-
gate the actions or plans of other groups. If you're questioning
the local street thugs about where they are getting their drugs
from, you're triggering this move.

[ A

Micki is playing a burner named Trace. Trace has been
hearing rumors of a chop shop in her area that is pay-
ing good money for certain kinds of vehicles, ones that
the local police also use. The MC asks her what she
wants to do.

“'m gonna cruise around downtown in my
Mustang, asking all the local car freaks what they’ve
heard.”

The MC agrees that’s sniffing out hidden an-
swers, and that it will use the Fringe faction.

Micki rolls and adds her Fringe trait of +2. Her
total is 11, which gives her 2-hold and keeps her ques-
tions quiet enough she doesn’t alert anyone to what
she’s doing.

Since she wants to get as many answers as possible,
she agrees that someone gains Pull on her to get a
third point of hold. The MC asks her who that will be.

“Let’s go with Fast Eddie,; he races for pinks
late at night at illegal races. He wouldn’t talk to me
unless I agreed to owe him one.”

Micki marks that Fast Eddie has Pull on her,
and the MC begins thinking of ways the NPC might
want that Pull paid back. Micki starts thinking what
three guestions she wants to ask about the target’s

action.
N\ J
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WEAVE NEW STRINGS

When you want to develop new contacts and resources
in your web of Influence, describe what kind of con-
tacts you are looking for; roll +Influence.

On a hit, choose 1. If you allow someone to gain
Pull on you, choose 2.

On a 10+, you may instead add a new Pony to
your Family; they gain Pull on you. Or you can use the
7-9 result.

On a miss, you either get nothing, or choose 1
and the MC makes a move.

*You hear of someone who needs some help. If you
help, gain Pull on them. If you don’t, mark Taint.

*You learn of an enemy of the group. Hit that enemy
and gain Pull, or befriend them and gain Pull with that
enemy.

*No one notices your efforts to find new friends among
the group.

*You find out details about a powerful member of the
group, your choice who. The MC will tell you their
standing in their group, and how you might approach
them.

*Someone can pass you plans and details on a location
the group frequents. They gain Pull on you; you gain
temporary access to the place until the group changes
security.

*You are introduced to someone new; the MC will tell
you who, why they are important, and what their mo-
tives are.

*Hints and whispers about an enemy within that group
reach your ears.

Everyone needs friends, and Tribals need them more than
most. Constant attention to building the network of people
you know means a healthy web of friends and allies who can
come to your aid. It also keeps an eye on potential threats.
If a Tribal asks if she knows someone who can help, and she
doesn’t use her Pull on someone she already knows, she’s
weaving new strands in her web.

\

[Bill’s character is a ghostwalker named Snow. He’s in
between jobs at the moment, and his Family is still
recovering from the [ast target they hit. Bored, Snow is
mousing around town, looking for trouble. The MC asks
him what he wants to do.

“I'm down near the docks, talking to the dock-
workers and union guys, gambling, staying out late
drinking with them. I want to make some new friends
down there.”

The MC tells him he’s weaving new strands
with the Citizen group, and Bill rolls two dice .

He adds +2 for his Citizen trait. His total is a 10,
so he can choose to find a new Pony if he would like.
Instead he chooses 2, and allows someone to gain Pull
on him. He chooses “hints and whispers of an enemy”
and “plans and details on a location.” The MC tells him
he’s hearing about a strange group of men occupying
an old warehouse near the Twelfth Street dockyard.
They’re carrying boxes in and out of the place all night
long, loading them into gray Ford vans. A union rep
named Joe Ball slips him a hand-sketched layout, and
tells him the place has some kind of high tech camera

\system outside. Joe Ball gains Pull on Snow. )
GASLIGHT SOMEONE

When you want to gaslight someone inside a group,
describe what actions you are taking to interfere with
your target; roll +Influence.

On a hit, your action inconveniences them;
choose 2.

On a 10+, if you decide someone gains Pull on
you, choose 3.

On a miss, the MC either makes a move, or al-
lows you to choose 1 and makes a hard move.
*Something the group needs malfunctions or is de-
stroyed.

*NNo one traces the actions back to you.

*They are misdirected and confused. +2-forward to
your next move.

*You steal something from them, or capture someone.
*You create a weakness in their defenses. +1-ongoing to
your Family’s moves to get into dustups.

*You may mark Taint to re-target an MC move to some-
one else you have Pull on. Lose that Pull.

*There’s something really bad you can take advantage
of to really hurt them. Mark Taint if you do it; the target
takes severe harm.

) BaRANE :
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Just as all Tribals need friends, all Tribals want to mess with
their enemies. One of the most effective ways to hurt someone
is through their own set of friends, and Tribals have become
masters at seeking out and attacking the chinks in someone’s
armor. If you are trying to cause harm to an enemy through
the groups they belong to, you're gaslighting them.

Not every Family follows the Rule of Twos, but it’s a great
way to make sure a Tribal always has the support they need
when the chips are down. Also, if no one is ever alone, it's
much harder to be infected or taken by Outsiders. Any time
a Tribal mentions helping someone else make a move, the are
triggering this move.

/Genevieve’s character, Mother Chaos, has escaped the\
agents who captured her. She’s going looking to cause
trouble for the Outsider holding company they work for.
The MC asks her what she does.

“I'm getting Screw to insert false records into
his bank balance indicating he’s getting off-shore pay-
ments from us. Also, | make a couple of calls to his of-
fice, leaving messages about meeting him to get some
files.”

Laughing, the MC agrees that is definitely gas-
lighting the Nemesis group. Genevieve rolls two dice,
and adds her +2 Nemesis trait. The total is 7. Not great,
but it gives her 2 choices. She picks “they are misdi-
rected” and “you capture someone.” She explains that
the Outsiders come after the agent she’s angry with,
and he has to run to her Family for protection. D

FOLLOW THE RULE OF TWOS
When you offer help and assistance to support another
Tribal’s move, roll +Influence.

On a hit, give +1-forward on their move.

On a 7-9, you also choose 1.

On a miss, it doesn’t work, choose 1 and the MC
makes a move.
*You suffer minimal harm.
*You share the consequences of their move results.
*Someone gains an advantage over you.
¢ A potential complication ups the level of risk.
*You draw unwanted attention from enemies involved.

/Steven’s murdermouse Rambler and Sean’s whitesl‘eeve\
Prodigal are hanging out in the local marketplace,
bored and waiting for the rest of the Family to come
back from a late night taco run. While they're there,
they're people-watching and playing chess. The MC,
equally bored, decides to make a move. He tells the
two players they’ve noticed a pair of suspicious looking
men wandering between the stalls, hands in their pock-
ets, hats pulled low over their eyes. The MC asks them
what they’re going to do.

“I don’'t want strangers wandering around in
our backyard,” says Sean.”l wanna follow them for a bit
and see what they're up to.”

The MC says that will be running a go-to.

“Can I help him do that?” Steven asks.

The MC asks what he intends to do, and Ste-
ven says his character will approach the strangers as if
he’s just another playful kid, making them pay attention
to him and not the whitesleeve. The MC agrees that is
using the rule of twos and tells Steven to roll it using
Tribal Influence. As a Firstborn and a murdermouse,
Steven rolls two dice and adds his Tribal trait of +2.
His total is a 9, and that allows him to add +1 to Sean’s
mave. He has to choose one, and he chooses “share the
onnseq‘u‘ences” of Sean’s move. Y,
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PULL MOVES

The gathering and use of Pull, as well as re-
sponding to Pull others have on you, is a central part of
the Tribe. There are two Pull moves which cover these
social transactions.

GAIN AN ADVANTAGE

When you use Pull to ask for a favor, the MC will ei-
ther tell you they agree, or that they refuse your re-
quest.

If they help out, erase that Pull and choose 1.
eThey do you a favor that is not too dangerous and in
line with their style.

e[f they're violent kinds of people, deal their harm to a
target of your choice.

eThey support your efforts. Add +1-forward to your
move, or -2-forward to someone else’s move.

*Get a piece of information from them.

eErase Pull they have on someone else.

*Give you the Pull they have on someone else.

eMake an introduction for you to someone in their
group.

If the MC tells you the person isn’t going to help
you, choose 1.

*Gain another Pull on them. If this would get you to
3 Pull, erase it all, and next session they offer you a
desperate payoff to clear their debts. Go wild, they're
pooched; they're going to have to do whatever you want
that isn’t immediately fatal.

eForce them into a bad position. Gain +1-ongoing on
moves against them or their allies.

eDamage their social connections. Gain +2-forward on a
move against one of their allies.

e Cause them harm as established, or severe harm if you
remove one Pull on them.

If there’s no other way you're using Pull, you can use this
move to spend the favors you accumulate. When the character
says they are pointing out the Pull they have with someone,
theyre probably triggering this move.

(Jon's character Screw has a problem with a black hat \
hacker who keeps targeting his Family. Tired of spend-
ing all his time monitoring the web, Screw decides to
handle the guy in a different way. Since some street
thugs in the hacker’s neighborhood owe him for the
time he cleaned some dirty money for them, Screw
makes a phone call. The MC asks him what he asks for.

“I remind them about the money we made to-
gether, and tell them this guy is causing me trouble.
Maybe if his fingers were broken, I'd finally get some
sleep.”

The MC considers this, and agrees that Screw
is spending his Pull to have the street thugs do some-
thing they normally would not mind doing. Since Screw
wants to remove the enemy hacker for a long period of
time, Jon decides to use the option to deal their harm
to the target. Jon erases the Pull from his sheet, and
the hacker ends up in the hospital after a visit from the
tough guys.

If the MC had decided that the thugs weren’t
willing or able to hit the hacker, then Jon would instead
choose one from the second list. This would mean
Screw didn’t get the result he wanted, but something
would still happen. When you're calling in favors, you

\al‘ways get something... Y,




TELL SOMEONE TO PACK SAND
When you efuse to cooperate when someone calls in
their Pull on you, roll +fire.

On a hit, you're able to avoid doing what they
want, but they still have Pull on you.

On a 7-9, you either give them another Pull on
you, suffer complications from your refusal, or the MC
makes a move as you are forced into a bad position and
must scramble to deal with it.

On a miss, you either pay off the way they want,
or you get in serious trouble. The MC can either force
you to remove all other Pull you have on anyone in their
group, or the MC makes a hard move and removes the
Pull they had on you.

Tribals are going to rapidly accumulate a list of people with
Pull on them. When a Tribal refuses to honor these commit-
ments, ad things can happen. If you get asked to do something
because of Pull, and you tell the MC you aren’t going to do
what is asked of you, you're triggering this move.

(Dancer has been skulking around the docks with )
Snow’s new friends, looking to find a lead on a Kkiller
that has been offing prostitutes in the area. The MC
tells her player, Christine, she’s confronted by Andreas
one night, late, and that he tells her to stop asking
guestions down here where he’s got business. The MC
tells her Andreas is using his Pull on her. He’s specifi-
cally asking her to stop investigating the murders at all.
The MC asks Christine what she’s going to do.

“These girls didn’t deserve what was doen to
them. If we don’t find this animal and put him down,
he’s going to keep killing girls. No way am I backing off.
Now I need to know why Andreas is putting pressure
on me to back off.”

The MC advises her she’s telling Andreas to
pack sand. She rolls two dice and adds her fire trait of
+2. Her total is only a 4, a real disaster. Now she has
to either back off to satisfy Andreas, or suffer the con-
seguences. She chooses to suffer the conseguences,
and the MC chooses to make a hard move. A group of
Colombian hit men hired by Andreas come after her as
she’s leaving the docks. Since it’s a hard move, Chris-
tine can’t avoid the consequences unless she has an-
other move that allows her to do so. The Colombians
are a small gang, doing 2-harm normally. As a gang,
they add 1 more harm when attacking a lone person.
Left bloody and almost unconcious in an alleyway near
the docks, Dancer has a new enemy to worry about.

The MC removes Andreas’ pull on Dancer.
\_ P Y,




MOVE TERMINOLOGY

A @ is an action triggered by the fiction and the actions of the characters.

A M is any roll of 7+ total.

A I8 is any roll of 6 or less total.

Mmea‘ns you add +x to all rolls for moves as noted until the situation changes or the MC deter-
mines your advantage is lost.

pefsimaed means you add +x to the roll for the next move you make.

“ means you gain x points of hold which you may expend per the maove’s instructions as described.

When a move tells you to “h you deal harm as per whatever weapon or fiction has established.
For more on harm, see later in this chapter.

Compmem fll8mS are any that could be bought legally for a small amount of money without any effort in the
area where you are. Groceries, gas, candy for the Family, booze. In between sessions, or during a session if they
have time to shop, the Family is assumed to be able to get any common items they need unless the fiction says
otherwise.

Unesmmnem S8ES are those which either are expensive but freely available, or easy to find but requiring
licenses or access to get to. Driver’s licenses, insurance, ammo, pot, medicines, a car. You need to make an Influ-
ence move to get these items, unless the fiction says otherwise.

Pak® Slemms are those which are illegal or require special clearances or access to get, or which are more
expensive than a person could normally afford in a few months’ saving up. Rare items always require an Influence
move to get.

_# are the special abilities and assets a Family develops over time. Some they start with,
others are only gained in play. They are described in the next chapter.

ANy is a special contact or ally of the Family, someone the Family has a deep relationship with. They
are also described in the next chapter.

A et is a specific period of time defined by the MC. It is usually the time between the start of a story
and the end of that story. This may be the start and end of one night’s play, the first “chapter” of a story involving
multiple nights of play, or even an entire story from beginning to end in multiple nights’ play where the story itself
is a very small period of time. In general, if the characters would get a substantial break where they can rest, refit,
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and relax, it’s the break between Sessions. The MC has more on this in her section of the book.

Okay, so we’ve hit the end of the sheet. What's this Ad-
vancements stuff?

At the start of each Session after the first set-
up, the MC will instruct you and someone else at the
table to each highlight one of your stats. These high-
lights are what you and the other person want to see
your character do; for instance, you may choose steel
because you want to show off your hard-ass fighter’s
cool combat moves. Your fellow player may highlight
your smoke, because your character is well known for
not being very subtle, and it would be interesting to
see what your character does when required to be a bit
more stealthy. During the course of a session, the first
time you use a move which rolls +(highlighted stat) you
will fill in one of the five experience track dots. At the
end of each session, when a move result tells you to, or
when you roll a miss on a move, in addition to listed
effects, you will also mark experience by filling in one of
the dots on your experience track. When, at the end of
a session, you have marked off all five experience, erase
the marks and choose an advance. Over time, your char-
acter will improve and grow, and even gain access to
other playbooks and special advanced playbooks which

are described in the next chapters. Different playbooks
will have different possible advances; two that need
some explaining are raising traits and advancing basic
moves. Remember that NOTHING can raise any trait in
the game above +3, or lower it below -2.

But the Conditions affect my traits. If I have a -2 in a
trait, doesn’t that mean the Condition has no effect?

Nice try. Unfortunately, Conditions affect the
DIE ROLLS, not the TRAITS. So if you have a -2 ice, and
you gain the Condition Shaken, your die roll is going to
be reduced by 3 all the same.

And that works the same for anything which affects die
rolls? So if something gives me a +1-ongoing, it DOES
add to my +3 steel when I get in a dust-up?

Yep.

As a general rule, MCs should try to avoid stack-
ing too many bonuses and penalties on a move’s
roll. When in doubt, cancel out +Is with -Is and so
on; get a final modifier. Makes play faster.




And advancing basic moves?

When you advance a basic move, you gain a
new category of hit, called a critical hit. This is when
your dice result is 12+. The critical hit options for basic
moves are as follows:

dust-up: On 12+, utterly destroy or control your
opponent unless they have some means of escaping
your attack. Even if they do, they must flee or surrender
to your will.

dig deep to survive hardships: On 12+, the
hardship actually strengthens your resolve; gain +1-on-
going to all moves to resist further hardships or trauma
until the situation changes.

bang bricks: On 12+, you fade away from the
scene without any complications or usable evidence left
behind. If you want to rescue others, you may choose 1
to bring your Family or allies with you.

shine someone on: On 12+, you make them
think the whole things was their idea. Gain Pull on
them.

packing your gear: On 12+, you learn some-
thing valuable about yourself; gain +1-ongoing to either
ice or fire moves (choose) until your morale is again
challenged.

burn shit down: On 12+, you may mark Taint
and choose 3, or choose 2. Or choose 1, and avoid all
negative consequences your action would normally
come with.

running a go-to: On 12+, you also gain Pull on
someone related to the subject of your questions.

jam the system: On 12+, your trick has unin-
tended extra benefits to you. It can’t be traced back to
you, and the effects of your sabotage pay off down the
line, giving you 1 hold. You may spend this hold for
+2-forward on any move as long as you can explain how
the bonus is related to this sabotage.

petition the loa: On 12+, if the loa you petitioned
is appropriate to the task, you may use the hold on this
move to change 10+ hits into 12+ hits, even if you have
not advanced that move.

open yourself to the signal: On 12+, you may
choose 1 and erase one Taint, as your mind is opened to
secret answers behind the universe.

A lot of these moves can end up with my character get-
ting into a fight. How’s that going to work?

First, you need to know what tool of destruc-
tion you're using on your target. Each attack or weapon
which can deal harm will have a description of its use,
with a series of tags attached. Every attack will have a
range tag, as follows:

intimate- touching the target

hand- within hand-to-hand range, usually
about ten feet

close- within a short range, about fifty feet, the
interior of a building

far- a long range, from 50 feet out to a few hun-
dred feet

extreme- usually reserved for sniper rifles, out
to a couple thousand feet

These range tags can be combined, so a combat rifle
would be close/far; a set of claws on your fingertips
would be intimate/hand.

There are many other tags which can be applied
to weapons, and there is no limit to the number of tags
which might be listed. As follows:

® AP: The weapon ignores physical armor, bypassing it
when inflicting harm. Any form of magical or supernat-
ural armor may still affect AP weapons; the description
of that armor will establish what it can protect against.
e Applied: A target must be in intimate contact with the
user and either a willing target, or incapable of any re-
sistance. The weapon’s effects take time to complete.
e Area: This affects everything within hand range of the
point of attack. If this is a grenade or other blast weapon,
the effect is centered where the weapon was thrown. If
it is not a blast, assume it hits anyone standing within
arm’s reach of the main target, whether or not you want
to. Otherwise, the area is as defined in the weapon de-
scription.
e Autofire: This weapon can be used to make an area at-
tack, but the user must then apply the reload tag to the
weapon in order to use it again.
e Awkward: Because of difficulty or complexity of use,
the user always takes a -1 penalty to any moves with it.
eBlast: Due to an explosive effect or wide pattern of
damage, this weapon counts as having the area, loud,
messy and AP tags.
eComplex: Substantial training or technical knowledge
is required in order to use this device. Without those
skills, any move attempted with this device automati-
cally fails.
eConcealable: You can hide this weapon such that it
can’t be seen by a visual inspection. A shakedown, full
body search, or use of a scanning device will reveal the
weapon’s existence.
eContinual: this weapon does an additional 1-harm
each time the target acts for x-moves.
eFire: This weapon uses flame as part of its dam-
age-dealing potential. If used on flammable substances,
it may ignite them, causing the damage to become ongo-
ing. MC’s decision.
eHazardous: This weapon is, either because of its ex-
perimental nature or the shoddy manufacture, capable
of doing harm to its owner. Whenever the user fails an
attack with it, the user or someone near him takes the
weapon’s harm.
eHidden: The tiny or circumspect build of this weapon
allows the user to hide it extremely well. Anything less
than a full and thorough strip search will not reveal it as
a weapon. This tag grants a special move:

SURPRISE ATTACK
When you strike without any warning, roll +smoke.

On a 10+, +1-harm and +1 forward.

On a 7-9, choose either of those.

On a miss the attack is obvious; take harm from
the enemy, or deal harm and take severe harm.

This move only works once per combat.
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eImplanted: This device is part of the user’s body, and
can’t be removed or discarded without major surgery.
eInfinite: the weapon comes with basically an endless
supply of ammo, and unless the user is totally deprived
of access to his source he will always have more
eLasting: Damage from this weapon can continue past
the initial attack. This tag grants a special move:

CONTINUE THE ASSAULT
Once this weapon has done its initial harm,ou can
keep hitting the same target over and over; roll +ice.

On a 10+, the victim is unable to do anything
but suffer, takes another 1-harm, and the weapon is still
in position to continue the assault.

On 7-9, the victim takes another 1-harm or
s-harm if the user prefers. You may continue the assault
again as your next move if no one other than the victim
intervenes.

On a miss, the user suffers minimal harm from
the victim and the victim is free.

Continuing the assault prevents the user from
performing any other move; if they start another move,
this effect automatically ends.

eLoud: This weapon makes an obvious noise and visual
effect that can’t be concealed or hidden. Any use of the
weapon immediately alerts anyone within line of sight
that an attack has taken place.
eMessy: When this weapon is used, its’ effects cause
damage to spill over around the target. All messy weap-
ons are also loud. If a messy weapon is used on a target
near other possible targets (say, within a few feet), the
user must roll the move separately against each possible
target, even allies.
eMystical: Either through enchantment or innate pow-
er, this item does damage through the use of magical en-
ergies. It counts as messy against any target which has a
weakness to magic. It counts as loud to all supernatural
beings in the area when used; normal humans will not
notice anything unusual.
eRefill: A weapon with this tag is used up when it is
used. Until the owner replaces it, she can’t use it again.
*Reload: When used, the weapon is emptied of ammu-
nition, and the user must take a specific action to reload
it before it can be used again.
eS-harm: Any weapon which deals s-harm immediately
incapacitates the victim if any harm is taken. The specif-
ic way in which the victim is incapacitated is established
by the fiction; a stun gun might drop the victim to the
ground out cold, while tear gas renders them unable to
do anything but choke and cough. The duration of the
incapacitation is also up to the fiction, but usually it lasts
through all of a combat. A character could try to pack
their gear to recover sooner. The MC will determine on
a case-by-case basis within the fiction if this is alloed for
any given s-harm attack.
eWorn: The weapon is worn like an item of clothing,
and therefore is difficult to disarm.

An unarmed person in a brawl does 0-harm in-
timate/hand, which means most fist fights aren’t lethal.

BASIC WEAPONS

The world is a very violent place, and there
have been lots of things invented to end people. This is a
list of various weapons you might find for your Tribals
or their enemies to use. You'll notice I haven’t bothered
making any real distinction between various makes and
models of the same weapons system; a 9mm bullet does
pretty much the same thing when fired from a Glock or
a Beretta. If your player cares, let them name it what-
ever they want. Changing the AMMO might matter, as
would adding various extras; see below for that kinda
penny-nickle ante.

Small knife- about the size of a steak knife or pocket-
knife (1-harm hand)

boxcutter- often used for the fear factor more than the
damage, see slicers below

push dagger or stiletto- also includes icepicks or screw-
drivers (1-harm hand AP)

big knife- “combat daggers” and the like; see cutters,
below

crowbar- both a convenient tool and a nasty hasty weap-
on (2-harm hand messy)

sledgehammer- big, unwieldy, mostly useless, but hurt-
ful (3-harm hand messy awkward)

replica sword or bludgeon- weapons made for display
and not real use, often break when used (2-harm hand
hazardous)

hand tool- hammers and the like (2-harm hand messy)
improvised club- a hefty plank, piece of pipe, or candle-
stick (2-harm hand awkward)

billy club or baton- police or security batons (2-harm
hand or s-harm hand or 1-armor)

snub-nosed revolver- small six-shot revolvers made to
be hidden (2-harm hand/close reload loud concealable)
small caliber revolver- usually around .22, made for
recreational shooting (1-harm close reload)



target pistol- designed for maximum range and accu-
racy for shooting competitions (1-harm close/far reload
loud)

submachine pistol- usually in 9mm, like the micro-Uzi
or the Tec-9, gangsters and tank crews like them but oth-
erwise inaccurate and overly wasteful of ammo (2-harm
close autofire loud reload)

Saturday night special- any one of many cheap poor-
ly-made throwaway copies of better handguns, named
for being easy to get illegally on a Saturday night (2-
harm close loud awkward)

9mm handgun- as well as 10mm, .45, whatever isn’t too
big, high capacity, rapid fire (2-harm close loud)
magnum revolver- for those with a Dirty Harry fetish,
big and dangerous looking; Tribals LOVE these (3-harm
close reload loud)

hideout pistol- the derringer and the like, very small
low capacity pistols made to be a last resort (1-harm
hand/close reload hidden)

super-magnum pistol- ridiculous firepower, usually .50
or so, and sorry your penis is so small (3-harm AP loud
close messy awkward)

smg- any of the high-fire-rate compact killing machines
(2-harm close autofire loud)

carbine- small caliber short-barrel rifles, often used to
hunt small game (1-harm close/far loud)

assault carbine- also called close-quarter-battle rifles,
smgs at rifle calibers, built-in silencers (2-harm close
autofire)

hunting rifle- grandpa’s ol” bolt-action .308, or suchlike
(2-harm reload far loud)

rifle- the semi-automatic, from the wartime M1 Garand
to the modern versions (2-harm far loud)

sniper rifle- scoped and maximized for accuracy, long
range killers (3-harm far/extreme reload loud)

assault rifle- combat rifles, actually getting rarer now
that everything is urban warfare (3-harm close/far loud
autofire)

sawed-off shotgun- fun with two barrels and huge re-
coil (3-harm close area reload messy)

shotgun- either the hunting weapon, or the police weap-
on for stopping cars (3-harm close messy area loud)
assault shotgun- the dream of every firepower idiot in
the world, a shotgun which fires as fast as your shoulder
will allow (3-harm close messy loud awkward autofire
reload)

squad automatic weapon- what used to be called a light
machine gun, belt-fed and capable of rapid fire (3-harm
close/far autofire loud)

heavy machine gun- the SAW, in .50 and fired from a
tripod (4-harm far loud AP autofire)

anti-material rifle- any of the high-caliber rifles like the
Barrett, made to kill lightly armored vehicles or shoot
through buildings (4-harm far loud AP messy reload)
flamethrower- military grade, or a homemade con-
coction in a bug sprayer (4-harm close fire area messy
4-continuing, area is a cone in one direction out to close
range)

grenade- throw it, goes bang (3-harm close blast area
loud messy)

stun grenade- throw it, goes pop really loudly so people
don’t die (s-harm close blast area loud)

PLAYTIME FOR GUN FREAKS: MODIFICATIONS

There are literally hundreds of little toys for gun
nuts, from useful ones like silencers and flash suppres-
sors to silly crap like faux-walnut plastic butt stocks.
Similarly, there are bunches of different specialty am-
mos out there; I count at least ten companies marketing
expanding bullets of all kinds, meant to improve the
wound characteristics of a hit. If there’s any real differ-
ence between them (and I am skeptical) I don’t feel the
need to model them in this game. If you do, feel free to
make up your own rules. The mods and ammos I did
add are:

CQOB modification- very common mod now; short-
er barrel, shorter stock, forward pistol grip for tighter
control in close; made to fight in close-in urban envi-
ronments (range becomes hand/close, use beyond this
range to the weapon’s normal range becomes awkward,
can be applied to any rifle or shotgun)

silencer- makes gunfire harder to hear, and harder to lo-
cate (can be applied to any pistol, smg, or assault weap-
on; removes the loud tag but also reduces harm by 1)
collapsible stock- can be applied to any weapon which
requires two-hands to use (when folded and fired weap-
on becomes awkward)

scoped- can be mounted on any rifle weapon (if not fir-
ing autofire improves range to include the next farther
range as well; close becomes close/far, etc.)

accurized- done for target shooters and snipers; the en-
tire weapon is gone over to make sure it is as accurate
as possible, with better barrel, stock, and sights (can be
done with any rifle or pistol weapon; when fired from a
prone or braced position one shot at a time gives +1-on-
going to any shot; any sort of damage to the weapon
makes the weapon fail entirely)

takedown- the weapon can be disassembled into a
briefcase sized-package (technically, can be done to
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any weapon, but not much point to doing it to a pistol;
makes the weapon disassemble but decreases ease of
use; weapon becomes awkward)

underbarrel aux weapon- a single shot extra weapon
which clips under the barrel of your main gun, usually
either a grenade launcher (for killing people) or a shot-
gun (for killing locks) (makes both the main gun and the
aux weapon awkward; the aux weapon gains refill and
can only be used at close range regardless of its normal
range)

extended magazine- a larger clip/ammunition load/
speedloader (refill becomes reload, or reload is re-
moved, the weapon gains awkward, can be used with
any weapon that isn’t already awkward)

armor piercing ammo- gives the weapon AP if it doesn’t
have it, -1-harm given

expanding ammo- gives the weapon +1-harm, loses AP
and any armor the target has counts double

match grade ammo- the weapon gains +1-ongoing to
any shot if no other bonuses apply

prefragmented ammo- this ammo is made to improve
safety to innocent bystanders (maximum range becomes
close; if the shot misses assume no one else gets hit, loses
AP)

The following ammo is available for shotguns
only (can’t mix them):
flame ammo- turns the weapon into a one-shot flame-
thrower (add fire hazardous area 2-continuous refill)
explosive ammo- acts as a small one-shot grenade (be-
comes 2-harm close area loud messy refill)
slug ammo- a solid slug which raises accuracy but re-

| moves shot spread (range becomes close/far, +1-harm,
loses messy and area)

teargas ammo- creates a cloud of gas which causes chok-
ing and interferes with vision, stunning victims through
chemistry (s-harm close area loud)

beanbag ammo- fires a small dense bag of pellets which
stuns a victim through impact (s-harm close)

TRIBAL WEAPONS AND GEAR

While the Tribe uses professionally manufac-
tured equipment if it can, home-crafted weapons and
gear are flowing out of Family tech-rats thanks to the
difficulty of getting legal access to gear. Another reason
is that some Tribal hand-crafted weapons can be passed
off as tools or toys, or concealed as other items on cur-
sory inspections, allowing Tribals to go armed where a
pistol would be confiscated.

The last reason is that, quite frankly, many tech-
rats are batshit insane, and making a flaming mace is
just too cool to pass up.

Melee weapons are ubiquitous in the Tribe.
First, guns frequently require a license, and are sure to
raise some questions when stopped by the police. Even
though, with the huge number of illegal or unregistered
firearms in the country, it’s not difficult to get guns, the
ever-increasing scrutiny of any firearms-related offense
doesn’t make them a first choice among most warriors.
As the large number of gun people in Families proves,
Tribals love their guns, they just don’t like to rely on
them. Second, Bloats are often resistant to most small
arms fire, and only the more widespread trauma of close
combat weapons does enough damage fast enough to
overwhelm their ability to heal. It's very rare for Tribals
not to be carrying at least one, if not more, melee weap-
ons at all times.

Tools are wildly popular weapons in the Tribe,
because a plausible explanation for having them can of-
ten be constructed by a clever Tribal stopped before he’s
soaked it in blood and brains. The remaining weapons
below are those which have been manufactured by Trib-
al tech-rats with the express intent of being weapons.

Tribal Melee Weapons
Bang Stick- A fist sized steel or wooden tube, hollowed
out, with a contact trigger on one end and a twelve-
gauge shotgun shell installed. The Tribal grips the tube
and rams it into the belly (or other surface) of a target,
tripping the trigger. Although this can deliver a hideous
amount of damage, and is fairly concealable, it is dan-
gerous to the user as well; these weapons are prone to
exploding in the user’s hand on occasion. (4-harm hand
hazardous)
Bleaker- A lead-filled sap or other soft bludgeoning
weapon. Can be made out of almost any materials, and
in the hands of a Tribal, can be used in lethal or nonle-
thal ways. (2-harm or s-harm hidden hand)
Burning Man- A morning star crafted of fireproof ma-
terials, with a heat-protective sleeve over the handle. In-
side the shaft and head is a small propane reservoir and
an electrical igniter. With an action, the user can trigger
the propane cylinder, firing a burst of flame up to five
feet away at a single target. After a use, the reservoir is
empty. After a few, the internal workings of the weapon
will have heated to the point of melting, and it is then
useless as anything other than an awkwardly impro-
vised morning star after that. (as a mace, 3-harm hand
messy awkward; as an extremely short range flame-
thrower, 2-harm lasting messy area hazardous refill)



Choking Strap- A length of leather cord with wire or
plastic line reinforcement, worn around one wrist with
a small handle at the other end. With a flick of the wrist,
a practiced user can unfurl the line to its full length and
grip the handle, tossing it around the victim’s neck. Be-
cause one end is tied around the user’s wrist, and the
strap coiled around and pinned with the handle, the
weapon is easy to pass off as a bracelet. (1-harm lasting
intimate hidden)

Chopper- Any large bladed device which relies on
weight and momentum to hack the victim to pieces. Ma-
chetes and axes are great examples; the most common
homemade version is a sharpened piece of cheap steel
with a wide haft and used much like a fireaxe. (3-harm
hand messy)

Cutter- Any combat blade, usually actually factory
manufactured instead of made by Tribals, and relying
on skill and finesse. Daggers, combat knives, and dive
knives are all popular. (2-harm hand)

Edger- Small razor-type knives which are designed for
concealment, instead of deadliness. (1-harm hand hid-
den)

Fink- A purely Tribal weapon, a two-inch long steel
spike with a thumb grip. It is held inside a closed fist,
and the spike protrudes between the fingers. Often con-
cealed as a key chain. (0-harm hand hidden, may use
smoke to dust-up with this weapon)

Gopher- A large combination lock or rock dropped
down a sturdy sock and used as a bludgeon. While the
components are legal to possess, the weapon is so un-
gainly and ridiculous, it's always a last-ditch fallback.
(2-harm hand awkward)

Hairpin dagger- Very popular with Tribals who have
long hair, this is the famous push dagger concealed in
the hair as a pin. There are dozens of styles for this blade,
and both Tribal men and women wear them. They have
a nasty tendency to break when used, and must be re-
placed often. Fortunately, they are dirt cheap. (1-harm
hand hidden reload)

Maman’s Smile- A hideous modification of the body,
but still popular among the craziest Tribals. This is a
solid chrome steel set of dentures with sharpened edg-
es used as a biting weapon. These are permanently laid
in, not removable. However, they are very easily passed
off as dental ornamentation when not in use. (I-harm
implant intimate hidden +1-ongoing on all attempts to
intimidate or frighten someone)

Pigsticker- A long spike in a spring-loaded sleeve, worn
on the inside of the forearm and dropped into action
with a flick of the wrist. Very deadly and concealable, its
biggest drawback is its” weight and obvious nature as a
weapon. (3-harm worn hand hidden awkward)
Ravenclaw- Another hardware homicide by bored tech
rats. This is a pair of hedge clippers modified to be at-
tached to the inside of the user’s thumb and forefinger,
and used to pinch a victim. It renders the hand of the
user unable to be used for anything else while mount-
ed, and takes time to attach and unattach. (I-harm worn
hand messy hidden; if the victim is restrained or other-
wise unable to move, damage becomes 3-harm)

Razor glove- Extremely popular among rippers and
firstborn. There are actually two versions of this weap-
on. Hand razors are small sharpened studs and spikes
lining the back of a reinforced leather glove and used
in normal hand to hand brawling. (2-harm hand worn
hidden) The larger razor glove is a full sized gauntlet
extending along the forearm, and incorporating a few
blades as well. (3-harm worn hand messy)

Ribbon- A long ribbon or scarf lined with sharpened
razors or barbs, and with wire stiffening. Used by very
acrobatic and athletic types, and able to pass as a style
accessory under anything but a metal detector. Popular
for its length (which gives range) and its tough construc-
tion (which gives 1-armor if used as a defense instead of
a weapon.) It allows a user to use smoke when in a dust-
up. Also, the user may, at their option, replace any harm
dealt with the same amount of forward on actions to
mislead an opponent. (1-harm close hidden or 1-armor)
Rippers- A set of steel finger-caps, used as claws in com-
bat. Often really an aesthetic choice instead of a com-
bat tool. A skilled user can put his hand in a pocket,
slip these on, and slash a victim before the target even
knows he’s targeted. If worn, the user can’t manipulate
anything small with that hand, but could still pick up
large objects, turn door knobs, etc. (1-harm worn hand
hidden; if the user has rippers on both hands, raise dam-
age to 2-harm)

Sauntering Iron- Some legends say this weapon was the
result of a mistake by a Tech Rat who heard someone in-
correctly. It’'s a sharpened spike, hooked to a belt-mount-
ed battery that keeps the spike nice and toasty hot when
in use. It tends to short out and start fires if not carefully
managed, but a clever or persuasive user can possibly
convince a cop it’s just a soldering iron with a short. (1-
harm AP hand fire hazardous lasting)

Shiv- The standard homemade blade, as seen in every
prison documentary since the forties. Although a crap-
py weapon generally, this is included here because Tri-
bals are geniuses at figuring out how to turn almost an-
ything into a weapon.

SCRATCHING UP A SHIV
With about an hour’s worth of time, if you have basic
materials and want to construct a shiv, roll +smoke.

On 10+, the shiv is finely made (2-harm hand
awkward or 1-harm hand hidden).

On 7-9, the shiv is functional (1-harm hand
awkward or 0-harm hand hidden, add 1-harm if you
add hazardous).

On a miss, it’s useless; the MC makes a move.
Slicer- Box cutters, matte knives, packing knives and
scalpels. Small, incredibly sharp, and nasty if difficult to
use. (2-harm hand messy awkward)

Sling blade- A lawnmower blade sharpened and giv-
en a wrapped leather haft. Totally obvious as a weapon
no matter what attempts are taken to persuade someone
otherwise. When swunyg, it takes time to recover and re-
set to make another attack. Very popular with rippers
headed out to certain battle. (4-harm messy reload hand |
+1-ongoing when you dust-up)
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Snake- Another “weapon” designed more to be able to
be passed off as a mundane item than as an actual se-
rious option in combat. A snake is a length of electric
cable or wire, doubled over and used as an impromptu
whip. (1-harm hand hidden awkward)

Tapout- The name is a Tribal joke. This is a short length
of hollow wood or copper tubing, filled with lead shot
and sealed. It's used to improve a user’s punching pow-
er. It can fit into a pocket and is easily concealed. (harm
equal to the user’s hard-1, hidden hand; on a 10+ while
dusting-up, the user may choose to do s-harm)
Warcast- A fake cast for a broken arm, plaster and band-
ages over steel. It will shatter after the first hit, and will
have to be re-coated and reattached after a fight. (3-harm
worn awkward hidden refill)

Tribal Ranged Weapons
Calliope- A maniac’s version of a revolver, several zip-
gun tubes welded together with a central firing mecha-
nism. The pistol fires all its rounds at once, and is very
loud and very unreliable. It is also very popular. (4-harm
messy close hazardous refill loud)
Cloudburster- The name is a piece of obscure Tribal hu-
mor. This is a shotgun modified to fire a delayed fused
explosive charge made of packed nails and scrap. The
projectile travels a short distance from the barrel and
then explodes in a cone projecting away from the bar-
rel. Often used to clear rooms. (3-harm close area messy
hazardous refill loud)
Death Blossom- Not technically a ranged weapon,
per se, but used in that role by rippers and other hand
weapon freaks. A death blossom is a short stick about
three feet long with a pull-cord detonator at the base.
The head is packed with shotgun pellets and nails again
(Tribals love nails), and the blast fires out in an expand-
ing wave. Tribals will shove this through a door and set
it off into a room before they enter. Note that anyone
trying to use this as a hand weapon will simply snap it
in half without effect. (2-harm area close AP messy haz-
ardous refill loud)
Lead Balloon- Again, Tribal humor. A lead balloon
is any solid heavy object dropped from a window or
height onto an unsuspecting enemy. TVs, cinder blocks,
and other enemies are all popular improvised weapons
that fit this description. (either 2-harm for a short drop,
or 4-harm awkward if from a greater height.)
Nail Gun- In a Tribal’s eyes, the various construction

nail guns which use .22 rounds or compressed air to
propel nails are achingly close to a viable weapon. Many
different tech rats and gunluggers have taken a hack at
“perfecting” designs for portable nailers. The current
state of the art is a little larger than a magnum revolv-
er, has no safety, fires either small numbers of nails at
hand-to-hand ranges or a barrage of nails all at once at
a distance, and has to be opened with a screwdriver to
be refilled. On the plus side, the nails themselves can
do serious damage and ignore armor. The best versions
are somewhat usable, although honest Tribals admit the
weapon is inconvenient and heavy. Still, sometimes Tri-
bals are more interested in a weapon’s cool factor than
its actual combat value. The nail gun can be used either
at contact or short range, with varying effects. (3-harm
AP hand reload awkward, or 1-harm AP refill autofire
awkward)

Net Launcher- For those Families willing to run a catch
and release program, this is a homemade projectile net.
It is ridiculously finicky and difficult to use, and of ques-
tionable effectiveness, but tech rats keep trying to dial in
the recipe. (s-harm awkward close)

Slingshot- Yes, a slingshot. The Tribal version is bigger,
has tighter pull, and fires steel ball bearings about the
size of a bullet. (2-harm close hidden reload)

Sparkler- A sadistic device made by someone who
should probably be locked up in an asylum. The spar-
kler is a tube full of phosphorus, thermite flakes, or jel-
lied gasoline, with an igniter. The weapon is about the
size of a sawed-off shotgun. When fired, the ammo flies
out in a cone-shaped cloud, and then (hopefully) ig-
nites, filling the area with a burning cloud of flame that
is nearly impossible to extinguish. (2-harm close area
messy hazardous refill awkward lasting loud)
Spit-tooth- Misnamed, this is a small dart held in the
cheek and spit with great force into the face of an oppo-
nent who is grappling you or suitably surprised or re-
strained. Not really effective, but a shocker the first time
someone sees it happen. (0-harm hidden intimate refill)
Throwing Needles/Razors- A big deal with Tribals who
like the easy portability of dozens of these tiny terrors
around the person. An entire handful of throwing ra-
zors or needles is used in an attack, and can be quite
painful against a target not ready for them. (0-harm hid-
den area close reload)

Thumper- Although there are dozens of homemade
firearms floating around the workshops of various tech
rats, the thumper is actually the only one mass produced
in any quantity as a uniform weapon. Originally creat-
ed by Grandfather’s tech rat Coley, a thumper is a four-
foot long steel tube with an airgun reservoir mechanism
and a squeeze grip firing trigger. Although the range is
terrible, the ammo is a steel spike which causes horrid
wounds at close range. Thumpers are popular because
they can be broken down into several pieces and reas-
sembled somewhere in moments; they are also mostly
silent aside from the quiet thump of air release they are
named for. (3-harm AP awkward close reload messy)
Volcano- Tribals like fire weapons because Outsiders
have trouble regenerating wounds caused by flame. A



volcano is a home-built pistol which fires a single car-
tridge of flammable liquid at close range. The chemical
compound ignites on contact with air. More reliable
than a sparkler, but the flames burn out relatively quick-
ly. (2-harm AP close reload hazardous loud)
Whisperdeath- Attempts at making pistol-sized ver-
sions of the thumper were a failure until the end goal
was changed from massive damage to total silence. A
whisperdeath pistol looks like a vacuum duster mated
with a paint gun. It fires a steel dart about the size of
those you throw at dart boards. (2-harm hidden close
reload)

Zip Cannon- Tribal home-built insanity at its worst.
This is a steel tube with a rough stock, loaded with pow-
der and a railroad spike in a crude sabot. A huge bang
which is going to do serious damage to someone, proba-
bly the user. Burners like them as anti-vehicle weapons.
(4-harm messy hazardous refill AP close loud)

HEALING HARM

In a session, if the characters get a chance to get
first aid and basic medical care, they can heal one point
of harm once per session. If they get seen by a profes-
sional medical expert, they can heal another point once
per session.

When in between sessions, a single point of
harm heals each day as long as there’s no infection and
the character is doing nothing but resting with someone
to care for them.

If the MC decides a sufficient amount of time
has gone by, all damage is healed. If a character has a
Condition, those remain.

Many Families use a lot of magical healing.

N

/Remember, for healing:

First aid 1/session heals 1 harm.

Medical expertise 1/session heals 1 harm.

Each day of rest under clean conditions and
competent care heals 1/harm.
CONDITIONS do not heal unless a move or fiction
would mean the character recovers.

The MC can declare enough time has
passed in between stories to allow all accumulated
\harm to be healed.

/

DUST-UPS: COMBAT IN THE TRIBE

Unlike many other role-playing games, combat
in the Tribe doesn’t drop into combat rounds or seg-
ments of time. The game continues in narrative format,
so timing of actions is only important when it matters
to the story. Many moves involve combat-type attacks
or defenses; the MC and the players should normally be
able to make sense of the order of events as they play.
When a timing issue comes up, make the best decision
you can given the current conditions of the story, and
get on with it. When in doubt, if all that’s happening is
two groups trading fire, both deal harm as established
and get on with it. Smart players will use their moves to
avoid this

EJln my own games, | tend to check with each player
about what they want to do in combat scenes. If
they trigger moves, great, and if not, we just narrate
the outcomes. Make sure that you're giving everyone
a chance, though; if the gun person wants to throw
down and use all her cool moves, don’t ignore the
tech rat. Even if he isn’t triggering any moves, he’s
still involved. I keep combat scenes tight and fast,
like urban assaults. Loud bang to start, some fast
movement, another bang or two, and out to reassess
the situation and cope with consequences. A lot of
times, I use the fog of war to keep fights confusing
and hectic, and laser in on specifics when something
cool comes up. You can check out an example in the

back of the book. &

&+

If a combat extends past one or two moves, you
may notice a lot of moves can result in truly devastating
levels of harm. A few hits can maim or even kill a char-
acter. This may seem a bit harsh; it is. You try getting
shot more than once with a .44 magnum, see if you sur-
vive. Sometimes people do, but it ain’t very likely.

Smart Tribals hit and get as fast as possible, both
to maximize the shock of their attack, and to minimize
the damage they take in response. This means most
Families are into rapid assaults, and almost all Tribals
are taught the three rules of close quarters battle. Those
are:

SPEED OF ACTION: Hit the enemy as
fast as you can; prevent them from being
able to clearly engage on their own terms.
FURY OF ASSAULT: Hit the enemy with
an overwhelming assault, maximizing the
shock value of your attack to reduce their
ability to respond effectively.

SURPRISE: Hit the enemy where they do
not expect to be hit, without warning.
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I made them nice and big, because these things
can save your life in a firefight. Military units and po-
lice special weapons teams also learn these rules, and
it isn’t unlikely a Family will be the victim of such an
assault. The best response is to hit the assaulters head
on, press through them, and escape. The more time the
Family spends engaged with the combat professionals,
the more damage they're going to take. Whenever possi-
ble, be the one to control the ground, the time of the as-
sault, and the exit routes, with alternates in case things
go south on you. Bad plans will leave you pooched.

All Families and many enemies and allies are
groups of people sharing a common goal or motivation.
While a Family has PCs, it also has a cast of NPCs as
well. These, and other groups the Family may come up
against, are called gangs. A gang has several character-
istics which affect the way it is used.

A gang will have an amount of harm it can take,
an amount of harm it does, a list of any specific tags
which may apply to it, and any special rules for its use.
If a gang doesn’t list an amount of harm it can take, as-
sume it takes 3-harm before being disabled or driven off.
If the harm it gives isn't listed, assume it’s 2-harm hand
or by the weapons the gang has.

The number of people in a group determines its
size as follows:
® A tiny gang has 2 or 3 people.

* A small gang has 4-6.
* A medium gang is 7-9.
® A large gang is 10-12.
* A huge gang is 13-15.

Any more people than that is a mob. The size of
a gang affects it in two ways. First when a gang is fight-
ing someone, the larger gang gains one point of harm

given and loses one point of harm taken for each size it
is larger than the group it is fighting. For instance, if a
large gang fights a tiny gang, it’s three sizes bigger, so
the tiny gang inflicts -3-harm to the large gang, and the
large gang does +3-harm to the tiny gang. The second ef-
fect of gang size is that each time the gang takes enough
harm to be disabled or driven off, it loses one category
of size. A large gang which can take 3-harm and just got
hit for that same 3-harm is now a medium gang. Rais-
ing a gang’s size back to its original size can be done in
between sessions, or by using Pull with an appropriate
Influence group.

A gang is either acting in support of a character,
acting against the players, or acting independently.

eWhen supporting a character, the gang is as-
sumed to be generally assisting in any moves the player
triggers. If a gang has a bonus or penalty relevant to the
player’s move, the player gets that modifier automati-
cally.

eWhen acting against the players, a gang may
be the target of any moves the player triggers, again us-
ing any appropriate modifications for tags. If a player
is supported by a gang and also opposed by an enemy
gang, they two gangs attack each other and do not mod-
ify anybody’s moves. Both gangs do the appropriate
amount of harm to each other.

elf a gang acts independently, it can deliver its
harm to any target is chooses to attack. If it deals harm,
it must also take harm as established by the fiction. A
gang can choose to deal minimal or severe harm while
also taking the same kind of harm as established.

\

/Papa Bullroarer’s Frost Isle Hard Tribe has 8 members. It
counts as a medium gang, and does 2-harm hand/close
with its weapons. It has the tags violent and dedicated.
If the Family is working for the players, they gain +i-on-
going to any moves to resist fear or despair, and do an
additional +1-harm to any gang they fight, or when they
use loud or messy weapons.

Opposing them are a squad of Special Forces
soldiers, 5 members strong. That’s a small gang. With
their training and skills, the SpecOps boys do 3-harm
close or 2-harm hand, have 1-armor, and have the tags
elite, well-armed, and restrained. Coming at the Family
as an enemy, the players will take -1-ongoing to any
moves to resist the SpecOps’ moves, or to reveal their
activities, and -1-ongoeing to resist their combat moves.

The Hard Tribe would inflict one extra harm on
the SpecOps guys, and take one less harm from them.
With +-harm for violent, and -1 for the enemy’s armor,
they deal 3-harm hand/close. They take 2-harm close
or 1-harm hand from the enemy. However, the SpecOps
team has a definite advantage when it comes to moves
they make. The Family will have to be clever and fast to
survive first contact.

o J




Many gangs will have special moves, addition-
al traits or powers, or tags indicating special rules for
them. Common tags for gangs include:

cowardly- the gang is prone to fleeing if they
are in trouble (+1-ongoing to moves which involve in-
timidating the gang, -1-ongoing to resist any moves
which cause fear)

dedicated- the gang is highly mission-focused,
and will stay on target (-1-ongoing to moves which in-
volve misleading the gang, +1-ongoing to moves to re-
sist fear or despair)

disorganized- it is very difficult to get the gang
all going the same way (-1-ongoing to moves which in-
volve giving the gang organized plans; +1-ongoing to
any moves which take advantage of this)

driven- the gang exists for deep personal rea-
sons, and will not betray their cause (+1-ongoing to all
fire moves, -1-ongoing to moves to make gang members
turn on each other)

elite- the gang is highly trained and motivated
(-1-ongoing to all moves to resist the gang’s moves, or
to moves to trick or demoralize the gang, +1-ongoing to
moves in combat)

enraged- a riot waiting to happen, this gang is
worked up into an uncontrolled frenzy (all harm this
gang deals gains the tags loud, messy, and area)

fanatic- whether because they are insane, im-
balanced, or just very stubborn, these guys won't stop
until they’re all dead (does not take a penalty on dam-
age given when hitting a larger gang)

hardened- tough as nails or really well-pre-
pared (-1-ongoing to moves involving causing the gang
harm, +1-ongoing to moves to resist emotional stress)

ill-equipped- the gang’s equipment is poor or
in short supply (-1-ongoing to moves using this gang for
back-up or support under the rule of twos, +1-ongoing
to moves targeting this gang’s equipment)

mystical- the gang has access to or training with
supernatural powers (+1-ongoing to all signal moves,
-1-ongoing to all signal moves targeting them, all harm
dealt is considered magical)

rebellious- this gang doesn’t follow instruc-
tions very well and is prone to questioning authority
(-1-ongoing to moves requiring discipline, +1-ongoing
to moves to anger or enrage them)

restrained- training or intelligence make this
gang very good at avoiding accidentally exposing them-
selves or their actions (+1-ongoing to moves involving
self-control or planning, -1-ongoing to moves which try
to reveal their activities)

secretive- the gang is hard to locate and adept
at concealing its motives and goals (-1-ongoing to moves
involving gathering info on the gang, +1-ongoing to
moves involving covering up the gang’s actions)

skilled- highly trained and specialized (+1-on-
going to all ice moves, -1-ongoing to resist their moves
which involve technical skill)

stealthy- very good at staying hidden and keep-
ing quiet (+1-ongoing to all smoke moves, -1-ongoing to

resist their stealth moves)

unpredictable- it's impossible to know what
this gang might do in any given situation , but it’s prob-
ably not what you want (roll twice for any move involv-
ing this gang, and take the worst result for the gang)

untrained- this gang is made up of non-combat-
ants or novices (-1-ongoing to all moves involving deal-
ing or avoiding harm)

violent- violence and destruction come natural-
ly to this gang (+1-harm to all loud or messy weapons,
or to any gang they are fighting)

well-armed- this gang has the latest gear and
equipment, and plenty of ammo (+1-ongoing to all steel
moves, -1-ongoing to resist their combat moves)

Is that it finally?

There are some other moves listed in the MC
section of the book, and a discussion of how the MC’s
moves work. But, yep, you've got enough to be playing

now.
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The Eyes Of Mlchael Holt gPart Three!

The man Michael knew as Franklin suppressed a yawn as he stared through his binoculars
at the undercover agent for the second hour. His expression was dark, his body stretched out on the [NNN
black tar ceiling of a fancy downtown club his long leather coat hot and awkward in the late evening
heat. The sun was setting, glowing golden and red over his shoulder, highlighting the dark black hair |
of the hyper-focused rifleman lying next to him on the roof. She was tall, muscular, her face serious,
| her eye glued to the twenty-power scope atop the Remington bolt action rifle she held in a profession- [
al’s grip. She didn’t stir as the man carefully and slowly straightened up and stretched.
“Don’t know why we don’t just air this guy out and move on,” he grumbled, annoyed. “We've |
| been following this dude for four weeks now while he cozies up to Piper. Don’t have any damn idea  §a¥=
what kinda skinny he might be getting on the Family.”
The woman’s voice was calm and measured, like her movements. “Dosh, we're watching him
.| because Papa told us to.”
Dosh grunted, staring off the roof to the restaurant across the street. Through the ornate front
windows, he could see Piper, her back to them, sitting at a table with the agent, the two of them on
a dinner date. Damnedest way to fight Bloats I ever seen, he decided. Take them to dinner and sleep
) with them so they’ll talk to you.

His expression must have given his thoughts away, although he wasn’t sure how Shado could
have known, since her eyes didn’t leave the scope. “Piper volunteered for this mission, Dosh,” she
reminded him. “If she hadn’t, Papa would never have asked her to do this.”

“Doesn’t make it the right answer, troop,” he growled. Inside, at the table, he saw Piper’s head
cock back as she flipped her hair back over her shoulder as she laughed at something the agent said.
From the angle, Dosh couldn’t see if she was putting on an act, or if she was really entertained. “The
danger is that she’s been alone a long damn time, might get attached.”

“Trust her. She’s hard.”

Dosh didn’t bother to answer; his opinion of this whole mess was pretty clear, and he knew
Shado wasn’t one for repeat conversations. He took a quick look back to where the third member of
their surveillance team was sitting. Maker was resting on top of a vent unit, listening to the muted
echoes of the base and snare music coming up from the club. Her hands were in the air, little black
and red moths manifesting out of smoke between her fingers, the slight smell of sulpher and acid bit-
ing Dosh’s nose. Her hair looked like burnt straw, her face like a chiseled piece of smoked glass, the
signs of her Faerie heritage. Maker waved at him, then clapped her hands shut on one of the moths,
| which did a creditable impression of the fly from the classic movie before disintegrating into a puff of

ash.
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“I'm bored,” Maker sighed. “Fuck it, let's waste him.”

Neither Shado or Dosh responded, and Dosh lay down carefully next to Shado again, taking
up the binoculars again. This time, when he looked he could see that Piper was holding the agent’s
hand across the table. He scanned left and down to another table, where PolPol and Jumble were
both hanging out as close support in case something went wrong. He caught PolPol’s fingers tracing
out a quick message on the tabletop in Slam. ALL-CLEAR-NO ACTION-NO-BLOAT-NO-FUN-WHY-
HERE-PLAYTIME.

It’s all clear, Dosh translated. Nothing’s happening, there’s no Outsiders and this is boring.
Why are we still here? Let’s fuck off somewhere and do something fun. Despite the feeling the Family
was messing up getting this close to an agent, Dosh laughed.

“Between her and Maker, we're lucky we don’t spend all our time shooting and screwing,”
Shado whispered, having read PolPol’s Slam as well. God save us from young people with attention
issues, Dosh prayed to no one in particular as they both scanned for threats and hoped the “date”
would be over soon. Too much time together, and the couple might become more than a fake.

A while later, when he left the restaurant and dropped the woman he knew as Annie back off

1t her place, Michael was a little worried about the same issue. Since the first time he’d met her, he’d
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been struck by how easy it was to talk to her. It seemed like, less than two months into this assign-
ment, he found himself thinking more and more about how to save Annie from the life she was a

part of, and less and less about the way to gather good intel for the DEA to use in court. He knew he -

had a job to do, but hurting Annie seemed like something he wouldn’t be able to do. He knew she’d

voluntarily gotten involved in drug dealing, but he’d also seen her playing with a group of teenagers
at a local shelter, across the street from the brownstone walk-up she and her friends were staying in.

| She was agile, energetic, and constantly positive, and the kids loved her. Annie seemed so genuine, so

real, so accepting of everyone around her.

The circle of people she surrounded herself with spoke volumes to that. Although Franklin
| still seemed to hate him, Omar seemed to enjoy the times when Annie brought Michael around,
and the laid-back way her friends acted was almost like a family, instead of a group of drug dealers.
Michael remembered the way he’d found out the girl Micah was transgendered; there had been a
party- there’s always a party with these guys- and he and Annie had slipped off together to neck. All
of a sudden, Micah and her girlfriend Betty had stumbled around the corner, clothes mostly off, beers
in hand, and Michael had seen Micah standing in front of him, her erection very obvious. Her gaze
had caught his and she’d watched him carefully, looking for his reaction, her expression somewhere
\ between shy and ready to run. Betty had stared at him, her gaze intense.

“Sorry if I offend you, Daniel,” Micah had whispered shyly. Her open-eyed friendliness re-
minded him how much he didn’t want to have to hurt these people.

“Not at all,” Michael assured her, smiling. “I grew up in Southern California. People of all
kinds. All of them people. Why would I be offended that you guys are trying to do the same thing
Annie I are?”

Surprisingly, both Betty and Micah had laughed, Betty actually smiling at him almost af-
fectionately. Micah clapped her hands, childlike, then leaned forward to kiss his cheek. He felt his
cheeks flush. “Thank you,” Micah chirped, happily.

A flash of lights from a van parked in the street ahead brought him back to the present, a
guilty shiver in his stomach when he remembered what came next. He slipped over to that side of
the road, and jumped into the back as soon as the van door slid open. Before he’d even sat down, the
driver had the van on the move.

There was surveillance gear all over the inside of the vehicle, three different computer techni-
cians watching monitors and tape decks, making sure they caught every moment of his conversation
with Annie. On a chair opposite Michael’s seat there was a serious-faced man in a dark gray suit,
| a hand-tailored European job with a dark tie to match. Michael knew right away this must be the
Special Agent in charge, Warrick. He reached out and shook the hand the man offered, but the hand-
shake didn’t seem very friendly. Michael wondered exactly what Warrick was thinking as the techni-
cians readied their playbacks for his debrief.

“What's your status, Mister Holt?” Warrick asked, his voice thin and tight.

“I'm good,” Michael said. “They don’t suspect anything.”

“You're certain?”

Michael shrugged. “As best as I can be.”

“Perhaps that isn’t good enough,” Warrick grunted.

Michael fought to hold his temper. “You're the one who keeps trying to break my cover by
insisting on these meetings and the wire. I can debrief by dead drop or call-in.”

“I prefer direct intelligence.” Warrick brushed out an imaginary crease from his sleeve, scowl-
ing. “So far, you haven’t gotten me anything on what they’re after.”

“I'm working on it. I've got some ideas.” Michael shrugged again, partly because he saw how
much it annoyed the suit. “Undercover takes time.”

Warrick stared at him for a few seconds, then grimaced. “Time is something we may not
have.”

As the van worked its way through the traffic, the driver was keeping an eye out for tails, but




' across the corners, grabbmg new vehicles or racing up through the pedestrian trafﬁc, her eyes brlght
| with excitement. This was Jumble’s element, and as she followed the spy van, she cued up her fa-
vorite songs on the iPod Screw had rescued from the trash for her as her sixteenth birthday present.

=24 Although she knew it was possible the Outsiders would see her, she wasn’t worried. After all, Mojo .
and Papa Mogen were following a half-block back in a stolen pick-up truck, and Shado was some- N -
where out there with her big old rifle. And Dosh, well, she knew her man’s eyes were always on her. 5
i 11love my Family, she thought to herself as she bounced across a curb and leapt a water main, zipping Sa
along into the night behind the man they might soon kill.







li: PATIENT ZERO

“Sometimes, only sometimes, it’s hard to remember what it was like, being
one of the normal everyday people. I used to line up for the bus in the morn-
ing, go downtown, briefcase and tie, the whole drill. My wake-up call was in
‘78, when Jo-Bob rolled through with her Family and wasted a bloodsucker
in my office. First time 1'd ever seen violence. Hell, first time 1'd ever seen an
executive office. I guess you could say I was an accidental recruit. But I fig-
ured it out on the fly, like we all do. Working mortgage paperwork, or getting
my throat torn out by a pissed-off wolf-man? Guess it’s obvious which 1
prefer. I'm still here, aren’t 1?”

-Third Time, Stone Tribe paladin in Mother Bob’s Check-Out Family,
thinking of the bad old days while standing the watch late at night near their
hold
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A BASIC PRIMER ON TRIBAL LIFE

Life as a Tribal is radically different from the
life you and I lead in our mundane lives. It can be hard
and uncomfortable, but it can also be very rewarding
in terms of social life and a sense of belonging and ac-
complishment. While Tribals live lives full of violence
and horror, they also live surrounded by a nurturing
and supportive network of people who all think the
same as they do, and share the same beliefs. Because of
the complexity of Tribal life, this chapter breaks down
just exactly what the Tribe is, what it does, and how its’
Families live as they fight the war to free Earth from the
grip of the Outsiders.

WHAT IS THE TRIBE?

Dearest Diary, today is the most best day I ever had.
I got to go with Loco and Mist and they showed me a new Slip
so I could be better when I fight. And Bone told me she thought
I was gonna be a great ripper, cause I'm not afraid to get in
close and stab. I told her it was cause of what Daddy did to
me, and she said that was why they killed him for me. And the
best best is that I turn sixteen next week, and Terror says he
and Miko are gonna take me out special to the clubs and play
all night. I love Miko best, cause she’s young like me, and she
always lets me cuddle with her when I have nightmares, and
she’s gonna teach me how to be as good at Slam as her. I think
I love her; after I'm sixteen, I'm gonna ask her if she wants to
be only and truly mine. My Family is the best ever.

At its simplest, the Tribe is a group of people
who have chosen to leave their normal nine-to-five lives
to track down and attack the alien race slowly overtak-
ing humanity. It was founded in the Seventies by Jeffer-
son Davis Mitchell, a former Green Beret and psychic
agent of the CIA who was the first to make an organized
and sustained effort to defeat the Outsiders. Because
he was a serious student of guerrilla warfare and coun-
terinsurgency techniques, and also raised with strong
religious and personal convictions, his initial group of
recruits were hand-picked for their loyalty, dedication,
intelligence and creativity. Ranging from soldiers and
hackers to scientists and their spouses, the original Tribe
was meant to be a training cadre for an eventual larger
revolutionary organ. From the very beginning, Mitch-

ell’s idea was for the Tribe to be a living organism that
would grow and change as needed to keep itself healthy
and active. His visions of the future provided guidance
at first, but as his followers began splitting off to form
their own cells, he became increasingly hands-off in his
leadership, eventually turning from overall field com-
mander to more of a patient guru.

Now, over forty years later, the Tribe has taken
on a life of its own. It hasn’t drifted far from his vision,
but it has drifted. Where Mitchell believed in a military
guerrilla campaign to eradicate the Outsiders and their
agents, now there are Families who never engage in
combat, preferring cultural jamming and info subver-
sion as weapons against the enemy. One Family, Papa
R33t’s Transhuman Army, actually works to misdirect
Outsider operations onto other Outsider targets, with
some sticcess.

In the beginning, almost all the members of the
Tribe shared similar backgrounds in military and intel-
ligence circles, with the attendant skill set and beliefs.
Modern Tribals come from all walks of life, and have
belief systems that vary wildly across every conceivable
spectrum. When Mitchell formed the Tribe, there was a
rigidly defined set of rules of conduct called the Opera-
tional Orders, or OpOrds, which Mitchell and Catherine
Gibbs scribbled onto a cocktail napkin at one of the first
planning meetings. Now there’s no formal rules beyond
the Code, Grandfather’s instructions to his people about
the right way to run a Family.

To an observer, the Tribe is a cult, with all the
negatives that entails. In the American Heritage Dic-
tionary, a cult is defined as “a religion or religious sect
generally considered to be extremist or false, with its fol-
lowers often living communally under an authoritarian
charismatic leader.” In many ways, that is an excellent
description of the Tribe, but there are some significant
exceptions, so it makes some sense to dig in a little and
look at the Tribe’s situation.

A cult, being a religious sect, bases its beliefs on
some version of its founder’s beliefs, as filtered through
her particular take on what truth is. This is absolutely
true in the Tribe; Grandfather passed down his idea
on what is happening in the world, and what has to be
done to fix things, and if you don’t agree with that basic
vision, you aren’t Tribal. But cults modify or build on
existing religious views; the Tribe has no central belief
system describing events prior to the Roswell Event and
the arrival of the Outsiders on Earth. Individual Tribals
can have any religious belief they choose, or none at all;
Grandfather’s Code guarantees every Tribal the right to
live and worship as they see fit as long as they get along
with other Tribals. In a cult, disagreeing with the lead-
er leads to punishment and possible ejection from the
cult. In the Tribe, it leads to long hours of discussion
and argument, and a democratic decision by the group
on what the right way ahead is. It's much like pirates
from the seventeenth century: there’s a captain, elected
by the crew to make decisions, but he only keeps the job
as long as the crew as a group agrees with the decisions
in general.



Both cults and the Tribe definitely meet the defi-
nition of extremist views, without any argument. Cults
typically start with extreme beliefs, isolating themselves
from normal society and working their way slowly to-
ward extremist actions. There are hundreds of recog-
nized cults in the world who have never committed
mass suicide or gassed subways; the few that do have
merely gone so far out on the fringe of their beliefs that
they are able to justify violence as a rational and accept-
able recourse to their isolation. The Tribe’s been out
there at that point for four decades, and isn’t coming
back any time soon. In that way, Tribals are infinitely
more dangerous than cultists. But Tribals also have,
built into Grandfather’s Code, distinct rules set up to
protect innocent bystanders from harm. To violent cults,
there are no innocent bystanders.

Communal living is another thing that both
the Tribe and cults share. In fact, both use the appeal of
that communal living to gain converts. There are a lot of
people in America today who feel lonely, lost, confused,
and marginalized. Alternative lifestyles, alternate reli-
gions, geeks, freaks, and weirdos, all share one impor-
tant trait: they are kept out of mundane society by their
beliefs, leading to a sense of isolation and emptiness that
is a prime draw for cults. The outcast and the rebel both
find themselves attracted to the ideas and dedication of
other members of the cult, just as new Tribals are inter-
ested in a Family’s support and approval.

When someone has spent their entire life being
told that wanting to love another man is sick or twist-
ed or perverse, being suddenly exposed to a close-knit
group of supportive people who constantly reinforce
that it is okay to be who you are is a pretty heavy drug.
Cult researchers call this love-bombing; the prospective
new recruit is bombarded with a constant barrage of
positive affirmation and unconditional love by the cult
members. This may be sexual or not, but it always tar-
gets the emotions, making the recruit feel they have nev-
er been accepted by anyone but this one group. Soon,
they can’t imagine leaving, because they don’t want to
lose the support they are getting from their new friends.
In cults, this can be artificially induced; cult members are
told by their leader that the recruit must be loved, and
so some of these positive affirmations are just so much
smoke to confuse things and keep the recruit hooked.

Because Tribals are and-picking recruits only
when they need them, and because it’s rare to be told
you have to like anybody, when Tribals are love-bomb-
ing a new recruit, it's because they really DO care, and it
really IS okay to be who you are. If your particular kink
or belief system doesn’t mesh with a Family, they sim-
ply won’t recruit you; you may not ever know you were
being looked at. That means that the Tribe, unlike a cult,
is very discerning about who gets invited in in most cas-
es. Cults take anyone they can hook; Tribals are looking
for those people who naturally fit and, in the opinion of
the Family, BELONG. (There are sometimes exceptions
made, but only in the direst emergencies; see Recruiting,
below.)

Communal living in a cult is usually a fiction;

everyone is not truly equal, with the leader being able to
do whatever he wants, and his trusted lieutenants hav-
ing better privileges than anyone else. New members
live in virtual slavery, and if they divert from the party
line at all, all that lovely positive affirmation is pulled
away, leaving that empty hole again. The negative re-
inforcement keeps them in line. Everything they have
belongs to the cult, and by definition the leader; cult
members get what is deeded back to them by the boss.

In the Tribe, that community is real. Everyone
shares everything, even each others’ gear, food, and
jobs. (Some Families share beds and bodies, too, but
that’s never required; this goes under the “consenting
adults” clause in the Code.) The only people in the Tribe
without full rights are those being punished for misbe-
havior (rare) and brand new members called childe who
are still proving themselves. And even these Tribals are
still given everything they need; after all, they're truly
loved.

The biggest difference between cults and the
Tribe is in the authoritarian charismatic leadership.
Where a cult leader has absolute power, and can be-
come as evil and selfish as he wants thanks to the ab-
solute hold he has over his followers’ lives, the Father
of a Family has exactly as much authority as he is giv-
en and nothing more. In practice, as long as everyone’s
comfortable with the Father’s leadership, no one ques-
tions that he’s in charge. When things go bad, which
they will, it is his charisma and ability to lead that keeps
his Family together. Every Tribal has the right to leave
if they want, to go to other Families, form their own if
they can, or even go Solitaire if they feel the need. You
can’t really quit the Tribe (you know too much), but you
can call yourself retired (see Soft Tribe, later) and stop
hanging out with Tribals. If you can find a life Up Top,
you're free to go. This is the democracy of the Feet that
Tribals cherish so much. Any Tribal is free to do what
they feel is right for themselves and those they are re-
sponsible for. This means authoritarian leaders are al-
most unheard of in the Tribe; they can’t keep people in
their Family, leading to new Tribals avoiding them.
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It's important to remember that the Tribe is
not a religious group; no one worships Grandfather,
and even though he’s held up as the ultimate Tribal, it
would be untrue to imply that the average Tribal thinks
of Grandfather as some mystic holy man. Some do, but
most are more in awe of his skill set and the length of
time he’s been doing this, much like patriotic Americans
may think of George Washington. It’s also important to
realize the Tribe is a wartime organization. Even if some
Families aren’t fighting or attacking the enemy, they're
still cooperating toward the common goal of freeing
mankind, and the overwhelming majority of Families
are actively engaged in violent efforts against the ene-
my. Those that aren’t are active supporters of the rest, or
at least of the majority of the rest. It's possible to be in a
Family that DOESN'T support the Tribe as a whole, but
you'd be hard-pressed to find one.

RECRUITING: WHO JOINS THE TRIBE?

I was minding my own business, really. I went to
work, came home, ate the dinner my wife put in front of me,
watched TV, helped junior with his homework, and went to
bed. Next day, 1'd do it again. Lather-rinse-repeat. When my
boss told me I could get a raise if I went to a special corpo-
rate retreat, I figured I might as well. They said the company
would pay for my family to go as well. I should have known
something was up. It was an Outsider host grab; they got my
wife and son, and would have gotten me if Harlequin and her
Family hadn’t shown up. That was fifteen years ago, and 1've
been killing Bloats ever since. They took my family away from
me; I got a new one, and I'm still pissed.

The stereotypical new recruit is a man or wom-
an with some form of alternative beliefs, someone who

| doesn’t quite fit into normal everyday culture. The spe-

cifics of those beliefs aren’t important; what matters is
that the recruit has been searching for something most
of their lives, and hasn’t been able to find it yet. Know-
ing about the Outsiders isn’t required, although that’s
a common reason why the Tribe comes across new re-
cruits. Some poor bastard stumbles into the middle of
an Outsider activity, the Tribe attacks, and before they
leave, they recognize the unfortunate bystander as a
potential recruit and take him along when they flee the
scene.

Potential new recruits are almost always alone
when they are found; there are too many emotional and
social problems with trying to haul off a new Family
member when he’s still pining for his wife and kids. It
does happen, but it’s rare; the Tribal term for these peo-
ple is top-locked, and they are pitied by other Tribals. A
new recruit who has just lost all their social ties through
some form of tragedy is not at all uncommon; many Tri-
bals once had people they loved who were killed or tak-
en by the Outsiders. New recruits with a lot of emotion-
al baggage are helped through it as best the Family can
manage, but this can be haphazard; they aren’t usually
trained in trauma counseling or psychological triage.

New people must be reasonably intelligent,
bring something useful to the table, and have an undefin-
able something which makes them seem strong enough

to handle a long war to the Tribals. The exact definitions
of useful and reasonable are left to individual Families,
and rarely carry specific meaning in advance. A Family
which hasn’t eaten a solid meal in weeks may be just as
likely to try recruiting the lonely gourmet cook as the
seven-foot bouncer at the club. In fact, ability in combat
is usually the LAST concern when recruiting new mem-
bers; the Family can teach you how to fight. They can’t
teach you how to think.

A good future recruit is healthy enough to keep
up with the Family, though, again, this can have a wild-
ly fluctuating definition. Families which are not very ac-
tive may take anyone who has useful skills, while heav-
ily combat oriented Families may require more athletic
talent and no disabilities. There are quite a few Fami-
lies with partially or even fully disabled members; each
Family takes care of its own. In Mother Heart’s Weeping
Willow Posse, there’s a pair of twins named Omi and
Shen-Shen, one of whom is blind and the other deaf,
who are mainline combatants.

Ideally, the recruit is young. There’s no hard-
core age limit in the Tribe, but most Families recruit
from people under the age of about 35 or so, and usually
closer to college age; they're less likely to have all their
beliefs fully set, more likely to be able to drop everything
and go with the Family, and more likely to be healthy
enough to keep up. The minimum age is a subject of
great argument among Families at Equinox every year,
and the source of one of the few genuine controversies in
the Tribe. Officially, a new recruit should be old enough
to make their own decisions, and therefore should be
an adult. The problem is that no one in the Tribe has
come up with a consensus of when exactly that is. While
everyone agrees 18 is good, recruits as young as 14 have
been taken in, usually because where they already were
was too horrible for a Family to leave them in good faith.



And there are Families with young children
born into their Family, stolen as mentioned above from
abusive or neglectful parents, or rescued from harm
and then never returned to normal life. For now, the
current consensus is that, in order to count as an adult,
the person must be able to get legally married without
parental consent in the place they were recruited from.
This is one of the few times the Tribe has used normal
law to make a decision, and not everyone in the Tribe is
happy with it, since, by the Code, if you're a consenting
adult, you can do whatever you want. Some Families
have serious heartache with other Families where some
32-year-old member has a 16-year-old lover picked up
in some southern state where the age of consent is low,
and for the most part, anyone who tries to have that sort
of relationship may be within the bounds of the Code,
but they sure aren’t going to be popular, and they might
find themselves being socially ostracized until they find
a more mature and suitable mate. Two 16-year-olds
hooking up would probably not cause much more than
pseudo-parental reminders to use some good birth con-
trol; after all, they’re both the same age, and if they ex-
periment, so what?

Recruits can be male or female, and it seems to
be pretty close to evenly split whenever anyone bothers
to try and get a headcount at Equinox. Mainly, this is
a function of social norming; a Family recruits a man,
who then finds a girl he likes and recruits her. Overall,
in terms of capability, no one cares if you're a male or
female; everyone is expected to pull their own weight
and pitch in, and if you do, then you're fine. Some re-
cruits are transgendered or identify by some other gen-
der identity, and again, as long as they can keep up,
they’re treated as equals. There is one exception to this
general equality rule: any woman who's pregnant is go-
ing to be treated like a china doll by anyone who knows.
It’s so rare for children to be born into the Tribe, and so

hard to make it nine months to a healthy birth without
health problems or Outsider attacks that any pregnancy
is going to get treated as a major event, and the future
mother as if she’s the most valuable asset in the world.
This will continue until the child is old enough to fend
for himself and the mother can get back to work, so to
speak. (While this might seem like a long time, Firstborn
grow up damn quick, much like kids in war zones. There
are well-armed 8-year-olds in a few Families; they’re not
emotionally mature, but they can kill you just as dead
as anyone else. Stories are told about the ripper Sweet
Alice in Mother Bean’s Hard Runners Family; she was
six when she killed her first man.)

It does happen that people are recruited who
do not work out, either because they turned out to have
secret weaknesses the Family didn’t know about, or
because they aren’t as suited for Tribal life as was ex-
pected. The few unfortunates recruited because they
knew too much to be allowed to wander off are said to
be on the revolver recruitment plan. If a recruit doesn’t
work out, then the Family has some options. First, they
will try to find another Family to place the recruit with,
somewhere he will fit in better. If that doesn’t work
out, either, then the next solution is to pass the recruit
to one of the Soft Tribes and see if maybe he finds a
place to fit in. When that doesn’t work, the option of
sending the recruit back into the world as a Pony (see
Making Friends the Tribal Way, below) is usually the
next choice. Finally, if nothing else works, then the hard
call is made: can the recruit be allowed to walk away
and be cut off from Tribal life without risking lives, or
must the Tribe silence the recruit permanently in order
to protect themselves and other Tribals? This is why
new recruits, called childe, are treated the way they are
until they have proved they fit in. The less information a
failed recruit has, the easier it is to just cut them loose if
they don’t work out. If killing a failed recruit is the only
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sensible option, most Families won’t hesitate, but there
will be serious emotional and moral repercussions, and
Families that have had to conduct a “mercy killing” are
always looked at with some suspicion by other Families.

There is one hard and fast rule: anyone who has
ever been to an Equinox can’t be allowed to just leave
the Tribe. Retire to a Soft Tribe, yes. Drop into Pony
status, yes. But they can’t just quit and go home. That's
why most Families only bring new recruits to an Equi-
nox once they know they are going to work out. It’s no
coincidence so many childe get their Tribe names there,
during big parties (see Earning Your Tribe Name, be-
low, for more on Tribe names.)

Overall, then, a perfect candidate for joining the
Tribe would be a young man or woman, around 20 to
25 years old, with no intimate social ties and a slightly
fringe view of the world. They may have fairly mun-
dane beliefs, but they will be mostly independent in
thinking, and emotionally strong enough to cope with
stress and being alone. They will have some form of use-
ful skill which their particular Family values, and will fit
in somewhere in the Family’s social network. The candi-
date will be healthy and stable enough to keep up with
whatever tempo his Family expects, and smart enough
or dedicated enough to learn from the other members
of the Family the skills he is missing. Finally, he must
be someone that meshes well with the personality of the
other Family members. He doesn’t have to be the great-
est guy in the world, but if he’s an abrasive asshole, then
his Family has to be cool with that. The Tribe will recruit
people who aren’t ideal candidates, but the less the re-
cruit fits in, the harder it is for them to be successful, and
the more of a drain on their Family they become.

The perfect recruitment starts with someone in
a Family recognizing that a certain citizen might make a
good Tribal. This might be because the Tribal is attract-
ed to them, or shares a background or belief system with
them, or because they notice Tribal-like behavior in the
citizen (questioning authority, defending the weak, and
culture jamming are good examples.) The Tribal then
goes back to her Family and asks for permission to start
an approach to the citizen. There’s some discussion,
which can range from hours of extended and well-in-
formed debate to “fuck it, sure.” At that point, the Tribal
works a way to spend some time with the candidate in
an appropriate venue. At first, this will be short friend-
ly brushes with the candidate, slowly working toward
more serious and involved interaction. Once the Tribal
feels like she’s established enough of a rapport to begin
a serious recruitment, she begins bringing other mem-
bers of the Family around in ones and twos, introducing
the candidate to her friends, and working to slowly ex-
pose him and them to each other.

During this phase, the Tribal is pumping the
candidate for personal information and feeling out what
their beliefs and goals are. If at any point in this stage,
any of the Family members veto the recruitment because
of concerns that can’t be resolved inside the Family, the
Tribals will break contact and walk away. If they have
to stay in the area, then the Tribal who originally made

contact is expected to snub the candidate, driving them
away as quietly as possible. If, as sometimes happens
with Tribals who have fallen in love with the candidate,
the Tribal doesn’t want to quit seeing them, then she has
the right to use her Feet and try to find another Family
willing to take both her and the candidate in. Otherwise,
she’s left with the choice of retiring Soft Tribe, or be-
coming a Pony and trying to make it Up Top with her
new lover. This rarely works out well; there’s a reason
Tribals who do this are called Romeos or Juliets.

On the other hand, if all the Family members
agree the candidate is cool so far, and might fit in, then
the Family moves to the next stage. The love-bombing
begins, as Family members begin visiting at all hours
without warning, hanging out with the candidate and
involving them in whatever social activities that Family
enjoys. At some point, they’ll begin to place their new
member into situations where the candidate is being
subtly tested for their reaction to Tribal lifestyles. Two
same-sex Family members might start making out in
front of the candidate, a Family ripper might pick a fight
with some bike gang members to see what the candidate
is going to do, or the Family might go on a communal
party binge. At no point are the War, the Tribe, or the
Bloats mentioned; these tests are merely to see what the
candidate is capable of, and will not usually involve
much risk. If the candidate balks, the Family backs off
and re-discusses the recruitment. Again, if the decision
is made to stop the recruitment, the Family clears off
without goodbyes or explanations.

Assuming the candidate has made it through
all these hurdles, he probably still doesn’t know exactly
what is going on, but he will eventually figure out some-
thing is happening. If he confronts the Family, they will
stall him until the entire Family can be there, and then
give him an ultimatum. They will tell him they can show
him what they know, but once they do, it will change his
entire life. They will play up the mystery, and the risk,
and they will make damn sure he understands this is se-
rious business, and a point of no return for their relation-
ship. Finally, they will give him the choice: stay in your
world, and be safe and happy, or come over into ours
and stay with us, and your life will be dangerous, but
meaningful. Thanks to a certain movie, this has become
known as taking the blue pill. If the candidate asks to
leave, that’s it; he will not be approached by that Family
again, though they may pass on his information to other
Families in need of members if they really feel the can-
didate belongs in the Tribe. Those few candidates who
have been given a second chance are rare; they must be
very special for Families to take the risk. If the candidate
says yes, then the last step is always the same.

The Family takes him to find an Outsider Host,
and then they attack it, peel it open, and let him see
what they really are. If he survives the encounter (most
do) then they explain things, help put him back togeth-
er emotionally, and take away his name. Now he’s a
brand-new Tribal, and his name is Childe until he earns
anew one.



BASIC TRAINING AND THE RULE OF TWOS

I guess the most annoying part about trying to learn
all this stuff is that, as a former quarterback, I'm used to call-
ing the shots, not taking orders from the team. And it isn't like
I had a great natural aptitude for field-stripping a Colt or wir-
ing up pipe bombs, you know. But Gore and Viper are always
telling me it’s about trying to keep up as best you can, and not
worrying about getting everything right the first time. And 1
have to admit, they do make training fun. I got a real rush out
of Tribal hide and seek.

So now the new Tribal is sitting there with her
new Family, and is probably healing wounds from an
encounter with an Outsider Host. She’s freaked out, and
now she can’t use her citizen name anymore, and every-
one is all giddy and excited because they have a new
member. What comes next?

Until the childe has earned a name, she is a mi-
nor in the Family, treated like a real child would be as
far as rights and responsibilities. On the one hand, she
has no rights, and anyone in the Family can order her
around as they see fit. In most Families, this is pretty
mild; cleaning guns and cooking dinner and not giving
lip to other Tribals when they are teaching her some-
thing. It's very similar to being the new prospect in a
bike club. In a few Families, this can descend into haz-
ing, and get unpleasant, but it’s rare; a Family that treats
its childe like shit will soon no longer have that childe,
as other Families with nicer reps will poach them away.
Many Families feel no guilt in stealing away a childe
from hard-ass Families; it's generally accepted that ad-
justing to life as a Tribal is hard enough without the as-
shole brigade weighing in.

On the other hand, the new childe also has
no responsibility other than to learn how to think and
act like a Tribal. Every other member of the Family is

expected to look after them, to take care of them, and
pass on as much knowledge as possible as fast as pos-
sible. It's a bit like drinking from a fire hose; the sec-
ond the Family gun person is done teaching you how
to strip and clean a pistol, the shaman is teaching you
about the loa and minor rituals. At first, the other Fam-
ily members will bombard the childe with every skill
they know, until the childe shows an aptitude for one
or another particular job. At that point, everyone but the
Family’s experts in that field will back way off and allow
them to train the childe more deeply in what he needs
to know about his new role. They're still there, though,
giving advice and tips, and telling stories about things
that have happened to the Family in the past. While the
gun people are teaching the childe how to hit the target
every time, there’s a hooting, laughing, cheerful rogues’
gallery of Family members offering encouragement and
gentle ribbing from the sidelines.

The day-to-day life of a new childe is busy from
start to finish, with little time off unless every other
member of the Family is relaxing. Although it’s not ad-
vertised, most Families give their childe more food and
shelter and attention than the other members get; after
all, they're still soft and pudgy and prone to shock. A
childe also is never given any tasks that are vital to the
safety or survival of the Family. No standing guard or
hunting of food, not without escorts who are actually re-
sponsible. It’s not unlikely that the childe might be sent
on such tasks and think he’s alone, but there will always
be someone to catch his back if he fails. Families know
their success involves everyone.

The childe’s first watch will have another Trib-
al sitting somewhere close, keeping the actual guard.
A childe tasked with hacking into a computer to shut
down a site’s security won’t know that the tech rat al-
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ready did it an hour ago. And the rest of the Family
closely monitors a childe’s condition; if he is hurt, or
tired, or emotional, he’s going to get care right away,
and sooner than the other Family members would ac-
cept help themselves. And there will be much more
downtime for Families with a childe than normal, since
the new member will need time to adjust to the schedule
and the rigors of Tribal life. Many Families will actual-
ly stop fighting the War for a while until they feel their
childe is ready.

A childe isn’t asked his opinion on any Tribal
matters or decisions at first, and is expected to listen and
learn until he has shown he fits in. Once the Family has
begun to feel comfortable with a childe, sooner or later
during a discussion, the Mother or Father will turn and
ask his opinion, often without warning. This is a sign to
the other Family members that it’s time to start think-
ing about the childe’s new Tribal name. Many a childe
has been confused when everyone in the Family starts
grinning and patting her on the back when she gives
her opinion on whether they should cook rat stew or
go steal some pizza. The childe doesn’t realize what's
happened, but the Family does.

One special thing also happens, that the childe
will have explained as soon as possible. In the Tribe, most
Families observe the Rule of Twos. It's not required, but
years of fighting an enemy who can infect you and turn
you into one of them has led smart Families to follow
it: no one is ever totally alone. No matter where you are
or what you're doing, there is always at least one other
member of the Family in contact with you. It may be
by radio or phone or binoculars, but someone always
has an eye or ear on you. This keeps Outsiders from

¥ grabbing a Tribal and taking over their body. Since it

takes several minutes and is loud and messy and hard to
conceal while it's happening, the Rule of Two prevents
most of the potential for infiltration by Outsiders. It's
not perfect, and it has failed on occasion, but it’s a good
idea overall. Soon in his Tribal life, the childe gets paired
up with one or two other like-minded Family members
whose job is to watch over him for just this reason. When
he gets accepted as a full Tribal, he'll get to pick who he
pals around with.

The childe will be trained constantly on every
skill the others think he needs, and drilled constantly
until he can perform to their satisfaction. The more war-
like the Family, the faster this is completed. While train-
ing on the physical skills, the childe is also absorbing
the history and culture of the Tribe, the specific values
of the Family, and the two most vital lessons all Tribals
learn when they are new: the Tribal Code, and the secret
language known as Slam.

If you want to play a Childe, there’s an advanced
playbook later. If someone in the group IS playing a
Childe, remember this isn’t an excuse to be bossy
assholes. The Childe has the right to use their feet if
they ain’t happy, and so does the player...

TRIBAL BELIEFS AND THE CODE

The Code? Umm, yah, okay. Lessee here. One: Kill
Outsiders. Two: Adults fuck the way they please. Three: Don’t
kill anyone ain’t got it coming. Four: If you don't like it, use
your Feet. Five: Don't talk about Fight Club. Oh, crap. Uh,
Six? Something about whacking other Tribals. I think there’s,
like, six or seven more. Hell with it, you only need the first
four anyway.

For an organization dedicated to a war that may
or may not be unwinnable, the Tribe has a very lose
style of operation, with very little agreement on the de-
tails. There’s very little in the way of over-all mythology,
and everyone has the right to believe what they want
so, to cut down on the amount of argument, there are
very few things Tribals must agree with, or believe in.
In general, there are a few facts all the Families agree on,
and they have been brought together into an informal
set of guidelines set down by Grandfather at Equinox
over thirty years ago. The wording varies from Family
to Family, and everything after the first four is optional,
but if you ask any Tribal what the Tribe is about, this is
the closest to a definite list you're going to get.

[I) The Tribe is at war, and no one else can do what w
do. Every Family moves the War; how is up to them.
2) Whatever a consenting adult does in private with
other consenting adults is their own damn business. In
public, it’s everyone’s business.

3) Innocents are not to be hurt unless there is no other
way to do business. We are saving the world, not de-
stroying it. Anyone who intentionally hurts a child dies.
4) Each Tribal owns his own body, mind, and soul, and
has the right to defend it. Nobady has the right to hob-
ble you. Everyone has the right to use their Feet.

5) Die before betraying our secrets. Kill to protect them
if there’s no other way.

6) Tribals don’t kill other Tribals. If you can’t work it
out, challenge, or use your Feet. All challenges to be
decided by the Mother or Father. Family to Family chal-
lenges decided by a neutral party.

7) Trust in your brothers and sisters, and get their back
in all things. Tribe before self, self before citizen, cit-
izen before suit, suit before Bloat, never the Bloats.

8) Everybody gets what they need; don’t take what
you don’t. If you have personal kit, let others know, and
they have to stay away from it.

9) Never challenge the Mother or Father of your Tribe
in time of war There’s plenty of time to talk after
battle’s done.

10) In the essentials, agreement. In the rest, support.
11) Enjoy what you can; it's a short ride.

12) Don't talk shit about what you don’t know. Let the
experts speak, and keep your own counsel if it isn’t
needed. Some secrets should be kept. )

-
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You'll notice there aren’t any explanations at-
tached to these; none is given, and every Family makes
their own minds up about what they mean. For instance,
most Tribals believe the first part orders them to attack
Outsiders whenever possible, but Soft Tribes view pro-
viding rest and comfort to Tribals in need as moving the
War. In the second part, the line about being in public
is meant to reduce friction between Families with dif-
fering views on alternate lifestyles, but some Families
also interpret it as a call to keep from acting too Tribal in
public. The line about children in the third part was de-
manded by Honeychild, Grandfather’s lover; it has been
part of the age-of-consent debate in the past. Part five
can be interpreted as a call to righteous suicide, despite
Grandfather’s adamant opposition to that. He also ppos-
es mercy killings, but once something’s out in a chaotic
group like the Tribe, it’s hard to put it back in the bottle.
Part eight is another bone of contention; the lax rules
on personal property are a problem among new Trib-
als not used to having their stuff pawed through. Some
interpret this as a call not to take citizens’ belongings
either, unless truly needed, ut most take whatever isn’t
tied down. Part nine had to be added early on, because
many of the early Tribals knew as much as their leaders
about warfare, and disagreements on tactics were com-
mon. It's become pretty much accepted now. Part ten
is continually drummed into the Family’s Mothers and
Fathers every year at Equinox; it means that all Tribals
must agree on the important stuff, and should stay out
of each others’ way and be cooperative on the rest of it.
If Families could all agree on what was important, that
would work much better than it does. Part eleven is sim-
ply a call to remember to de-stress occasionally; it used
to be higher up on the list, but Grandfather realized oth-
er stuff was more likely to be forgotten. Most Families
have no problem finding excuses to blow off steam. No
one can quite agree on what Grandfather meant about
part twelve; he added it at Equinox a few years back af-
ter a really nasty war council left two Families at each
others’ throats. He’s never explained (but see the Busted
Appendix if you want to know the Big Secret.)

and not the surface
on the fruit
and not the flower

SLAM: TRIBAL COMMUNICATION

Doing pretty good there, troop. Now I want you to
tell Mojo that you see four Bloats in a yellow car across the
street, and that Faro is going to shoot them. Umm, okay, dear,
that’s the sign for HIDE, not FOUR, and that last bit you did
means exactly fuck-all. It's okay, honey, we all had trouble
with it when we first learned. Now watch me, and try it again.

Just as all Family members are expected to be
able to carry their own weight, and to know the way
they are expected to live, all Tribals must also learn the
secret set of code words, slang, and hand signs known
as Slam. Slam is designed to be used in front of citizens
without allowing them to know what is being said. Most
of it is simply slang, or terms citizens wouldn’t under-
stand, but every term in Slam also has an associated
hand sign which can be used by skilled Tribals to speak
by sign without others knowing they are even talking.

As mentioned above, Slam is a living language,
so it has some limitations. First, it changes from Family
to Family, and over time, so there is no guarantee two
Tribals can make themselves understood just because
they both speak Slam. Second, it is made for commu-
nication about urgent and immediate concerns, not as
a substitute for a full language. There are large gaps
in its vocabulary; as an example, there are six different
ways to say kill, but no way to say peace. Tribals get
around this by frequent use of the word no, attached to
other signs. A third concern with Slam is that it isn’t par-
ticularly robust or safe from prying eyes, and could be
easily cracked by a dedicated attempt by an enemy. For
this reason, Slam is usually reserved for private signed
conversations around citizens, or when Tribals are alone
together.

The big advantages of Slam are twofold. It helps
to bind Tribals together, by reemphasizing their differ-
ence from the citizens around them. Also, when used by
two fluent speakers who are ubtle, the Tribals can co-
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ordinate plans in front of enemies without ever tipping
them off that something is about to happen. They might
look like they’ve been attacked by fleas, but they’ll get
the message across. (You can see an optional move for
using Slam in the Busted Appendix.)

At Equinox every year, all the Family tellers (see
Chapter Five) get together and attempt to relearn all the
changes in Slam between Families. This is a difficult and
inexact science at best, but it's worked all right so far for
forty years, and no one seems to want to change it.

EARNING YOUR TRIBE NAME

Why did we take away your name? Well, when I was
Up Top, 1 was John Carrell, but my friends called me Johnny.
When I joined the Tribe, I lost my name, too. It helped remind
me I wasn’t that person anymore, and it motivated me to do
well as a childe so I could get a name back as soon as possible.
It also reminded all the other Families we met that I was new,
and that there were things they shouldn’t say in front of me.
I was scared I was gonna get saddled with something stupid
when 1 finally earned a name, but I'll tell you what, I'm damn
proud to be Zero. Means something special to me.

As soon as the childe has established that she
knows how to be Tribal through following the Code as
interpreted by her Family, and how to actually com-
municate through a working knowledge of Slam, and
as soon as she has been asked her opinion as discussed
above, the Family gets together secretly to pick the new
member a Tribe name. This is a short nickname which
will have important meaning to the Family and the Trib-
al, and is always significant. Although a few Tribe names
are nothing more than descriptive such as Big Red (for
a tall redhead) or Gadget (for a tech rat who builds a lot
of stuff), most have stories attached, representing some-
thing special the Tribal did as a childe that impressed
the Family. These names can sound silly, but they are

never meant as an insult or joke unless the childe them-
selves created the joke. As an example, if you run into a
Tribal named Goofy, it’s going to be a story he will enjoy
telling. The most common Tribe names are deliberately
obscure; in a way, Families compete for the best names,
and every Tribal who hears a name they think is par-
ticularly cool is going to know there must be a heck of a
story in it. Fork may have killed an Outsider agent with
a fork, Bach may have scrambled a computer security
system with a tape of music by Bach, and Morning may
have stayed on watch protecting her injured Family all
night until the sun rose. Telling other Tribals what your
Tribe name means is an important sign of trust, and
Tribals are not supposed to ask directly for the story,
though they may imply they’d like to know (“Rotten?
I'll bet that was an interesting story.”) The second a chil-
de receives this name, they are said to be reborn Tribal,
and that day becomes their new birthday. An immedi-
ate party is always appropriate; see below for how Trib-
als party. Most Tribals will never use their citizen name
again, and refer to the Tribe name as simply a name.
With a name now, the childe is a full Tribal, with all the
rights and responsibilities that entails. It's an immediate
change, without switching gears. One second, you can’t
give opinions; the next, everybody wants them.
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POPULAR ALTERNATIVES

Me and Zander? Yeah, we've been together for a
few months. We met when I was cruising around Freesys-
tem looking for other people who were interested in the an-
cient Mayan calendar countdown. After we met in the Real,
we sorta clicked. It’s been a lot of fun. Before, when I was
Up Top, my mother was always harping on me about how
I should wait until marriage, that sex was only for making
babies, what good girls do, that kinda junk. I was twenty-two,
for God’s sake. I look around at other Tribals, and I wonder
sometimes if they all had the same kinda crap from the people
who “loved” them. There’s Bunco smoking a bag of weed a
day, and Cherish with her whole goth-nun fetish, and Micro
and his militant Vegan-ism, and Sink and Edger and Joker,
with whatever you call three people sleeping in the same bed.
I guess in the Tribe it really does take all kinds.



It’s already been mentioned that many Tribals
hold alternative beliefs or lifestyle choices. So the ques-
tion may arise, what does this mean in your chronicle?
What sort of people are in your Family? And what kind
of behavior can you expect to see in other Families?

Short form; whatever the group sees as appro-
priate. Families form by popular consent, and if some-
one in a Family holds to views that others don’t feel
comfortable with, someone is going to use their Feet. In
the same way, if the Tribe as a whole held on to some
sort of belief the vast majority of people find offensive, it
wouldn’t survive very long. So the right answer for your
game is that the Tribals have whatever beliefs you and
your players all feel comfortable with.

There is a longer answer. There are a lot of dif-
ferent “alternative” belief systems, and in the default
Tribe, you're going to find them all. A short list would
include homosexuality, bisexuality, transgendered
folks, polyamory, polyandry, fetish play between con-
senting adults, libertarian-ism, belief in alien abduction,
leftist leaning, right-wing militia, born-again Christians,
Muslims, Jews, Gnostics, Arisians, conspiracy buffs, ag-
nostics, atheists, humanists, objectivists, transhuman-
ists, animal rights activists, gun nuts, survivalists, Rain-
bow people, hippies, veterans, bikers, gamers, geeks,
dorks, radical feminists, culture jammers, activists, and
any other form of belief you can imagine someone might
feel very strongly about and yet not be accepted by the
mainstream. Hell, there are even a few Republicans.

There are some alternatives the Tribe won't
put up with because they violate the spirit of the Tribe.
Hate groups or groups which specifically target others’
beliefs are not tolerated. This means there are Wiccans
in the Tribe, but no Satanists (at least, not publicly), be-
cause Satanism is by definition a disavowal of Christi-
anity. In the same way, straight edge is allowed, but not
skinheads. Also not allowed are any beliefs or practic-
es which are violations of the “consenting adults” rule.
Rape and pedophilia are not only frowned upon, but
rigidly punished, usually through execution. Stranger
philias, such as bestiality, baby or pony play, hardcore
sado-masochism, and consensual adult-to-adult incest,
have been known to occur very rarely, but only in the
most fringe of Families, and are kept very very well hid-
den by those Families who indulge them.

In general, these types of strong squick factor
beliefs shouldn’t show up in your game unless every-
one is cool with it and it somehow adds to the story,
but they probably exist in the Tribe somewhere.

Almost any political or religious “-ism” is al-
lowed, and probably common. It doesn’t matter what
faith or political views you have when you join, it’s all
good. Again, everyone is expected to keep their hands
to themselves, and that includes religion and politics.
When Families meet, they may talk about their views,
or they may not; no one is ever forced to believe or dis-
cuss what they believe. The democracy of the Feet rules.
When in public around other Tribals, the Code requires
everyone to respect each other, even if they don’t agree
on all the details..

THE SECOND ENEMY...

Let me be very clear with you, Mister Orlando. The
book I seek is one of only four tomes which list the Ritual of
the Falling Sun. It is written in ancient Aramaic, and three
of the four copies are in private custody. The fourth copy is in
the Vatican’s Black Library. Are you certain you can pay this
price for my involvement?

Among the Tribe, there is a great deal of argu-
ment over the level of threat supernatural creatures pose
to humanity. Products of the Signal’s affect on mortals,
all of the supernatural creatures which exist appear to
be somehow related to humanity’s own fears and weak-
nesses, the mystical manifestation of the sins we com-
mit. Each supernatural creature is directly descended
from the times before recorded history, when the world
was rich with magic. Although they originally lived side
by side with humanity, and had purpose in the world,
humanity’s turn away from magic and toward science
has lessened them, forcing them to survive by preying
on mankind, seizing places for themselves where they
can hide and tell themselves they are still relevant in a
world that no longer believes they exist.

While a breakdown of every single magical or
psychic being in the world would probably be impossi-
ble, they can usually be grouped into seven vague ori-
gins. These are vampires, shapeshifters, death-touched,
the Hungry, Nephilim, constructs, and the Fairy Folk.

There are so many different vampire legends
that almost anything can be said to be true about them.
Are they afraid of crosses? Maybe. Garlic. Sure, why
not? Handful of rice scattered on the ground stops them
moving? Might be, who really knows. Whether they are
old monsters with thousands of years of experience,
or modern-night bloodsuckers out for fun and frolics,
the vampires represent the sin of Gluttony in mankind.
Never satisfied, never full.

The classic shapeshifter, the werewolf, is a beast
made man, the horror of the anger inside us all. Killing
machines, angry beyond self-control, they can be dead-
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ly and tireless hunters, or unstoppable machines of fur
and talon. Either way, they crush bones and tear flesh
at the slightest provocation, and their jealousy over the
wild spaces they call home are legendary. They are the
representation of Wrath in all its forms.

Death comes to all mortals, and the fear of death
is a serious motivator. The Death-touched are those who
have either died and returned of their own free will, or
been pulled back to life by immoral magics. They can be
murderous revenents, or mindless zombies; they repre-
sent the sin of Sloth.

The Hungry seek answers and power from mys-
tical sources man wasn’t meant to know. Their hunger
for power leads them down dark paths and frequently
into performing increasingly wicked deeds to expand
and protect the powers they have. Mages, students of
forbidden cults, and those who seek to extend their
minds into other realms, the Hungry represent the sin
of Pride.

Supposedly descendants of the angels and de-
mons who once walked the world at its creation, the
Nephilim are the forgotten children of those powerful
beings. The faces of their creators are turned away from
them, and the now exist alongside mankind as both cor-
ruptors and self-appointed guardians. The represent the
sin of Greed, offering mankind access to powers they
should not have in return for painful and deadly ser-
vice.

Sometimes, those with the power to do so ex-
periment with the creation of life from nothingness.
By building themselves a “perfect” being, they hope to
achieve what no one else has. Unfortunately, the com-
plexities of this task are beyond mortal and immortal
minds, and the resulting constructs are half-human
monsters assembled from spare parts and dead flesh,
maddened by their own imperfections. They represent
the sin of Envy.

Finally, there are the Faerie Folk, dwellers in
a realm still connected to ours by tenuous threads of
magic. Their world is dying by inches, and they hunger
for their lost glory days when they ruled over mankind
with a velvet glove. Unable to be trusted, they are ca-
pricious and fickle, in thrall to their basest desires. They
represent the sin of Lust.

..AND DANGEROUS FRIENDS

No, I don’t mind vampires being in the Tribe. Most
of them get Sealed, so they aren’t feeding on us, just the bad
quys. It’s the werewolves that scare me. They get mad and,
bang, people die every time. And the ghosts, with all that
creepy “l-was-dead-and-now-1'm-back” thing. They make me
nervous just being around. I've met some Genuines, though,
and I'll tell you what, theyre a bunch of hate-mongering bas-
tards in my opinion. I mean, kill all the supernaturals and
purify the human race? Come on, might as well be skinheads.
Still, I don’t want any werewolves in MY Family.

A major example of the types of trouble that can
arise in a culture where everybody has the right to make
up their own minds about things is the presence of the
supernatural in the Tribe. No one disagrees that magi-
cal rituals, charms, and talismans are vital weapons in
the War; the Outsiders have few defenses against mag-
ic, and tend to fear mages and sorcerers for that reason.
Almost every Family has at least one shaman and many
Tribals learn minor rituals. But the problem is that Tri-
bals can’t seem to agree on whether other supernatural
creatures are allies, citizens, or a second front in the War.

The typical reasoning goes like this. Grandfa-
ther formed the Tribe to save the world from destruc-
tion. Therefore, Tribals are the good guys. Therefore, it
is their responsibility to protect humanity from threats.
Any threats. Vampires and other supernatural creatures
are often digging into human affairs, and citizens can
get hurt by their power plays, as well as their need to
feed on mortals. This means supernatural creatures are
a threat. And that means the Tribe should fight them,
too.

The problem is that Grandfather has several
members of his Family, and of the Stone Tribe, who
are supernatural creatures of various kinds. And when
you're facing down a tentacle-popping acid-breathing
death monkey Bloat, having a pissed-off werewolf on
your side of the fence can be very helpful. No one is re-
ally sure why Grandfather hasn’t made another modi-
fication of the Code to address this problem, but there
are theories. One set holds that he is trying to finish
with the Bloats first, and then will get down to the busi-
ness of purifying everything else. Another set believes
that supernatural creatures are like citizens; they make
their choices and become good (and therefore accept-
able) or bad (and therefore legitimate targets) because
of them. And a third opinion is that Grandfather hasn’t
addressed it because he doesn’t think of supernatural
creatures as being an important concern overall, and so
is allowing each Family to make up its own mind.

As aresult, some Families will take supernatural
creatures in, and some won’t. Of the ones that do, were-
wolves are popular, but not always trusted, since their
temper can cause problems. Vampires run a close sec-
ond, with the others less common. Families which take
in supernatural creatures require them to go through
the ritual of Sealing at their soonest inconvenience (this
allows supernatural creatures to be played as advanced
playbooks, listed in a later chapter.) In all cases, though,
it is commonly agreed that the “consenting adults” rule



also protects supernatural Tribals from reprisals by oth-
er Tribals who wish they weren’t in the Tribe.

What this means is that the MC is free to allow
or disallow supernaturals into his game as he sees fit,
while still being free to use them as allies or enemies
when desired. Aren’t I swell?

USING YOUR FEET

When [ first was Reborn Tribal, I was part of Papa
Skeeter’s Unwell Hellions. They were Hard Tribe through and
through, always moving. After a while, I got tired of the con-
stant fighting, and all the blood. I got hit bad three or four
times, almost died once, and figured I better slow down a bit.
When we ran into Mother Jasper’s United Front Road Fam-
ily, I used my Feet as soon as she said she'd take me in. The
travel is great, and the tempo’s a little slower. We spend more
time researching who we’re going after, and less time in shoot-
first-shoot-some-more mode. Makes for a better survival rate,
let me tell you.

Inside the Tribe, there are literally hundreds of
Families. Classifying them is difficult, almost impossi-
ble, but in general, there are some accepted categories
that are used by Tribals to describe the general sort of
activities they get up to when moving the War. There is
no hard and fast rule for what a Family can or can’t do,
and many Families go through a sort of evolution from
one type to the next over years or people coming and go-
ing. Families do use these terms to refer to themselves,
as a way of advertising their specialties; this makes it
much easier to determine if other Families in the area
can actually help you when you have a problem.

The key thing about Families is that they stay
together or fall apart because of the personalities in-
volved. When everyone in a Family is clicking away the
same direction, the amount of interpersonal friction is
very small. Families that have members who all agree
on basic goals and ideals, and who all respect each oth-
ers’ life choices, can be very successful. But if a Family
member gets out of sync with the others, the friction be-
gins to build. Trust gets eroded. Tempers flare. Things
get ugly. Much like in a real Family, this can cause a
total breakdown in the relations between Family mem-
bers. And that can cost some or even all of the Family
their lives.

When the Mother or Father of a Family notices
the signs of stress and friction between two (or more)

members, they will often get involved as early as pos-
sible. Heading off trouble before it breaks the Family
apart is crucial. If there’s no way to calm people down
or ease the issues, the Family will have a sit-down and
try to hash things out. If that doesn’t work, then some-
one is most likely going to leave for another Family
where they fit in a little better. This is referred to as “us-
ing your feet,” the best way a Tribal can express their
dissent without becoming marked as a trouble-maker.
Every Tribal has the right to use their feet, without any
warning, for any reason they feel is important enough
to leave. Only if a Tribal begins leaving multiple Fam-
ilies in a short period of time does the Tribal have any
serious difficulty or pick up any kind of negative repu-
tation.
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SURVIVAL: THE HOMELESS CHIC

Okay, okay, babydoll, that is SO not gonna work.
First, you can’t wear that flimsy little skirt where we play, or
you're gonna end up buying stock in Band-Aid brand. You
need some leather or denim covering the four points of con-
tact, honey, so’s you don’t end up bleeding to death from road
rash. I do love the fedora, it’s sweet. Here, throw on this jacket
I lifted from the Gap, and you can change out the pins if you
want, make it more you. Now, hurry up, we gotta get to the
Tastee-Cake before they toss the day-olds in the dumpster, or
the homeless gquys will scarf them all.

Life in the Tribe can be hard. There’s an active
alien conspiracy trying to kill you, the local and Federal
authorities don’t believe it exists and are trying to run
you to ground as a domestic terrorist, and you can’t use
any mundane forms of support because you're in hid-
ing your whole life. As a result, Families tend to live in
ways we as modern citizens would find distasteful at
best, and horrifying at worst.

Tribal living conditions vary to extremes. While
no Family is living in a Hollywood mansion for long,
it's not unknown for Families to squat in luxury sur-
roundings if they can get it. On average, a Family stays
wherever it can pass for a local, and wherever it can stay
hidden. This means a lot of flophouse hotels, car parks,
motels, abandoned buildings, and short-term leases.
When a Family has the money, they’ll spring for a real
live building to sleep in; they like showers, soft beds, and
clean water as much as the rest of us. However, they’ll
pack as many bodies into as few rooms as they can get
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away with, for economy and safety in numbers. When
there’s not much cash, it's abandoned buildings and old
warehouses, or the local campgrounds. No cash? Con-
demned properties, public buildings that don’t close at
night, steam tunnels under a city, or sleeping in groups
on the street like any other homeless person.

When a Family is living cheap for a long time,
they’ll usually identify a safe place they can claim as
their own, and begin fortifying it. These places, called
holds, can be in almost any location the Family can iso-
late and keep out of site; some of the most popular are lit-
erally underground, and turn into labyrinths of tunnels
and traps. If you've seen it in a post-apocalyptic mov-
ie, chances are the Tribe has someone living that way.
For ideas, look up the Mole People of New York City, or
just let your imagination run wild with what you could
build with time and motivation and a two-hundred foot
length of abandoned sewer.

Once housing is secured, it’s time to think about
food and water; every Family works to secure them as
soon as possible. Fresh food and clean water can be a
luxury in a Family living cheap; like most homeless peo-
ple, Families on the run or in deep cover will eat what-
ever they can find, out of dumpsters, stolen from store-
fronts, or hunted up from urban animals like rats and
cats. (Because of the number of feral animals in cities,
especially cats and dogs, they are common food animals
in the Tribe when times are hard. There is an annual
competition at Equinox which horrifies the animal lov-
ers: best dish prepared from cat. If this offends you, spay
or neuter your animals.) Water will be siphoned from
drains or piping if needed, though it’s usually easy to
walk into a restaurant restroom and fill a couple of jugs
from the sink. Since impure food or water can cause se-
rious health concerns, the Tribe teaches quite a few sur-

vival techniques for purifying what they eat and drink,
and most Families can get a quick distilling plant and
still running in no time at all.

Being that the average Family has quite a few
high-tech toys they use daily, power will be a concern
as well. Fortunately for anyone with even a little knowl-
edge of electronics and wiring, it’s painfully easy to steal
power in an urban environment as long as you keep
your load small. Families with holds that have been in
place for months will often have full lights and power,
just like an urban residence, because they’ve tapped
into the city’s grid and are stealing power straight from
the mains. With smart usage, and a clever selection of
grid to steal from, this can be sustained indefinitely. For
other Families who aren’t staying as long, portable gas
generators or hooking up to a citizen’s house power are
options. If a citizen’s electric bill suddenly doubles in
one month, it's a good sign the Tribe is in town.

With the basics covered, Families begin branch-
ing out into comfort items pretty quickly; they are hu-
man after all. Bedding, furniture, and entertainment
will all come up, and how each Family handles them is a
personal decision. Families in a hold will have showers
of a sort, private sleeping areas, and even a small garden
for medicinal herbs, fresh fruit and veggies, and dope
(if they’re into it.) Hard Tribe may have a beat up set of
camp beds and some books on tape or a battered ebook
reader that gets passed around. Road Families go with
sleeping bags and portable TVs, often with jury-rigged
game machines attached.

And jury-rigging is the way to go with the Tribe.
Every day, people throw away thousands of things that
Tribals then fish out of the garbage and repair. Right
now, somewhere, Tribals are watching the evening
news on the 24-inch tube TV set you tossed when you




got your new 56-inch plasma. If Tribals can’t buy it, steal
it or build it, then they do without it. As urban home-
less, they’ve learned that many of the things we take for
granted are not essential to life or happiness; anti-con-
sumerism is big in the Tribe.

The reuse and recovery of other people’s dis-
carded belongings and the disdain for consumer citi-
zens has developed into a particular style the Tribe calls
homeless chic. Clothing tends to be well-worn, and a
mix of many different older styles. Thrift stores and cos-
tume shops are major sources of “new” clothes, and the
resulting fashion has been described as cowboy ren-fair
goth fatigues. Leather is very durable, as are military-is-
sued uniforms, making them very popular among older
Tribals. Younger Tribals tend toward club-kid attire be-
cause it allows them to mingle with young citizens at
parties and not stand out too much.

Tribals love to accessorize with trinkets, but-
tons, pins, and patches, often espousing radically con-
flicting ideas or statements. It's particularly popular to
use well-known corporate or cultural icons in ways that
would offend citizens; a currently popular Tribal visual
joke is to wear a peace sign upside down, or, barring
that, to steal the hood ornament off a Mercedes. An up-
side down set of golden arches with “ten million shiv-
ved” is also a big hit. Pins saying “You're with stupid,”
“smile, everybody dies”, or targets with a big “don’t
shoot here” are also popular. In general, footwear is one
place no Tribal skimps; it's an individual choice wheth-
er to wear sneakers (so you can run), soft-soled shoes
(for silence) or combat boots (for fighting.)

In a nutshell, a Family which has set down roots
will tend to live in a communal version of the Middle
Ages, hiding under the surface of a modern city. Fam-
ilies on the move take what they can get, and are pret-
ty satisfied with that. Almost all Tribals will binge on
goodies like fresh or hot food, good booze, or new toys
when they get the chance (see Downtime, below.)

THE FICTION OF PRIVACY

Listen, childe, 1 know you're new, and you don’t
have a clue how things work here, so I'm gonna help you out.
Here’s the Tell: YOU know that Day and Raider are sexing up
behind that curtain. I know theyre sexing up behind that cur-
tain. THEY know we know theyre sexing up back there. But
we’re all gonna carry on as if nothing is going on, because we
ain’t got the money to get a house to live in, and this old trailer
is the best we got, and someday, when it’s your turn and you
wanna get a little honey, we're gonna do the same carry-on for
you. Now pass me that roll of toilet paper, will you?

Partially because of the Rule of Twos, and par-
tially because of the close quarters in which Tribals live,
there is an inevitable breakdown in the level of privacy
you can expect among Family. It's accepted that your
personal business belongs to the whole Family; what
happens to one, happens to all. Keeping secrets from
people you spend every minute of every day with be-
comes very difficult.

This lack of privacy is physical, as well. In
cramped quarters, and under guerrilla war conditions,
everything from getting clean to using the bathroom
happens in the view of others, and Tribals learn very
quickly to turn away or become selectively blind when
someone needs a little personal time. Small fixes are
common, such as hanging sheets or leaning cardboard
against the wall to create smaller semi-private areas in a
room. At night, Tribals get used to the sounds of sleep-
ing people, and those who have been Tribal for a long
time can sleep straight through their Family snoring,
yet wake instantly at the sound of shifting floorboards
downstairs.

Lack of privacy leads to a breakdown in the nor-
mal citizen view of socially acceptable behavior. Nudity
and light sexual playfulness are just another part of life,
and few Tribals feel embarrassed when they stumble
upon their friends making out. Most couples take an- §
ything more involved somewhere behind closed doors :
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or curtains, and many Families will just politely ignore
whatever noises come out; Tribals get quite adept at be-
ing quiet enough to “play” without offending anyone.
They are also smart enough to behave themselves when
around Family members who are easily offended. When
Tribals are relaxed and feel safe, they tend to party pret-
ty hard (see Downtime, below.) A citizen observer could
be excused for thinking he was at a high school make-
out party, seeing couples (or more) in clinches all around
the room, darting behind sheets or under the covers as
things heat up.

This is not to say Tribals are all over-sexed
rut-monkeys. In fact, most Tribals are involved in com-
mitted monogamous relationships, and want their pri-
vacy just as much as the rest of us. But, in a wartime en-
vironment where everywhere is the combat zone, they
learn to take what they can get when it’s there. Those
Tribals engaged in non-standard relationships (polys,
LGBT, swaps, fetish) tend to be in Families where their
particular lifestyle is openly accepted, anyway, so it's
rarely really a problem. In general, the earlier a person
was admitted to the Tribe, and the longer they’ve been
Tribal, the more likely they are to have very loose ideas
about sex and nudity taboos. Among Firstborn, sex is
seen as something to do for fun, and bears little or no so-
cial restriction at all. As a result, reliable birth control is
seen as an essential for any Family with sexually active
members.

Brand new Tribals can tend to get overwhelmed
by this devil-may-care attitude toward sex and privacy.
They tend to either freeze up and be painfully embar-
rassed, or to go on a short-term binge of experimenta-
tion as they act on desires or emotions long suppressed.
Either way, after some time, the novelty or shock of the
Family’s behavior wears off, and soon it all seems nor-
mal, and they get back to living life and letting sex be
just another part of life.

The advantages of the lack of privacy are that
Families build much deeper bonds of trust and togeth-
erness, and that many Tribals have a healthier attitude
toward sex and their bodies than most citizens. With
sex freely available and, with rare exceptions, not taboo,
there’s no sexual repression, and no sense of guilt for
being who you are.

“You love who you love” is a popular
Tribal saying, and most Tribals believe in it totally. The
downside to Tribal living is that Tribals begin to depend
on that extreme personal connection for their sense of
safety and security; some Firstborn have developed
neurotic responses to being alone among citizens, and if
a Tribal is removed from other Tribals for long, they can
take some pretty desperate measures to get back to their
Family. Tribals fear very little, other than being taken
over by an Outsider, but being alone is one of the most
common traumas Tribals face. A common Outsider in-
terrogation technique is to isolate a Tribal and wait for
the inevitable nervous breakdown.

The most common Tribal solution to this is sui-
cide.

For MCs, it bears a little warning. Sex is not
what this game was written to be about. If your
game is degenerating into a “who’s banging who”
plot-line, then that’s okay with me, but you're miss-
ing the point. And be careful, because your players
may not be as interested in all the possible permuta-
tions as you are. When in doubt, draw the curtain on
the line of comfort for your players and make [iberal
use of the x-card.

Of course, like I mentioned in the disclaim-
er, if you and your consenting adult buddies wanna
LARP the good bits, more power to you, you nimble
little sex-fiends, you. Just remember no means abso-
lutely no, use birth control, watch out for STDs, and
no cameras means no incriminating pictures. 5

MYTHOLOGY

This is the Tell of how Grandfather asked Coyote to
pin back the ears on an annoying citizen what got nosy. One
day, back in the Before, Grandfather was stopped by some
suit who wanted to know where the paper was for a gun that
Grandfather was carrying. So Grandfather in the back of a pa-
trol car, hands cuffed, closes his eyes, and sends up a Call for
some help, and along comes Mister Coyote, bored and looking
for fun. “Whatcha doin’?” says Little Silver Fur. “Mindin’
my own,” says Grandfather. “Why you waiting here?” says
Coyote, gives a little shimmy shake. “Old Man Badge wants
my paper,” says Grandfather. “Ain’t no fun,” he says. Coyote
gives two hops and a skip, and cuffs gone, door lock gone.
Grandfather gives Old Man Badge a little bop on the noggin
and offs with his car. And that’s why we make trouble when
we can, so Coyote will always know his own.

When Grandfather was a little boy back in the
bayous of Pass Christian, Louisiana, he was raised not
only by his devoutly Catholic parents, but by his Creole
French nanny, Tante Marie. From his parents, he got a
rigidly black-and-white sense of morality, and a strong
personal belief in doing what is right, regardless of oth-
ers’ opinions or the consequences. From Tante, he got a
muddled belief in the power of the loa.



For a (somewhat) complete and (relatively) ac-
curate description of what loa are, and a general over-
view of voodoo as it exists in the real world, check out
Wikipedia and any of the excellent books and games
who address it. Grandfather's knowledge was never
good to begin with, and as his first Tribal ritualists con-
verted it into a usable technique for use by anyone, they
lost or changed a lot of it. As the Tribe views the loa, they
are powerful spirits who are willing to assist the Tribe in
battle and in life, but the Tribe doesn’t consider them de-
ities. Since a Tribal shaman can come from any magical
tradition, it’s rare for most to hold to any standardized
faith in the voodoo way as the most powerful or “right”
way. A shaman is just as likely to come from the ceremo-
nial magic tradition, and never once reference loa in her
workings, as she is to be trained in Caribbean Santeria,
and actually worship the loa as powerful deific spirits.
A Christian believer who learns hides and slips will still
be just as Christian, and won't ascribe any particular re-
ligious significance to the spirits who aid him. Still, the
Tribe has a general pantheon of loa they acknowledge,
and most if not all Tribals are aware of and occasional-
ly speak to them, although some refer to them by other
names. For instance, Tante Marie is often called Saint
Mary by Catholic Tribals; the others also have dozens of
alternate names. It's up to the MC if they listen, or an-
swer, though there are specific rituals (petitions) which
allow direct contact with the loa. There are many stories
of Tribals who, when in dire need, asked the loa for aid,
and got some form of answer, even if it wasn’t what they
expected. See Chapter Four for more on this possibility.
There are 13 Tribal loa, though no Tribal in their right
mind ever mentions the last one if they can help it. The
Tribal versions of the loa are:

Baron Guede, the Master

The head of the Tribal loa, Guede is the patron
of laughter, erotic love, and life and death. He is the
master of all the other spirits, and chooses to favor those
who bargain with him by offering him rum or cigars.

Baron Samedi, the Deathlord

Also known as Baron Saturday, Samedi is the
Lord of the Underworld, which he took from his father
Guede by force. The two argue and will not support
each other; anyone loyal to one will never receive help
from the other.

Chango, the Warrior

Sometimes referred to as the Steppin’ Razor or
the Hard Man, Chango is the Tribal spirit of warfare. He
cares for nothing but violence, and calls the Tribe to spill
blood in his name.

Erzulie, the Lover

Erzulie is also symbolic of the Virgin Mary, and
appears dressed in white, with the blood of her sacred
child on her hands. She is the patron of romantic love,
family, and devotional sacrifice for greater causes, as
well as healing.

Tante Marie, the Protector

As a version of the nanny who raised Grandfa-
ther, Tante Marie represents a mother’s dedication for
her child. She is closely related to Erzulie, and the two
are frequently invoked together.

Cachon Gris, the Hungry

The patron of technology as both gift and curse,
Cachon Gris (the Fat Pig) is always hungry, and will de-
vour as much as is offered. It is not a smart loa, but it is
cunning, and has a natural gift for the makings of men.

Maman Briget, the Vengeful

Mother of storms, destroyer, jealous and venge-
ful lover, Maman Brigit is placated more than called
upon. Also called the Bitch Queen, Brigette-Gabrielle, or

the Lady of Spiders (apparently because she likes to eat &

them.)

Petit Bon, the Innocent

The Good Little One, Petit Bon (pronounced
petty-bo) is the patron of little children and the innocent,
but also of those who play, and those who rest.

Raven, the Messenger

Messenger and scout of the loa, Raven rides the
winds of the world, and sees all things. He is every-
where at once, and is Legba’s chosen, often appearing
just before or after Legba has taken an interest in some-
one.

Coyote, the Trickster

The Trickster, the One Who Laughs, Coyote is
the patron of trickery and guile. Where his sister Maman
Brigit is the patron of wicked lies told to injure, Coyote’s
realm is the lie told for a purpose.

Damballah, the Beast

Damballah is the Snake Lord, the ruler of the
realm of the dirt, the low and the debased. He cannot
speak, for his brother Samedi once cut out his tongue in
a jealous rage when he won the hand of their half-sister
Erzulie.

Papa Legba, the Keeper of Secrets

The favorite of the Tribe, Legba is the only loa
the Tribe grants the title Papa to. The guardian of the
Crossroads, and the keeper and finder of all things se-
cret or lost, Papa Legba guides those who need to find
their way, and bargains at the crossroads for wisdom
and skill.

The Tattered Lord, the Betrayer

The final loa in Tribal mythology, the Tattered
Lord is evil in intent, the patron of destruction and all
that is wrong and sinful. His realm is madness, and it is
whispered that he is the Duke of Hell.




DISCIPLINE AND DUELLING

You sure about this, Gaunt? Me and the others, we
already talked it out, and we agree Tank had the right to take
Mossy’s laptop after she left. All right, if you're sure. Listen
up, troops, this here is a challenge tween Gaunt and Tank over
the laptop. Since you is both war-types, and 1 don’t wanna
have to tend to one of y'all being all wounded, I say the chal-
lenge is which one can bring back a new TV first. Winner gets
the laptop, and it’s done. Go get ‘em.

So in a quasi-enlightened anarchy like the Tribe,
how the heck does someone enforce what few laws
everyone can agree on? And how is discipline main-
tained by Fathers and Mothers trying to keep some
questionably mature warriors on a leash? Without some
form of social controls, not even the most well-meaning
society can survive without degenerating into chaos.
What happens to the Tribe without discipline?

First, the Code strongly suggests everyone act
like adults. Over and over again, Tribals are reminded
they can live however they want, as long as they cooper-
ate with their Family. A lot of the success of the Tribe is
based on constant self-checking. Tribals don’t normally
act on their impulses if they think it might upset some-
one else in the Tribe, unless they feel so strongly about it
they can’t restrain themselves.

Second, the Code also calls on everyone to get
along. Even if a Tribal does give in to an impulse control
problem, the other Tribals around her are still bound to
the idea that everyone needs to get along. Unless their
Family member’s fault is truly important, the average
response is going to be shrugged shoulders, a quiet
“he’s an adult,” and ignoring the problem until it goes
away.

Third, there really is discipline in the Tribe.
Mothers and Fathers can give punishments and make
rulings on behavior inside their Families, and Family
members are expected to cooperate with these rulings,
or to use their Feet and find somewhere else to be.

In practice, Tribal punishments are oriented
around teaching the offender how to avoid doing the
same thing again. A young Tribal who falls asleep on
watch will be assigned extra watches under the supervi-

sion of an older (meaner) Tribal until he gets it right. A
gun person who lets his weapon fail in combat for lack
of cleaning now has to clean everyone’s weapons, again
under supervision.

If a Tribal wrongs another Tribal in a way that
doesn’t really violate the Code, the Mother has the op-
tion of giving the offender an Honor Chain. This is a
symbolic punishment that forces the offender to make
the offense right for the wronged party in a way that is
part of the original failing. For instance, during a fight,
a Tribal runs away and leaves her partner behind. The
Honor Chain might be for the coward to go ahead of the
Tribal he left, and to not leave combat until she does.
A Tribal who ate someone else’s portion might not be
allowed to eat until the other Tribal has finished. Hon-
or chains last until the ruling Father or Mother says
they are done; in theory, they even follow the offend-
er into other Families if they use their Feet. These eye-
for-an-eye punishments are fairly successful for minor
offenses, and almost every Tribal has had at least one
Honor Chain in their life. In fact, if the wronged party
is good-natured, an honor chain which is successfully
completed may actually help to build better friendships
between the two parties.

The most powerful and effective discipline, so-
cial pressure, isn’t really recognized as such by Tribals.
If someone in the Family isn’t performing as expected,
the others in the Family will eventually turn away from
them, and the shunned member will either re-conform,
or leave. This is never a conscious order by someone,
but rather a slow process of becoming progressively
more annoyed with the offender until the Family as a
unit shuts them out. This can be devastating to a Family,
so Mothers and Fathers are usually going to step in long
before this point.

When there are situations where either people
can’t agree that a wrong has been committed, or when
the Tribal who feels wronged can’t convince anyone to
take action, she can challenge the offender. (Interesting-
ly, challenges are also issued between friendly Tribals
who simply want to see which of them is better at some-
thing.) Challenges are formally run by the leader of the
Family in most cases; if either the challenger or the chal-
lenged feel they won't get justice, they can ask for an
impartial judge both parties agree to. The judge then
chooses a reasonable challenge for the two, and out-
lines whatever rules desired. Both parties may propose
whatever they would like, but the judge makes the final
determination. Challenges can be almost anything from
single combat to first blood between two rippers, to a
shooting contest between two gun people, to a hacking
contest between two tech rats. Unequal challenges, such
as a ripper being told he must paint a better portrait than
the Family’s facedancer, are usually a sign the Family
has a strong opinion on who should win, and is a secret
message to the pre-determined loser that he should get
over it. The only hard and fast rule for a challenge is that
it must be done before witnesses, it must be conducted
within the rules set, and once the challenge is done, the
winner is right, the loser wrong, and the matter settled.



As always, if the loser doesn’t like the outcome, they are
free to leave.

If a crime has a victim, and involves a violation
of the Code, the Mother has the choice of how severe a
punishment is required. The wronged party is always
asked what retribution they want, and the Mother de-
cides if it’s reasonable. Almost anything can be sug-
gested, short of death or dismemberment; these are the
moments that determine how good a leader the Mother
really is.

There are certain crimes Tribals can commit
which bear no mercy. Molesting a child, rape, and be-
trayal of the Tribe all carry an instant sentence of death,
usually carried out with a quick and bloody assault by
the rest of the Family. In most cases, the offender knows
they are dead if caught, and has already fled; the Family
will warn other Families, and a general hunt for the dead
man begun. It's important to get to the villain quickly,
in order to prevent them from finding sanctuary among
the Outsiders (see the Reavers in Chapter Four.)

MAKING FRIENDS THE TRIBAL WAY

The Tribe? Well, I'm not exactly sure what they are.
I know that, a few months back, my old college roommate
Thomas shows up asking if I still know where to get my hands
on illegal car parts. I passed him along to a buddy of mine who
runs a chop shop over in Ensenada. Sure, I can get you the
address, just don’t tell them it was me gave it to you. Sorry I
can’t be more help, officers.

Thomas, it’s Ricky. You were right, the cops came by
asking about you. I passed them toward the address you gave
me. You were right, they did look sorta funny. Hey, good luck,
bro. Thanks for taking out the guys who hurt Mary. I still owe
you. See you on the flip side.

The Tribe survives on its wits, and a tight sense
of togetherness and teamwork, but sometimes there’s
just no discounting the advantage of having powerful
friends. It doesn’t matter how good at sneaking and hid-
ing you are if the first time one of you gets wounded,
you die of a raging infection. Families need access to cit-
izens who are friendly to the cause, even if they aren’t
able or willing to join in the actual War. So what does
a smart Family do if it wants to maximize its survival
chances? It makes new friends.

There are people who have been exposed to the
Outsiders, or to the secrets of the supernatural, and are
open to the idea of fighting back. Some are other super-
natural creatures, or hunters, while some are normal

people who have become entangled in the realities of

the world without getting killed by it. There are also

people who are willing to help the Tribe for cash, or mu- &

tual support, or for the kicks. And there are those who
don’t know who or what they’re helping, but owe the
Family favors or service because of past aid the Tribe
granted to them. All these people are valued assets to
a Family; because they do some of the heavy lifting for
Tribals, but can’t be relied on not to get skittish when
things get tough, these special citizens are called Ponies.

Life for a Pony can be a challenge, depending
on the Family that has befriended them, and on the rea-
sons they are helping out with the War. Ponies who are
purely in it for the cash will be treated as business asso-
ciates, and kept in the dark as much as possible about
the Family, its goals, and the Tribe in general. On the
other hand, Ponies who are sympathetic to the Family,
motivated by genuine friendship, or by a dedication to
a mutual goal, will find Families much more protective
and willing to at least hint at what is out there.




ZERQ

TN
ul
7]

HL LY

| S

=L

All Ponies are jealously hoarded by Families. It
isn’t unusual for the use of Ponies to be traded back and
forth between Families trying to do business with each
other, or to hear Families begging for certain kinds of
contacts with others in their area (see The Social Net-
working War, below.) The Ponies themselves may be
asked if they are willing to help out other Families, but
this will depend on the nature of their relationship with
the Family who runs them.

Ponies can’t always be trusted to carry on with-
out supervision, so Tribals tend to watch them fairly
closely. After all, the Pony has her own goals and de-
sires, and isn’t Tribal, so there’s never really any way
to tell what they may do in a pinch. Smart Families will
spend at least a little time confirming their Pony is still
loyal before making an approach, whether by watching
them for a bit, or arranging tests of loyalty. Even the
most trusted Ponies can be taken by Outsiders, so Fam-
ilies must be cautious about using them.

Almost anyone can become a Pony; the second
a Family has gone back to a contact more than once, and
let them know a little about what the Family stands for,
the contact is technically a Pony. In practice, though, the
term has been refined to mean someone in the know
about the barest details of the Tribe. Unless a Family is
deliberately keeping a contact in the dark, the Pony has
probably heard the name of the Family, knows there is
some kind of underground war going on, and knows
the Tribe is some sort of guerrilla group inside the coun-
try. Beyond that, it's up to the Family how much infor-
mation to push back.

Ponies are NOT allowed to just up and quit if
they know too much. A Pony who has been accidentally
exposed to something they weren’t supposed to know is
a prime candidate for a recruitment by force, or a mercy
killing, though most Families will do anything to avoid
that as the final option.

THE SOCIAL NETWORKING WAR

And it’s seven-fifty in the A.M., Greenwich Mean, so
you do the math for wherever you are, and that'll tell you what
the time is there. We just got done talking to Mama Petrie
about ways to set up solar stills, and now we’re gonna play
a little Oakenfold to get your blood up for whatever you're
moving today. Come on back after, and me and D] Thrush are
gonna have some messages for y'all from some other of yall.
Don’t forget to hit us up on Freesystem and let us know what
you wanna see on the show, and keep your heads down, broth-
ers and sisters, love each other, and fuck the Man. It’s Radio
Free America, with Faster Kill Pussycat.

In any insurgency, the more organized the in-
surgents are, the more complex and directed the opera-
tions they will be able to conduct. The Tribe is no differ-
ent, but with no clear cut chain of command outside of
the Family, how can it successfully coordinate different
viewpoints and goals into a functional whole? While
Equinox is a great way to merge views and ideas, it only
happens once a year, and all the Families don’t always
make it there. Fortunately, the communications method
is right there in front of you.

In the early days of the Tribe, the best way to
keep in touch was through Radio Free America, a pri-
vate set of ham radio operators, some Tribal, some Po-
nies, who passed messages and coded communications
over the airwaves at specific times of the day. While this
worked as a stop-gap measure, it had several disad-
vantages. Anyone who could find the right frequencies
could listen in on Tribal comms, and Outsider agents
armed with radio detection vans could triangulate on
captured signals and vector hit teams in on the transmit-
ters. Broadcasting without a license led to arrests by the
FAA when they could run down transmitters as well.
And ham radio operating required a skill set not very
common among most citizens; training had to be passed
down through individuals on a one-to-one basis.

It didn’t take long for the Tribe to grab onto
the social networking revolution as a primary means of
communication. It's easier to use, harder to intercept,
and with decent encryption, messages can be kept safe
from prying eyes. With no overall regulating agency for
the Internet, Tribals are safe setting up whatever sites
they desire (there’s a reason some agencies are push-
ing for a regulatory agency for the web.) To the Tribe,
there’s little to no downside to the internet and social
media, and it has largely replaced the bulky transmitters
of the original Radio Free America (more on that later.)

The Tribe refers to the widespread series of se-
cret accounts and websites as the Octopus. While it’s
impossible to map out all the myriad sites Tribals have
created, and all the ways they are currently using the
web to stay in touch, there are a few sites almost all Tri-
bals know about. The first is Freesystem, a social net-
work based on pirated code from a more famous and
popular website. With Freesystem, Families have access
to each other and instant chat, and can coordinate as
they see fit. Access to Freesystem is given at Equinox
by the members of Papa R33t’s Transhuman Army, who
are responsible for running the site. Each Tribal given
an account has a password and log in, and each Mother
or Father has a separate Family page account. To protect
against anyone breaking into the network, every pass-
word comes with a built in kill code the Tribal can input
which will wipe their account. In this way, a Tribal cap-



tured and interrogated gives their captors the kill-code
instead of the real password, and the access is protected.

A second site which has become very popular is
the peer-to-peer sharing site www.Fiendish.me, which
is used for sharing files and forum discussions of future
plans. Fiendish isn’t as protected, but it uses a propri-
etary encryption and file sharing software which must
be renewed every month through an update download
available only from Papa R33t’s people. So far, there
hasn’t been any serious attempt to break into Fiendish,
but its security weakness may lead to a future update
taking the same kill-code concept from Freesystem.
Why hasn'’t this happened yet? Most Tribals chalk it up
to R33t and his Family’s inherent randomness and dis-
organized manner of doing business.

The third site Tribals pay attention to is the re-
incarnated Radio Free America, which is now a 24-hour
live streaming radio station located on the web. With
real music (pirated) and actual DJs (volunteers) RFA has
become a standard for Tribal entertainment and news. It
has absolutely no protection whatever, other than hid-
ing among the hundreds of other radio stations, so noth-
ing broadcast over RFA is done in open English. Most
talk is in Slam, or double-talk and innuendo, and the
DJs do a very good job of talking around subjects. The
site is open to the public, which is probably a recruiting
mechanism, since the “advertising” is mostly culture
jamming or invitations to question authority. A lot of
anarchist or revolutionary Tribals came into the Tribe
after initially listening to RFA.

CULTURE JAMMING FOR FUN AND PROFIT

Hold up that end of the paper, would you? Once I get
the wheat-paste brushed on, they'll have to scrape this bastard
off with a razor blade “Reelect Governor Creppler” becomes
“Re-erect Governor Crapper.” Beauty. Serves the suit right
for hooking up with the Bloats. And I love what [imson did
with his face. See the skull right there? That’s Samedi, brother
man. I even rerouted the election hot-line number on the bot-
tom of the poster to a dial-a-sex line in Norway. Some days, |
love this job.

Several times now, the term culture jamming
has been used while talking about Tribals and their
behaviors. Simply put, culture jamming is an activity
committed with the intent to subvert and shake up a cit-
izen’s world view by attacking their comfortable view

of life. It's usually done by interfering with or modify-
ing trusted social icons or cultural mores, with the end
goal being to cause citizens to think for themselves and
question authority. Common culture jamming tech-
niques include breaking into broadcast signals, defacing
signs and advertisements, modifying public and cor-
porate slogans so they no longer mean what the citizen
expects, and using graffiti and posters to challenge the
status quo. (Which, as has been mentioned before, is not
quo.) Computer hacking and sabotage of political and
corporate sites is a particular favorite.

At its best, culture jamming is witty,
thought-provoking, and done without causing harm to
anyone. At its worst, it’s petulant and destructive sim-
ply for the sake of being destructive, like a child who
smashes a toy so no one else can play with it. The great-
est culture jams have gone unnoticed by the public, but
still achieved their objective. A popular Tribal tell con-
cerns Mama Reaper’s Frozen Moment Soft Tribe, who
were able, after a year of planning, to directly affect a
major national election’s results by leaking a scandalous
set of photos showing one of their ponies sitting in the
lap of a married candidate for national office.

It took weeks to manipulate the two into each
others’ circle, and weeks more to get the shot. What par-
ticularly entertains Tribals is that the choice of candi-
date was random, and the election hack was done just
to mess with the system, not for any particular political
agenda (in the average Tribal’s mind, all politicians are
the same, and the results of elections pointless anyway.)
In many cases, a really good jam is tied to other objec-
tives the Family may have, such as discrediting or de-
stroying social authority, but it doesn’t have to be.

Another example of Tribal culture jamming was
Papa Diego’s Killing Joke Posse’s triggering of all the
parking meters in the financial district of New York at
the height of the work day. The ensuing chaos caused
thousands of dollars” worth of fines and towing costs,
paralyzed the city’s towing infrastructure and meter
maids, and resulted in over a hundred lawsuits, effec-
tively sabotaging the city’s parking and traffic court sys-
tem. This sort of irresponsible behavior is a fine wine to
Tribals, who hate the world Up Top and all its systems,
and would like nothing more than to tear it all down
and build a new (Tribal) way of doing business. It’s also
a very good example of the cost to non-Tribals: ambu-
lances and fire and rescue teams were held up in killer
traffic, resulting in the death of several innocent people.
A seven-month pregnant woman also miscarried and
lost her baby in a taxi stuck in the traffic. Tribals aren’t
well known for their understanding of the concept of
unintended consequences.

Culture jamming isn’t just about painful jokes
(and irresponsible criminal behavior) at the expense of
citizens, though. It also has a real fiscal benefit in many
cases. Tribals are pros at identity theft, stealing credit,
and messing with online ordering routing numbers to
get their hands on other people’s stuff. Since this all
contributes to a lack of confidence in the system, this
is viewed as another means of jamming citizens. And
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smaller tricks, like changing the phone numbers on ads
or lowering the prices on bar-coded merchandise, are a
great way for Families to get their hands on the things
they need.

As mentioned in other places, these [ittle games the
Tribe plays are illegal, and can [ead to people getting
hurt. In the real world, don’t try to play these games
(unless you know what you're doing and are willing
to take the conseguences.)

For ideas about what your characters might
get up to, look up culture jamming online, or visit any
radical anarchist art sites. Don’t be surprised if you
end up on Evil Lord Marmalade’s shit [ist.
SERIOUSLY, DON'T TRY THIS AT HOME.

HUNTING BLOATS

Varo and I did a little sneak and peak of that new
industrial facility outside town. Eyes and ears are most tight,
and they’re running a couple dozen tanker trucks in and out
of there all night long. Got lotsa power lines, and two big
satellite antennas up, too. Headcount: ten citizen security
donut-eaters, and four big fellas who look like they might be
hosts. Little gun, big bullets. And the dog count is zero. I think
we’re in business.

Of course, all this alternative lifestyles, cul-
ture-jamming, hate-the-system stuff comes as part of
the Tribal mindset because of the very reason they are
all part of the Tribe in the first place: the undeclared
(publicly, at least,) war with the Outsiders. While every
Family has its own way of doing business, most follow
the same general guidelines for how to seek out and at-
tack the enemy. First, it’s crucial to see without being
seen, meaning slow and methodical recon of any place
the Family suspects Outsiders might be in. Tribals look
for sites that are using too much power or water, caus-
ing lots of pollution, or strangely over-staffed or secured
for their public purpose. These are all good signs some-
thing unusual is going on. Also, Families keep their ears
open for any rumors from their Ponies, and an eye on

the local population of homeless people, who are often
the first to start disappearing when Outsiders need dis-
posable host bodies. And every single authority figure is
a subject of close scrutiny as well; they are, after all, the
most valuable resource for Outsider agents.

If possible, the Family will gather as much in-
telligence as they can before making any overt moves
on a site or suspect. If they can do it without tipping off
the enemy, they’ll try to get extra sources of informa-
tion on the potential target, whether through phone tap-
ping, long-term surveillance, or probes of the area dis-
guised to look like routine theft or gang activity. If they
can grab a guard or worker to interrogate, so much the
better, although great care has to be taken to ensure the
victim isn’t just a regular citizen, or an Outsider agent
capable of fighting back.

The probes and searches are always followed by
the Family sitting down and sharing their info among
themselves. Tribal planning is a very haphazard affair,
as everyone except the childe gets a say and a vote until
the Mother puts out the word. At some point, when the
majority of the Family have a good feel for what they're
dealing with, the notion of whether or not to attack a
site gets brought up by someone, and planning shifts
toward fighting and not watching.

Some of the time, Tribals who are diligent with
their research are going to find they are watching nor-
mal citizens, not Outsider agents. There are LOTS of
criminals out there who are much less circumspect than
Outsiders, and there’s a good chance the Family is going
to tumble across them. Whether the Family still hits a
group of drug dealers or a corrupt politician very much
depends on the individual Family and its own take on
what protecting humanity means. The Family may feel
it has a duty to clean up the streets of predators of any
type, or it may not want to tip its hand that it's operating
in an area that may still have Outsiders in it. Even if the
Family decides to give bad guys a pass, they will usually
arrange for their surveillance to get into the hands of
law enforcement or citizens’ action groups.

Another option is that there is something shady
going on because of supernatural influences. More than
one Family has tumbled to a vampire’s favorite street-
side snack bar or a mage’s secret library while looking
for Outsiders. What happens next is totally unpredicta-
ble, and can range from an apocalyptic confrontation in
which entire Families get wiped out, to highly profitable
and mutually beneficial friendships and alliances with
supernatural creatures who bring their own powers to
the fight.

Of course, the ultimate goal is to locate Outsid-
ers and destroy their operations. Once the Family is sure
of its target, then they have to decide how to handle it.
They'll look at the level of security, how aware the Out-
siders are of the Tribals’ presence, and what the chances
are of being able to hit the target without the police or
Federal authorities getting involved before the Family
can make its escape. More sit-downs and planning ses-
sions are usually in order for everyone but the wildest
and most self-destructive Families. When the Family



has a good idea of what they’re getting into, they’ll start
addressing actual plans, brain-storming until they come
up with something everyone feels good with. If certain
Family members either have previous military experi-
ence, or a natural head for planning, they may be tasked
with working out the attack and spreading the plan to
everyone.

At the same time, Families are working out how
to get away after the attack. It doesn’t do much good
to kill a few Outsider hosts if the entire Family gets ar-
rested at the scene and imprisoned. Since they're living
off the grid in most cases, Tribals don’t worry too much
about leaving behind evidence, knowing that their best
ally in covering up their actions is, ironically, the Out-
siders they hit. Outsiders will clamp down on any in-
formation which might reveal their existence; they will
tamper with investigations to keep police and uncon-
trolled Federal authorities out of their way.

The good news? This tends to erase much of the
legal evidence against Tribals as well. As long as a Fam-
ily can get away from the scene, they are often safe from
legitimate authority.

Most situations will call for a close-in assault, in order to
ensure the targets are dead, and to gather further intel-
ligence that will lead to new targets. Only if there’s no
other way to hit a target, and if the target is too valuable
to leave alone, will Families resort to mass destruction
moves like car bombs or untargeted arson. Outsiders
are tough to kill, and a blast that levels a building may
leave them alive, expose emergency workers to infec-
tion, and kill a bunch of innocent bystanders who aren’t
legitimate targets. In the assault, Tribals come in slow
and steady, staying quiet and unseen as long as possible,
trying to maintain their advantage in surprise until the
alarm is raised. At that point, the entire Family switches
over to loud and destructive, killing anything that isn’t
clearly an innocent bystander, tossing firebombs and
smoke grenades if they have them, and generally mak-
ing as much noise and sowing as much fear and terror
as they can, maximizing both the damage they do and
the confusion they cause to the enemy, driving in to-
ward their targets and hitting them with full force, then
getting out as fast as possible. If they have time, they’ll
search for files and loose gear, cash, and guns, as well as
grabbing any laptops or hard drives they can carry. And
then they’ll leave the way they came in, trying to fade
away while the target’s security is still coping with the
screaming, bleeding, and burning.

Families which have gotten clear without a disaster will
then adjourn to a nearby safe place, usually prepared
beforehand. Here, they’ll take a quick headcount, treat
their wounded well enough to prevent death or infec-
tion, and get a quick idea of what level of pursuit might
be after them. Within an hour or less, typically, they are
gone from there, and on the move again; in almost every
case, they will move to new operating areas as soon as
they can to make Outsider retribution less likely, and to
reduce chances of the authorities tracking them down.
They will go deeper into the underground, hiding out
and waiting for wounds to heal and the heat to pass

while they study whatever information they’ve found
and decide where to go next. And, of course, they’ll bury
their dead and mourn, and the ones who lived will take
the opportunity to celebrate another bullet dodged.

DOWNTIME

All right, troops, it is definitely time to tie one on.
We outta targets for now, and with Precious and Deejay still
mending, I figure that gives us a little time off the clock. So,
Retro, you and Frosttop find us some party fuel, Jethro will
bag a few swells, and me and Treasure will find a cherry joint
for the weekend. It’s a heater until Monday morning, so as
long as you got your watches on, enjoy yourselves.

It would be a mistake to assume every Family
is constantly in a war footing, running from combat to
combat. Unless the MC is running the most violent and
hopeless of chronicles, every Family will be able to have
moments to rest, relax, and recuperate from their most
recent adventures. In the Tribe, though, downtime can
sometimes look an awful lot like another war to a ci-
vilian. Tribals fight very hard, and like any long-term
combat vets, they will usually play hard as well.

All members of a Family will take time out of
their day when they can to do something they like. This
can be art, music, talking with friends, or even clean-
ing and fixing their weapons. (Yes, gun people take
some friendly ribbing for considering stripping and oil-
ing their pistol as relaxations.) Tribals understand that
stress, fear, and unremitting horror will dull their edge
and break their will to keep fighting, and they encourage
each other to enjoy what little “private” time they have.
After all, anyone fighting as hard as they do certainly




ZERQ

TN
ul
7]

EEN ;
i{
(

| S

s
=L

deserves it. A Family “after hours” would resemble a
cross between a craft fair and a camp out, with members
spread around a central area, each enjoying their own
hobbies in small clusters, moving from group to group
as the mood takes them.

Whenever it can be done safely, the Family
will take a more extended break, planning some form
of social activity which includes all the members’ inter-
ests. While this can be almost anything, throwing wild
parties (or crashing someone else’s parties) is a univer-
sal preference. Tribal parties would resemble a real-
ly crazed college bash or urban block party, but with
a more gonzo feel. Ideally, there will be plenty of food
and drink, and some form of entertainment the Family
enjoys. This could be a video game set-up, a dance or
rave, or even a huge bonfire and communal storytelling.
The more relaxed and safe the Family feels, the more
extreme the party can get. Imagine letting the ghosts
of Hunter Thompson and Amy Winehouse plan your
event, and you can get a feel for what kind of booze- and
drug-addled excess can show up. Families deep in their
celebration can lose the bigger picture, leaving safe and
private areas to party out among the citizens. Families
which are fairly normal socially will use a good party
to make new connections among civilians, but Families
who enjoy culture-jamming will sometimes turn a par-
ty into a chance to vandalize public areas, disrupt es-
sential services, and generally screw with non-Tribals.
Accidents can and do occur, and there are quite a few
Tribals who need time to recover from their “rest.” Par-
ties which have gone out of control are a leading cause
of revolver recruitments, when drunken Tribals acci-

dentally spill too many secrets to an unfortunate citizen
who must now be kept silent. Although most Families
are familiar with the dangers of these over-indulgent ri-
ots, within the Tribe as a whole no one is making any
serious effort to scale back the insanity.

EQUINOX

Don’t worry, Mongo, we know your first Equinox
can be a little much to grok at first. Just stay cool, be friend-
ly, and enjoy yourself responsibly. Over there’s Tinker Alley,
down there is the Gauntlet, up there is Jingletown, and out
there along the far edge of the creek is the Carnal Carnival.
Stay out of there; they eat newbs alive. Unless you like that
sort of thing.

It’s the biggest party and the largest gathering
Tribals each year. Held in a secret location somewhere
in the hills of the Pacific Northwest, Equinox is an enor-
mous combination of social event, swap meet, and mil-
itary demo. Every Family that can make it will show
up at some point during the week-long event, and even
those Families that can’t make it will usually try to send
at least one pair of representatives to catch up on all the
news and latest rumors. In the long history of the Tribe,
there has never been a year without an Equinox celebra-
tion, and so far it has never been raided or interfered
with. The reasons why are sort of murky, but part of its
safety so far has been due to the fact its location changes
every year, and to the Tribe’s use of lands owned either
by Tribal Families or by Ponies willing to help cover the
Tribe’s tracks. Some suspect there is also some magic in-
volved, perhaps a ritual that deflects outside attention.

The rules at Equinox are much the same as




anywhere else in the Tribe. Additionally, everyone is
expected to help out with set-up and tear-down, and
with cleaning and policing the area as the party goes
on. Everyone looks after each other, and despite the
huge quantities of drugs, alcohol, and partying, it's very
rare for anything very bad to happen to anyone. Each
Family establishes and controls its own campsite, which
are mostly wide open for visitors. There’s a minor level
of competition among some Families to come up with
the best decorations or theme for a campsite, and part
of the fun of Equinox is wandering around seeing what
people have come up with. Because there is no planning
or guidance, this results in an enormous jumble of dif-
ferent tents, temporary shacks, and camper vans full of
rowdy Tribals.

Over the years, certain campsites have grown
into ongoing micro-communities which have become
constants from year to year. Multiple Families run many
of them as a sort of community relations project, but
there are plenty of volunteers who turn up to assist. The
most well-known are:

eTinker’s Alley, run by a massive collection of tech rats
from a number of different Families. This is the primary
place most Families go to get items repaired, inspected,
or improved. It's a sort of combination garage and field
repair site, famous for the live stream broadcast by Ra-
dio Free America which starts on the first day of Equi-
nox and runs throughout the event.

*The Gauntlet is where most of the hardcore warriors
hang out. It’s also where Tribals looking to locate a Stick
or Clutch can most likely find help. There are training
and sparring areas, shooting ranges, and even home-
made “killing grounds” where Families can practice as-
saulting various kinds of obstacles.

eJingletown is the major marketplace and swap meet.
Anything and everything Tribals could want is being
traded, or even given away. Unofficially, Father Time-
bomb’s Sweet Sixteen Posse polices the area, since they
were one of the first Families to take on responsibility
for arranging the madhouse of stalls, tents, and blankets
full of gear.

eThe Carnal Carnival is the biggest combination of
brothel, rave party, chill-out zone, and orgy you can
imagine. If there’s some way you like to get debased,
debauched, or destabilized, here’s where you go. It's
“run” by Daddy Demon’s Debutantes, a swarm Family
who generally don’t give two shits what you're doing as
long as it’s all consensual.

eGrandfather's Compound, the home of the first Fam-
ily in the Tribe, is actually pretty low key for the rest
of Equinox. There’s one big tent and a huge bonfire, a
smattering of beat-up vehicles, and a large number of
Family members rushing in and out on various errands,
personal or otherwise. There’s also a fairly frequent
stream of visitors from other Families, either looking for

assistance, guidance, or reconnecting with old friends.
Of all the campsites, this is one of the most relaxed and
social, without a lot of pressure to do much more than
hang out. The exception is the big meeting of Family
leaders, when only the highest regarded Tribals are al-
lowed to attend the “strategic counsel.”

*The 66 campsite is the biggest set of bikers and outlaws
in the Tribe. It’s the place to go for bikes and souped-up
vehicles, as well as the best place to go for mechanics
and burners. Finally, it's a major stopping point for peo-
ple looking to transport anything around the country,
either contraband or people.

eStrawberry Fields is a throwback of sorts; it's a rem-
nant of the sixties and Haight-Ashbury. The Summer of
Love incarnate. Hippies with guns. You get the image.
It’s full of music and parties and laughter, and the only
real rules here are that you need to be cool and not cause
any waves. A lot of the whitesleeves like to hang here,
watching out for overdoses or people in need of a health
check.

THE POWER OF MYTH

This here is the story of Bearkiller and the way he
killed those four Bloats down in Frisco in ‘86. You may have
heard it different somewhere else, or maybe you even told it
different somewhere else, but this here is the real and actu-
al story, straight from the mouth of the Bearkiller himself, so
there you go. It ain’t got no moral or nothin’, but if you listen
up, maybe you'll learn a thing or two anyway.

In a group as wildly diverse as the Tribe, one
of the greatest forces keeping the whole thing together
is the shared mythology of the Tribe itself. No matter
what an individual Tribal’s beliefs are, everyone has
heard the stories which pass around campfires and par-
ties wherever two groups of Tribals are gathered. Most
people have their favorites, and most Families have at
least one person who's pretty good at telling the stories,
if they aren’t fortunate enough to have an actual Teller.
Although the stories that are popular across the entire
Tribe change frequently, here are a few of the most pop-
ular:

eThere’s a house down in New Orleans the Tri-
bals call the Rising Sun. It's a brothel, and a gambling
den, and the home of Mother May-I's Fallen Angels, a
soft tribe which makes a part-time living giving tired
and wounded Tribals a place to rest and recuperate.
They're juiced in with the local police, and they’ve got
some pretty powerful ties with the local vampires who
really rule the city, so if you can find it, you're always
welcome and safe there.




ZERQ

TN
ul
7]

HL LY

| S

=L

eEvery once in a while, you'll come across a
lone biker dressed all in black leather, slowly drifting
his way along the highways. He doesn’t say much, but if
you ask nicely, he can show you the secret paths that no
one knows about any more, the ones that lead to places
no mortal has seen in a hundred years.

eBe careful if you ever run into anyone who
says her last name is Johnson. She just might be one of
the Bastard Johnsons, a Tribal clan with members all
over the world. They're like gypsies, wandering forev-
er, bringing nothing but trouble and chaos in their path.
Each one is a powerful force of magic and violence, and
none of them can be relied on for anything except bring-
ing a quick and nasty end to their enemies.

eThe greatest warrior the Tribe has ever had is
the Bearkiller. He’s done more damage to the enemy by
himself than any other entire Family, and even Grand-
father is careful not to tangle with him. The Bear lives
life large, drinks more than anyone else, eats more than
anyone else, and screws more than anyone else. He's the
best friend and the worst enemy you can ever have.

*One of the Families in the corn belt has figured
out a way to grow a brand new kind of dope that actu-
ally removes Taint. They're still testing it out, but if it
works, they’re gonna start distributing it all across the
country and really put a hurt on the Bloats.

eSometimes, lone Tribals will turn up dead
with their bodies horribly mutilated. Some people be-
lieve it's being done by some serial killer who's tar-
geting us, while others think it's an evil spirit that can
somehow track us. The truth is that it’s an Outsider host
who’s managed to get inside the Tribe and spends its
time switching from body to body along the way, drop-
ping info to the Consortium from inside our ranks.

e Certain chemical plants are busy manufactur-

| ing special chemicals to combat the Outsiders’ Taint.

These plants are run by a company, or maybe a set of
companies, which are working for the Federal govern-
ment; the Tribe’s leadership is operating alongside this
special program, helping to protect the project. It’s all
heavily classified, but if you know where to look, you
can find recruiting sites on the dark web.

*A Family in Florida was able to insert some
sort of trojan horse virus into a satellite which the Space
Shuttle took up in the Eighties. When the Consortium
found out Grandfather was peeking into the space pro-
gram, they arranged the two Shuttle disasters to prevent
us from getting any additional information.

elf you ever get stopped by the cops, there’s a
chance one of them will be part of the Golden Broth-
erhood. It's a group of Tribals who have infiltrated the
police force in order to help cover other Families when
they’re busted. Flash them a high sign in Slam while
they’re picking you up, and they’ll release you, or mess
up the arrest so bad you'll get off on a technicality.

eStreet gangs on the East coast (or the West
coast, or up North, or down South) are infested with
Outsider agents who are making sure the stories of
street violence are all over the country, keeping the Citi-
zens terrified enough to allow Consortium operatives to

use whatever methods they want to keep “peace” with-
out any complaints. The Outsider effort includes taking
over illegal drug distribution on the streets. The opioid
epidemic is an Outsider Taint-spreading project. They
include nano-tags so they can track the users.

eThere’s a fourteenth loa that only a few Fam-
ilies know about. She’s the Unnamed One, the Holder
of Memories, the Whisper in Darkness. She has tremen-
dous power, but her rituals are very costly to the cast-
er. She can help you do almost anything, but the price
for her help is the sacrifice of your memories. Cast her
spells, and you will lose yourself forever.

eSlide your way up to the Corn Belt states, and
you may find yourself at a small midwestern town run
entirely by ghosts. It looks real from the outside, but
once you enter the town, everything you see and hear
is part of the world of the dead. If you're ever desper-
ate enough to find answers, you can head there, and ask
your questions of the Tribals who’ve fallen in battle be-
fore you.

eGrandfather already knows the entire world
is doomed, and the whole Tribe is nothing more than
his attempt to make sure some form of human society is
able to survive the final victory of the Outsiders. Think
about it: why do we specialize in combat and survival
and secrecy? We have plenty of proof the Outsiders ex-
ist, so why don’t we just go public? It's because there’s
no hope of winning the War. We're the chosen few.

*You wanna see something truly impressive,
hook up with the Blue Water Rangers. Their Family has
actually managed to build a small town underground
near the coastline, and they even have a whole under-
water colony hiding in the ocean where the Outsiders
haven’t thought to look for them. They use magic and
stolen Consortium technology to live in the water itself,
like modern day mermaids. Or sharks.




WHAT YOU KNOW ABOUT

Most Families expect all of the following to be learned by a new Childe before he can earn his Tribal name.
* About Weapons: You can field strip most civilian pistols and rifles, and have handled firearms often enough to be
comfortable in their use. You know how to hone and clean knives, and how to use one as a tool or in self-defense.
e About Vehicles: You can drive both automatic and manual transmission cars, and can get by with larger trucks
and buses in an emergency, although you might burn out the clutch or sideswipe parked cars. You can do general
do-it-yourself maintenance like changing plugs, fluids, filters, tires and oil. You know how to hot-wire a car, and a
half-dozen ways to disable someone else’s car given a few minutes alone with it.
e About Wilderness Survival: You can hunt small game in urban and rural areas with a little patience. You know
which foods and plants are safe to eat, and which make you sick. You know how to purify water, or scavenge it from
sources like leaky piping or rain gutters. You can make a rudimentary still to distill clean water, or rot gut alcohol.
* About Medicine: You can stop bleeding, clean a wound, and do basic first aid. You can set a broken bone roughly,
although the patient will feel it. You recognize the symptoms of many common “civilized” diseases like dysentery,
scurvy or shingles, or cholera; you can treat the symptoms. An internal or complex injury will be beyond you.
e About History: You know the history of the Tribe, that Grandfather and the Stone Tribe came first, that Grandfa-
ther is still around, and that the war started in 1973. If you're the sort of person who cares, you know some stories
about the Tribe’s early days. Your knowledge of American history may be hazed over by vague conspiracy theories.
® About Science: You have a general high school education, with more weight on “practical” science, basic chemical
interactions, and a handful of household products that create smoke, fire, or tiny localized explosions. You have
repair skills for the gear you use most often in your Family, particularly if that gear is essential to your life.
e About Life Skills: You can sew on patches, cook basic meals, gut and clean meat animals, make a fire, tailor your
own clothes, clean up campsites, cover up signs of your presence, and make comfortable bedrolls. You pack your
own gear, and rig or secure loads inside vehicles when traveling You can pitch a tent out of a rain poncho, a few
sticks, and some string. You have decent personal hygiene, in order to avoid illness , infection, or pregnancy.
® About Security: You know secrecy is vital to safety, and take common-sense precautions. You will not mention
Tribal or war-related information in front of non-Tribals, and have been taught techniques for resisting interro-
gation. You know how to clean up a crime scene enough to make gathering forensic evidence more difficult. You
know the longer you can mislead or obstruct when you are captured, the more chance the rest of your Family has
of getting away. You also know if you are captured and not rescued, you are going to break and die, or worse.
e About Slam: You use Tribal hand-signs well enough to be able to communicate simple two- or three-word ideas
in combat or in front of non-Tribals without giving anything away. With time and effort, you can speak to another
Tribal in sign language as well as you could verbally. Complex or technical matters will be outside your abilities.
e About Your Family: You know your Family members and their likes, dislikes, strengths and weaknesses as well
as any other real-life family would know each other. You have learned which topics and actions will cause discord,
and stay away from them. You accept your Family’s world-view and eccentricities, and hold to most of their beliefs.
You may disagree on minor points, but all the essentials are on the same page. You know your Family’s recent his-
tory, goals, and needs, and can predict other members’ basic response to most common situations.
eOther Families: You will have met a few other Families, and may have been in other Families. You have heard of
most types of Family, have a rough understanding of their style, and have ties with those which work with yours.
* About Supernatural Beings: You will have heard about the blood-drinking vampires, murderous werewolves,
malicious fairy-folk, soulless grave-kissed, and even the half-demon Nephilim hiding among human society. You
know they are all beings of great magical power, who may or may not be friendly or trustworthy. You know they
can be contaminated with Taint just like humans, but with unpredictable effects. You know joined the Tribe’s war,
but probably haven’t met any unless there’s one in your Family. (See the Advanced playbooks, later.)
e About the Loa: You can name all the major loa, along with their most common duties, symbols, and areas of inter-
est. Unless you are yourself talented, you will have little actual experience with the spirits, but you will have seen
charms made, and probably have owned or used a few.
e About Outsiders: You know they are aliens who want to corrupt and destroy our world. You know they are hard
to kill with bullets, and that they can infect and take over normal humans. You know they have a widely varied
life cycle, although you may only be familiar with the few forms commonly fought by your Family. You know the
Outsiders have infiltrated human police, political, and military power groups, and that therefore agents of those
groups most likely cannot be trusted.
e About the Consortium: If your Family is aggressively fighting the war, you know first-hand what the Consortium
is capable of, and what sort of tactics they use to track, isolate, and destroy Tribals. Even if your Family isn’t that
militant, you have heard about the Consortium, and been warned that it is far-reaching and dangerous.
e About Breeds: You have heard that there are human-alien hybrids, and that some are in the Tribe as allies. You
may have met one or two, and will know more about specific Breeds that have representatives in your Family.
(Again, see the Advanced playbooks, later.) Otherwise, they are mostly unknown to you.
e About Reavers: You may have heard there are Tribals who were captured and turned to the service of the Consor-
tium. More than that would only be known to you if you have personally encountered them before.
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The Eyes Of Michael Holt QPart Four)
Michael had been working for two months to ease the gang into making him an offer. It was the

~sixth time Michael had been invited to hang out with Annie’s friends, and he was beginning to think

the entire group was somewhere between an out of control slumber party and one of those right-wing

extremist holdout groups the ATF was always busting up out in the wilderness in Montana and Al- |

abama. Except that, as far as he could tell so far, none of them were anywhere close to right-wing in

their views. They read more like terrorists or a religious group than drug dealers. Michael had begun :

wondering if maybe this whole op was a Homeland Security gig instead of the DEA. It would make 55

more sense if they were gunrunners or potential national security threats.

1 The odd thing was their attitudes about what was fun on a Friday night. Any other group of -
drug runners he’d ever worked would be surrounded by hangers-on and users, booze and pills flow- £
ing, money switching hands, club sets or crib crawls, lots of gangbangers and guns. Aside from the |
guns, Annie’s group didn’t seem to be very interested in any of that. The first time she’d picked him §
up, they’d gone to a college party much like the one he’d made his insertion at. He’d kept his eyes open,
and seen a few brush-pass dime bag deals for weed again. Nothing meaningful, and certainly nothing

| worth pursuing by a skilled undercover. The next weekend, they had hit a club, but only long enough

\ to pick up Franklin and another guy, a big friendly blonde named Robbie who gave off more well-tem-
pered puppy dog than hardened dealer. They’d hung out in a Chinese restaurant and talked about pol-
itics, the War on Terror, computer engineering, and modern art until two in the morning before Annie
waved goodbye to them and slipped off to a nearby hotel with him. He’d had a more private night of
conversation with Annie on an extended date the night he’d been picked up by that prick Warrick. He’d
spent more time talking about the environment and Annie’s favorite music than trying to get answers
on what they were working on. Then, last week, it had been a set of local poets and musicians in the
courtyard of the local college. More minor dealing, and then they’d all ended the night crashed on dorm
room floors with various people they’d met. That was when Annie had mentioned to him there might
be the possibility of some work if he was interested.

Tonight had been the weirdest yet. Annie, Franklin, and Betty had picked him up in Franklin’s
battered old Chevy, and they’d gone for a long ride along the waterfront. Betty, a dark-mascara’d goth
girl who said maybe three words in the half-hour they were driving, had given him such an antagonis-
tic and angry vibe when he’d first met her, he’'d seriously begun to worry maybe they were onto him.
But it had gotten a lot better when he’d accepted Micah without any question; Betty actually spoke to
him occasionally now. Only Franklin still seemed opposed to him being around.

Because he’s the only one with the combat experience to recognize an enemy agent when he sees one, Mi- =
' chael thought, then pushed that away when the truth of it began to hurt.

They swung through a rusty chain link fence and into the lot of an abandoned drive-thru. Some- |
one had set up a couple of tents, along with a fire pit, and there was an entire side of beef roasting.
There were more new people, faces he hadn’t seen in the original intelligence reports. There was home
brew beer, whiskey, several bottles of tequila, and loud music and singing and dancing. It was a mad-
house, a party on steroids, and it seemed like everyone was letting loose. At some point, he’d seen Betty
pulling Micah off into the corner, hands all over each other. That had been Annie’s signal to haul him
into a tent, giggling, as the party continued outside. Afterward, when Annie was wrapped in the crook
of his shoulder, as his heart slowed back to normal, she curled her fingers into his shirt, kissing his
throat.

“Could almost fit in.”

Michael looked up from the pile of blankets and pillows he and Annie were curled up in. Frank-
lin was standing over them at the tent flap, beer in one hand, pistol tucked into his belt. He was scowl-
ing, as he always was, his hands stained with gun oil and grease. Michael considered ignoring the man,
but Annie really seemed to think the world of him, and it wouldn’t help to antagonize him further.

“Didn’t quite catch that, Franklin,” he said, tone neutral. Annie was snuggled into his side, arms
A apped around him, her body warm and soft. Her breath on his chest was even and steady; he wasn’t




~ | Stre but he thought she m1ght be asleep

“Said you could almost fit in,” Franklin grunted. He motioned to Annie. ”Haven t seen her so
‘happy in a long time.” :
“Gee, Franklin, sounds like you're starting to warm to me.”
Franklin’s frown got worse. “Omar wanted me to give you a message. You said you were look- |
ing for work.”
| “If the pay’s good enough and the risk isn’t too bad.”

Franklin motioned for him to get up, and Michael detached himself from Annie, being careful & )

not to wake her up. As he covered her with one of the blankets, she sighed contentedly and wormed
1 her way further into the pile.

“C’'mon, citizen,” Franklin grunted. His hand on Michael’s shoulder, the man pulled him to- |8
ward the fire where Omar and the British guy Darby were waiting. Michael felt a thrill of anticipation. {8
o Just before they arrived in the light, Franklin stopped short, body tense. Without looking at Michael, §
the man began speaking, voice angry. “You don’t, you know.”

“I don’t what?”

“Fit in.” Franklin spit into the dirt, hand on the butt of his revolver. “These people are all my kin.
, Not many secrets ‘tween us.”
| Michael nodded understandingly. “I'm just trying to make a little money here, Franklin.”

“Fuck you are. I don’t know all your secrets.” There was threat underneath his words. “But I
know you got ‘em.”

“It's late and I'm tired, man,” Michael yawned. “Get to the point.”

“You're gonna get an offer from them,” he said, his off-hand gesturing toward Omar, the beer in
Franklin’s hand slopping beer onto the ground. “It’s a decent offer.”

“Then we have no problems, brother.”

“Not your brother, citizen.” Franklin looked back at him, and then at the tents where the rest of
the gang was hanging out. The party was mostly done, pairs and small groups clustered in the dark,
screwing or sleeping off a drunk. “I love these people, and I will kill anyone who hurts them.”

“I'm not planning on hurting any of you,” Michael lied, ignoring the twist of guilt in his gut.

“Then when they make the offer, you say no. You tell Annie you got other things to do with your
life, and you move on.”

He resisted telling Franklin to go fuck himself. I'm not leaving Annie, not if I can still pull her out of

all this. Out loud, he simply shook his head no, firmly. “Talk about hurting people you love.”
| “She’ll heal. We've all had worse. Micah there had her daddy beat her when he found out she |
| was wearing girl’s clothes. Betty spent a couple of years in a sick bed. My man Robbie got gut-shot last
year, almost died.” Franklin’s face was bleak. “I buried my entire squad five years ago in Iraq. We all
got thru.”

“I guess it’s up to Omar to decide what I can do.” Michael stepped around Franklin, headed for
the fire.

Franklin grabbed him by the wrist. “When they make the offer, you say no. End of.”

That tore it. “Fuck you, Franklin.” Michael pulled free, moving toward the fire. When he stepped
into the light, both Omar and his friend Darby looked up to him. Omar was drinking from a bottle of
rum, and Darby had a long stick, lazily drawing circles and lines in the dirt, whispering to himself in
what Michael guessed was French.

“Hello, Daniel,” Omar said. “Glad to see you here tonight.”

“We rather wondered if you'd make another appearance,” Darby smiled.

“Franklin said you had an offer for me.” Michael sat on top of a crate, leaning forward and look-
ing interested.

“Straight to the point, hmm?” Omar chuckled. He glanced over at Darby, who seemed very in-
terested in his drawings. The two men paused, silent.

“You need something done, I'm your man.” He grinned. “If the price is right.”




What ar;\ I domg””
Darby didn’t look up from the sand scrawls, but 1t i he who answered instead of the

=4 Anhle through it intact, maybe get her to do a deal. ”What s it pay?”
X As they negotiated the details, Franklin stood in the dark, waiting, watching, his eyes narrow,
stern; and full of death.
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Hk: INFECTION

“What makes up a good Family? Oh, babydoll, that IS the question, ain’t it?
Here's the real: ask twenty different Tribals, and you gonna get twenty differ-
ent answers. This ain’t ‘zactly the most well-arranged and cohesive of things,
you dig? My opinion? In a nutshell, a Family is steel and fire and smoke and
ice and Pull and Signal. Steel is its guts, how tough it is in a fight. Fire is
its heart and passion. Smoke is how clever its folk are, ice how cool they is
under pressure. Pull is all the ties that bind it together. And the Signal, well,
that’s what all our spellslingers and psykers pick up on. It’s the connection
to the loa, sweet thing, and it’s danger through and through. At the end of it
all, Family is what’s gonna pick your sorry ass up when you been filled full
of holes, and it’s what’s gonna turn your head into a bowl if you ever get
taken by the bloats. Answer your question?”

-Boggle, former poet and teller in Father Mongo’s Blue Ribbon Proba-
bles, answering a question from a listener on Radio Free America’s late night
call-in show Ask Stoney
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YOUR FIRST SESSION

The first time you sit down to play The
Tribe:HLH, you will need to print out the starting pack-
et in the back of the book. Whoever is the MC will want
to read Chapter Seven: Pandemic so they are familiar
with the rules and systems, and with how the MC plays
the game and makes moves (it’s slightly different from
what the players do.) When you all get together for the
first session, you'll do the following steps in order:

1. As a group, select the Starting Situation and Family.
2. Select Playbooks for the players, and fill them out.
Pause when you reach the Pull section.

3. As a group, generate the NPC Family members, and
determine who is going to be the Family’s Mother or
Father.

4. Finish your playbooks, assigning Pull to the other
players and the NPC Family.

5. As a group, select your Family’s Starting Needs and
Upgrades.

6. As a group, select your Situation and Family moves.
7. As a group, generate your Starting Turf.

8. If you desire, the MC can start the Campaign off with
a first Story.

When you go through this process, you can re-
fer to the Example of Play in the back of the book to see
how things work.

STARTING SITUATION AND FAMILY

Before you can run a Tribe story, the MC and
players should decide upon the basic world the story
takes place in, and the type of Tribal family the group
belongs to. These decisions will subtly change the way
the story plays out, and what the “right” way is to play
contact with Outsiders, citizens, and other Tribals. I
have cribbed the system for making this decision from
another brilliant game called Durance, by Bully Pulpit
Games. As with the other things I've used, if you hav-
en’t tried that game yet, go get it now. It's cheap, and
brilliant. Did I mention it’s brilliant?

Later on, you will find an Initial Set-Up sheet.
You will see there are two sets of six terms listed. The
first set of six are the Situation Traits. The second set of
six are the Family Traits. Starting with the player to the
MC'’s left, each player will have a chance to look at the
sheet and make some choices. The first player looks at
the six Situation Traits, picks one he wants to highlight
in this story, and circles it. He then chooses a second of
the set to line out, indicating it will not be highlighted
in this story. He then passes the sheet to his left, and the
next player chooses a second trait to circle, and a sec-
ond to line out. This continues, with each player taking a
turn, including the MC when the sheet reaches her. Once
a set of three traits are circled in the Situation Traits, and
another three in the Family Traits, the MC then looks
up the Situation and Family descriptions in this chapter.
The Situation chosen will give the MC some special MC
moves her threats can use. It also includes a few spe-
cial moves players may use as basic moves. The Family

chosen gives special Family moves which are also basic
moves. It also describes the basic dynamic of the Family,
and what sort of actions it normally takes, as well as any
upgrades available to the Family.

/SUMMARY: \

* The first player chooses one Situation trait she
wants to highlight in this campaign. She also re-
moves one Situation trait she wants to exclude from
the game. She passes the sheet left.

*The next player chooses another Situation trait to
include, and removes a fourth. He passes the sheet
left again.

*The third player is left with two Situation traits.
She picks one to keep, and lines out the final trait.
The three Situation traits which they have chosen
identify what Starting Situation the campign will use.
*Passing the sheet left again, the players continue
the same process with the Family traits. Each time,
a player chooses one to keep and one to remove.
When there are only three Family traits left, the
group can determine what type of Family they are
playing.

*The MC can then present the players with the ap-
propriate Situation and Family sheets, and allows the
players to take a moment to familiarize themselves
with the campaign set-up. The stories included on
each sheet are merely suggestions and color text to
help you get in the mood. You do NOT have to use
those specific places or people in your game.

AN /




The six Situation Traits are:
INFILTRATION: How severely the Outsiders have infil-
trated various power groups in. If selected, the Outsid-
ers have many agents in positions of power throughout
the world. If lined out, there may be Outsider agents, but
they are either too high up to directly affect the story, or
they are unable to move without exposing themselves.
URGENCY: How close the Outsiders are to victory. If
selected, they have widespread plans in motion, many
which are close to successful conclusions, and immedi-
ate action is needed on the part of Families to prevent
disaster. If lined out, the Outsiders’ plans are just start-
ing, or they move cautiously and react slowly to threats,
giving Families time to make detailed plans.

SUPPORT: How much support is available to the Tribe
in the war. If chosen, there are specific allies and routes
available to rapidly provide back-up and supplies to
desperate Families in need. If lined out, the Families are
mostly on their own, and must work to maintain their
survival needs and equipment.

SECRECY: How secretive the war is. If chosen, there is
almost no record publicly available which would prove
the Outsiders exist, and no one finds out about the Con-
sortium and its plans, or the Tribe, without direct per-
sonal experience. If lined out, there are multiple leaks
which enable smart, thorough, or desperate investiga-
tors to find out some of the truth behind the world.
VIOLENCE: How quickly the Tribe and its enemies
resort to violence to solve problems. If chosen, the pre-
ferred method to most confrontations is direct engage-
ment and violence. If lined out, even if violence is an
option, problems are much more often solved by proper
planning and indirect action.

WEIRDNESS: How prominent the psychic maelstrom
is in the world. If chosen, the maelstrom, the loa and
psychic rituals are common inside the war, and other
supernatural creatures exist and can be enemies or al-
lies. If lined out, the only people who feel the effects of
the psychic maelstrom are those who choose to involve
themselves with it, or to tangle with it.

The six Family Traits are:

RESOURCES: While Support, above, describes how
much stuff the Family can get, this is how well they
maintain and develop what they have. If chosen, the
Family is known for its resourcefulness and ability to
get its hands on what it needs when it needs it.
PRIVACY: While Secrecy, above, describes how well
hidden the war is from the prying eyes of Outsiders and
the authorities, privacy refers to how well the Family
manages its actions, and how well it can cover its tracks.
If chosen, the Family is highly experienced at stealth
and maintaining secrecy.

INDIVIDUALITY: While Weirdness, above, determines
how much the psychic maelstrom affects the world, In-
dividuality represents how accepting the Family is of
other viewpoints and strange events. If chosen, the Fam-
ily has a strong policy of allowing its members to do as
they see fit as long as the Rules aren’t broken.
DISCIPLINE: While Violence, above, indicates how of-
ten death and destruction intrude on the story, Disci-
pline measures how rigid and centralized the Family is.
If chosen, the Family has tightly controlled rules of be-
havior and lines of command which all must follow. The
leader is still a popular choice, but the Family members
are willing to give them a lot more power and control.
SURVIVAL: While Urgency, above, determines how far
along and how dangerous the Outsiders’ plans are, Sur-
vival is a gauge of how capable the Family is at living
“off the grid,” and how self-sufficient its members are. If
chosen, the Family has been living outside normal civil-
ian lifestyles for so long, it's become second nature and
accepted to fly under the world’s radar.

ACCESS: While Infiltration, above, indicates how suc-
cessful the Outsiders have been in corrupting and in-
fluencing the human authority and support networks,
Access is a measure of how well the Family has been
able to build up its own information and intelligence
streams. If chosen, the Family is famous in Tribal circles
for its loyal and well-placed ponies and citizens who
owe big favors.

These traits are not only important during set-
up for a campaign. They a re also used by the MC after
the start of the game; rules for this are included in the
MC'’s section . Again, a full example of set-up and play
is in the back of the book.

CHOOSE PLAYBOOKS

The group now needs to figure out what play-
books they each will use for this campaign. Talk it out,
and make sure everyone feels comfortable with the
playbooks. Remember that each playbook is only avail-
able once in any given campaign. Also look at the var-
ious advanced playbooks if you are using any of them.
If you are, any given character may only have one ad-
vanced playbook from the Breeds or Sealed. I also don’t
suggest anyone having more than one other advanced
playbook, but it’s your funeral. Once everyone has a
playbook, they can fill them out until they get down to
the Pull section. At that point, it’s time to figure out who
else is in the Family.
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BROTHERS AND SISTERS: GENERATING YOUR
NPC FAMILY MEMBERS

Next, place a pile of index cards in the center
of the table. You're going to do a little NPC generation
now. Follow the steps below, so that the cards keep ro-
tating around the table until they're all filled out.

Everyone takes one card, and writes a Tribal
name on the card. You don’t need to know what that
name means yet; that can come out in play. If your Fam-
ily is very large or very small, not every player has to
take a card; the important thing is that they pass around
the table often enough that everyone feels like they got a
chance to put their spin on the Family.

Pass the cards left. Each person then looks at the
Family NPC Guide Sheet, picks one role for a Family
member, and writes it on the card. Then everyone pass-
es the card to their left.

Taking the card they have just been passed, each
person now writes down a brief one-sentence descrip-
tion of the NPC on their card.

Passing the cards again, each person writes
down something their own character likes about the
NPC.

Pass again, and write a second fact. This one is
something about the NPC their character is interested in
finding out.

Lastly, pass the card one more time and, using
the Family NPC Guide Sheet located in the rear of the
book, pick one of that Role’s moves and write it on the
card. These role moves are available to anyone in the
Family if they give that NPC Pull or spend the Pull they
already have on that NPC. Moves that say “once per
Session” mean one use PER FAMILY per Session. Only
one Family member in each Family may have any given
move; multiple members can have the same role. The
MC can use inter-Family debts whenever he wants.

With this method, you will NOT be generating a
card for every Family member, just the most important
or influential ones. As the game continues, the MC may
also choose to bring other NPC Family members into
play; he can fill out the card as he chooses, or go back to
the card method above.

NPC Family members are assumed to be part of
the Family gang if operating normally, but they can be
singled out in a scene by either the players or the MC. If
any Family member is singled out, then the entire gang
counts as one size smaller per single. When operating as
a single, the Tribal has 4-harm, and does 2-harm hand/
close/far. They can then be selected by players” Tribals
in order to use their role moves.

No player character may owe an NPC Family
member more than two Pull, nor can the total amount
of Pull owed to them exceed three. If either of these lim-
its are met, the Family member loses access to their role
move until the MC uses some of that Pull. A player CAN
suggest a way they can repay Pull to NPCs, and if the
MC agrees and the player character makes that happen,
the Pull on them is erased.

You don’t want to mess with all this? Great! Skip it.
Instead, just use the entire NPC Family as a gang of
the appropriate size. Really, it won’t hurt anything.

Combat Roles

Hitter: Heavy firepower, a hitter is someone
who lives for combat it all its forms. Whether they are
a former gunman, an ex-con with a grudge, or a cool-
as-ice serial killer, the hitter gets the job done with the
application of violence. The Hitter Role Moves are:

*Cold Iron Madman: the Hitter adds 1-harm and 1-armor
to all your attacks and defenses for the remainder of this
scene.

*Mook Massacre: the Hitter’'s awesome skill at destroying
his lesser man means he counts as a small gang, 3-harm,
messy close area when he assists you during this scene.

eTonight Someone Dies: the Hitter is a ruthless killer,
tracking and destroying a target no matter the cost; if
you use this ability, describe the horror and mark Taint,
and one non-elite enemy dies

Transporter: A professional in the go-faster
trades, the Transporter is an expert at getting you where
you need to go, when you need to get there, sometimes
even in one piece. Maybe theyre an ex-cop, or a rally
driver. Or maybe they wheeled for the mob. Role Moves
are:

eJust Whistle: one phone call is all it takes. The Trans-
porter adds +2-forward to bang bricks if a vehicle can
be used. She always has a vehicle, unless it’s just not
possible.

eJunk in the Trunk: the best way to live is out of your
ride; the Transporter grants you +2-forward to scrounge
up needed resources or dig deep to survive

eQOrient Express: the Transporter has allies who are Re-
ally Bad People; if you are willing to give those people
Pull and mark Taint, you may declare any transporta-
tion or smuggling move a 10+ result

Shooter: Where the Hitter is a specialist in beat-
downs and mass damage, the Shooter is the sniper, the
silent back-up who believes in one shot equaling one
kill. Hidden and silent, the Shooter waits patiently for
the right moment to issue death at long range. Shooter
moves are:

*Rain of Bullets: the Shooter is an expert at covering
fire; for the rest of this scene, you gain +1-ongoing to
all moves to resist enemy actions, and 1-armor usable
against all ranged attacks aimed at you

eStreet Samurai: everyone knows she’s cool and collect-
ed; once per Session, she can issue a sniper or blade at-
tack against an enemy which does 6-harm AP

eHellseeker: nothing but the kill exists anymore; you
may mark Taint to have him team up with you in a fire-
fight; his attacks combine with yours to make yours +2-
harm messy close area



Support Roles

Technician: He keeps the guns cleared, the
lights on, the water cleanish, and the gear mostly func-
tional. Maybe he’s a scrap merchant, or maybe he went
to a technical school, or maybe the tech spirits whisper
to him through his tin-foil hat. Your Family probably
can’t live without him. The Technician Role Moves are:
eDuct Tape Messiah: there isn’t much this guy can’t keep
together, or work around; once per Session, you may get
a 10+ result on any move which involves gear, or you
may cancel an MC move affecting your gear

eWithin Parameters: she was a lab assistant or grad stu-
dent; she knows a lot of book smarts, giving you +2-for-
ward to moves for scientific knowledge (use or misuse)

eEpic Fail: he’s just crazy enough to try it; mark Taint to
have one of his inventions, intentionally or not, fail cata-
strophically as a 10+ result to burn shit down

Scavenger: Someone has to keep the Family fed
and supplied when all the combat-types are off blowing
up the universe. This is who you send to find the things
you can’t live without, or to back you up when you are
hunting. Scavenger Role Moves are:

e Thief Bag: a master thief who can get her hands on any-
thing she covets; if she’s with you, you can upgrade any
stealth or subterfuge move you fail to a 7-9 result

e City Mouse: an expert in finding the food and supplies
citizens waste every day; he gains +2-forward on Session
moves to handle your business for physical needs

e Typhoid Mary: desperation breeds risky behavior; you
may mark Taint for her to find enough supplies, food,
water, and shelter to get through to the end of this Ses-
sion, ignoring any negative effects of neglect, exposure,
fatigue, or hunger; her source is either not fully healthy,
or taken from those who needed it more

Leader: Every Family has people others follow,
either because they are the agreed-upon Mother or Fa-
ther, or because others listen to them. Maybe they’ve
been Tribals so long they’ve lost sight of what goes on
Up Top. A Leader isn’t always issuing orders, but their
opinions and actions carry value. Leader Moves are:
eAuntie Stone: if your Family’s got an NPC running it,
this is who she is; you may sit down with her for advice
and direction to gain +2-forward on the next move you
make

eljeutenant Dan: the trusty right hand man and adviser;
you may follow him into glory, gaining +1-ongoing on
all moves for the scene when he is with you; he may
only give one person this bonus at a time

e(Dis)respect Your Elders: this lady’s lost all concept
of life outside the Tribe, and every interaction with
non-Tribals is fraught with peril; you may mark Taint
to describe her inappropriate actions in a public place;
gain +2-forward on a move which requires a distraction,
and then +2-forward on the next move after that, but the
MC may make a move at the end of the scene as the bill
comes due

Social Roles

Counselor: Families are sometimes bundles
of raw nerves and bleeding psyche held together with
alcohol, wild parties, and a lot of suppressed tears. If
a Family is lucky enough to have a member who fills
this role, they can be made whole and healthy even after
shocks or disasters that would sideline or destroy weak-
er groups. Former priests, real psychologists, and even
jaded party-animals have been Tribal counselors before.
The Counselor Role Moves are:

eNot Dark Yet: faith and hope can fix a lot of things; gain
+2-forward to pack your gear or dig deep when you
have the chance to spend time with her

eTalking It Out: the most painful memories can be
worked through with time and patience, if you're will-
ing to speak; one Family member per Session may erase
a point of Taint at the end of the Session

eDesignated Victim: there’s not much this guy won’t do
to cheer up his Family, it’s just unfortunate so many of
his ideas involve intoxicated bad decisions; you may
mark Taint to go on a wild bender with him; describe
your bad craziness and erase one Condition

Survivor: Some people are just freakin’ tough.
They have an excellent network of survival contacts, or
expert skills in staying alive in the worst conditions, or
maybe they're really good at seeing the upcoming be-
trayal. Survivor Role Moves are:

eKing of the Homeless: if you lower your standards
enough, you can always find a place to stay; he can find
the Family a safe space among the homeless in any ur-
ban area, good for only one night in any Session

e Survival Mantra: she knows everything you'd ever want
to know about living through bad times; she can grant
you +2-forward on any move to avoid damage from en-
vironmental MC moves

*Nobody'’s Fool: paranoia and suspicion can be a virtue in
the Tribe; you may mark Taint and do something horrid
as a response to an MC move or hard move to escape the
consequences if you have this person with you

Supporter: No matter what the Family’s goals
are, there are certain members who bring little more
than the ability to get along with almost anyone. They
aren’t experts at anything, but they know enough to
help anywhere when needed. Role Moves are:

eCaper Crew: she’s handled every job in the Family, and
done all of them well enough to be considered solid at
them all; once per Session, you may use her to gain
+1-ongoing on ALL moves you make in a scene as long
as she has your back

*Ql' Reliable: maybe he’s close to retirement, but he’s
still got a great rep; if you bring him along, you gain
+2-forward on an Influence test with any Tribal or
Fringe groups

elgnorance is Bliss: this poor bastard’s so new he doesn’t
even have a name yet; you may mark Taint as a response
to redirect an MC move or hard move to him




-
ul
i i

%

!
5
s
2

Mystical Roles

Wizard: While not as proficient as a fully trained
Shaman, this magical back-up can still fling a few spells
or powers around when needed. Might be a ritual ma-
gician, someone with a little natural talent, or a rogue
psychic escapee. Wizard Role Moves are:

eConcentrated Awesome: when he’s got time, this guy’s
magic can make almost anything easier; once per Ses-
sion, roll any one ritual as if you knew it

eRight Persen, Right Time: she knows just a little bit of
magic or psychic power, but she always seems to get it
right just when you need her to; once per Session, if she
is with you, you may upgrade your result on any move
you know to the next higher level with her magical help;
describe how she helps

eCassandra: this renegade from horror shows is a pow-
erful mage or psychic, but her control is shit; you may
mark Taint to describe how her actions give you +2-for-
ward on any move involving violence or the signal

Beast: There are monsters in the world, but this
one is yours. They have power to fight, to force their will
on others, and to suffer at the hands of the citizens they
hate and fear. The Beast Role Moves are:

eWalking Disaster: if she shows up angry, you better look
out; when you bring her with you to a fight, upgrade
all your results on dust-ups and burning shit down to
the next higher result, but downgrade all non-violent
moves in the scene

e Armour-Piercing Question: the right words with the right
power behind them can seduce and destroy an enemy;
once per Session, when you get her to use her powers on
someone, she forces one answer or action from them as
long as it isn’t immediately self-destructive

eWhat the Hell, Townspeople?: no matter how hard he
tries, he can’t hide his monstrous nature; you may mark
Taint to cause a scene of ugliness and chaos as people
either lash out in horror at