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[RETACE

I'VE ALWAYS LOVED monster books.

One bright August night in the late 1980s,
my tcn—ycar—old self made first contact with
the cnchant:i_ng world ofrolcplaying games. It
wasn't Just the playing that was magical. D elvi_ng
into the monster books was just as cool — spe-
ciﬁca]ly the pro saica]ly titled The Monster Book
and The Monster Book Il for Swedish fantasy RPG
Drakar och Demoner, illustrated by the inimita-
ble Nils Gulliksson. These modern bestiar-
ieswere tccmingwith strange creatures. Some
were original creations, but others—like brook
horses, trolls, and vaettir — [ rccognizcd from
:myths and folklore, although thcy had been
recastinto roleplay:i_ng monsters with longlists
of attributes and skills (or “statblocks”, inrole-
playing lingo) ;

I could sit and read and fantasize for hours
aboutwhat itwould be like to encounter these
beings. And with the help ofabox ofpaperback
books, some wcird—looking dice, and two or
three friends, I was able to do just that.

When my editor Maja Lindqvist and I came up
with the idea of mak:i_ng a book about Nordic
folklorc, the old familiar monster book for-
mat seemed like a pcrfcct fit. Abeautiful draw-
ing and the right amount of text, just cnough
to spark the reader’s imagination, became the

perfect way to present the old vaesen. The main

difference is that the creatures and beasts fea-
tured in Vaesen do not have “stats.” T]lcy are
allowed to kccp their mystery. I'm dclightcd
to say that Vaesen seems to have i_nspircd many
oftoday’s tcn—ycar—olds, just as The Monster Book

and its sequel fueled my own imaginationback

in the day.

Now, you are holding the rolcplaying game
Vaesen in your hands. The book of folklore in-
spired by roleplaying games has gone full circle
and become a game of its own. With this book,
a set of dice, and a group of friends, you can
venture into the dark woods and encounter
the mythical brock horses, lindworms, trolls,

and vaettir.

But our vaesen still lack the endless statblocks

of old. We wouldn't want to spoﬂ the mystcry,
would we?

]ohan Egerkrans
STOCKHOLM, MARCH 10TH 2020







- CHAPTER 1 -

INTRODUCTION

No one in Hedds wanted to talk about the dead children. At the inn
we were met withsilence, and afriend of the priest —awhite-haired
nobleman named Gustaf von Flink — implicitly threatened that, if
we kept on asking, we wouldn’t return to Upsala alive. Luckily, an
employee at the local orphanage defied the stern look from her head-
mistress and asked us to visit an abandoned mill south of the village.
Itwasgetting dark aswe arrived. The path between the cow pastures
was covered in puddles, with light from the full moon reflecting off
the water. With every step we had to pull our shoes out of the mud.

The path reached a swift-flowing stream with a wooden bridge
leading to the mill on the other side. The mill was old and neglected.
Thewheel had been shattered by the rushingwaters, and the building
was leaning over the stream.

Halfway across the bridge we heard screaming. It sounded like a
baby, coming from inside the mill. Could this be the myling to whom
we had come to bring peace 2

Kaspar pushed past me on the bridge, but
stopped cold when he reached the other
side, almost causing Iljenka and I to
run straight into him. On the
patch of grass in front of the
mill stood the headmistress of
the orphanage and the noble-
man, Gustaf von Flink. He
was carrying a rifle, while she
held aflintlock pistol in one hand,
and inthe other her long riding crop
whichwe had seen her use on the dirty
children at the orphanage. Before them
lay thewoman who had asked usto
investigate the mill. Her hands and
feet were tied, her clothes bloody

and torn — and she did not move.

THE GAMEMASTER: They haven’t spottedyou yet, but
it’s a matter of seconds before they do.

PLAYER 1 (KASPAR STAHL): I draw my rapier and
assume a fencing stance. “Let hergo!”

THE GAMEMASTER: They look atyou, but seem neither
afraid nor surprised.

PLAYER 2 (ASTRID LILJA): Iraise my palms and take
a couple of steps toward them. “We have come to help the
village. We know why the children aregettingsick and dying.”

THE GAMEMASTER: The headmistress flashes a joy-
less smile. “Then you know too much.” She aims her pis-

tol at you.

PLAYER 1: “You can help us or stand aside. Either way,
we will do what we’re here to do.”

THE GAMEMASTER: Make a MANIPULATION test.
PLAYER 1: That’s five dice. One success, I pass!

THE GAMEMASTER: She lowers her gun asif she’sready
to listen. Meanwhile, the sky goes dark, as the moon is
covered by a huge black bird descending on the mill. Its
feathers are broken and scraggly, its beak long and sharp;
the eyes are as orange as hellfire. Neither the headmistress
nor Gustafvon Flink seem able to see it.

PLAYER 2: The myling!

THE GAMEMASTER: What doyoudo?




* CHAPTER 1 -

WHATYOU ARE hoiding inyour handisa roiepiaying
game based on Johan Egerkrans book Vaesen: Spirits
and Monsters of Scandinavian Folklore. The idea is that you
and your friends will use it to tell —or piay —mystery
stories together in rnythic Scandinavia of the nine-
teenth century.

Only one of you will have to read the entire book,
but it would be good if the others ﬂipped through
the first chapters as well. You are not supposed to
know its contents by heart, but rather use it as a ref-
erence book while playing the game. In addition to
this book you will need pens, paper, and at least ten

six-sided dice.

[TRODUCTIOI
T0 VALALI

Throughout history, supernatural vaesen have lived
side by side with the people of Scandinavia. But
these creatures are not perceptible tc human senses —
unless they choose to be. Invisible, they have helped
out on farms, assisted in calving, made sure that
stray ewes find their way horne, and kept peopie
safe during harsh winters or wildfires, in exchange
for some of the farms’ milkand grain. Vaesen have
filled the fields with ﬂowers, shown the wayto ponds
where peopie can see their future reflected on the
surface, and whispered dreams into the ears of the
sleeping.

Inthenineteenth century, Scandinavia is changed
by industrialization, war, and revolutions, and new
ways of thinking and understanding the world are
spreading through its universities. Old truths are
being questioned. The rural poor are pouring into
the cities or across the Atlantic to escape starvation,
hoping to build a life where they can be free,

Itis no longer the nobles and priests who decide
how peopie should thinkand act. instead, those who
are able to use the inventions of this new age can
make a fortune and exert influence threugh their

wealth. Factories are emerging around the cities, giv-

ingrise to vast suburbs where impoverished workers
are crammed together in harsh conditions,

The elderly are left behind in the villages, along
with those too weak or scared to leave. Meadows
become overgrown, forests are cut down, and the
construction of railways between cities lays waste to
paths and communities that have existed for centu-
ries. Glassworks spew out chemicals, while the mines
eat their way into the mountains like wolves feasting
on awounded animal.

The vaesen of Scandinavia are changing as well.
The viiiagers used to know how to appease the crea-
tures when angry and gain their heip with farm work

—for instance, they refrained from peeing on the

ground where the vaettir have their burrows, and
provided the nisse with porridge and a new hat every
year. Butthe old rulesand traditions no ionger seerm
to apply. The vaesen have turned aggressive and
bloodthirsty, snatching children from the villages,
Wrecking houses, and setting barns on fire.

In certain parts of Scandinavia, the supernaturai
seems to have grown stronger and started acting
erratically — like a storm sweeping over the farm-
lands. There are rumors of kittens being born with
two heads, streams where the water is mixed with
blood, forests lulling young cnes into eternal sleep,
and fairies dancing through villages, luring young-
sters into the woods to slave for those underground.
In other places, the creatures seem to have disapf
peared fromthe countryside, as if they never existed,
and magic along with them. It is also said that some
vaesen have followed peopie to the cities and found
new homes in sewers and abandoned factories.

Some people in Scandinavia are able to see the
vaesen, even when they are trying to stay invisi-
ble —it is called “having the Sight.” You are one of
them. At some peint you experienced sornething
that scared or hurt you; maybe you almost died in
a fire or a werewolf chose to reveal itself to you.
After that, nothing was ever the same. Suddenly
you could see nature spirits steaiing food from the
tables and trolls showing up uninvited to weddings

and christenings.
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You and several others who also have the Sight
have gatheredin Upsala in central Sweden. You have
learned that there used to be an organization called
the Society. Their mission was to study and combat
the vaesen, butthe last members of the Society went
missing or left the organization about ten years ago,
and since then the Society’s headquarters — the old
Castle Gyllencreutz by the Fyris Riverin Upsalafhas
been left to decay. You have decided to re-establish
this organization. Aformer member by the name of
Linnea Elfeklint, an elderly woman who spends her
days at the city’s mental asylurn, has given you the
keys to the castle along with documents rnaking you
its legal owners.

You all have your reasons for wanting to track
down vaesen and protect people from them. And
you will embark on long_journeys to remote Villages
and regions of the wilderness, attempting to uncover
the secrets of Scandinavia, Armed with nothing but
your courage, conviction, and ability toseethe super-
natural, you will come face-to-facewith vaesen. Nei-
ther bullets nor steel can stop them —to drive them
off, you must identify their weaknesses. And even if
you succeed, your encounters with the vaesen of the

north will leave you with scars that never heal.

TTIS DOOK

In this chapter we explain what roleplaying games
are and how they are played. [t begins with an ex-
arnple of whata gaming session rnight looklike, and
there are more examples scattered throughout the
book. Here you will also find a brief deseription of
the world in which Vaesen takes place, and the kinds
ofpeople these stories are about. After a short over-
view of what the vaesen are, the chapter concludes
with an introduction to the game’s form and rules
for conflicts —that is, how to play the game and roll
the dice to determine what happens in exciting or
dangerous situations.

Thenext chapter describeshow to create a player

character, meaningthe person or character you will

portray while playing the game. Your player charac-
ter is based on one of ten archetypes — a skeleton or
framework to build on during the creation process.
Then comes chapter 3 which covers Skills — different
actions you can perforrn, the success of which is de-
cided by rolling dice; perhaps you are trying to trick
someone, or escape some terrible monster, Chapter
4 is devoted to Talents, which are various tricks and

types of expertise thatyour player character may pos-
sess and might find useful in his or her encounters

with the vaesen,

Ghapter 5 describes conflicts that might arise
during the game; it can be anything from life-and-
death battles, to what happens if someone tries to
poisonyou orifyoun are trapped in a burning build-
ing. It includes rules for how your player character
rnight be injured or even killed, and addresses what
happens when you encounter things that frighten
you. Chapter 6 focuses on the Society, the organiza-
tion to which your character belongs, while chapter
7 provides information about the world where the
game takes place: the mythical Scandinavia. There
youwill also find some thoughts on how to approach
the difference between the historical nineteenth cen -
tury and the world featured in this game,

The last three chapters hold secrets about the
game world and its vaesen. Only one member of
the group should read these chapters, and the one
who doescannothavea player character, but will be
the person who runs the game — the Gamemaster,

Therefore, no one should read these chapters until

]
@l THE BOOK AND THE GAME

This volume is fully self-contained and is all you

need to play. However, we highly recommend
Johan Egerkrans' Vaesen: Spirits and Monsters
of Scandinavian Folklore to dive even deeper
inte Scandinavian folklore and myth. It can be

used as a sort of manual for the players when

they explore the horrors of mythic Scandinavia. i
Lo




you have decided who will take on the role of Game-

master. Chaptcr 8 describes vaesen and their magic.
There are several examplcs of vaesen, with descrip—
tions of how thcy can beused in mysteries and how
they can be fought. Chapter 9 contains instructions
on how the Gamemaster may run and write his or
her own mystcrics, while the tenth and final chap—
ter of the book compriscs a complctc mystery titled
The Danee ofDreams— meant as an introduction to the
game, and as the first mystery yourplayer characters

will experience.

WHAT ARE
ROLE-PLAYING GAMES?

Rolcplaying games are a form of collaborative story-
te]ling, usually takingplace around a table with papers
and dice in front ofyou. Allbut one ofyou will have
a playcr character —acharacter to portrayjustlikc in
a play or amovie. In this book we address both you,
the playcr, and your playcr character as “you ¥ _since
you should be thinking ofyour character as “I”. For
cxamplc, when you want your character to do some-
thing, you might say “I chase the thief into the train
car’ and act out what she is saying, pcrhaps SCTEATIL-

ing “Stop, in the name of the law!” You decide what

your playcr character is wearing and what she locks
li_kc, what she thinksand fccls, and how she reacts to
what is happ ening in the story.

When rolcplaying you are usually in a group of
three to six pcoplc, with sessions normally lasting
between two and five hours. No individual playcr
decides cxactly what happens; you all help fill in the
details. Thatis one ofthe grcatplcasurcs ofrolcplay—
ing-noonecan predict what will happen next. Forit
to work we]l, you mu st always listen to what the others
are saying andpay attention to how thcy describe the
game world arcund them. You must also contribute
to the story with your own ideas of what things lock
like and how they work.

The members ofyour gaming group will have dif-
ferent tasks. All but one ofyou are “playcrs”, each
contro]ling a playcr character. Your task is mainly
to inhabit your characters as fully as possiblc. Try to
see the world through your character's eyes and do
whatshewoulddoin any given situation —which can
sometimes mean making decisions you as a playcr
know are bad for her.

The person without a playcr character is the

“Gamemaster”. Her role is to ensure that the story

makcs ECILSE and kCCPS m0v1ng forward. Shc also

dCSCI‘ibCS what t}lC WOI‘].d ].OO](S ].]kc and plays a]l t}lC
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people who are not player characters. Should your
player characters run into some grumpy innkeeper,
he or she will be played by the Gamemaster, who at
the same time describesthe ﬁlthy inn—the dwindling
flames in the ﬁreplace and the huge huntingtrophies

on thewalls, Theindividuals controlled by the Game-
master are called non-player characters (NPCs).

The Gamemaster does not have to make every-
thing up herself. She can always lean on the players
for support, and furthermore, she has a mystery to
fall back on. A mystery is a text much like a manu-
script, except that the story you create around the
gaming table does not have to unfold as written. It
is more like a foundation for the Gamemaster to
build on, suggesting things that could happen in the
game and NPUs one might encounter. There isalso
someadviceon howto describelocations and howthe
player characters could piece together the available
clues to solve the mystery. The mystery also contains
challenges —obstacles and dangers that rnight befall
the player characters. It is up to the Gamemaster to
determine which parts of the written mystery she
will actually use, being sure to take into account the
actions of the player characters when deciding. Per-
haps you choose to visit people who are not even de-
scribed in the mystery?

Duringthe course ofthe game, sitnationswill arise
where your player character will attempt things that
are difficult and dangerous. Perhaps you are trying
to threaten an enemy into dropping its weapons, or
stop a friend from bleeding out? On such cecasions,
the outcomeis determined by rolling dice. Howgood
your character is at doing things — such as shoot-
ing, sneaking, orinterpreting clues—will affectyour
chance of success. You can read more aboutdierolls
atthe end of this chapter and in chapter 5.

It is important to remember that roleplaying is
nota competition, but a cellaboration. Itis not the
Gamemaster’s job to try to sabotage orkill the player
characters — although she may of course put you in
dangerous situations if that is where the story takes
you. Sometimes it can be good to pause and talkabout

the game, to make sure that everyone is having fun.

THE UNSEEN

“Oh, there have always been nissar, on
secluded farms and crofts, and on estates
deep in the backcountry. Wise folk fear
them. The nisse is wayward and vengeful -
and punishes severely those who anger him.

My grandmother Kerstin was a maid at
Aninge Farm, and there lived a farmstead
nisse. Granny spoke of how the masters
one night were having a feast, making a
tremendous noise long after dark. As the
guests left, and the masters and servants
had gone to bed, the nisse started making
noises of his own and did not stop until
morning.

But the nisse is kind to the livestock, al-
thoughhehas his favorites. Granny Kerstin
said that one of the manor’s horses got its
mane and tail brushed and braided every
night, while another was shooed into the
woods to be eaten by wolves.

The nissedoesn’t show themselves tojust
anyone, either. Only the second-sighted
can see them. Should such people encoun-
ter the nisse on the road, they better stand
aside. For a nisse will not. People should
respect the unseen. They sense his pres-
ence, but don’t like talking about him,and
I never heard of anyone associating with
the nissar”

— ANNA ENOGSDOTTER, MIDWIFE IN K¥1IDAHULT.
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VALMCIT [T A TUTSHCLL

This section offers an overview that might be good to
keep in mind while reading the rest ofthe book. Ttalso
contains references to later chapters where various
aspects of the game and its world are deseribed, all to

make it easy for you to find the information you seek.

THE MYTHIC NORTH

Vaesen takes place in a mythical nineteenth-century
Scandinavia. This version of Scandinavia is not
historically accurate, but an alternate world where
events may correspond more or less to our reality.

As such, the stories do not take place in any spe-
cific period ofthe 1800s —the Mythic North combines
phenomena from the entire century. Steamboats,
trains, as well as political and philosophical move-
ments from the end of the nineteenth century may
well be mixed with earlier phenomena. That said,
you would do well to draw inspiration from histori-
cal events —much that happened in the 1800s would
make excellent starting points for creating exciting
mysteries.

The rnythical game world is described further in
chapter 7, with a particular focus on the player char-

acters current home, Upsala.

VAESEN
Throughout history, humans have shared their land

with vaesen; trolls, ghosts, lindworms, and other crea-
tures inhabitingthe woods and lakes. Like the humans,
these have had theirups and downs with one another.
Many have assisted the farmers in theirback-breaking
laborand madethe dark, winter nights more bearable
with enchanted music andgifts in the form ofstrange
handicrafts to blacksmiths and lute players,
Although vaesen have always been present, few
have actually seen them. The creatures are iinperf
ceptible to the human eye — they choose whether or
notto reveal themselves. [tis said that theirpresence

may be inferred from something as innocuons as a

]
9 USING OTHER CITIES

This book assumes that the characters will be
based in the city of Upsala. The town is ideally
located in central Scandinavia and is home to
a famous university, scores of societies and cu-
rious academics. However, you can of course
choose to place your game in another town of
your choice. Read through the chapter about
Upsala (page 105), research your location using

books and the Internet and then write your own
short gazetteer about the characters hometown. b

draft in the room, or from the abnormal behavior
of farm animals.

Talesand songs tell of rules that must be followed
soasnottoangerthevaesen, Rural people often think
they know how to avoid getting on the wrong side of
those who dwell underground, but so mething has
altered the balance between the humans on the sur-
face and the creatures beneath. Vaesen have started
attacking villages and destroying homes, factories,
and train stations. They no longer behave as they do
in the stories. Somethinktheyhave gone mad, others
that the end times are nigh.

Twenty-one differentvaesen are cataloged in chap-
ter 8, along with a description of their relationship

with humans, aswell as their powers and special rules,

THE SIGHT

You are a person with the Sight, meaning that you
have the ability to see vaesen —even when theyare try-
ing to remain invisible, You acquired the Sight asa
resultofsome physical or psychological trauma, most
likely some form of supernatural event, either during
childhood or as an adult. These who have the Sight
are sometimes referred to as Thursday's Children.
For one reason or another you have sought out
other pecple with the Sight, and together you have
decided touse yourabilityto help those affected bythe

<10 -
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o

In Vaesen, a session normally includes horror, mystery,
and suspense. It is up to the gaming group to decide
whether one of these should sutweigh the others. To
emphasize the horror aspect, the Gamemaster can
put the player characters in situations where they are
alone and exposed. The ¢reature seems unbeatable.
Secreams and strange scents occupy the characters’
nightmares. The countryside is dark and strange, and
most questions are left unanswered.

If you would rather focus on solving mysteries and
challenges, the players should be given tricky ¢lues and
time to reflect on them. A murder would then involve
multiple suspects and subtle details that might reveal
the truth. Clues from different places must be pieced
together to form the big picture. Over the course of
the game, the characters uncover how it is all con-
nected. In these stories, vaesen are often used as tools
by NPCs seeking power, riches, or acknowledgment.

To create a sense of adventure and suspense,
there should be chase scenes, creatures to attack

with sabre andrifle, and aggressive NPCs looking for
a fight. Perhaps the player characters are running

HORROR, MYSTERY, AND ADYENTURE

from a monster on top of a train passing through
a tunnel — soon afterwards they are forced to hurl
themselves down a waterfall in order to escape, af-
ter which it all ends with them confining the creature
toits cave by blowing up the entrance with dynamite.

The atmosphere and focus of the mysteries are
mainly the Gamemaster's responsibility. But as a
player, there are also ways you can contribute. The
character you create, and how you choose to play
her, will determine what kind of experience you and
your group will have. In a horrer story your player
character must be susceptible to fear and despair —
she must be allowed to flee when frightened. If your
focus is on puzzles and clues, your player character
will need the appropriate skill set; she must be able
to read and skillfully investigate crime scenes and
libraries. In an adventure story, you should try to cre-
ate a sense of momentum by making bold decisions
and throwing yourself into epic battles. Do not rely
on the others to create the story or feeling you want

to experience — it is your responsibility to make sure

that you are having a good time.

ill-tempered caprice of the vaesen. You have learned
that there used to be an organization known as the
Society, and decided to re-establish it. The Society ex-
isted forhundreds ofyears, madeup of pecple with the
Sight who devoted theirtimeto studying and exp elling
vaesen. [ts members metatthe old Castle Gyﬂencreutz
in Upsala, butsome tenyears ago thelast of them aban-
doned the organization, locked the castle gate, andleft
the building to decay. No one knows Why.
Youandyour friends have tracked down a former
member of the Society — an elderly woman named
Linnea Elfeklint, now a patient at Upsala Asylum.
Linneahastold you aboutthe history and traditions
of the Society, and given you the keys and deeds to
Castle Gyllencreutz. But she refuses to leave the asy-

lum and will not come with you to the castle under

®

any circumstances — and she does not say why. Tt is
up to you to restore the old organization, build your
headquarters, and go on expeditions in Scandinavia,
solving mysteries and driving off vaesen.

Duringthe gameyou will have the opportunity to
eXplore and eXpand Clastle Gyﬂencreutz. Thecastle is
your headquarters, where you may prepare for jour-
neys and heal any physical or mental wounds from
your encounters with vaesen. At the same time, you
must maintain a fagade ofnormality in front ofyour
friends and relatives in Upsala—if they ever found out
about your alleged ability to see supernatural crea-
tures, theywould sooneror later have you locked up
in the asy]um with Linnea.

You can read more about the Society, Linnea, and

the headquarters in chapter 6.

<12 .
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THE FIGHT AGAINST VAESEN

Your mission is to protect humanity from vaesen.
But the world is not black and white. The vaesen
you encounter are often victims of other vaesen, or
of human activities, so you will have to take a stand
and do what is right. Whatever that may be.

Before hcading out on cxpcditions youarm your-
self with rifles and rapiers. Your weapons can hclp
you defeat human adversaries such as robbers and
rebels. Against vaesen, however, you may as well be
carrying sticks and scraps of paper. Vaesen may be
stalled or temporarily driven offbyhuman weaponry,
but can rarcly be killed by bullets or blades.

To combat vaesen, you must turn to the tales
and forgottcn books of the clden days. The rituals
required to expel them are always exact and seldom
casy to pcrform. You might have to sprinklc silver
powdcr into the waterfall on the night ofafull moon

—orchase giants into the woods by ringing the church
bells at dawn. Each vaesen protects its weakness very
carcfully, and those sccking to cxploit it risk pro-
Voking its wrath.

General information onhowvaesen can be fought
is providcd in chaptcr 5, while more spcciﬁc details
are found in chaptcr 8, in the dcscriptions of indi-

vidual vaesen.

THE FORM OF THE GAME
The Society’s expeditions start from Upsala, with the

purpose of solving a mystery that has come to your
attention. A mystery usually lasts between one and
three game sessions of four to six hours each. Atyp—
ical session starts with you making preparations such
as buying equipment, gaining knowlcdgc at the 1i-
brary, and visiting friends and contacts.

Anmn invitation of some kind initiates the story. It
tells of a placc where a vaesen seems to be present.
Theinvitation could be aletter from someone asking
for hclp Or TUMOors ofpcoplc going missing.

On the way to this location you have the oppor-
tunity to prepare by gaining a so-called Advantagc.
You geta chance to deseribe and play your character
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THURSDAY’S CHILDREN

“MONDAY’S CHILD IS FAIR OF FACE
TUESDAY’S CHILD IS FULL OF GRACE
WEDNESDAY’S CHILD IS FULL OF WOE
THURSDAY’S CHILD HAS FAR TO GO,
FRIDAY’S CHILD
IS LOVING AND GIVING,
SATURDAY’S CHILD
WORKS HARD FOR A LIVING,
AND THE CHILD THAT IS BORN
ON THE SABBATH DAY
IS BONNY AND BLITHE,
AND GOOD AND GAY

~MNURSERY RHYME ABOUT PEQOFLE WITH THE SIGHT
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in a short scene where you acquire an item, gain an
insight, or meetsomeonewho can help you onceyou
reach the location,

Upon arrival, you will investigate various places
and talk to NPCs. These places have challenges and
clueg, Challenges can include aggressive people try-
ing to stop you, strange enchantments, deadly tem-
pests, or fairies leading you astray, while the clues
tell you more about the vaesen you are hunting and
how to destroy or expel it,

Vaesen is played in scenes. Thismeans thatyou play
asituation, and when it ends, the Gamemaster “cuts”
and proceeds tothe next one. You do not have to play
every single thing that happens — only what you feel
isimportant. The Gamemaster decides when a scene

starts and when it ends.

THE GAMEMASTER: Iljenka, whatareyou doingwhile
the others are seetng the mayor?

PLAYER 3 (IL] ENKA PROKOTIN): [tryta break into
the priest’s home to see if he’s hiding something.

THE GAMEMASTER: How do yougo aboutit?

PLAYER 3: [ wait until the middle of the night, then I
sneak up there and try to open the door.

THE GAMEMASTER: Tou’rejustoutside the doorio the
vicarage. The stars are shrouded by clouds, and it’s really
dark. An owl is hooting from the trees. The doorislocked.

PLAYER 3: [ take out my Iockpick and irplo unlock it.

Overthe course of the gaming session you gather in-
formation about the vaesen haunting the place and
how it is affecting the people liVing there, while the
situation gradually deteriorates. Hopefully you find
enough information to perform the ritual necessary
to expel the creature. Whether you succeed or not,
you will ﬁnally return to your headquarters in Upsala,
whereyou can recover from injuries and learn from

your experiences.
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For more information on how mysteries are struc-
tured and played, and how to create your own mys-

teries, see chapter 9.

CONFLICTS

When attempting something difficult, orwhen some-
one is trying to stop you, it is time to take out the
dice. The die roll decides the cutcome. The num-
ber of dice to be rolled depends on your character’s
attributes and skills, For example, if you are trying
to hide from an angry nisse, you use Precision and
STEALTH. Add both values together, and rolla number
of six-sided dice equal to your total.

You must roll at least one six to succeed. Sixes
are called successes. Sometimesyou will need more
than one success, and rolling more successes than
required means that you are extra successtul.

If the conflict involves someone trying to stop
you, you must both roll dice and compare who gets
the most successes. Insome places in this bookitsays
that you get +1 te your roll, which means thatyou get
to roll one extra die.

More detailed information about how conflicts

and die rolls work is found in chapter 3.

THE GAMEMASTER: The farmer grabs you, He reeks
ofalcohol, but hisgaze islucid and hisgn'}) tight_ “I'don't
care aboutyourfang titles. No one disturbs my sister.”
PLAYER 1 (KASPARSTAHL): “Can'tyousee thatwe're
Irying lo hefp her€ This isno ordinaD) illness. Your sister

15 Possessed "

THE GAMEMASTER: He burps straight into your face.
“Nolord orlady comes through here.”

PLAYER 1: I push him aside and open the door.
THE GAMEMASTER: Make a FORCE test.

PLAYER 1: I've got Physique 3 and FORCE 1, four dice

intotal. I roll a six. Sweet!
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THE GAMEMASTER: He hasseven dice and rollsthree
sixes. That'stwo more thanyou, which means he succeeds,
and isextra successful. Yougrabthe farmerandtryto push
him over, but it’s like he is anchored to the ground. His

bod)} won't move.

PLAYER L: “Right, okay... Perhapswe cantalk aboutit?”

ROLLING DICE

The charactershave numeric ratings forwhattheyare
good at — understanding things, fast talking, climb-
ing, and running fast. The rating indicates how many
six-gided dice you get to roll when trying to overcome
trouble, Asix meansasuccess. You rarely need more

than one success. Ifyou fail, you may try again, but

SPECIAL DICE

Vaesen uses special dice. They are not re-
quired in order to play the game, but may
contribute to the atmosphere around the
gaming table.

then you riskgetting a Conditien. This is explained
further in chapter 3.

Some tables ask you to roll a D66. This means
you roll two six-sided dice, after deciding which die
represents the tens and ones, respectively. For ex-
ample, ifyouroll a three on the first dieand asixon
the other, the result is 36.

a-

Vaesen is governed by six principles that can be drawn
on for inspiration or used to define the benchmark for
how the world should be portrayed and how its people
and creatures cught to behave. These principles are:
1. Vaesen are neither good nor evil: The ¢creatures
encountered by the player characters have their
own daily lives, their own dreams and plans. Some
are cooperating with human locals; others are mis-
chievous or downright murderous. Whatever the
case, they always have a motive for their actions.
2. Nature is dark and dangerous: The player char-
acters have their homes and headquarters in the
city; that is where they feel most safe. Nature rep-
resents the unknown — the other, the different — and
anything can happen in the dark woods and lonely
mountains. No one will find you if you go missing.
3. Scandinavia is changing: The old Scandinavia is
being swept away by industrialization, and signs
of this often violent shift are everywhere: aban-
doned farms, paupers roaming the streets, and
confused vaesen seeking their place in the new
world of factories and steam engines.

SIX PRINCIPLES

4. Knowledge and cunning are the keys to success:
The mysteries of Vaesen can rarely be solved with
violence. Instead you must use your abilities to
study clues, contextualize the information you dis-
cover, and convince humans and vaesen to share
their secrets,

5. The journey is part of the goal: The mysteries are
not merely problems to be solved or overcome
— their whole point is to pull the players and the
player characters into the story that emerges
during the course of the game. Another import-
ant focus is each player character's journey from
naive and untrained youngster to seasoned and
experienced — and likely scarred — veteran.

6. You will not survive without each other: The player
characters will face creatures the mere sight of
which can drive a person mad, and beasts that
can kill @ man with a single blow. The only way to
survive is to stick together. The player characters’
relationships with each other and with important
NPCs are crucial, both to the story and for heal-
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ing injuries that are sustained during the game. 5,
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YOUR PLAYER CHARACTER

YOUR PLAYER CHARACTER is a human living in nine- of trauma, describe the event that gave you the Sight,
teenth century Upsala, gifted with the Sight. To- and come up with a dark secret which you are keeping
gether, she and her friends have re-established the from the other player characters
Society — an organization whose purpose is to track Characteristics are things your character is good
down and combat vaesen. at, and are used when rolling dice to see what hap-
As aplayer, you should play your character whole- pens in dangerous and suspenseful situations. They
heartedly. Put her in dangerous and interesting sit- consist of attributes, skills, and talents.
uations. Do not hold back — it is more fun that way. The last part of the character creation process
This chapter offers a step-by-step description of how is covered under miscellaneous and concerns your
to create a player character. You may want to do it as relationship with the other player characters, but also
agroup, so you can make choices thatlink your char- what equipment and financial resources you have at
acters together and form interesting relationships. your disposal. There you will find rules for how you
The choices involved in character creation have can be injured —physicallyand mentally—and how to
been categorized under three headings: personal- improve your characteristics through the experience
ity, characteristics, and miscellaneous. Under personality, you gain from completing mysteries. The Advan-
you must first pick an archetype — a kind of tem- tage heading details how, on your travels to strange
plate for the character. You then name your char- locations in Scandinavia, you can prepare yourself
acter and determine your motivation for hunting by honing your skills, reading occult literature, or
down vaesen. You also need to specify your source meeting people who inspire you.

- 17 -
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FLRSONALITY

You build your player character based on decisions
about their background and personality. These be-
come the foundation ofyour character; as the game
progresses you will get an increasingly clear picture

of who your character really is.

ARCHETYPE

Thefirstthingto doischoosean archetype. Yourarche-
typeis a basis for creating the player character, and
specifies a number of choices that need to be made.
Your choices become a skeleton from which a charac-
ter of flesh and bleed may emerge. Thearchetypealso
says something about what you are good at. There are
ten archetypes tochoose frorn, all of them described at
the end ofthis chapter. There should notbe more than
one player character of the same archetype in the group.

AGE

The next step is to decide the character’s age. There
are three age groups in the game: young, middle-
aged, and old. Pick one, and note your choice on

the character sheet. Your age will affect your attri-

butes and skills

NAME

Choose one of the names suggested under your

archetype, or rnake up your own.

]
9 CREATING YOUR CHARACTER
. Choose an archetype.

. Choose an age.
. Choose a name.

2w -

. Distribute Attribute Points according to
your age.

o

. Distribute points to skills and Resources
according to your age.

Choose a talent.

Choose a motivation.

Choose a trauma.

Choose a dark secret.

o S

Choose your relationship with each of
the other PCs.
11. Roll for mementos.

12. Choose equipment.

kG
MOTIVATION

Your Motivation explains why you are willing to risk
your own life to track down and fight vaesen. It helps
you play your character. Pick one of those suggested

J[’\O]f' your archetype, or come up Wlth one yourself.

TRAUMA

Your Trauma is the event that gave you the Sight.
It could be an incident from your childhood or
something more recent, but usually it has some
connection to the supernatural. A Trauma can be

physical or men-

&

tal — perhaps you

witnessed some-

AGE thing terrible, or
ATTRIBUTE SKILL 4 +
AGE GROUP AGE POINTS POINTS wpeste; sl
an accident.
Young 17-25 years 15 10
Middle-aged 26—-50 years 14 12
Old 51+ years 13 14

o
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DARK SECRET

Your Dark Secret is a problem you are ashamed of
and therefore kccp to yoursclf. It may be linked to

your Trauma or concern something complctely dif-
ferent, but either way it will activcly affect the game

—it makes things difficult for you, in Upsala aswell as

onyour travels. Perhaps youare hounded by govern-
ment agents, hiding your alecholism, su ffering from

delusions, or maybe thereis something inyour family

that no one must know about.

Itisthe Gamcmastcr’sjob to make sure that your
Dark Secret comes into focusin your stories. Incor-
porating the secretinto the game makes the mysteries
more fun —evenifit may cause trouble for your player
character. Should your Dark Secret be resclved, or
if youare getting bored with it, you should rcplacc it

with somcthing else.
THE GAMEMASTER: The miffersgys that's all he knows,

and isjusf about to leave when he sud'd’en‘fy stares at you,

Astrid. Yousee inhis eyes that he recognizes‘you.
PLAYER 2 {ASTRID LILJA): Ohcrap!

THE GAMEMASTER: “What d’idlyou 5Qy your name

was?”

PLAYER 2: ‘ﬂsfri&Li!fa,former:fy anun atthe Convent
ofﬁle Ho‘fy Mother Ma{y. Vﬂ}y d’qyou ask?”

THE GAMEMASTER: “We se mefbefore. Bu_fyouhad’ a

d’:ﬂérenfname backthen, anczyou cerfainb) weren'tanun.”

2o

“CUCKOO IN THE NORTH
BRINGS SORROW FORTH
CUCKOO IN THE EAST
MEANS GRIEF DECREASED
CUCKOO IN THE SOUTH
HOLDS DEATH IN ITS MOUTH
CUCKOO IN THE WEST
IS THE VERY BEST”

- MNURSERY RHYME ABOUT HOW
TO INTERPRET THE GUGKOO S CALLING

GENDER ROLES

The real 19th century was a patriarchal society
where men had power over women, and women
were constrained in what they could do, say,
and what jobs they could held. However, this
releplaying game is not about the real 19th
century but the mythical Scandinavia. It is up
te the gaming group to determine how your
version of Scandinavia looks like and how you
will handle this around the table. We see no
reason to let historical injustice limit the op-
tions available to the players, particularly since
there are lots of examples of powerful women
in historical literature and fairy tales.

¥
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“All must protect themselves against the
invisible ones, witches and trolls, and sa-
tanic creatures such as snakes and lizards.
If there’sanything they can’t handleit is steel
and coins and other man-made creations
they cannot control. My brother was fool
enough to listen to a merchant telling him
that vaesen and trolls are mere children’s sto-
ries. It made my brother stop sticking his
sheath knife above the door and have his
wife remove the coins that had been placed
on the cornerstones of the barn for protec-
tion. And just like that, he had nature spir-
its in the house, stealing bread and pieces
of cloth, gnawing the children’s fingers and
toes until they bled. The snickering of the
invisible kept the family awake for several
nights until my brother had enough and
fired his shotgun into the house, using shells
filled with silver shavings. The spirits went
up thechimney like a black cloud, shrieking
that they would return with fire and ice. But
as soon as they left, my brother jammed his
knifeinto thedoorframe, and with that they
had lost their power”

— ENOG SVENSSON, CROFTER 1N BinariTR
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CHARACTERISTICY

Attributes, skills, and talents indicate what your
player characteris (or is not) good at, and they affect
the die rolls you will make as conflicts and exciting

or dangerous situations arise in the game,

ATTRIBUTES

There are four attributes which together indicate
what you are more or less good at: Physique, Preci-
sion, Logic, and Empathy. Fach attribute has a value
between 2 and 5 which determines the number of
dice you roll when attempting things that depend
on the attribute in question.

You may distribute points according to your age
between your attributes. The minimum value is 2
and the maximum is 4, except for the main attri-
bute of your chosen archetype, which has a maxi-

mum value Of5

PHYSIQUE
Physique is a measure of how big and strong you
are. [tisthe ability to take and delivera beating. Tt
determines things like how long you can go with-
out food or rest, and how easily you can lift a fallen

tree trunk.

PRECISION
Precision is a measure of your coordination and

motor skills.

LOGIC
Logic is your intellectual capacity, which you use
to solve problems. Logic also measures how well-
educated you are, and can help you tackle certain

scary situations.

EMPATHY
Empathy represents your abﬂity to understand
other people, and to persuade, charm, or trick
them. Empathycan also helpyou tackle certain scary

gituations.
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SKILLS

AGILITY {Physique}

CLOSE COMBAT (Physique)
FORCE {Physique}
MEDICINE (Precision}
RANGED COMBAT (Precision)
STEALTH (Precision)
INYESTIGATION {Logic)
LEARNING (Logic)
viGILANCE {Logic}
INSPIRATION (Empathy)
MANIPULATION (Empathy)
OBSERYATION {(Empathy}

2 %2 & 2 2 2 2 22 2 2 R

©
SKILLS

Skills represent acquired knowledge, training, and
experience, There are twelve skills, all of them de-
scribed in chapter 3. Each skill has a value between
0 and 5. The value determines the number of dice
youaddtoyourattributewhen attempting something
difficult or dangerous.

You may spend a number of points determined
byyour age, At the start of the game you cannot have
more than 2 in any skill, except for the main skill of
your chosen archetype, which you mayspend 3 points
on. Solving mysteries grants you EXperience Points

which you can use to improve your skills (see below).

TALENTS

Talents are tricks, traits, and abilities that can benefit
you in various situations. They affect your die rolls,
or giveyou access to powers or resources. lalents are
described in chapter 4.,

Your archetype offers three starting talents to
choose from when creating your player character.
As you play and gain experience points (addressed
below) youcangetmore talents. You may then choose
freely among them, including talents from other

archetypes.

[TISCELLATIEOUS

In orderto survive her encounters with vaesen, your
player character will need help from her friends, as
wellas weapons, equipment, and resources to pay for
travel and accommodation in remote villages. Finish
your character by describing her to the others.

Here you will also find information on what hapf
pens when you are injured, how to prepare for your
journeys by acquiring an Advantage, and how your
experiences can improve your skills and allow you

to buy new talents.

RELATIONSHIPS

You have a relationship with each of the other player
characters; at the start of the game you all know
each other. You may have just become acquainted
with each other, or been friends your whole lives.
For each of the other characters, choose a relation-
ship from your archetype or make one up on your
own. The other player must approve the relation-
ship. Relationships should be interesting, without
makingyou enemies —Yyou must be able to travel and

work togethe T

RESOURCES

Your Resources value indicates how much capital
you have at your disposal. Ahighervalue means that
you enjoy a nicer home and lifestyle, and have eas-
ier access to things you need. The table on the next
pageshows the meaning of differentvalues. In-game
eventsthataffect yourliving standard will change the
value. Normallyyou start out with the lower value for
your archetype. However, this can be raised by spend-
ing skill points — each point raises Resources by one
step, although your starting value cannot exceed what
is indicated in the archetype. Resources can only be
raised with skill points before you start playing; once
the game hasbegunyou can only increase Resources

by purchasing talents (see chapter 4).

21
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RESOURCES

YALUE STANDARD OF LIVING

1

DESTITUTE. You are completely dependent on others for your survival. Every day is a struggle
for food and you have few, if any, belongings. This may have caused you to contract diseases,
starve, or turn to drugs or alcohol for relief.

POOR. You live very simply. Most days there is food on the table, but far too little. If you have
children, they are forced to live in squalor. You might own a change of clothes and a few pos-

sessions. Loss of income would be disastrous for you and your family.

STRUGGLING. You have a humble home and a fixed income. You have no money for savings, but
you can dress your family for special occasions and your children have some access to educa-
tion — at least for a few years.

FINANCIALLY STABLE. You own your own home and have a job that provides a steady income. Most
likely you have some money stashed away. Occasionally you may treat yourself to some sweets,
a trip, or a beautiful object. In times of crisis there are people to lend you money.

MIDDLE-CLASS. You own a home and a business. You may have one or several employees and know
how to invest for the future. You have savings and access to loans. You and your family are living well.

WELL-OFF. You have a big house or apartment. You probably have multiple sources of income
and several employees. You do not think of money as a scarce resource, but as a game to in-
crease your capital and influence. You keep fine company and have little contact with the poor.
Your family can go on vacations and you can afford all the latest innovations.

WEALTHY. You have large amounts of inherited money and real estate. You probably own multiple
properties, keep lots of servants, and have many sources of income. There are few things you
cannot afford. You are well-connected with the city's and country's elite, and on good terms
with senior officials, politicians, and nobles. The only time you see any poor people is through

your carriage window.

FILTHY RICH. You are one of the richest people in the country and have direct contact with its
rulers. You own one or several castles or mansions. There is no expense too great. You can treat
yourself to lavish extravagance without ever worrying about the cost.

EQUIPMENT AND MEMENTOS

¥

Your archetype specifies what equipment you start
with. In addition to your regular equipment you get
a memento that will help you play and portray your
character. Roll on the table for mementos or decide
for yourself what items you have. You can use your
memento to heal a Condition by interacting with
its Explain how you use the item in question. The

Gamemaster has the final say.

L Q9 .

Yourmemento is part of your character—feel free
to weave it into your personality or background. It
can be broken orlost during amystery, but by spendf
ingoneexperience pointyou can have it returned or
repaired in time for the next mystery. You may also
chooseanewone, butinthat case you must first play

a full mystery without a memento.
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MEMENTOS
Roll two six-sided dice. The first one represents tens and the other ones.
D&& ITEM D&& ITEM
11 Dried red rose 41  Well-thumbed novel with dedication
12 Photo of someone ¢lose to you 42  Plans for a family temb
13 Seal ring with a secret chamber 43  Map with notes in the margin
14 Your father's cane 44  Strange animal preserved in a glass jar
15 Hat with a secret compartment 45 Music box from your childhood
16 Bookin a foreign language 46  Sunstone (cut mineral}
21 Hip flask with inscription 51  Small bottle of perfume that reminds
22 Old love letter you of someone
93 A seruffy cat 52  Hymnbook passed down in the family
24 A monkey's skll 53  Pocket watch with a photo inside
25  Bloodstained promissory note 54 An unsigned will
26 Gold jewelry worn by your mother 56 Golden box from a foreign land
37 Eilver orese aniaehatn 56  Sheet music from a forgotten master
32 Beautiful fiddle passed down in the family GAN Eewdercompact With sicsping pills
33 Journal (yours or someone else’s) 62 Beautifollyarmamented pips
3 Newspaperfromadats that maans 63 Rabbit's foot or some other lucky charm
something to you 64 Syringe with needle in a box
35 Raggeddoll 65  Worn dice made of bone
36 Tame pigeon 66 A manuscript passed down in the family

DESCRIPTION

Before starting the game, you must introduce your-
self to the Gamemaster and the other players. For
example, you could describe whatyoulooklike, how
you make the others feei, what you are Wearing, and
how you should be addressed. Perhaps there are
rumors about you, or maybe you have an ability to
always become the center of attention in social situ-
ations. Are you quiet and rnysterious? Do you smell
of forestand sweat? Your description should be vivid,
but brief. Make some notes on your character sheet,

and feel free to draw your character.

.23 .

§©
CONDITIONS

During the game you may have to suffer what are
called Conditions, which can belikened to injuries
or afflictions. These occur when you fail to protect
yourselfin dangerous situations, or when you push
yourself to succeed. This is described further in
chapters 3 and 5.

There are three physical Conditions and three
mental ones. Acquiring a Clondition means thatyou
geta -1 modifier to skill tests for that type of action.
Physical Conditions add a penalty to skills related to
Physique and Precision. Mental Conditicns add a
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pcnalty to skills related to Logic and Empathy. Also
note that these modifiers accumulate: acquiring two
Conditions adds -2 to your skill test. However, it is
possiblc to cure Conditions during the mystery (scc
chaptcr 5), and no matter how many Conditions
you accumulatc, you may always roll at least one die.

Ifyou have incurred all Conditions of either type,
mental or physical, and then suffer yet another one,
you become Broken. The playcr character cannot
continue without medical attention.

Being physically Broken can mean that you are
exhausted bcyond your limits, or have sustained a
serious wound. You might be unconscious or dying.
Perhaps you have had your leg crushed or been shot
in the gut, writhing in agony. While physica]ly Broken
you cannot move or do anything bututter a fewwords
atatime. The Gamemaster decides whether youare
able to crawl away, roll to safcty, or oIy for hclp.

When you are mcntally Broken you might be ter-
rified, shocked, or confused. Perhaps you have lost
all hope ofgetting through the situation alive, orlost
faith in yourselfor your companions. Maybe you can
no longer make sense of the world and collapse in
tears. While mcnta]ly Broken youmay move and flee
the scene, should you wish to do B0, but are unable

to engage in any kind of sensible dialoguc; at best,
you can secream or whimpcr in monosyllabic bursts.

If you are Broken, you cannot make any success-
ful die rolls, whether physical or mental. You also
sustain a critical wound, which meansthat you must
roll on a table to see whether you get a Defect or an
Insight. Defects and Insights are described further
in chaptcr 5.

Conditions can hclp you portray your character:
if she is upset, that should be reflected in how you
play her. But in the end, it is of course you who de-
cides the extent to which Conditions will affect the
way you play your character.

ADVANTAGE

On the way to a mystery you will be able to gain an
Advantage, but only olie per mystcry. The Advantagc
rnight be anew acquaintance who will then be avail able
at the location to hclp you, a mysterious experience
that gives you power, or you maintaining or training
with your weapons on the way to the location. The
Advantage can alsobe you bonding with another player
charactcr, which will later hclp you work togcthcr.
You can use your Advantage once per gaming
session, which adds +2 dice to a skill test. You must
decide whether to use it before rolling the dice, or

@
CONDITIONS

PHYSICAL CONDITIONS (PHYSIQUE AND PRECISION)

+ Exhausted

+ Battered

+ Wounded

MENTAL CONDITIONS (LOGIC AND EMPATHY)

4+ Angry

+ Frightened

4+ Hopeless

ER ¥
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when pushing the roll (see chapter 3), and explain
how you use it, After the mystery your Advantage
is lost. Next time you must choose another skill as

your Advantage.

¥ EXAMPLES OF ADYANTAGES

¢ | have trained with my rapier day
and night

+  Miss Silferdaal seems to like me

4 | was blessed by an angel

4+ | dreamed that | risked my life for
my friends

4 The conversation with Captain Brungaard

&

GAMEMASTER: A rumble is heard in the distance.

resolved our differences once and for all
4+ With the memory of Professor Brunelius's

kiss, | can do anything

Everyone around you disappears. You are alone in the
lown square. The sun is coated in a sickb) shade ofgreen_
Somethirg approachesfrom theforest_ Theground furns
muddy, pulling you down. Make a Fear test,

PLAYER 1 (KASPAR STAHL): [ leke oul theicon Igot
from the old lad)} on the train. Looking atit, I remember
her words. “In the darkest moments, hold outyour hand
and feel the Lords presence.” I get to roll two extra dice.

EXPERIENCE POINTS

Attheendof each sessionyourplayercharacter gains
Experience Points (XP). The Gamemasterasksyour
character questions (see text box), and for every one
thatyou can answerwith a “yes” you are granted 1 XP.

When you have gained 5 XP you can buy an
Advance. This means thatyou may increase the value
of a skill by one step, or buy a new talent. You can
never have morethan 5 in askill, but thereis nolimit

to how many talents you can purchase. Also note that

you are freeto choose any talentyou want, including

those pertaining to other archetypes.

o

QUESTIONS FOR EXPERIENCE POINTS
1. Did you participate in the session?
{The character always gets at least 1 XP)
. Did you confront any vaesen?

w M

. Did you identify a previously unknown
vaesen?

. Were you affected by your Dark Secret?

. Didyou take risks to protect other people?

. Have you learned anything? {what?}

bt IR AT & 5 [N -N

. Did you develop something in your head-
quarters?

8. Did you perform an extraordinary action? ﬁ
]

ARCHETITEY

This section deseribes ten archetypes, one of which
you must choose as a basis for your character. For
each archetype there are choices to be made, and
suggestions on what to choose,

For the parts that constitute your character’s per-
sonality, you are free to make up your own alterna-
tives — although they must ultimately be approved by
the Gamemaster. For those that are referred to as
characteristics, however, you must stay within the

bounds Of YOUI‘ arch etype .

o

The quickest method of creating player char-
acters is the default one found in this chapter.

LIFE PATHS

However, for those that want some more de-
tail there is an alternative character creation
process using random rolls on life path tables

found on page 214 at the end of this book. s
Lo
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* CHAPTER 2 -

ACADETTIC

We all agreedthat itwastheoretically possibleto givethose
who arenot verumvidentes, or so-called Thursday’s Ghil -
dren, the ability to see vaesen. The others quickly forgot
our discussion. Forme, the issue became an obsession. And
not only a theoretical one. If people around us could see
the truth, we would become the leaders ofthe new world.
Atext written by a Sufi philosopher from Kottayam men-
tioned a dark fluid which, after translation, was called
Black Mud. Drinking it causes creaturesto emerge.  had

to sell much of my mother’s jewelry to have a merchant
bring a jar of said mud back to Upsala. And now, here it
is, onthe desk before me.

O}lOOSC among t}lC suggcstions bC].OW or makc OIlE

'IJ.P YO'IJ. Isc ].f.

NAME

4 FIRSTNAME: Albert, Astrid, Elin, Isaac, Louis,
Praskoviya

4 LASTNAME: Bruggc, Grcgorius, Taaltinen

MOTIVATION
+ Charting the unknown
# Proving my critics wrong

4 Bccom:i_ng famous

TRAUMA

4 Vaettir turned you into a rat

& Agcd by the magic of a mermaid

4+ Watched your partner bcing torn apart by a giant

DARK SECRET

+ Addicted to drugs

+ Stole or falsified documents to get research re-
sults

4+ Hunted by avaesen

RELATIONSHIPS

Choose a relationship for each of the other player
characters, or make up your own.

+ Atool for my purposes

4 | cannot stay calm in YOUr presence

4 A good friend

%

4 MAIN ATTRIBUTE: Logic

4 MAIN SKILL: LEARNING

4 TALENTS: Bockworm, Erudite, Knowledge
is Reassuring

4+ RESOURCES: 4—6

4  EQUIPMENT: Book collection or map book,

writing utensils, liquor or slide rule.




" YOUR PLAYER CHARACTER -

DOCTOR

There are electrical signals moving through our bodies.
When a foreign organism penetrates the skin, microscopic
soldiers are created in defense. The brain can remember
more things than anyone could possibly write down in a
fifetime. These wonders take place every second. Yet my
colleagues continue to question the existence of super-
natural beings. [was forcedtoretract my statements under
humiliating circumstances in order to retain my right to
practice. [ know that the creature I dissected during my

businesstrip to Rovaniemi in northern Finland was not
one of God’s creations. My oath as a doctor, o help and
protect my fellow man, includesthe threats of Hell.

O}lOOSC arnong t}lC suggcstions bC].OW or rnakc 0L

'IJ.P YO'IJ. Is C]. f.

NAME

4 TFIRST NAME: Alfred, Dorotea, Friedrich, Karl,
Margit, Vilhelmina

4 LAST NAME: Borelius, Kéningsmark, Luukonen

MOTIVATION

4 Exploring and des cribing the world

+ Aiding the weak and afflicted

4 Strcngthcning the Socicty and bccoming its

lcadcr

TRAUMA

+ Acorpsc came back to life during an autopsy

% Operated on a person with donkey’s ears and
hooves

+ Saw your dcstiny in the eyes of a dying mermaid

DARK SECRET

+ Hastwo separate pcrsonalitics
4 Involved in illicit affairs

4 Unnatural lust

RELATIONSHIPS

Choose a rclationship for each of the other playcr
characters, or make up your own.

+ I trust you with my secrets

+ You anncy me

4+ Jdream ofyou at night

4 MAIN ATTRIBUTE: Logic

4  MAIN SKILL: MEDICINE

4 TALENTS: Army Medic, Chief Physician,
Emergency Medicine

4+ RESOURCES: 4—6

% EQUIPMENT: Doctor's bag with medical
equipment, liquor or fine wine, weak

horse or strong poison




* CHAPTER 2 -

[UMNTLR

The Baroness’s interest in duck hunting was nothing more
than an excuseto get some time alonewith me inthe open
air. We used to bringwine and baguettes, and she would
readtometales ofmonsters and vaesen beforewemade love
on bequtiful blankets. I had mustered the courage to call
her darling, eventhoughher facetold meIwas movingtoo

closeto, or even beyond, the boundartes of our relationship.
One night she came to my home, stark naked and exposed.

Onlywhen she straddledme did I notice that the Baron and
several others had followed usintothecabinandhiddenin
the darkness bythe door. Itriedtoget up, but the Baroness’s
increasingly violent movements pushed me down. As her
moaningturned into strange
words in a tongue that

made my body cramp
with fear, the others
approached us, chant-
ing alongwith her.

O}lOOSC among t}lC suggcstions bC].OW or makc OIlE

'IJ.P YO'IJ. Isc ].f.

NAME

% FIRST NAME: Algot, Blenda, Egil, Maj, Malte,
TOI"I.lIl

4+ LASTNAME: Fk, Lindbcrg, Sigridsson

MOTIVATION

4 The thing that attacked my family must be de-
stroycd

¢ Livein tune with nature

+ Wants to bag some fantastic game

TRAUMA

4 Attacked by the branches of an ash tree wife

4+ Broke your lcg in the forest, but was guidcd
home by awill o the wisp

# Capturcd at dawn by a mountain troll and was

stuck in its pctriﬁcd arms

DARK SECRET
+ Isold my soul

4 | cannot control my fits of rage

4 Has childrcn Wlt}l a vacscIl

RELATIONSHIPS

Choose a rclationship for each of the other player
characters, or make up your own.

4+ [ am attracted to you

4 T hate bullies like you

4+ You're a townie wcakling

o

4 MAIN ATTRIBUTE: Precision

4 MAIN SKILL: RANGED COMBAT

4 TALENTS: Bloodhound, Herbalist,
Marksman

4 RESOURCES: 2—4

4 EQUIPMENT: Rifle, hunting knife or hunting

deg, hunting trap or hunting equipment




" YOUR PLAYER CHARACTER -

OCCULTIST

I'had to know the truth. How did I acquire the power of
foresight, and how could I make men collapse in pain just
by imaginingtheir beating hearts ? When Twasyoung and
movedtothe city, mymother stayed behindin Langaby. She
lved alone withtwogoats and a pigwhich she oddly enough
had named after my late father. Mother didn’t like to talk
about these things. She kept coming back to the same two
sentences: Your cradle. fwoke up and looked inyour cradle.
Eventually I lost my patience. I threatened her with the
fireplace poker, claimingthat I could turn her into awart
onmy cheek. Then shetold me. Iwas swapped for another.

O}lOOSC among t}lC suggcstions bC].OW or makc 0L

'IJ.P YO'IJ. Is C]. f.

NAME

4 FIRST NAME: Alcksandcr, Niklas, Thomas,
Ingrid , Ulrika, Valentina

4 LAST NAME: Bicklund, Konradsson, Mérk

MOTIVATION
4 Learning about vaesen
+ Undcrstanding mysclf

4 POWCI‘

TRAUMA

4 Was hit by corrosive venom while trying to steal
alindworm egg

4 The family farm is bcing run by a grumpy house
nisse

4 Was attacked by a night raven who infected you
with a febrile disease

DARK SECRET
+ Guilty of a heinous erime
¥ My powers control me

+ Changcling

RELATIONSHIPS

Choose a relationship for each of the other playcr
characters, or make up your own.

+ You are hiding somcthing from the rest of us

4+ You bring me peace.

+ YO'IJ. W]]l Eave us all OIe day

4 MAIN ATTRIBUTE: Precision

4 MAIN SKILL: STEALTH

%  TALENTS: Magic tricks, Medium,
Striking Fear

+ RESOURCES: 1-4

4  EQUIPMENT: Crystal ball, powdered stag's
horn (page 123) or tinder box, dagger or

cooking pot

¥



* CHAPTER 2 -

OFTICER

Asa child, I'was enchanted by the glistening medals of the
stately gentlemen moving acrossthe dance floor at my par-
ents’ gatherings. Anuncletaught metoshoot. He instructed
me inthemoral principlesto whichthe king’s soldiers ought
to adhere. As I myselfrode toward the battlefront, I fan-
tasized about my spectacular return. No one had told me
what would happen in between. Among screaming bodies
andgut —spewing soldiers, Isaw lootingand abuse. Twas hit
by a bullet from one of my ouwn. When Iwoke up, fwaslying
on a cart packed with corpses.
The creatures caring for me

were quite strange-looking,
I'think they weretrolls. Yet
friendlyand shy. [ haven't
told mother aboutthem
orthe battlefield. But I
lose my speechwhen
think ofthe courier
that wil one day
summon me to
the next battle.

O}lOOSC among t}lC suggcstions bC].OW or makc OIlE

'IJ.P YO'IJ. Isc ].f.

NAME

4 FIRSTNAME: Alcxandra, Franz,Jarmo,Johan,
Klara, Kristina

¢ LASTNAME: Almklint, Lidén, Nordenflycht

MOTIVATION

4+ Make my father proud

+ My friends need me

+ Seekout dangcr and death

TRAUMA

4+ Almost drowned when your ship was dragged
down by a sea monster

4+ Lostall your men to an angry giant

4 Saw dead warriors rise again on the battlefield

DARK SECRET

¢ Deserter

+ Cannot cope with filth and disorder
4 Killed a defenseless enemy

RELATIONSHIPS

Choose a rclationship for each of the other player
characters, or make up your own.

+ Protects you atany cost

4 My leader

+ Distrusts you

4+  MAIN ATTRIBUTE: Precision

4 MAIN SKILL: RANGED COMBAT

4+ TALENTS: Battle-hardened, Gentleman,
Tactician

4+ RESOURCES: 3—7

4 EQUIPMENT: Rifle or pistol, compass or

bayonet, map book or saber




" YOUR PLAYER CHARACTER -

[RIENT

Twas a skepticlike any other. Despite the color ofmy collar
I met with modern thinkers talking about the symbolic
messages of the bible. Leviathan, the great devil-snake,
was mankind’s struggle against its own potential for evil.
Possessions and demons were historical descriptions of
the mental disorders of the time. But I saw revenants
crawling out of the fford near the village of Vestnes on
the Norwegian coast. We hid inside the church andlet the
bells ring until the morning light drove them off. Now I
know better than to be ignorant of the word of our Lord.

The scriptures are true!

O}lOOSC among t}lC suggcstions bC].OW or makc 0L

'IJ.P YO'IJ. Is C]. f.

NAME

¢ FIRST NAME: Elizabeth, Erik, Lydia, Maria,
Otto, Viktor

4 LAST NAME: af Blackc, Forsmark, Nystré’)m

MOTIVATION
+ Pcrfor:m:i_ng a sacred mission
+ Clcansing my tarnished soul

4 Undcrstanding God's creation

TRAUMA

4 Hurt someone after bcing enthralled by a witch

¢ Watched a church grim tear apartsome thieves
trying to steal the church silver

4 The third owner of a spertus, serving the
church to avoid bcing twisted

DARK SECRET
4 The Devil spcaks to me
4 JThave stolen my idcntity

+ Ensnarcd by a vacscIl

RELATIONSHIPS

Choose a relationship for each of the other playcr
characters, or make up your own.

+ Tam better than you

4 Sccrctly in love with you

+ My disciplc

o

MAIN ATTRIBUTE: Empathy

MAIN SKILL: OBSERYATION

TALENTS: Absolution, Blessing, Confessor
RESOURCES: 4—6

% & % %

EQUIPMENT: Musical instrument or fine
wines, writing utensils, holy water or old
bible (page 123)
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PRIVATE DETECTIVE

It never occurredto meto ask whythey hired a detectiveto
go all the way to Aristinehamn instead of contacting the
localauthorities. I assumedthey hadheard ofthe manwho
solved the dockside murders. But what they needed was
someoneto cleanup a slaughterhouse. The castle looked as
if it had been blasted by cannons. The villagerswere afraid
to enter. It reeked of blood and excrement. I don’t even
want to think about what happened next. I banished what-
ever it wasthat had attacked the von Fleesingen family and
turned their bodies inside out. But not before it had slain
everyman, womanand child
in the nearby villages.
I now visit the castle

- 20 .

o

O}lOOSC among t}lC suggcstions bC].OW or makc OIlE

'IJ.P YO'IJ. Isc ].f.

NAME

4 FIRSTNAME: Anders, Felicia, Gabriella, Henrik,
Samuel, Stina

4 LASTNAME: Bagghult,Jiairv, Mikinen

MOTIVATION

# Gctting away from my famﬂy
+ Uncovcring the truth

4 T]lri]l—scck:ing

TRAUMA

Heard the ery ofa myling during your search for
a missing child

Had nightmares and woke up breathlessand
mare-ridden

Oamc facc—to—facc Wlt}l a WCI‘CWO].f

DARK SECRET

¢ Thereisa price on my head
4 Constant adulterer

& Drug addict

RELATIONSHIPS

Choose a rclationship for each of the other player
characters, or make up your own.

+ You think you can trust me

& A good person

4 Triesto understand you

MAIN ATTRIBUTE: Logic

MAIN SKILL: INYESTIGATION

TALENTS: Eagle Eye, Elementary, Focused
RESOURCES: 2—5

& & % %

EQUIPMENT: Magnifying glass or lockpicks,

revolver, knuckle duster or bincculars

C



" YOUR PLAYER CHARACTER -

SERVANT

T'was saved by my small bladder. While I was out pissing
against a tree, an uninvited fiddler showed up at the
Christmas party which the Duke lets us servants hold once
a year, on Boxing Day evening. The tunes of his fiddle

made my legs twitch as I stepped back toward the house.

Throughthe window I saw them dancing, their faces frozen
in desperate grins; they couldnt stop. I had heard of the
devil’s instrument which forces one’s limbs to move until
they fall apart. Therewererumors of skulls stillrhythmically
clackingtheir jaws astheywere beingburied. Howwould I
be ableto resist the musician of Lucifer 2 When Ireturned
the following morning, the music had stopped. No one
spoke ofthe party. Morethan half quit their jobs. Iwonder

what would have
happened had I
Joinedthe others

inside.

O}lOOSC among t}lC suggcstions bC].OW or makc 0L

'IJ.P YO'IJ. Is C]. f.

NAME

4 FIRST NAME: Anna, Elsa,Joakim, Rut, Séren,
Torsten

& LAST NAME: Bick, Rask, Anglund

MOTIVATION

* Protccting my master

+ Curiosity

4 Anurgc to hclp humans and vaesen alike

TRAUMA

4 Bitten by a brookhorse

4 Lost a master to the a]luring song of the Neck
4+ Served a household plagucd by a changcling

DARK SECRET
4 Imurdered someone
4 Persecuted for my rcligion

4 Spying fora forcign power

RELATIONSHIPS

Choose a rclationship for each of the other playcr
characters, or make up your own.

& At your service

+ Idon't take orders from you

+ Mutual respect

MAIN ATTRIBUTE: Physique

MAIN SKILL: FORCE

TALENTS: Loyal, Robust, Tough as Nails
RESOURCES: 2—4

9]
@)
¢ & & & @

EQUIPMENT: Revolver, hurricane lamp

or make-up, field kitchen or simple

bandages

-



* CHAPTER 2 -

VAGADOIID

Twas five years old when [ learned o carve and interpret
hobosigns. At fifteen I came acrossa symboll’dnever seen
before. It had been scratched into the fence of an isolated
farm — a star with a distorted guard dog, along with the
symbol for warning, repeated several times. Instead of
getting out of there I hid inin the hay loft of a barn, and
waited, eagertolearnwhat [would seethroughits window.
When night came, a bright light rose from the ground, and
I could hear a whistling sound seemingly coming from the
starry sky above. Igrabbed my pack, readytorun far away
fromthere. But there was a handsome man with shining
eyes standing inthe doorway. [ttook metenyearsto break
the spellthat made me hisslave. Nexttime we meet, he will
pay for the humiliation he subjected meto.

O}lOOSC among t}lC suggcstions bC].OW or makc OIlE

'IJ.P YO'IJ. Isc ].f.

NAME

4 FIRSTNAME: Dagmar, Oskar, Rasmus, Rolf,
Signc, Viola

4 LASTNAME: Do]_k, Eriksson, Krabbe

MOTIVATION
+ Avcnging my famﬂy
+ Exposing supcrnatural secrets

+ Be ing liked

TRAUMA
4+  Saw a revenant rise from its grave
¢ Forever in love with a wood wife

#  Survived a week inside a troll bag

DARK SECRET
4+ Stolen ide ntity
4+ Terminal illness

4 Avacscn le].S anyonc I ].OVC

RELATIONSHIPS

Choose a rclationship for each of the other player
characters, or make up your own.

4+ You scratch my back, and ['ll seratch yours

4 Fcigncd gratitudc

+ You are my friend

+  MaIN ATTRIBUTE: Physique

% MAIN SKILL: MANIPULATION

+ TALENTS: Hobo Tricks, Suspicious,
Well-traveled

4 RESOURCES: 1-3

% EQUIPMENT: Walking stick, knife or crow-
bar, liquer or pet dog




" YOUR PLAYER CHARACTER -

WHRITLR

Wasthe creature tryingto hurt me or dome a favor 2 Thad
beensittingin my chamber for several nights in arow, with
no money for candles or lamp oil, my only companions a
stack of blank sheets of paper andmy owngrowling stomach
—orso [thought. Suddenly therewas something beside me,
breathing white clouds in the cool air. It grabbed my pen
ina firmgrip. And then i wrote. At first [ rejoiced inthe
beautiful words. But it wouldnt stop. For five days and
five nightsthe creaturewrote with myhand. Theresultwas
the book everyone is talking about, andthe fingers I can
no longer use. I never saw #s face. But I will find it again.

O}lOOSC among t}lC suggcstions bC].OW or makc 0L

'IJ.P YO'IJ. Is C]. f.

NAME

4 FIRST NAME: August, Edvard, Hclcna, Hugo,
Maud, Selma

4 LAST NAME: Johansson, Nﬂsson, Skyttc

MOTIVATION

4 Fi_nding a certain vaesen
+ Rcscarching a book

% Revenge

TRAUMA

% Angered fairies who put you to sleep and sucked
your blood

4 Cursed by a homeless vaettir to write a book in
your own blood

4+ Heard the song of the Ncck, but failed to write
down the lyrics

DARK SECRET

4 Irecord and use the secrets and weaknesses of
my friends

% Wanted for rcvolutionary ideas

+ My life's work is a lie

RELATIONSHIPS

Choose a relationship for each of the other playcr
characters, or make up your owmn.

4+ You inspire me

4 "Tries to win your appreciation

+ You frightcn me

o

4  MaIN ATTRIBUTE: Empathy

% MAIN SKILL: INSPIRATION

4  TALENTS: Automatic Writing, Journalist,
Wordsmith

4+ RESOURCES: 2-5

%  EQUIPMENT: Writing utensils and paper,
camera or opera glasses, pet deg or

book collection







+ CHAPTER 3 -

SKILLS

MOST OF WHAT happens in Vaesen can be handled
through conversations between the players and the
Gamemaster. But sooner or later a player character
will attempt something exciting, where successis not
guaranteed. In that case, it is time to bring out the
dice and let chance decide what happens next. The
more proficient your character is in her skill, the
greater her chance of success will be.

This chapter describes using skill tests to deter-
mine howwell you succeed at certain actions through
a combination of skill and luck. It outlines the var-

ious stages of the skill test — and what the outcome

may look like. We also describe how the test can be

made easier or more difficult by the circumstances

athand, such as youbeinghurt or using your talents,
Advantage, or equipment. There are rules for how

you may push your roll - that is, putting in so much

effort that you suffer negative effects but also get a

chance to re-roll the skill test. The text proceeds

to explain what happens when you are injured and

forced to acquire physical or mental Conditions —
as aresult either of pushing the roll or failing a skill

test. The chapter concludes with a description of
the twelve skills featured in the game.

- 87 -



* CHAPTER 8 -

MULL TEMD

Skills will let you handle or endure difficult situa-
tions, ifused succcssfu]ly. There are twelve of them,
each linked to a certain attribute. When using a skill,
you start by add:i_ng the skill value and the attribute

togcthcr. The sum determines how many six-sided

dice you get to roll. Rolling a 81X counts as a SUCCEss.
You rarcly need more than one success in order to

passa skill test.

Also note that your playcr character is free to
use any skill in the game, even ifher skill value is 0;
in that case you simply roll the number of dice in-
dicated by the relevant attribute. The same applics

if you attempt somcthing that is not covered by a
sp ecific skill.

PLAYER 1 (KASPAR STAHL):  put on the cowl and
the mask, and sneakinto the church.

THE GAMEMASTER: [t dark andcold, and the great
double doors of the church are decorated with demonie
faces made ofmefaf. AS))OH open fhem,)ou hear the
murmur ofa hundred or sopeopfe —all wearingcowfs.

ﬂ:ere musfbe severafviffagesgufhere&here. ﬂ:ere are red’

candles burning all over fhepface. Someone ispfgying a

1]
§ SKILLS

AGILITY (Physique)

cLOSE COMBAT (Physique)
ForcE (Physique)

MEBICINE (Precision)
RANGED COMBAT (Precision)
STEALTH (Precision)
INYESTIGATION (Logic)

%

LEARNING (Logic)
viciLancE (Logic)
INSPIRATION (Empathy)
MANIPULATION (Empathy)
OBSERYATION (Empathy)

% & & & & & B & B %

&

skt ngecf instrumentyou ca n'tiden hﬁ;. Atthe fronf thereis
aperson facing thecrowd. The face ts shrouded Egy ahood.
Make a STEALTH fest.

PLAYERI: fThave PrecisionZ and STEALTH 2. ﬂmf’sfour
dice. Nosixes—ffai”

THE GAMEMASTER: The person at the front pullsback

his hood. I f’gyour brother. Your eyes meet.

ADDING MODIFIERS
A basic rule is that cvcrything affccting the roll is
added togcthcr. If you have a Talent that adds +2 to
the ro]l, and use your Advantagc to ga:i_n another +2,
you get four extra dice to roll. Should you also be
injurcd and have a Condition, that deducts one die,

giving you a total of three extra dice.

MEANS AND ENDS

Before rolling you must tell the others what your
playcr character is doing and what she is trying to
achieve. The Gamemaster may ask you to cxplain
further or changc your goal. This usually happcns
when she cannot geta clear picturc of what you want
to do, or finds your goal tocunrealistic. For example,
you cannot use MANIPULATION to make an enemy kill
itself, or heal hundreds ofpaticnts without access to

medicine, equipment, or beds.

THE GAMEMASTER: Kasibarissifﬁngin a mefafcage
in the middle offhe markefpface. He isnakec?,ﬁfﬁ‘ly, and
barely conscious. Twenty or so villagers have gathered
around him, armed with hunfingnﬂes and sgfhes. ]?19)
have thafcragy lookin their eyes which seems fobe spread’—
ingthrough the entire fown.

PLAYER 3 (ILJENKA PROKOTIN}: [ draw my knife
and launch ngyseffaf them.

THE GAMEMASTER: Do‘you reaf‘b; want to do that?
Alone againsf fwenty armed opponents, you are guaran—

teed to lose.



+ SKILLS -

FAILED TESTS

Failing a test means that something detrimental or
unexpected happens to you. In most situations the
implications are quite obvious. A failed attempt
at sneaking means that you are detected. If you
are trying to inspirea crowd they may turn against
you. Even before the roll is made, the Gamemaster
should try to be clear about what happens if the
test fails.

In particularly difficult or dangerous situations,
failing a test also means that you become afflicted
with a Condition. The Gamemaster should inform
you of this before you roll. You suffer a Condition
of'the same type (physical or mental) as the skill you
attempted to use, but are free to choose which one.
Not all tests should carry the risk ofacquiring a Con-
dition —the piayer characters would quickly beworn
down and the game would come to a halt,

Some situations are so serious that you imme-
diately become Broken upon failure. Perhaps you
are trying not to get hit by atrain or defending your
seemingly outrageous behavior before the entire

commission.

PLAYER 2 (ASTRID LILJA): [ sitdown acrossfromthe
sorcerer, staring into his eves. “Do your worst! " I let him
use his bowers on me. But I'm trying to resist and under—

stand how he is controffingothers_

THE GAMEMASTER: Mcke an OBSERVATION test. If
you fail, he takes control of you. You will also suffer a

mental Condition.

PUSHING THE ROLL

Having failed a test, you can choose to muster your
strength and give it one more try. This can oniy be
done onceperaction, and musthappen immediately
after failing a test. This is called pushing the roll.

When pushing your roll, you suffer a Condi-
tion. ifyou are using Physique or Precision you
choose a physical Condirion — if you are using

Logic or Empathy you choose a mental one. You

&
A SINGLE ROLL

Whenever your player character tries to do
something, you make one roll for the entire
situation. If you are attempting to sneak
through a castle, you do not roll to see if you
reach the gate, then roll again to see if you
get to the stairway, and then to go up the
stairs. One die rollis encugh. Sometimes that
means the effect of the skill test can last a
long time; for instance, it can take many days
to craft something or cure a sick person. The

only exception is combat, which is covered

in chapter 5. s
12}

may then re-roll every die except the sizes, should

there be any. You can push rolls that have already
succeeded, since there are situations where mul-
tiple successes make you succeed particularly well

{see below).

PLAYER 1 (KASPAR STAHL): { shout at him: “I'm
_your brother! ”ItD) to get him to snap out ofwhatever
spell he isunder.

THE GAMEMASTER: Make a MANIPULATION test.

PLAYER 1: Iroll three dice, but fail. I choose the Con-
dition Angry and push the roll. I grab him, scream-
ing: “Look inte my eyes, Roland!” Then I re—roll all
three dice.

BROKEN TO SUCCEED
When pushinga roii, yougetto re-roll all dice except
thesixes. The Condition youacquire asa result does
not come into effect until after the roll. It is there-
fore possible to become Broken from pushing a roll.
Oniy aftertheroll doesthe Condition Broken render

you incap acitated.

-39 .
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g THE STORY MUST GO ON

The Gamemaster must make sure that failed
tests do not bring the story to a standstill. It
could happen if you fail to obtain the infor-
mation you need to locate a certain creature,
or if you are locked up and required to pick
a lock in order to escape. When a failed test
threatens the flow of the story, there are three
methods the Gamemaster can use to salvage
the situation: consequences, Conditions, and
requirements.
4+ Consequences mean that you succeed even
though you failed the test, but that some-
thing else goes wrong instead. You got the
information you wanted, but the creature
has noticed you in the library and blocks
your path. Sometimes the Gamemaster may
keep the consequence secret for a while
and reveal it later on.
4+ Conditions mean that you achieve what you
wanted despite failing the test, but that you
must choose a physical or mental Condition.
You manage to push away the rock that is
crushing your friend, but become Exhausted
in the process.
4+ Requirements mean that you get some of
what you wanted, but that more is required
to achieve success. It can also mean that
you fail, but the Gamemaster suggests an
alternative way of resolving the situation.
Perhaps you get the information you need,
but it is written in a strange language and
you must find a way fo translate it. Maybe
the person who can help you has already
left, but the Gamemaster reveals that her
children share some of her knowledge —
and they are still in the village.

-5

< i) -

CONDITIONS

There are twe ways to acquire Conditions. You may
have to choose one when pushingarell, and can also
get them as a consequence of failing a test. Acquirf
ing Clonditions means that your player character has
been negatively affected.

Conditions are divided inte two types: physi-
cal and mental. Physical Clonditions are linked to
Physique and Precision, and mental onesto Logic and
Empathy. Physical Conditions include: EXHAUSTED,
BATTERED, and WOUNDED, while mental Conditionsin-
clude ANGRY, FRIGHTENED, and HOPELESS.

While you are suffering from a Condition you
get 1 fewer die for all rolls that are linked to either
physical or mental attributes. Also worth noting is
that Clonditions stack, meaning that two Conditions
of the same type will subtract two dice from your
dice pool. No matter how many Conditions you have
accumulated, you may always roll at least one die.
Clonditions can be healed through rest and other
activities, which is described further in chapter 5.

When you already have three Conditions of the
same type and acquire a fourth one, you become
Broken. This means that you are seriously injured,
temporarily insane, or otherwise worn down. You
may not perform any actions, physical or mental. In
addition, a Broken player character also sustains a

critical injury (see page 64-).

CONDITIONS AND SKILLS
TYPE OF AFFECTS SKILLS
CONDITION  BASED ON:

Physical Physique and Precision
Mental Logic and Empathy
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LEVELS OF DIFFICULTY

In extreme cases, the Gamemaster may decide thatit
takes more than one success to succeed. This might
happcn when attcmpting to pcrsuadc a lynch mob
to release the aceused, or when you are being puar-
sued by akiller across the stormy rooftops ofa town.
Acha]lcnging action requires two successes, while a

difficult one requires three successes.

o

DIFFICULTY
ACTION NUMBER OF SUCCESSES
Normal 1
Challenging 2
Difficult

%
HELPING FACH OTHER

Other playcr characters can increase your chance of
passing a skill test by offcring to hclp with whatever
you are attcmpt:i_ng to do. The Gamemaster decides
whether you roa]ly dobenefit from their actions. You
gain +lte your skill test for EVETY PETSOn helping you,

to a maximum of +3.,

PARALLEL ACTIONS

When you are doing things at the same time, you
cannot hclp each other. Ifall ofyou are trying to
snoakpast somecne oravoid si_n_king into

a swamp, each ofyou must pass your
own test without assistance
from the others. How-
ever, some skills allow

a character whose test

is extra successfil to

give successes to oth-
ers (see Extra Successes),

and hclp them that

way instead.

ar

CHANCE OF SUCCESS
This table shows the chance of succeeding af
a rell, as well as the chance of succeeding if
you then choose to push the roll.
NUMBER CHANCE TO PUSHED
OF DICE SUCCEED ROLL
1 17% 31%
2 31% 52%
3 42% &67%
4 52% 77%
5 0% 84%
b 67% 89%
7 72% 92%
8 77% 95%
g 81% 96%
10 84% 97%
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OPPOSED ROLLS

There will be many situations where an NPC or a

player character tries to stop you from succeeding,

Aguard may try to detect you while you are sneaking.

Youand your friend disagree on somethingand each
try to sway the opinion ofthe other, In such casesthe

outcome is decided by opposed rolls.

“My mother had a sister called Gunlég who,

when they were children, always used to sit
on the porch and gaze at the stars, telling
stories about the glitterfolk living in the
deep woods beyond the lakes and mead-
ows. One night, when the mist lay heavy
on the land, she heard music coming from
the pasture and snuck over there without
telling her parents.

In the middle of the pasture stood a fid-
dler who made the grass and flowers sway
to his tunes. She danced with him in the
moonlight until she could no longer stand.
She was somewhere else then. When she
returned the following morning, her hair
had grown longand white, and her skin was
wrinkly like an old woman’s. Gunlog said
shed been to theland of the fairies and lived
alife as the glitter prince’s wife. But now he
was dead, and she had come home.

- ELsa TAPPER, FARMER’S WIFE IN OVANAKER

You and your opponent each make a roll. The
person with the mostsuccesses prevails. Should both
get an equal number of successes, you have neither
succeeded nor failed. If your opponent is an NPC
the Gamemaster may use one of the three methods
described under failed rolls: consequences, Condi-
tions, or requirements. You get what you want, but
something goes wrong.

In aconflict between two player characters, where
both roll the same number of successes, each may
choose to push the roll towin. Ifyou still get the same
number of successes, you must agree on a compro-

mise. Both get something they want, but at a cost.

THE GAMEMASTER: As you throw the holy water on
Kaspar’s brotherit createsa shockwave thatknocks bot@:ou
and him ojjf)aourﬁaet. Kaspar, when)zougetup)ou seeyour

brother on hisknees. Hiseye color hasreturned to normal.

PLAYER 3 (ILJENKA PROKOTIN): [ snaich one of
the axes and sever his headﬁom his neck.

PLAYER 1 (KASPAR STAHL): No way. [ run straight
intoyou and)}ank the axefrom))our hands.

THE GAMEMASTER: Youll need to make an opposed
roll. Kaspar, you roll for AGILITY while Iljenka rolls for
CLOSE COMBAT.

PLAYER 1: I got two successes.

PLAYER 3: Me too.

THE GAMEMASTER: Then its a compromise. How
aboutthis: Kaspar managesto pushyou away, positioning

hirm;ebfinfront ofhis brother, butfails to take the axe and
suﬁfers apbisicaf CGondition?

ADVANTAGE

You can use your Advantage to increase your chance
of success. The GM must be able to explain what
makes it helptul, but it is probably best to be gener-

<4 .
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ous in their assessments — it would be a shame if the

playcr characters never got to use it.
Advantagcs are spcciﬁc to each mystery and

maybe used once per session, grantingyou two

extra dice when making a skill test. Using an

Advantagc must be declared before rolling

the dice, or when you decide to push a roll.

In otherwords, you cannotuse an Advan-

tage ifyou have already failed the test. The

Advantagc you have gaincd on your jour-

ney to a mystery cxpircs when you return

to Upsala, but you will of course be able

to acquirc anew one on your way to the

next mystery. The next Advantagc you gain

cannot be tied to the same skill, you have to

choose another.

EQUIPMENT

Most of the items you find during your mysteries
are of the cveryday variety, but some can be more
useful, increasing your chance of passing your skill
tests. You might need lockpicks to open somcth:ing,
orahorseto outride a lynch mob. These items add a
bonus to your test, usually +1. Some spccial Or eVen
magic items may grant you a greater bonus, but rarely

more than +3.

EXTRA SUCCESSES

Ro]ling more successes than requi_red means thatyou
are extra successful. You impress yoursclf as well as
othcrs, get more than you wantcd, Or Win renown
for your skillfulness. Insome cases, the Gamemaster
may deem your surge in confidence so great that you
heal a Condition.

Some skills let you use extra successesto achieve
certain effects, such as hclping another playcr char-
acter who has failed the same kind of skill test. Each
effect costs one success. The Gamemaster decides
whether or not (and for what purposc) you may use

YO'IJ.I‘ eXtra successes.

“MARE, MARE, MARE!
THOU MAY'ST NOT ENTER HERE,
UNTIL THOU HAST COUNTED
BIRDS IN WOODS, FISH IN RIVERS,
EVERY OAK,

AND THE WORDS OF GoD!”

~ TRADITIONAL CHARM FOR BANISHING THE MARE

=48 .
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THE SKILLY

AGILITY (PHYSIQUE)

AGILITY ig the ability to run fast, be flexible, and leap
out of danger. You make an AGILITY test when attempt-
ingto flee, chase someone, jump, or climb. If there
are several of you performing the same action you
may transfer your successes to others, thus improv-
ing their chance to succeed.

In combat you can use AGILITY to evade attacks or

escape. Extra successes can be used to:

¢ QOutmaneuver your enemy. You exchange
initiative cards.

+ Stress your enemy. The enemy gets a mental
Clondition (rnay be chosen once per turn).

4+ Move one zone away from the enemy.

4+ Make your enemy position itself in a certain
part of a zone.

¢ Perform actions while evading the enemy, for

instance performing a ritual or setting fire to

things in the room.

CLOSE COMBAT (PHYSIQUE)

When fightingwith melee weapons you use CLOSE COM-

BAT. By rolling more successes than required, you may:

4 Increaseyour damage by |. This effect can be
chosen multiple times.

4 OQutmaneuver your enemy. You exchange

initiative cards.

RESISTING ATTACKS

A character who is targeted by an attack or
ambush, poisoned food, or an attempt at per-
suasion has a chance to resist or detect the
assailant. AGILITY is used to evade physical
attacks. YIGILANCE is used to detect someone
sneaking up on you or slipping something into

your pocket. In social situations where your

-5

character is passive, you use OBSERYATION.

4 Stress your enemy. Your attack causes mental
Conditions rather than physical ones.

4 Push the enemyinto anotherzone or a specific
part of the zone you are in.

¢ Make the enemy drop aweapon or item. Picking

up an item during combat requires a fast action.

FORCE (PHYSIQUE)

Whenusingbrute strength tolift something heavy, or
te endure pain and hardship, you make a FORCE test.
The skill can letyou survive without food orwater, or
walk day and night, without suffering a Condition.
You may transfer any extra successes to other player
characters in the same situation.

FORCE can sometimes be used to repair things,
such as a wagon with a broken wheel.

When engaged in hand-to-hand combat, or when
attempting to wrestle or grapple the enemy, you use

FORCE. By rolling more successes than required you may:

4 Increaseyourdamage by l. This effect can be
chosen multiple times.

+ Outmaneuver your enemy. You exchange
initiative cards.

4 Stress your enemy. Your attack causes mental
Conditions rather than physical ones,

4 Push the enemyinto another zone or a specific
part of the zone you are in.

¢ Make the enemy drop aweapon or item. Picking
up an item during combat requires a fast action.

4 Grapple your enemy. She must succeed with an

OppOSGd I‘Oll to break free.

MEDICINE (PRECISION)

MEDICINE lets you use your expertise to help someone
who is hurt. The skill can also provide knowledge
about anatomy, diseases, and injuries,

When a player character has sustained a physical
critical injury, she may sometimes require medical
assistance in order to survive (see chapter 5). Pass-
ingyourskill test means that she isnolonger Broken.

Each extra success heals one physical Condition. If

P T
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you fail and wish to try again, you must first procure
more medical supplies, transport the patient to a
more suitable location, or get help from someocne
else with medical training.

MEDICINE can be used to heal physical Clonditions.
Your patients must be in bed, safe from immediate
harm, and have access to food, drink, and medical
equipment. You make a MEDICINE test for each day of
treatment. A successful test heals three physical Clon-
ditions, distributed between the patients as you see fit,
Each extrasuccesshealsanother three Conditions, Even
the Broken Clondition can be healed this way. Usually
a failed test simply means that a day has been wasted,

though the Gamemaster may allow an enemy to act,

RANGED COMBAT (PRECISION)

When attacking with ranged weapons or explosives
you make a RANGED COMBAT test, By rolling more suc-

cesses than required you rnay:

4 Increase your damage by |. This effect can be
chosen multiple times.

4 QOutmaneuver your enemy. You exchange
initiative cards.

4 Stress your enemy. Your attack causes mental
Cenditions rather than physical ones.

¢ Push the enemy into another zone or a specific
part of the zone you are in.

¢ Make the enemy drop aweapon oritem. Picking

up an item during combat requires a fast action.

STEALTH (PRECISION)

When attempting to sneak, hide, picklocks, or per-
form card tricks, you make a STEALTH test. Extra suc-

cesses make you succeed even better.

INVESTIGATION (LOGIC)

You can use INVESTIGATION to search a room, understand
Whathappened atacrimescene, examine a dead body,
or find what is chscured, If you succeed, the Game-

master will provide you with clues. If you roll more

o

The INYESTIGATION skill is not used to find hidden
things such as doors or traps, or to uncover
hidden clues. If you describe your character
searching in the right place, the Gamemaster
should simply let you find what you are looking

for, if it can be seen at all. However, a succesful
skill test can provide a bonus if the GM wants,

successes than required, the Gamemaster decides
whether you find more clues, understand the con-

text, or simply enjoy the satisfaction ofajob well done.

LEARNING (LOGIC)

LEARNING is a measure of your education, as well as
your ability to establish connections through logic and
knowledge. When you need to knowsomethingabout
what is in front of you, you can make a LEARNING test to
gain clues. Sometimes the Gamemaster will say that
itrequires books or other sources of information. In
some situations, it is impossible to get any clues,

You can use LEARNING to translate foreign lan-
guages, ﬁgure out how best to behave in a certain
situation, or understand the Workings of a mechan-
ical device, an ceecult ritual, or a magic item. You
can use LEARNING to obtain basic information about
avaesen if the Gamemaster deems it appropriate. By
rolling more successes than required you can some-

times gain access to more information.

GAMEMASTER: Inside the abandoned barn the boards

are covered m ymbofs, cfearb camed H}lt}l a knyfe

PLAYER 2 (ASTRID LILJA): [ make a LEARNING test

to see ifi recogni.{e them. One success.

GAMEMASTER: You definitely recognize them. Theman
who kidnappedyou andyour mother when you were a child
had lots ofbooks with similarymbofs_ Thg} are ancient
Egyp han hierogf)iphs. Several ofthem resemble thoseﬁom

his most precious text — the one he read that drove him

insane and led him to do those terrible things.

A
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VIGILANGCE (LOGIC)

You use YIGILANCE to notice someone sneaking up
onyou, The person doing the sneaking makes an
opposed STEALTH roll (see page 62) against your YiGl-
LANCE roll. You also use YIGILANCE to follow tracks left
by creatures or other people.

Furthermore, YIGILANCE can be used to interpret
situations you are monitoring. If you succeed the
Gamemaster provides you with information. You
may realize what is about to happen, who the leader
of a group is, which pecple might become a threat,
or how best to tackle a situation. If you roll more
successes than required, each extrasuccess adds a +1
bonus to a skill test where the information is help-
ful to you. Failing can mean that you have misread
thesituation, been detected, or appear hostiletothe

people you are Watching.

INSPIRATION (EMPATHY)

INSPIRATION is the ability to address a crowd, encour-
age and guide your friends, and create crunderstand
works of art. When trying to influence the thoughts
or actions of a group of people, you make an INSPI-
RATION test.

When a player character has sustained a mental
critical injury, she sometimes requires INSPIRATION in
order notto become chronically Broken (see chapter
5). Ifyou pass the test sheisno longer Broken. Each
extrasuccess heals one mental Condition. Ifyou fail
and wish to tryagain, you must firstfind anotherway
ofgetting through to her. You may need to take her
toa new place, seekhelp from someone else, orfind
anotherway to connect with her,

INSPIRATION can be used to heal mental Condi-
tions. Your friends must be somewhere safe, have
access to food and drink, and be Willing to engage
in cloge contact or dialogue with you. You make an
INSPIRATION test each day you spend together with-
out doing anything else. A successful test heals
three mental Conditions, distributed between
your friends as you see fit. Each extra success heals

another three Conditions. Even the Broken Con-

dition can be healed this way. Usually a failed test
simplymeansthata day has been wasted, though the

Gamemaster may allow an enemy to act,

MANIPULATION (EMPATHY)

You can use MANIPULATION to influence how other peo-
ple think, feel, oract by lying, ﬂirting, bribing, nego-
tiating, haggling, or using your social skills in other
ways. When MANIPULATING someoneyou describe what
you hopetoachieve and whatyou are doing. You also
use MANIPULATION to trade or purchase items and ser-
vices during the mystery (see Equipment in chapter 5).

On asuccess yougetwhat you want, Failure means
that the other person distrusts or dislikes you, that
you take a Condition, orthatshe is reinforced in her
original convictions. Player characters can make an
OBSERYATION test to resist your influence,

Ifthe other person tries to MANIPULATE you as well,
she too describes whatshe hopes to achieve. You must
approve each other’s go als before ro]ling the dice.
There are limits to what you can convince people to
do or believe. An opposed MANIPULATION test deter-
mines who gains influence over the other.

The losing party can decide to lay down a Con-
dition for doing what the winner wants. Perhaps
you must promise not to tell anyone about what she
agreed to do, or rnaybe she first wants to know some-

thing about you?

G} NOT MIND CONTROL

When engaging in MANIPULATION your goal must

be reasonable. You cannot completely alter
another person's way of thinking, make some-
one commit svicide, or turn people against their
friends without good cause. After you have
successfully used MANIPULATION on someone,
other things might cause the person to recon-
sider. The same applies when MANIPULATION is

used on you. Lﬁ)

<4 -
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When you get more successes than you need, you
canuse them to impose a mental Condition on your

opponent — one for each extra success.

PLAYER 2 (ASTRID LILJA): “Heis a traffor who uses

others for his own purposes. l‘rf we let him go, he will con-

tinue fopfague this town. We can’t imprison him.” Tuse

MANIPULATION fo convince you that we should execute
_your brother.

PLAYER 1 (KASPAR STAHL): Kaspar would never
agree to that. Lef’ssgy that, ;'fyouwin,‘yougef me fo stop
faking responsibih"iy for my brother. Okgy ?

OBSERVATION (EMPATHY)

When talking toanother person or spcnding time in
her presence, you canuse OBSERVATION to understand
whatsheis thin_k:ing, feel:ing, or planning. Ifyou pass
the skill test the Gamemaster describes the impres-
sion you get from her. Forexample, the Gamemaster
may tell you that she is lying or reveal whether she
means you harm. You have the right to ask specific
questions and have them answered.

Fach extra success adds +1 to a test where the infor-
mation is useful to you. Failing the test means that
you give you rself away to the opposite party and must
disclose your Playcr character’s thoughts, feelings,

and intentions.

@
HONEST INFORMATION

Several skills give the player characters access

toinformation. It is the Gamemaster's respon-
sibility to provide information that is accurate
and useful. A successful skill test should not re-
sult in vague answers or ones that “protects"
the truth or an NPC. What makes the story in-
teresting is what the player characters do with

their infermation — not leaving them ignerant
and unable to act.

C
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TALENTS

IN ADDITION TO your skills, you have certain tricks able to purchase more of them by spending Experi-

and traits that might come in handy. These are called ence Points. You may then choose any talent you want

talents, and they are described in this chapter. First —including those from other archetypes.

we list the talents that are specific to the various Some talents add bonuses to skill or Fear tests (see

archetypes, then the general ones. page 68), affecting the number of extra dice you get
A newly-created player character has one talent, to roll. The effects of different talents are added to

chosen from among the three talents specific to her the total.

archetype. Over the course of the game you will be

.419.
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THE ACADEMIG’S

L TALENTS o

BOOKWORM
Gain +2 to LEARNING when looking for cues in books

or libraries.

ERUDITE
You can pass a LEARNING test to establish truths about
places and phenomena in the game. You may know
that a certain location is renowned for its glassblow—
ers, or that a gang of criminals operates in the area.
The Gamcmastcrjudgcs what is appropriate, and
what is reasonable for you to know. You should not

be allowed to make up things about vaesemn.

KNOWLEDGE IS REASSURING
Ignorc Conditions when making LEARNING tests.

9

“WHEN OPPRESSED
WITH WRETCHED LOVE
FIND FOR YOURSELF
A NEW PAIR OF SHOES
AND WALK A MILE,

THAT YOUR FEET MAY SWEAT
THEN REMOVE YOUR RIGHT SHOE
POUR INTO IT EITHER WINE
OR ALE AND HAVE A GOOD SIP
AND YOU SHALL BE FREE”

~TRADITIONAL FOLK MAGIC FOR BANISHING UNWANTED LOVE

THE DOCTOR’S
L TALENTS o

ARMY MEDIC
Gain +2 to Fear tests when frightcncd by dead or

damagcd human bodies.

CHIEF PHYSICIAN
When you use MEDICINE to treat the other playcr char-
acters, thcy can heal a total of four Conditions in-

stead of three. The same applics to extra successes.

EMERGENCY MEDICINE

Ignorc mental Conditions when using MEDICINE.

THE HUNTER’S
L TALENTS '_,

BLOODHOUND
Gain +2 to YIGILANCE when tracking your prey.

HERBALIST
By utilizing wild herbs, you can use MEPICINE without

having access to medical supplics.

MARKSMAN
Gain +2 to RANGED COMBAT on your first turn when

SUCCEs Sfl.l]ly ambushlng or attacking YO'IJ.I‘ cncmy.
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THE OCCULTIST’S STRIKE FEAR

L TALENTS — You can strike fear with Fear 1 (see page 68). It counts
as a slow action and does not work against va€esen.
CONJURING TRICKS Choose a victim in your zone. Targeted NPCs must
You canuse STEALTH instead of MANIPULATION whenper— passa Logic or Empathy test. Their roll gains bonus
forming conjuring tricks to influence pcoplc. dice cqual to the number of fricndly individuals in
the same zone.
MEDIUM

You canuse OBSERYATION to perform seances where you
prcdict pcoplc’s futures and contact the dead. Extra
successes providc more information, prolong the
contact, or cause spirits to materialize. On failure
you are given inaccurate information, attacked, or

suffer a Condition.

=51 -
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“A vicar in Hammenkulla was preaching
from his pulpit, swearing on almighty God
that there was no such thing as trolls, nissar,
and other nature spirits. The next morning
his house had no windows and the door was
bolted from the outside, forcing the vicar to
bang his way out with a sledgehammer. Yet
in his next sermon he said the same thing,
and when he woke the following morning,
all animals at the vicarage had lost their
heads, walking around with neither eyes
nor mouths. And still he persisted - saying
that God created humans and animals, but
that the creatures of the forest were prod-
ucts of human superstition and satanic lies.
Then, in the morning, he woke up nexttoa
wooden log instead of his wife. Only then
did he mount the pulpit and say he did not
know whether it was God or the Devil who
brought vaesen into existence,but exist they
did. And when he came home, his wife was
waiting for him outside the vicarage. Noth-
ing angers the Unseen more than claiming
they do not exist.”

— OLA STEN, CARPENTER IN DALFORS

THE OFFICER’S

TALENTS

- -

BATTLE-HARDENED
You are used to battle. When drawing for initiative,
draw two cards and pick one of them (see chapter 5).

GENTLEMAN
You were raised to control your emotions and behav-
lorinsocial situations, even under pressure, Ignore
penalties from mental Conditions when making
MANIPULATION tests.

TACTICIAN
When you pass a RANGED COMBAT test during combat
and get extra successes, you may —in addition to the
usual alternatives —issue an order to a friend. Doing
$o costs one success, If she follows your order, she
gains+2 to her next test {can be chosen multiple times

to give orders to different people).

THE PRIEST’S

TALENTS

g -

ABSOLUTION
Aplayercharacters who confessestoyou as an activity

(see page 72) heal three Conditions instead of two.

BLESSING
Once persession you can bless an object oranother
player character. The player character, or anyone
using the object, gains the Blessed Advantage, add-
ing +2 to a test of their choice. The Advantage ex-
pires upon use or when the mystery is over. You
can only bless the same character or object once

per myste ry.

CONFESSOR
You may use OBSERVATION instead of MANIPULATION when

having a confidential conversation.

. ha .
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THE PRIVATE DETECTIVE’S

TALENTS

L -

EAGLE EYE
You gain +2 to YIGILANCE when trying to interpret a

situation you are not involved in.

ELEMENTARY
Once per session you can ask the Gamemaster to ex-

pla]n hOW (‘.].'IJ.CS arc COIlIlCCth.

FOCUSED

Ignore penalties from Conditions when making

INYESTIGATION tests.

THE SERVANT’S

TALENTS

g -

LOYAL
Gain +2 on Fear testsin the presence of someone you

have sworn to protect.

TOUGH AS NAILS
Gain +2 to FORCE when ﬁghting unarmed.

ROBUST
You may ignore penalties for physical Conditionson

one roll per gaming session.

Wi j* i,

THE VAGABOND’S
L TALENTS o

HOBO TRICKS
Gain +2 to STEALTH when trying tohide yourselfor an
object froma wealthy human.

SUSPICIOUS
Ignore mental Conditions when making ¥IGILANCE

tests.

WELL-TRAVELED
Once per mystery you can make a MANIPULATION test
to create an NPC who is situated in the area, and
who you have met before. The Gamemaster decides
how she has changed since you last met, and what
she thinks of you now. If the test fails, she is either
hostile orin great need ofyour help.

THE WRITER’S

TALENTS

s -

AUTOMATIC WRITING
When channeling spirits through automatic writing
you can use INSPIRATION to gain clues. The Game-
master provides more or less vague clues, predic-
tions about the future, or momentary insights into
the thoughtsand experiences ofyour enemies. Extra
successes reveal more clues. On failure the Game-
master decides whether you suffer a Condition, be-
come possessed, or undergo a personality change
(you decide what kind) that lasts for 1D 6 hours. You

canuse Automatic Writing once per gaming session.

JOURNALIST
You mayuse INSPIRATION instead of MANIPULATION when

charming or deceiving someone to gain information.

WORDSMITH

Ignore penalties from Conditions when making

INSPIRATION tests.
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GENERAL
., TALENTS |

BATTLE EXPERIENCE
Gain +2 to MEDICINE when treating a physical critical

injury.

BRAVE
Gain +1 to all Fear tests.

COMBAT-TRAINED
Gain +2 to CLOSE COMBAT and FORCE when parrying.

CONTACTS
Once per session you can decide that you alrcady
know a certain NPC, and that your rclationship is a
positive one. The Gamemaster may disallowit, if the

contact would make the mystc:ry less fun.

COWARD
When wounded in combat, you can make another
playcr character take damagc in your stead bypassing
a STEALTH test. It does not count as an action. If the
test fails, you are hit for 1 extra damage. This canbe

done once per combat encounter.

DECEPTIVE
Gain +2 to MANIPULATION when chcating and decciving.

DEDICATED
Onece per session you can ignore the mental Condi-
tions from a skill test.

DEFENSIVE
Each turn you get one extra action that may only be

'l.].SCd to dOdgC or parry.

DUAL WEAPONS
When using dual weapons in close combat, you can
use extra successes to hit an additional enemy in the
same zone. Ifyou use more successes to increase dam-

agc, YO'IJ. may C]lOOSC W}llC]l attack dcals more damagc.

DYNAMITER
Gain +2 to RANGED COMBAT when using cxplosivcs.

EMPATHETIC
Ignore pcnaltics from Conditions when making

OBSERYATION tests.

= 5dos



* TALENTS -

ESCAPE ARTIST

Ignore penalties from Conditions when using AGILITY
to flee.

FAMOUS
Gain +2 to MANIPULATION when trying to influence

EOIMCCOILE W}lO has hcard OfYO'IJ..

FLEET-FOOTED

During combatyou may move within your own zone

without using actions.

HOLY SYMBOL
Youhave a religiou sitem thatallows you touse INSPIRA-
TION to attack vaesen in close combat, dealingl damage.

=55 -

LIGHTNING REFLEXES

You can draw weapons without using an action.

NINE LIVES
When rolling for a eritical injury, you may decide
which of the dice represents the tens and which

I‘CPI‘CSCIltS t}lC GIIEE.

PET
You have a pet that YOu can use once per session to
gain +1 to a test of your choice in a situation where

YO'IJ.I‘ PCt is clcarly Of'lJ.SC .

PUGILIST
Deal 1l extra damagc when ﬁghting unarmed.

SAFETYIN NUMBERS
Gain +2 to Fear tests when accompanicd by at least
two other playcr characters. In combat this only

applics ifyou are in the same zone.

SIXTH SENSE
When making INVESTIGATION tests you may spcnd
extra successes to learn if a vaesen has been in
the area, gain more or less vague impressions of
what kind of vaesen it is, and find out if magic has

bCCIl 'IJ.SCd.

SPRINTER
Gain +2 to AGILITY when trying to outrun or chase

dOWIl EOIMCOIC.

THE LORD'S SHEPHERD
Gain +2 whcnusing INSPIRATION to treata mental crit-

ical injury.

WEALTHY
Increase Resources by 1 {can be purchased multiple

timcs).






* CHAPTER 5 -

d waa a priconer i miy
bealowed on me by a wood wife
MMMWWM

Nallond. &WW

JZ‘Z&;&M MW
,az‘mﬁafdzuo«/mvf
Lul even dhe wae hol

MM)MWJ)‘MWWZE

Wa,cudzvfw

repmembered 1o add a
’LM’MMM)
L been Tovmenled by
1old
senl e 13 beaven, ZE““’"’?W'

waghloearce of

MW)
w&mlﬁ»&ﬁa—w&

ZZM?MMW)

m%mumowﬁ

ermland. %WM“”‘M)

wnable T walke. The aleep had been

szw,a,éd,a
W/Lu/ba/é
bed.

o Lomns with pialole and rifles, he

cold on The bedacde 0 ite it Whee ot
sprinile connamon, MM
Df M

W&Mwmfdnmud

he

M%L}MWWWM
efeals

Zable. d waa Touched Thal They

MWZEWM
eﬂ

Mﬂumwfﬂw

CONFLICT AND INJURIES

THE SUBJECT OF this chapter is conflict — situations
that escalate beyond words, where passing a skill test
is not enough, and you must follow the rules step-
by-step to determine the outcome. The first section
of'the chapter presents rules for combat. It describes
how to determine the order in which your charac-
ters will act during combat, what actions they can
perform, and various circumstances that may affect
your chances of success. It also explains how move-
ment works during combat, and lays out rules for

setting ambushes, chases, and grappling your enemy

or breaking free from a hold.

- b7

Next, we provide rules for physical injuries and
how they can affect you. This is followed by a section
that explains how beholding a vaesen or going through
other terrible experiences can cause mental injuries.
The rules describe how to make Fear tests to avoid
being affected by what is happening before your eyes.

The subsequent section concerns rules for
explosions, fire, poison, damage from falling, and
the effects of hunger, thirst, and fatigue. We then
describe how you can heal your own injuries and
those of others, before the chapter concludes with

rules for armor, equipment, and weapons.



* CHAPTER & -

COIDAT

Combat begins when you or someocne else attempts
to shoot, hit, or otherwise harm someone. The first
thing to do is determine the order in which you may
act—who is quick enough to strike first. This is done

by drawing initiative cards.

INITIATIVE AND ROUNDS

Combat is divided into rounds. During each round
everyone takes turns performing actions. When
everyone is done, the round is over and another
one beging,

Before the fighting begins, everyone invelved
draws a card to determine the order each partici-
pant (willing or otherwise) perforrns their actions
in. Take ten playing cards numbered ] to 10. Shuffle
them and leteveryone participating in the fight draw
onecard each. Thevalue of the card is your initiative.

Put your initiative card next to your character
sheet so everyone can see it. The Gamemaster puts
the cards of NPCys and creatures in front of her, so
you can see them as well. If you are facing multiple
opponents identical to each other, the Gamemaster
may choose to drawa single card for them asa group.

The one with the lowest initiative goes first. She
perforrns her actions, followed by the person with
thesecond lowestinitiative, and so on until everyone
hasfinished theirturn. Once thisis done, the round
is over, and you start a new round in the same turn
order. You do not draw new cards during the ﬁght.

A round is not an exact measure of time. Usually
each turn lasts a few seconds —long enough to aim

and shoot, or dive out of the way.

SWAPPING INITIATIVE
Youand another player character can choose to swap
initiative cards during combat. You may only swap
cards at the start of the round — before anyone has
perforrned theiractions. Your player characters must
beableto talkto each otherin orderto swap initiative,

In combat, extra successes can be used to outmaneun-

PLAYING CARDS FOR INITIATIVE

The special Vaesen card deck (sold separately)
includes ten initiative cards. Should you not
have access to it, a standard deck of playing
cards will suffice. The ace then counts as one.

verthe opponent (seeskills in chapter 3), forcing her
te swap initiative cards with you. If you are fighting
a creature with multiple initiative cards, you get to

pick the one you want.

ZONES AND DISTANCE

The scene where combat takes place is divided into
zones. Azone is an area where it only takes a couple
of steps to engage the enemyin close combat, To hit
enemies one zone away you need throwing weapons
or pistols, while reaching someone two zones away
requires a rifle.

Zones can vary in size depending on terrain. Usu-
ally it is an open space delimited by walls, stairs, a
riveror othersimilar features. When combat begins
the Gamemaster can drawamap ofthe areaand mark

each zone. The Gamemaster can also mark places

]
Gl INTERESTING ZONES

You can make combat more interesting by vary-

ing the surroundings. Let two zones be separated
by a wall, a locked door, or a great hedge that
must be broken through. Perhaps a zone can only
be reached from a certain place. Let there be
a balcony where an enemy is hiding with a rifle.

Do not forget to describe the environment
even when it does not affect any success tests,
Make the ground muddy, the lanterns dazzling,

or the smell pungent. Have hundreds of birds

take flight when the first shot is fired. 5

- h& .
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where it is possible to take cover. Some obstacles can
only be moved through, over or around by perform-
ing an action or passing a skill test, For example, it
might take a successful FORCE test and a slow action

to cleara pile of rubble blocking an exit.

CIRCUMSTANCES
Ifa ﬁght takes place under particularly difficult cir-

cumstances, the Gamemaster may decide that cer-
tain skill tests are harder to pass. For example, when

fighting in darkness you may need an extra success

to use RANGED COMBAT.

The Gamemaster should only demand extra suc-
cesses when the circumstances clearly reduce the
chance of success. Fog and dim light may contribute
to the atmosphere, but should not affect skill tests.

Since some creatures are not affected by things
like darkness, it can be tactical for them to choose
the time and place of the confrontation. The player
characters can also use such circumstances to their
advantage. The Gamemaster should even encour-
age this, for instance by providing indications that
a certain vaesen is vulnerable to sunlight or cannot

stand the smell ofsoap.

FIGHTING VAESEN

Everythingyou have heard aboutvaesen suggests that
they can rarely be killed in combat. Physical con-
frontations with them will almost always be a matter
ofholding them offlong enough to perform a ritual
or escape.

Performing a ritual rarely requires any skill tests.
Instead you deseribe what you are doing. If per-

formed co rrectly, the ritual will drive the creature off.

THE GAMEMASTER: The nyling seems bigger than be-
fore. Its bird-like body hovers cverthe mill without moving
ils wings. Suddenf)} it dives, banging its talons against the
buifding_ Themill Ieansﬁﬁherandﬂﬁheroverthe stream.

Here and there boards come off or snap in two.
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PLAYER 3 (ILJENKA PROKOTIN): [ open the haich
inthe floor.

THE GAMEMASTER: Down there)iou see the corpse of
achild, wrapped inrolling cloth. It can’t have been dead
formorethan a couple of days.

PLAYER ¢ (ASTRID LILJA): [gently pick up the child.
“We have to buD) the bod)}. Someone must give their name

to the child, orthe myling will never be at peace.”

THE GAMEMASTER: The m)}fing’s talons are learing

away at the walls around)ou_

PLAYER 1 (KASPAR STAHL): “Itcan have my name!”
Is there a@iplace we can bug} it?

THE GAMEMASTER: Theresdirtinthe hole whereyou
found the body. You could bury it there.

PLAYER 2: [ take out my bible and my cmciﬁx to con—

secrate the ground.

ACTIONS IIT COIDAT

Humans, animals, and most vaesen can perform two
actions perturn, one slowand one fast. Slowactions
take more time and usually involve a skill test. Fast
actions are quick and rarely require a test to succeed;
you mightshoutaword ortwo, ordrawyourweapon.
Ifyou want, you can perforrn a fast action instead of
yourslow oneand thus gettwo fast actions that round.
Some fast actions are reactions — usually some
kind of maneuver to evade attacks. Reactions may
be perforrned at any time during the round. This
means that you can use your fast action before your
turn, or wait until after your turn to be ready for
an enemy’s attacks. When using reactions to protect
yourself, you must choose to spend your action be-
fore you know whether your opponent’s attack roll

fails or succeeds.




TYPICAL SLOW ACTIONS

ACTION

SKILL

* CHAPTER & -

Attack with melee

weapon

CLOSE COMBAT

Attack with ranged
weapon

RANGED COMBAT

Unarmed attack FORCE

Wrestle, push, FORCE

grapple

Flee AGILITY

Persuade MANIPULATION

Lure enemy to a AGILITY

certain place

Perform ritual {often  —

takes several turns)

Survey the situation YIGILANCE

Treat injuries MEDICINE

Climb a wall AGILITY Lg
¢

DESCRIBING ACTIONS

When choosing an action youmust also describe how
you perforrn it. This is part of creating the game’s
atmosphere and bringing the story to life, Perhaps
you plunge yourself into the mud, swearing as you
fire your rifle at the creature. Or rnaybe you crouch
down, sneaking toward the enemy, gripping your
knife so tight your knuckles turn white,

MOVEMENT IN COMBAT

You can use a fast action to position yourself any-
where within your zone. If the enemy is hiding be-
hind cover or located far away in the zone, you may
have to spend afastactionto get close enough to make
a close combat attack. Enteringan adjacent zone also

requires a fast action.

TYPICAL FAST ACTIONS

ACTION SKILL

Draw weapon/ —

Swap weapon

Stand up —
AGILITY

Dodge (reaction)

Parry {reaction)

CLOSE COMBAT/
FORCE

Break free (reaction} FORCE

Hold {reaction} FORCE
Chase (reaction) AGILITY
Resist magic Depends on
(reaction) the magic

Shout more than —
a few words

Turn around —

Close a door =

Put out a candle —

Move within the zone —

Move into the —

next zone

Take cover —

ks
CLOSE COMBAT

Attacking an enemy requires a skill test. Unarmed
attacks are performed with FORCE, When armed with
melee weapons you use CLOSE COMBAT. For ranged
attacks you use RANGED COMBAT.

You need one success to hit your target, dealing
damage asindicated on the Weaponstable. The damage
value shown is the number of physical Clonditions
that afflict the enemy asa result ofyour attack. When
rolling multiple successes you can choose to deal ad-

ditional damage (for more on using extra successes in
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combat, see the skills in chapter 3). For each success
the oppoenent suffers another Condition.

Human NPCs and animals don't suffer Conditions,
but have a Toughncss value instead, which works in
a similar way. For instance, an NPC who is hit for 3
damageloses 3 Toughness points and gets 3 fewer dice
on the next test (scc Non—Pfgyer Characters in chaptcr 8).

RANGED WEAPONS
T]lﬁ VVeapons table S}lOWS t}lﬁ range ofranged WeapOoIis.

Thevalue indicates how many Zones your weapon can
reach from where youare standing. A zero means that
youcan only use that weapon against enemies in the
same zone, whereas a one or more means itpossiblc
to attack enemies in adjaccnt ZOTLES.

Arevelver with range 0-1 can beusedin the same
ZONE a8 YOUT enemy Or ONe ZONE away. A rifle with
range 1-3 can be used against enemies one, two, or
three zones away from you, but not against those in

t}lC Ealmnec ZoIe.

DODGING AND PARRYING

When attackcd, you camn use your fast action to parry
in close combat, or dodge a gunshot or some other
ranged attack. Both ofthese are reactions you canuse
at any time during the round, even if it is not your

turn. This means that you can choose to “save” your

@;E
AMMUNITION

You are expected to carry encugh ammunition
to use your weapon. In combat you have time
toreload between actions. In certainsituations
the Gamemaster may ask you to keep track of
how many bullets you have left — perhaps you
aretrapped in a network of caves and must pre-
serve your resources. Or maybe you must rush
te the desk, grab the silver bullets, and lead

your revolver before the werewolf reaches you. L‘D
L}

fast action in case you needto parrylater in the round
—but you can also use it before your turn.

You dodgc or parrybypassing a skill test. You use
AGILITY to dodgc, and FORCE or CLOSE COMBAT to parry
dcpcnding on whether ornot you are armed.

Fach success deducts one success from the cncmy’s
attack. If you deductall the enemy’s successes, the attack
misses. By rolling more successes than rcquired you

may choose to swap initiative cards with your enemy.

You must choose to dodge orparrybefore you know
whether the enemy has succeeded with her attack.
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HOLDING AND WRESTLING

When attempting to wrestle or grapple your oppo-
nent, you make a FORCE test, Your opponent can
use a reaction to break Jfree, also using FORCE. Ifyou
succeed, she is restrained and cannot perform any
actions other than breaking free or shouting. Pre-
venting your opponent from speaking by putting your
hand over her mouth requires an extra success.

The opponent is restrained until you let her go
or she breaks free. Once per turn she may use a fast
action te try and break free. You can use held as a
reaction. The two of you then make an opposed roll
for FORCE. The person being held must getmoresuc-
cesses than her opponent in order to break free; if
you getthesame number of successes the sitnation re-
mains unchanged. Ifyou donotuseareaction to hold
her, she only requires a single success to break free.

The person being held can parry, but cannot at-

tack or flee until she manages to break free.

FLEEING AND CHASING

Youuse AGILITY to flee. A successtul skill test means that
you leave the ﬁght; ifyou fail, you remain in the same
zone. You cannot flee ifdoingsowould requireyou to
move through azone occupied by an enemy (this does

not include the zone the character starts her turn in).

“ACHE, ACHE, ACHE!
FrROM HAND | BANISH YOU
WITH THIS COMMAND

s

FAR AWAY TO A DISTANT LAND’

— TRADITIONAL SPELL FOR $OOTHING PAIN

An opponent standing in the same zone as you
can try to prevent you from fleeing. She uses a reac-
tion to chase and then makes an AGILITY test. Each of
her successes deducts one success from your result.
If she manages to deductall your successes, you stay
in the fight. Both ofyou have moved one zone in the

direction you were fleeing.

AMBUSH AND SNEAK ATTACK

In order to ambush or sneak attack your epponent
you roll STEALTH against YIGILANCE. If successful you
may draw an extra initiative card and pick the best
one. Each extra success adds +1 te your first action
of the round.

Ifthesneakattack fails you are detected, and your
opponent may draw an extra initiative card and pick
the best one. Ifthere are several ambushers only cne
of you makes a STEALTH test. The result applies to all
of you.

In some situations, the Gamemaster may decide
that no skill tests are required in order to surprise
your enemy. You may automatically draw an extra

initiative card.

THE GAMEMASTER: Through the window you see
Father Torheim going to the privy outin the yard.

PLAYER 2 (ASTRID LILJA): I draw my knife and run
overthere, snatching the door open to slit his throat,

THE GAMEMASTER: Draw initiative cards. Youget
to draw an extra card since you take him @i surprise. He

draws afour.

PLAYER 2: [ draw a three and aﬁve, 50 ofcourse 1
choose three as my initiative. I start @1 attacking him in

close combat.

THE GAMEMASTER: He uses a reaction to parry with
his arms. Make a CLOSE COMBAT skill test, and he will

parry with FORCE since he is unarmed.
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[TJURIEY

As prcviously mentioned, taking damagc causes you

to suffer Conditions — the type of damagc (mcntal
or physical) determines the type of Condition that
afflicts you. In combat, the wcapon’s damagc value

indicates how many Conditions you get.

BROKEN
‘thn YO'IJ. havc chcckcd Off a]l physical or mcntal

Conditionsand suffer another one of the same t €5
YP

you become Broken. This means that you are inca-

pacitatcd, and have sustained a critical injury that

threatens to kill you or traumatize you so badly that

yOU may never recover — immediatcly roll on one of
the Orificaffnjuries tables, pages 65-66. You and the
Gamemaster togcthcr decide cxactly what happcns
to your charactcr, dcpcnd:i_ng on what caused you to

becomc Brokcn.

BROKENBY PHYSICAL INJURY
If you become Brokendue toa physical injury, itcan
mean that you have passed out, are bleeding hcavﬂy,
have broken several bones, or that you experience
such severe pain that you lose control of your body.
You automaticaﬂy fail all tests. The only actions you
can pcrform are ta]_king succinctly and, if the Game-
master allows it, crawling to safcty. Each attack that

hits you while Broken causes another critical injury.

=55 -



* CHAPTER & *

BROKEN BY MENTAL INJURY

Being Broken as a result of acquiring mental Con-
ditions means that you are overwhelmed by the sit-
uation you are in — perhaps you are suffering from
delusions or have lost all hope of survival, or maybe
you no longer know who or where you are. In any
case, you have lost the ability to look after yourself
and act with purpose.

If attacked while Broken by mental Clonditions,
you can flee, parry, and dodge, making skill tests as
usual to see if you succeed. You cannot attack ene-
mies or perform rituals, but are otherwiseable to use
your body and move around. You arestill able speak,
although what you say may not be coherent,

“Little Mans in Tvalaker was known for his
thirstand his mischief. One dark autumn
night he took a drunken leak in the troll
forest. The next day, sitting in the out-
house doing hisbusiness, he felt something
sticky cling to his behind and heard laugh-
ter coming from below. It was the trolls
who had smeared him with tar, and it is
said that the black color never went away.
Little Mans never touched the bottle again,
but still no woman has wanted him. He
lives alone in his cabin, and some say he’s
marked by the trolls who continue to play
tricks on him.”

— IDa WESTMARK, WASHERWOMAN IN LOT

CRITICAL INJURIES

When youbecome Brokenyou sustain a eritical injury.
Immediately roll on the table for either Physical or Mental
Gn'tical[njuries. YourollaD66, that is two six-sided dice,
after decidingwhich die represents thetensand which
represents the ones. For example, if you roll a three
on the first die and a six on the other, the result is 36.

The tables on pages 6566 show what kind of in-
juryyou get.

There is a fatal column for physical injuries, and
a chronic column for mental ones. This means that
some critical injuries must be treated by someone else
(see Peating Critical Injun'es later in this chapter) within
a certain time limit — or else you will die or remain
mentally broken forever. Should that happen, you
discard your player character and create a new one.
The Society has gained a new member,

Even ifyou receive treatmentand cease to be Broken,
the injury will affect you for the rest of the mystery. The
Crritical Injun'e.s table states whether you have acquired a
Defect or an Insight. Defects are things that affect you
negatively, such as impaired vision in one eye oragen-
eral sense of dread that refuses to let up. Insights are
superhurnan abilities that help you, for example by giv-
ingyouvisions ofthe futureorinfus ingyouwith power
that makes it easier for you to pass a certain skill test

When you return to your headquarters, you must
determinewhether your Defectsand Insights become
permanent, or whether they heal or pass during the
return trip to Upsala. Rules for this can be found in

chapter 6, on page 88,

&

NPCS AND CRITICAL INJURIES

The rules for critical injuries, Defects, and In-
sights only apply to player characters. When
an NPC becomes Broken she is effectively elim-
inated. The context determines whether she is
dead, unconscious, or has succumbed to de-
spair. The Gamemaster may of course roll on

the Critical Injuries table for inspiration when

describing what is happening.
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PHYSICAL CRITICAL INJURIES

D66 INJURY FATAL TIME LIMIT EFFECT
11 Foot injury No = Defect: Limp, AGiLITY -1
12 Broken fingers No — Defect: Crooked fingers, CLOSE COMBAT -1
13 Ruptured tendon No = Defect: Reduced mobility, AGiLiTY -1
14 Knee injury No - Defect: Skewed walk, AGILITY -1
15  Fracture No — Defect: False joint, FORCE -1
16  Splinters in the body No — Defect: Ulcer, INSPIRATION -1
21  Skin lesion No — Defect: Disfigured, MANIPULATION -1
22 Damaged throat No = Defect: Wheezing, STEALTH -1
23 Eye injury No = Defect: Impaired eyesight, VIGILANCE -1
24 Injured arm No — Defect: Crooked arm, RANGED COMBAT -1
25  Facial injury No = Defect: Deformed face, MANIPULATION -1
26  Crush injury No — Defect: Tremor, RANGED COMBAT -1
31 Dislodged teeth No = Defect: Toothless, INSPIRATION -1
32  Earinjury No — Defect: Impaired balance, CLOSE COMBAT -1
33  Jaw injury No = Defect: Drooling, INSPIRATION -1
34  Back injury No — Defect: Hunchback, AGiLiTY -1
35  Severed fingers No = Defect: Finger stumps, RANGED COMBAT -1
36 Nerve damage No - Defect: Pain, FORCE -1
41  Tornear No = Defect: Impaired hearing, VIGILANCE -1
42  Abdominal injury Yes 1D6 days Defect: Stiff body, CLOSE COMBAT -1
43  Dirty wound Yes 1D6 days Defect: Sepsis, FORCE -1
44  Bleeding wound Yes 1D6 days Defect: Gangrene, AGILITY -1
45  Crushed genitals Yes 1D6 days Defect: Incontinence, AGILITY -1
46  Punctured eye Yes 1D6 hours Defect: One-eyed, VIGILANCE -1
51  Ruptured bowel Yes 1D6 hours Defect: Wears a colostomy bag, AGILITY —1
52 Deep arm gash Yes 1D6 hours Defect: One-armed, FORCE -1
(cannot use two-handed weapons)
53  Burst artery Yes 1D6 rounds Defect: Phobia of blood, Fear -2
54  Internal bleeding Yes  1D6 rounds Defect: Anemia, FORCE -2
55  Caved-in forehead Yes  1D6 rounds Defect: Altered personality, OBSERVATION -2
56  Cracked skull Yes  1D6 rounds Defect: Brain damage, LEARNING -2
61 Coma Yes 1D6 days Insight: Prophetic vision, INVESTIGATION +3
62  Spinal injury Yes 1D6 hours Insight: Living dead, STEALTH +3
63  Torn abdomen Yes 1D6 hours Insight: Supernatural focus, RANGED COMBAT +3
64  Torn body Yes  1D6 minutes Insight: Champion, CLOSE COMBAT +3
65  Punctured lungs Yes  1D6 rounds Insight: Guardian angel, AGILITY +4
66  Crushed chest Yes  1D6 rounds Insight: Supernatural strength, FORCE +4




MENTAL CRITICAL INJURIES

D66 INJURY CHRONIC TIME LIMIT EFFECT

11 Confused No = Defect: Dazed, INVESTIGATION -1

12 Overwhelmed No — Defect: Sensitive to stress, STEALTH -1

13 Pushed too far No = Defect: Fanatic, MANIPULATION -1

14 Incapacitated No - Defect: Clumsy, AGILITY -1

15  Exhausted No = Defect: Claustrophobic, STEALTH -1

16  Panic attack No — Defect: Skittish, Fear -1

21  Sees her true self No = Defect: Compulsive liar, INSPIRATION -1

22  Frozen facial muscles No — Defect: Mask of terror, MANIPULATION -1

23 Whitened hair No = Defect: Aged, OBSERVATION -1

24  Feelings of worthlessness No - Defect: Shattered confidence, INSPIRATION -1

25  Paralyzed No = Defect: Lacks initiative, INVESTIGATION -1

26 Trembling No — Defect: Tremor, RANGED COMBAT -1

31 Confronted with mortality No = Defect: Fear of death, CLOSE COMBAT -1

32  Fighting and screaming No — Defect: Impaired impulse control, STEALTH -1

33  Divided attention No = Defect: Hears voices, LEARNING -1

34  Disgusted No — Defect: Hates filth, MEDICINE -1

35 Shaken No = Defect: Sentimental, MANIPULATION -1

36  Stressed No - Defect: Weakened immune system, FORCE -1

41  Extreme muscle tension No = Defect: High-strung, AGILITY -1

42  Traumatized Yes 1D6 days Defect: PTSD, Fear -1

43  Furious Yes 1D6 days Defect: Capricious, MANIPULATION -1

44  Abandoned Yes 1D6 days Defect: Lack of trust, MANIPULATION -1

45  Overwhelmed by vulnerability ~ Yes 1D6 days Defect: Paranoid, VIGILANCE -1

46  Crushed Yes 1D6 hours Defect: Impaired empathy, INSPIRATION -1

51  Ashamed Yes 1D6 hours Defect: Self-loathing, MANIPULATION -1

52  Detached Yes 1D6 hours Defect: Egocentric, MEDICINE -1

53  Out-of-body experience Yes  1D6 rounds Defect: Dissociating, RANGED COMBAT -2

54  Dream state Yes 1D6 rounds Defect: Nightmares, Fear -2

55  Return to childhood Yes  1D6 rounds Defect: Regressing, LEARNING -2

56  Horrifying realization Yes 1D6 rounds Defect: Mortified, MEDICINE -2

61  Hypersensitive Yes 1D6 days Insight: Healer, MEDICINE +3

62  Possessed Yes  1D6 minutes Insight: Haunted, LEARNING +3

63  Obsessed with detail Yes  1D6 minutes Insight: All-seeing, INVESTIGATION +3

64  Supernatural experience Yes  1D6 minutes Insight: Divine messenger, INSPIRATION +3

65 Invaded by other people's Yes  1D6 rounds Insight: Absolute empathy, OBSERVATION +4
emotions

66  Split consciousness Yes  1D6 rounds Insight: Enlightened, LEARNING +4
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DEFEGT

Defects mean thatyour bodyhas sustained an injury

that will not heal, which makeslife more difficult for

you. A Defect can affect you once per session — the

Gamemaster decides when. The Gamemaster can

activate your Defect in the following ways:

Eid

INCREASED DIFFICGULTY: Adds a penalty to a skill
test. The Defect states which skill it affects, and
how many dice are deducted. Some Defects affect
Fear tests.

SOCIAL STIGMA: A non-player character reacts
negatively to meeting you. Your injury Inight
make her afraid or hostile. The Gamemaster
describes what happens.

MY OWN WORST ENEMY: A situation which you
would norrnally be able to handle now automat-
ically requires a skill test. Perhaps you acquire a
limp and must pass an AGILITY test to make your
way up a hill.

1088 OF GONTROL: The Gamemaster assumes
control ofyour actions ina certain situation. This
onlylasts fora brief moment—thenyou return to
normal. Perhapsyourtraumatic memories make
you question what a friend is saying, or gaps in
your memory cause you to confuse important

pieces of information?

INSIGHT

Insights change you, giving you supernatural powers

beyond anything nermal for a human. You can use

an Ingight once per gaming session. Insights can be

used in the followingways:

&

INCREASED SKILL: Adds a bonus to askill test. The

Insight states which skill it affects, and how many
dice are added.

4 VISION: You have a supernatural experience, a

prophetic vision, oran intuitive understanding of
aproblem. This providesa clue youneed to solve
the mystery. The Gamemaster sets the scene and
gives youa clue. In some cases the Insight cannot

be used this way. The Gamemaster decides.
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OPEN THEIR EYES: You can give another human
the ability to see vaesen for the duration of one
scene, When using this Insight, you must either
touch the other person orsay sornething that cre-
ates a strong emotional bond between you.

CONTROL MY OWN DESTINY: You can use your
Insight to control what an NPC is thinking or
doing. The effect only lasts a moment and you
cannot make her harm herselfor her friends. The
Gamemaster may decide that an NPC cannot be

controlled at the moment.

PLAYER 3 (ILJ ENKA PROKOTIN) s Twantto use my
Insighttogeta vision. I'm thinking that I go to the hotel for

anap, and that something visits me in my dreams.

THE GAMEMASTER: Youfa” aslee}) as usuaf, inthe
huge German bed with eider pillows. There are hunting
trophies mounted on the wall, along with a beautiful
mirror. Suddenly you re awakened by someone whis—
beringyour name: “ﬂjenka, ﬂjenka_” Ttsstill night, and
it is impossible to determine where the votce is coming
from. Seetngyourselfinthe mirror, you realize thatyou
are dreaming. Your bady is dead, your eyes are empty

black sockets, and)'our hair, now gray, hasgrown to

your knees.

o

PLAYING OUT
AND DESCRIBING THE EFFECTS

Tell the gaming group how your Defect affects
your actions and appearance. The Game-
master describes how NPCs react to it.

If you have an Insight, you must describe
what happens when you activate it. Keep in
mind that Vaesen is not a game about super-
heroes and magicians; you will not light up as
if you are on fire or float in the qir. The effects

of Insights are subtle. -
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o

FEAR YALUE
SITUATION FEAR YALUE
Seary — a vaesen, bloody 1
corpse
Terrible — a werewolf, 2

dead children

3

Unbearable — mass grave,
tied up and subjected to

serious violence

£

&

When Terrified you can choose either to:

TERRIFIED

4+ FLEE: You must use all your actions to flee
from the thing that frightens you. There
is no time to pick things up, talk, or help
someone else. You choose the nearest and
fastest way out of there.
FREEZE: Your body refuses to move, render-
ing you completely immobile. You cannot
talk or perform any actions whatsoever.
If you are in a dark or concealed posi-
tion, it takes a successful VIGILANCE test
to spot you.
FAINT: Your body goes limp, and a veil of
darkness descends over the world. If you
are lying in a dark or concealed posi-
tion, it takes a successful VIGILANCE test
to spot you.
4+ ATTACK: You attack the nearest hostile per-
son or ¢creature with whatever weapon you
are currently holding. You lose the ability
to make strategic choices, and will not stop
attacking until the enemy is vanquished. You

cannot perform any fast actions. If there are
no enemies nearby, you explode in a fit of

rage and start breaking things around you.

5

STECIAL EFFECTY

Yourplayer character mightendup in, or even cause,
an array of dangerous or frightening situations that
are not directly involved with combat, although they
can certainly oceur during combat as well. The rules

forthe effects of these situations are presented below.

FEAR

When encountering vaesen, being exposed to magic, or
feelingscared orstressed as a result ofseeingsomething
horriblelike dead bodies, it takes effort notto lose con-
trel and become Terrified. You must pass a Fear test.

Choosewhether to tackle the situation with Logic
or Empathy. Theattributevalue indicates how many
dice you may roll. Add additional dice equal to the
number of player characters present in the scene
(maximum +3 dice). Player characters who are Bro-
ken oralreadyTerrified do not count. Ifyou become
frightened during combat you use the number of
player characters situated in the same zone as you.

Mental Conditions add penalties te Fear tests. On
failure you can push the roll by acquiring a mental
Condition. Some talents make Fear tests easier to
pass,

The Fear value of the creature, magic, or cceur-
rence indicates how many successes you need. Ifsuc-
cessful, you manage to controlyour emotions and can
act normally. Extra successes have no effect,

On failureyou become Terrified. Roll a six-sided
dietosee how many rounds it takes to regain control
ofyourself. Whether you ﬂee, freeze, faint, orattack
is up to you (see the Terrified text box). Once you
have regained contrel you are no longer Terrified.

When you become Terrified, you suffera number
of mental Conditions equal to the Fear value. Fach
success on your Fear test reduces the numberof Con-
ditions that afflict you by 1. If you become Broken
you sustain a mental critical injury.

Lastly, it should be noted that ifyou become Ter-
rified in a situation that isn't particularly hazardous,

where the duration of the effect oryour exact reaction
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isirrelevant, the Gamemaster can let you improvise
your reaction and how long it lasts — for cxamplc if
you are examining a mutilated corpse in an other-

wise secure location.

THE GAMEMASTER: You push the knife into Father
Torheim’s throat, buf instead ofbfood’ there’s some kind
ofgreen, sufﬁlr—smeﬂingsﬁme gushingﬁom the wound.

PLAYER 2 (ASTRID LILJA): ] drop the knife and back
out ofﬁleprigl.

THE GAMEMASTER: The priestsbody dissolvesontothe
floorinfront of you. Youhearthe roar of athousand burning
ﬁres, steel drums, and the cfankingof&lains beingd’ra%ed'
acrosssand. The slime rises from the ground, slowly taking
the shape cf a creature. Two eyes emerge, then @ mouth. It
smirks af you. Make @ Feartest. The Fear valueis 2.

PLAYER 2: [use Empaﬁlj. One success. ffaif, but on‘fy
suﬂér one Uondition. Ichoose toﬂee, androlla D6 tosee
how many rounds I remain anﬁed’.

EXPLOSIONS

Explosions hit everyone in the same zone. Dodgc
can be used to dive behind cover or into an adjaccnt
zone. Cover reduces the damage of explosions, but
armor does not.

The damagc is determined by rolling a number
of dice cqual to the Blast Power. The number of suc-

cesses shows how much damagc is dealt to those hit

by the explosion. The roll cannot be pushed.

You use RANGED COMBAT to throw cxplosivcs up to
two zones (Rangc 1-2). Extra successes increase the
damagc. Ifyou fail the skill test, the cxplosivc chargc
hits a randomly selected adjaccnt ZOTIE.

The Expfosives table indicates the Blast Power of
different cxplosivcs and how many adjaccnt ZOTES
thcy affect. An cxplosivc chargc with one adjaccnt
zone means that the explosion affects the zone where
the chargc detonates plus one additional zone. Ex-
actly which adjaccnt zones it affects is determined
at random. Mark the adjacent zones with numbers
corrcsponding to a six-sided die. If there are three
adjacent zones, thcy are marked with the values1-2,
3—4 and 5-6. One die decides which zone is hit. For
each zone away from the placc of dctonation, the
damage decreases by 1.

o

EXPLOSIYES
BLAST  ADJACENT

TYPE POWER ZONES
Hoememade 6 0
grenade
Stick of dynamite 8 1
Big explesive 10 3
charge
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FIRE

Extinguishing the fire is a slow action and re-

Catching fire causes you to take damagc and suffer a quircs a successful AGILITY test. More intense fires
Condition. If the fire is not cxtinguishcd, you will are harder to put cut and require a greater number
kccp taking damagc at the start of each subscqucnt of successes. The successesare saved between rounds,
round. The amount of damagc dcpcnds on the which means that you can start cxtinguishing it on
intcnsity of the fire (scc Fire tablc), but also on an one turn and finish on your next.

automatic FORCE test you make to reduce the damagc Each round the fire isnot cxtinguishcd, the Game-
— each success deducts 1 point of damage. The only masterrollsadie. Asuccessmeans the fire spreadsand
actions you can pe rform while burning areattempts increases by onestep, until most ofthe body is burning.

to cxtinguish the fire, flee, or shout.

> POISON
@1@ Poisonis measured in toxicity. Aweakpoisonhas tox-
FIRE icity 3 a strong one has toxicity 6, andan cxtrcmcly
SUC?;SSES potent one has9 crmore. When youare subjected to
EXTENT DAMAGE EXTINGUISH poison, you and the Gamemaster make an opposcd
Small part of the 1 1 roll. The Gamemaster rolls as many dice as the poi-

son's toxicity, while you use FORCE. If successful you

beody is burning

do not take any damagc. If it is a tie you suffer one
Half the body z 1 Condition. Ifyou fail, you suffer a number of Con-
I3 burnlng ditions cqual to the Gamemaster's successes.
Most of the body 3 2 In subscqucnt rounds you kccp acquiring Condi-
is burning tions, though one fewer for each round. When you

become Broken, you sustaina physical critical injury.

&
S;é')) The effect of the poison can be canceled by using an

C2oge)

“WHILST SHE ENGAGES
IN CARNAL IMPURITY
FIND A DOVE AND CUT OFF
ITS GENITALS
DRY IT AND GRIND IT INTO POWDER
To BE INGESTED BY
THE ONE YOU DESIRE”

~TRADITIONAL RECIFE FOR A LOVE FOTION
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antidote or passing a MEDICINE test with as many suc-

cesses as the polson’s damage.

FALLING DAMAGE

When you fall three meters or more onto a hard sur-
face, the Gamemasterrolls an attackagainst you, She
rolls as many dice as the number of meters you fall,
minus 2. For each success you geta physical Clondi-

tion. Armor offers no protection,

HUNGRY, TIRED, THIRSTY

If you do not eat, drink, or rest, the Gamemaster
will askyou to make a FORCE test, where failing means
you suffer a Condition. The Gamemaster decides

whether it is physical or mental.

[CALING ITJURIES

Afterviolent or frightening encounters, you and your
friends may need to heal your Conditions. This sec-
tion describes ways in which you can help each other.

Some of this has already been mentioned in chapter

3, but is repeated here to avoid having to ﬂip back

and forth unnecessarily,

TREATING CRITICAL INJURIES

When you have sustained a critical injury that might
either kill you or become chronie, someone must
treat you with MEDICINE or INSPIRATION before the time
limit expires. If it succeeds, you cease Lo be Broken,
while retaining all other Conditions. Extrasuccesses
can be used to heal additional Conditions.

Ifthe attempt fails, the person treating you must
either find help, gather more medical supplies, or
move you to a safer location before she can try again.
Ifne onehas successfullytreated you before the time
runsout, you either die orbecome perrnanently Bro-

ken. Then itistime to create a new player character.

HEALING CONDITIONS

You can use MEDICINE to heal other people’s physical
Conditions, but notyourewn, Youandyour patients
must spend a full day on treatment, in a secure loca-
tion where you can drink, eat, and rest. You cannot

do anything else that day.

o

receive medical services (see separate table).

CHEAT SHEET FOR MEDICAL CARE

ACTION TIME DESCRIPTION
Treat critical Turn Treat a Broken character with MEDICINE or INSPIRATION {each extra
injury success heals an additional Condition)
Heal physical Day Use MEDICINE in a safe location to heal three Conditions per success
Conditions for someone else {including Broken)
Heal mental Day Use INSPIRATION in a safe space while having a close dialogue to heal
Conditions three Conditions per success for someone else (including Broken)
Rest Scene  Describe a scene together with one or several other PCs to recover

from two Conditions {except Broken), once per day.
Seryices Scene  Use Resources and describe a scene where you, alone or with friends,
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6,

“OUT OF A SPRAIN AND INTO JOINT
OUT OF DISORDER AND INTO ORDER
BONE TO BONE
JOINT TO JOINT

ASTIT WAS BEST
WHEN IT WAS WHOLE”

~TRADITIONAL INCANTATION FOR MENDING BROKEN BONES

Likewise, you canuse INSPIRATION to cure others of
their mental Conditions. In addition to spcnding a
day, and having access to a safe place, food, and bev-
erages, your friends must wi]lingly engage in close
contact and dialoguc with you.

Ifthe skill test succccds, your paticnts heal a total
of three Conditions which you distribute between
them. T]lcy decide which Conditions are healed.
Broken can alsc be healed this way. Each extra suec-
cess can be used to heal another three Conditions.
A failed skill test usually means that a day has been
wastcd, and may also givc an enemy time to take fur-
ther action against the characters.

Apatient cannothave her physical ormental Con-
ditions treated by more than one person at a time.
However, it is possiblc for one person to treat the
physical Conditicnswhile another treats the mental
ones. While youare treating the Conditions of others,
you yourselfmay notreceive treatment. That goes for

both physical and mental Conditions.

ACTIVITIES

Itis possiblc to heal your own Conditions by engag-
ing in an activity that providcs relaxation and rest.

Summarizc what happcns oI play a S}lOI‘t ECECILE. T]le

activity must involve at least one other person, NEC
or playcr character. For example, you can haveacon-
versation with someone or pray alone in the woods
while a friend keeps watch ncarby.

Activitiesheal two mental or physical Conditions
ofyour choice, although Broken cannot be healed
this way. Even if multiplc playcr characters are par-
ticipating in the scene, only onewill heal Conditions.
You can heal Conditions through activities once per

day, or as often as the Gamemaster sees fit.

SERVICES AND
ESTABLISHMENTS

Finally, it is possiblc to purchasc medical attention
or heal Conditions at a local doctor’s office, by re-
cuperating at some finer establishment, travcling
1avish1y, or rcsting at a nice hostel or hotel (scc table
on page 76). It counts as a spccial activity that must
be boughtwith aroll for Resources (scc bclow) ,with
a couplc of differences. In this case, all participants
may heal Conditions, and in addition, you can per-
form the activity yoursclf. In other words, sccking
medical attention at an establishment can only be

done in lieu of a rcgular activity.

o

EXAMPLES OF ACTIVITIES

Drinking alcohol
Intellectual discussions
Prayer/meditation
Watching a play
Remantic meeting
Self-flagellation

Singing or dancing -
Keeping a journal
Arguing = _
Confession ﬁ-’”‘:’-lf;i': ¢ 4
Playing cards -~
Arm wrestling

+
4+
+
4+
+
¥ v
¢ Storytelling .
%
%
%
%
%
%
%

Tending te the sick, poor,

or vulnerable

« 79 .
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CQUITTICOT

Your player character may need to procure weapons,
armor, or other equipment, This is usuaﬂy done
during the rnystery’s preparation phase, before leav-
ingyourheadquarters, butit can also be done on site

asthe storyunfolds. Rules forthis are described below.

PREPARATORY EQUIPMENT

Equipmenthasalevel betweenland b thatindicates
its aVailabilityf how easyitistoacquire. Equipment is
rnostly obtained through contacts and status, repre-
sented by your Resourcesvalue (page 22). Your party
is expected to procure equipment for the expedition
at the start of the mystery, before you head out. It is
part of the preparation phase (see chapter 9)

Each player rolls the number of dice indicated
bytheir character’s Resourcesvalue. The number of
successes is used to purchase equipment —for exam-
ple, an itemwith availabilitylevel 1 costs one success,
while another with level 3 costs three successes,

You can donate successes to each other, or add
them together to purchase higher level equipment
and decide among yourselves who will carry the
equipment, regardless of whose successes paidfor it.

Each player may also decide to move points from
their free Gapital, but will then have less money to
spend during the mystery (see below).

SHOPPING
DURING THE MYSTERY

Once on site, the PUs are expected to have money,
status, or goods that correspond to their respective
living standards.

When barteringwith a nonfplayer character who
is reluctant to part with an item, you make an op-
posed roll for MANIPULATION and add a bonus based
on your living standard (table Modifier from Resources).
Equiprnent is bought by achieVing a number of suc-
cesses equal to or greater than the equipment’s avail-

ability level,

o

MODIFIER FROM RESOURCES
LIYING
RESOURCES STANDARDS BONUS CAPITAL

1 Destitute -1 —

2 Poor — —

5 Struggling = 1

4 Financially +1 2
stable

5 Middle-class +1 3

[ Well-off +2 5

7 Wealthy +3 8

8 Filthy rich +5 12

%

For normal purchases, from someone Willing to
sell at a fixed price, the Resources value is rolled to
see how much money (or what promise of future
payment) the player character is good for.

Rich individuals can autornaticaﬂy purchase
equipment during an ongoing mystery by spending
Clapital (table Modifierfrom Resources), aslongasitisnot
done with an oppoesed roll. The point is spent until
the next mystery and can be used instead of a success

test or added to increase the number of successes

ARMOR AND COVER

You can wear armor to protectyourselffrorn attacks.
Armor gives you a Protection value. When hit by an
attack, you roll the number of dice indicated by the
armor’s Protection. Fach success reduces the dam-
age by 1. Wearing armor also makes you clumsy and
imparts a penalty to AGILITY,

The Armor table lists the Protection value, the
number of dice you must subtract from AGILITY tests,
and the availability level.

An example of light armor is a leather cuirass.

A medium armor could be to wear a helmet and a
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ARMOR
TYPE PROTECTION AGILITY AVAILABILITY
Light armor 2 -1 2
Medium armor 4 -2 3
Heavy armor o} = 4

&

chain mail shirt, while hcavy armor could mean put-

ting on an old suit of platc mail armor before your
encounter with a fearsome vaesen.

In combat you can also choose to take cover be-

hind walls, barriers, or parts of the terrain to avoid

getting hit by rangcd weapons. This re-

quires a fast action. While in cover you

may also dodgc attacks as usual.

The cover givesyoua Protection value.
You roll the number of dice indicated by
the Protection value, and each success
reduces the damagc ofthe attackby
Cover does not protect agai_nst
attacks from enemies in the
same ZoIi€ as you, since the
enemy can go around or
over the cover and attack
you. An exception to
this rule is cxplosions;
cover protects agai_nst
cxplosions even in

t}lC Ealneé Zone.

COVER
TYPE OF COYER  PROTECTION
Furniture 3
Wooden door 4
Hill 5
ﬁ House wall 6
2

C
EQUIPMENT AND WEAPONS

Tools, weapons, and other items help you by adding
a bonus to your skill tests. The bonus indicates the

number of extra dice you may roll. See the Equipment
list for cxamplcs ofitems from each avaﬂabﬂity level.
You may also visit various establishments or purchase

services that can make things easier during the mys-
teryorserveasa placc for hcaling Conditions. Fach

service applies to the whole party, rather than any
individual character. For cxamplcs, see the Services

and Establishments list.

The Weapons table shows a list of Weapons the
characters might use. Damagc indicates how many
Conditions the opponent suffers if hit. Rangc
shows which zones you can reach with your attack.
Range 0-1 means you can attack enemies in your
zone and adjacent zones, while 1-3 means you can
attack enemies one, two, or three zones away, but
not enemiesin your own zone. Bonusindicateshow
many dice you may add to your success test when
trying to hit your enemy. Skill shows which skill
to roll for. Avaﬂabﬂity indicates how difficult the

weapon is to obtain.

EQUIPMENT

ITEM BONUS AYAILABILITY EFFECT
Crowbar +1 2 Break locks with FORCE
Lockpicks +1 2 Pick locks with STEALTH
Opera glasses +1 1 Use vIGILANCE from a distance
Binoculars +2 2 Use viGILANCE from a distance
Hunting trap +1 1 Detect sneaking people with viGILANCE
Hunting equipment +2 2 Use INVESTIGATION in the wilderness
Tinderbox +1 1 Use INYESTIGATION in dim places
Hurricane lamp +2 1 Use INYESTIGATION in darkness and detect

sneaking people with vieILANCE
Compass +1 2 Use LEARNING to find the way




EQUIPMENT

ITEM BONUS AVAILABILITY  EFFECT

Magnifying glass +1 2 Use to find clues during INVESTIGATION

Camera +2 3 Use to gain knowledge about a place with
LEARNING or INVESTIGATION

Writing utensils and paper +1 1 Use to take notes during INVESTIGATION

Slide rule +1 2 Use to make calculations with LEARNING

Simple bandages +1 1 Required for MEDICINE

Medical equipment +2 2 Required for MEDICINE

Musical instrument +1 2 Influence listeners with INSPIRATION

Mastercrafted +2 3 Influence listeners with INSPIRATION

musical Instrument

Cooking pot +1 1 Cook with INSPIRATION

Field kitchen +2 2 Cook with INSPIRATION

Simple provisions +1 1 Last several days without FORCE tests

Nutritious provisions +1 2 Last many days without FORCE tests

Liquor +1 1 INSPIRE with alcohol

Fine wines +1 2 INSPIRE and MANIPULATE with alcohol

Chemical equipment +1 2 Determine cause of death with INVESTIGATION

Portable laboratory +1 3 Produce poison with LEARNING

Book collection +1 2 Use to find information for LEARNING

Old scrolls +2 3 Use to find information for LEARNING

Crystal ball +1 3 Use OBSERVATION to search for clues

Map book +1 2 Use for INVESTIGATION and LEARNING when
navigating

Weak horse +1 2 Use for FORCE

Strong horse +2 3 Use in CLOSE COMBAT and for FORCE

Pet dog +1 1 Use for CLOSE COMBAT

Guard dog +2 2 Use for VIGILANCE and CLOSE COMBAT

Hunting dog +3 3 Use for VIGILANCE, CLOSE COMBAT and
INVESTIGATION

Make-up +1 1 Sometimes required for MANIPULATION

Disguise +2 2 Sometimes required for MANIPULATION

Elegant disguise +2 3 Sometimes required for MANIPULATION and
can be used to sneak with MANIPULATION

Rope +1 1 Use FORCE to climb

Rope ladder +3 2 Use FORCE or AGILITY to climb

Weak poison (3 doses) — 1 Required to poison someone (toxicity 3)

Strong poison (2 doses) — 2 Required to poison someone (toxicity 6)

Extremely strong poison = 3 Required to poison someone (toxicity 9)

(1 dose)
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SERYICES AND ESTABLISHMENTS

SERVICES AYAILABILITY EFFECT

Quack or feldsher 1 Heals Broken

Doctor

Heals Broken and one mental Condition

Personal doctor

or surgeon

Heals Broken and any two Conditions

Bathing facility

Heals cne mental Condition

Barber

Restores two mental Conditions

Errand boy

Allows the PCs to call in a contact during the next scene, if they pass
o MANIPULATION test

Homing pigeon

Allows the PCsto call in a contact during the next scene

Postrider Allows the PCsto call in a contact or get hold of an item small
enough to be carried during the next scene
Carriage Travel to a new location and heal one Condition

Train or boat

Travel to a new location and heal three Conditions

Shelter or hostel

Overnight accommedation with epportunities for rest or medical aid

Upscale hotel

Overnight accommedation and foed that heals ene Condition

Simple meal

Last a few days without FORCE tests

Fancy dinner

Last several days without FORCE tests

Banquet

Last several days without FORCE tests and heal a mental Condition
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MELEE WEAPONS

WEAFON DAMAGE RANGE BONUS AYAILABILITY  SKILL
Kick or punch 1 0 +0 = FORGE
Knuckle duster 1 0 +1 2 CLOSE COMBAT
Chair 1 0 +1 1 CLOSE COMBAT
Sledgehammer 2 0 +Q 2 CLOSE COMBAT
Flail 2 0 +2 4 CLOSE COMBAT
Rifle butt 1 0 +1 — CLOSE COMBAT
Knife or dagger 1 0 +1 1 CLOSE COMBAT
Rapier 1 0 +2 3 CLOSE COMBAT
Sword or saber 2 0 550) 4 CLOSE COMBAT
Crowbar 1 0 +1 2 CLOSE COMBAT
Axe 2 0 +1 1 CLOSE COMBAT
Quarterstaff 1 0 +1 1 CLOSE COMBAT
Halberd 3 0 +] 4 CLOSE COMBAT
Bayonet 7 0 +1 3 CLOSE COMBAT
Whip 1 0 +1 1 CLOSE COMBAT
RANGED WEAPONS
WEAFON DAMAGE RANGE BONUS AYAILABILITY  SKILL
Spear 1 0-1 +1 1 CLOSE COMBAT/
RANGED COMBAT
Bow 1 0-2 +1 1 RANGED COMBAT
Longbow 7 1-3 +1 ) RANGED COMBAT
Crossbow 2 0-1 +1 3 RANGED COMBAT
Pistol or 2 0-1 +2 4 RANGED COMBAT
revolver
Musket 2 1-2 +1 3 RANGED COMBAT
Rifle 2 1-3 +2 4 RANGED COMBAT
Cannon 5 2-5 +1 5 RANGED COMBAT

« T .
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THE SOCIETY
AND THE HEADQUARTERS

THIS CHAPTER PROVIDES a historical background
to the Society — an organization made up of peo-
ple with the Sight that for centuries devoted itself
to studying and banishing vaesen, before it ceased
to exist roughly ten years ago. It also explains how

you and the other player characters band together

.79.

to breathe new life into the organization and re-
open the Society’s old headquarters —an abandoned
castle in the Swedish city of Upsala. The chapter
concludes with a description of how you can ex-
plore unknown parts of the headquarters and work

to improve it.
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THE HISTORY
OF THE SOCIETY

Linnea Elfeklint can tellyou alotaboutthe founding
of the Society and what happened afterwards. Once
the game beging, itisup to the Gamemaster and the
players to fill in the details where needed — perhaps
a vaesen from the organization’s past comes backto
take revenge on the player characters for the actions

of previcus members, or to ask them for help?

ATHURSDAY'’S CHILD IS BORN

The founder of the Society was born into a poor
farnily in a small town called Elsinore on the Dan-
ish island of Zealand at the beginning of the six-
teenth century. Tine Rasmussen is said to have
gained the Sight as a child after contracting small-
poxand spendingalmost two weeks in acoma. When
she woke up, seven of her nine siblings had died,
and Tine could see strange creatures allaround her,
Growing up, she made contact with the fairies and
trolls dwelling in and around the town, and helped
other people in their interactions with vaesen. It
is said that even as a teenager she was treated like a

wise oldlady, advising people both older and richer
than herself.

“OFF, oFF | sOAR
To BLOCKULA’S SHORE
ToO SHARE IN THE FEAST

2

AND THE BLISS OF THE BEAST’

— INCANTATION RECITED BY WITCHES BEFORE THEIR
JOURNEY TO SATAN'S GATHERINGS AT BLOCKULA

<80 -

Tine's life changed when the Church found out
about her alleged abilities. On the priests’ instrue-
tion, Tine’s parents had herimprisoned and brought
to the town square to be tried for witcheraft and, if
found guilty, condemned.

Thecreatures Tinewas in contact with helped her
escape the wooden cage where she was awaiting trial,
and the townspeople gave herahorseand some food.
Inthe dead ofnight she fled south and made herway
te Copenhagen, where she went into hiding under

an assumed name.

THE ORDER OF ARTEMIS

By sheer coincidence, Tine came to live with a man
who also possessed the Sight. The noble Mats Rosen-
berg was renting out parts of his home, which had
previously been used by his late wife and child, to
earn some extra money from passing travelers in
need of accommodation. Mats had gained the Sight
after being wounded by the werewolf that killed his
wife and child, and was frightened by his ability and
the things he saw.

After the ghost of his dead wife passed through
the house in the middle of the night, Tine and Mats
realized they shared the same ability. Shortly there-
after they founded the Order of Artemis for Studies
ofVaesen, and setoutto recruit more people with the
Sight in orderto study and understand such creatures.

One ofthosewho joined the Order of Artermnis was
an Italian nun named Ana Rastelli, who had fled the
Roman lnquisition and settled in Scandinavia. Ana
tookit upon herselfto compile and catalogthe Order's
discoveries, She wrote numerousbooksand essays on
vaesen, herlife’sworkbeingthe colossal tometitled In
Libro de Invisibilia (The Book of the anisibles).

The Order of Artemis grew and had a meeting
hall built in central Copenhagen. In their encoun-
ters with vaesen, the members of the Orderlearned
that the creatures would sometimes harrn, enslave,
and even kill humans, and several members believed
that vaesen were in league with the devil. Mats wanted

the Ordertefocusonlocating and banishing vaesen,
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while Tine insisted that the accumulation of knowl-
edge should remain its primary objective,

When Ana and Mats passed away, others took their
place. For two hundred years the Order of Artemis
spread across Scandinavia, constructing several meet-
ing halls — one of them in Upsala, And during all that
time they gathered texts and information about vaesen

and magic, building secret libraries of occult knowledge.

CARL LINNAEUS

In the early 18th century, the young scientist Clarl
Linnaeus left his home in Upsala and embarked on
ascientific expedition to northern Sweden. No one
knowswhether Linnaeus already possessed the Sight
at the time of his departure or gained it on his_jourf
ney, buteither way he returned with a secretjournal
titled Homo Ferus, in which he recorded numerous en-
counters with, and rumors about, vaesen. Linnaeus
joined the Order of Artemis in Upsala and quickly
became its leader.

Carl Linnaeus organized another expedition to
Dalecarlia, thistime composed of members of the Or-
der, with the secretaim ofstudyingvaesen. He planned
to create a cornprehensive scientific catalog ofvaesen,
which would make him a world-renowned scientist.

Linnaeus called his expedition to Dalecarlia

“Societas Jtineria Reuterholiana” —the Reuterholm
Society. The name referred to the governor of Dale-
carlia, Nils Reuterhelm, who financed the expedi-
tien, unaware of its true purpose. Upon his return
to Upsala, Linnaeus proclairned that the expedition
had been an “astounding success,” and decided that
the Order of Artemis’s branch in Upsala should be
renamed as the Society for Studies of the Invisibles and Protec—
tion ofMankind, orinshort: the Society.

A few years after the eXpedition to Dalecarlia,
Linnaeus gathered the members of the Societyand an-
nounced that hewasleaving the group, claiming to have
lost the Sight. This sparked discussions that escalated
into physicalviolence. Manyfelt duped, and eXpressed
doubt as to whether Linnaeus had even had the Sight
in the first place or just been lying all along to make a

+ 81

“A merchant rode in on horse and wagon,
claiming to have seen firsthand how the mare
came to Husby and did not leave until every
human and animal had drawn its last breath.
He said the mare had always haunted Husby,
slipping in during the night through cracks
and keyholes to ride the sleeping men and
women until they frothed at the mouth. This
hadbeen partoflife in Husby, and the nightly
visits could be profitable since the mare would
leave some coins on the porch. But the mare
had changed, no longer dispensing anymoney.
Thelast time she came to Husby, she was gov-
erned by wrath and no one knew whathad an-
geredherso. Thatnight the merchant slepton
akitchenbench at the parsonage, witha mare’s
broom for protection, and it saved him. He
lay awake, hearing the men and women of the
village —even the pastor himself - breathelike
trumpets without getting any air, and one by
onetheydied. Themerchant said themarehad
turned malicious, and that she now traveled
from village to village, clearing them oflife.

- Arva Frisk, MILLER’S WIFE IN LANGS]S PARISH

name for himself as a scientist. A week after the argu-
ment, someone set fire to the Society’s headquarters,
and before it could be extinguished all records of the

Dalecarlia expedition were consumed by the flames.



THE DIVIDED SOCIETY

When the Society was first founded in the 16th
century, there were conflicting views about the
aims and methads of the organization. Sev-
eral splinter groups have emerged over the
years, but most of them soon ceased to exist.
Some used magicthemselves — like the greup in
the early 15th century led by a former school-
teacher named Caja Larsson, who was arrested
for witcheraft in Stockholm and imprisoned.
Others allied themselves with vaesen, like the
followers of sea captain Yilfred Steen who al-
legedly walked off inte the woods of Yarmland
for good after Captain Steen married a vaesen.

A group that has endured through the years
is the so-called Resenbergers, named after
Mats Roseberg who co-founded the Society. The
Rosenbergers consider vaesen to be monsters
created by Satan, and are tracking down and
killing er banishing them. Many of their members
are former soldiers or hunters, well-trained in
the art of combat. The group is currently led by
Johanna Lampinen, a Finnish priest’s daughter
said fo be an exceptionally talented exorcist. Re-
lations are strained between the Seciety andthe
Rosenbergers, and meetings between the groups
have on several accasions resulted in violence.
The current numbers and whereabouts of the
Resenbergers remain unclear.

&

- 8 .

THE OULU MASSACRE
In the 18th century, the entire Order of Artemis

was renamed the Socicty. During this pcriod, many
members around Scandinavia were wounded or
killed in their encounters with vaesen, and several
meeting halls were closed down. Many of the Soci-
cty’s members felt that the balance between humans
andvaesen had changed; the covenantthathad been
made centuries ago nolonger existed. In some places
the creatures were attacking humans without provo-
cation, and in others thcy vanished without a trace.

The purpose of the Society shifted more and more
to banishing vaesen that attacked humans. Thcy did
50 by using the Sight, as well as the vast stores of
knowlcdgc the organization had accumulated since
the sixteenth century. The ruralpopulation may have
known cvcrything about appeasing and coexisting
with the creatures, but when it came to driving them
off, no one could match the Socicty.

Atthe end of the 18th ccntury, northern Finland
was ravagcd by a family of glants trying to drive the
humans away. The matriarch of the family, Bcstla,
claimed to be the protector of the wildcrncss, the
mountains, and the wood L8 and would savagely attack
hunters and minersin the area. The Socicty focused
their efforts on repelling the threat, and more than
a hundred pcoplc with the Sight gathcrcd at Culua
Castle to formulate a strategy. Butthe giants got there
first. That night, Bestlahad her children set the castle
ablaze. Almost every member of the Society perished
in the fire.
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The three who made it outalive - Baroness Katja
Kokola, Professor Albert Wredenhielm, and Count-
ess Hilma af Thulenstierna—did so by diving inte the
castle well. After spendingseveral hoursin the freez-
ingwater, theywere eVentually rescued, and promptly

left Finland and fled back to Castle Gyllencreutz, the
Society’s headquarters in Upsala.

THE SOCIETY DWINDLES

The three who survived the fire in Oulu tried to re-
cruit new members and rebuild the Society. Butin
the years that followed, all three disappeared.

Professor Wredenhielm went to northern Norway
to investigate reports of strange lights in the sky and
was never heard from again. Baroness Kokola was
last seen gettingon a ship in southern Sweden, sup-
posedly to banish a creature in the depths of the sea.
Clountess Hilma af Thulenstierna traveled east, leav-
ingno information as to where she was going.

The new recruits either died orwent mad in their
encounters with vaesen, or chose to save themselves
byleavingthe organization. One ofthese was Linnea
Elfeklint, who is currently living at Upsala Asylurn.
It was she who told the player characters about the
Society, and she has also suggested that there may be
other groups of similar orientation operating across
Scandinavia — without knowing their exact where-

abouts or how to contact them.

THE SOCICTY IS REDORM

You and the other player characters have for dif-
ferent reasons decided to track down and dispose
of vaesen, or help resolve conflicts between hu-
mans and vaesen. At the start of the game, you
have already contacted Linnea Elfeklint. She has
told you about the history of the Society and given
you the keys to its headquarters in Upsala — Castle
Gyllencreutz.

The game begins with you entering the castle,

where you will begin the process of exploring and

THE HEADQUARTERS -

&
WHO ARE WE?

Your Motivation should explain what makes you
want to re-establish the Society and start hunt-
ing down vaesen. You and the other players may
also have to think about how your characters first
met, and what makes you want to work toegether.
You could be friends or relatives who have all
gained the Sight, you could be hired by the same
nobleman, or you could be total strangers who
met by coincidence or were brought together
by destiny for a greater purpose. Alternatively,

you could all have tracked down Linnea individ-
vally and gotten to know each other through her. s
12}

rebuilding it. Scen you will head out on your first

expedition into the unknown.

LINNEA ELFEKLINT

Linnea Elfeklint is a former member of the Society
who chose to leave the organization. She is renting
aroomina simple apartmentin central Upsala, but
spends most of her time at the city’s mental asylum.
Linnea refuses to visit the castle, You meet at the asy-
lum orat an inn called the Burgher and Baker.

Linnea is dirty and confused. She often forgets
your names and who you are., Her knowledge about
the Society comes in short bursts, as she gradually
recalls things she would rather forget. What she says
is often contradictory.

When asked te deseribe her expeditions and en-
counters with vaesen in greater detail, she turned
silent, and shortly afterwards you were informed that
she had been readmitted to the asylurn. Linnea'srea-
sons for helping you rebuild the Society are so far
unknown.

Ifyou would rather use another person instead
of Linnea, you are of course free to make up your
own elderly individual to guide and aid the player

characters.

- 88 -
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&

WHO IS LINNEA?

As a group you can work out exactly how your player

characters came in contact with Linnea, and what

reasens she gives for wanting to help you. Some sug-

gestions are presented below:

L

Linnea hasnoticed that vaesenhave grownmore
aggressive and are no longer behaving as they
used to. Worried about the humans they afflict,
she reached out to you, one by one, and breught
you together to convince you that the Society
must be restored.
You have all had strange dreams about Linnea
and the Society, and sought her out in an attempt
te make sense of what is happening to yeu. Linnea
does not know why you are dreaming about her,
but understands the meaning of those dreams:
the people of Scandinavia need protection from
vaesen, and you have been chosento re-establish
the Society.
You found each other in your search for other
people with the Sight. Trying te learn mere about
the supernatural, you came across information
about the Society. It was you who tracked down
Linnea, and she has reluctantly agreed to help
you revive the organization.
One of you was attacked by a vaesen which
Linnea helped banish. Afterwards she told that
person about the Society, saying that she was
too damaged by her experiences to resume her
search for strange and hestile ereatures, but she
could at least help the person seek out the other
player characters.
You are members of a club, a secret covenant, or
some other kind of group. There you approached
each other, realizing that all of you pessessed the
Sight. At one point you heard another memker
— d man who happened to be Linned's doctor at
the asylum — talk about her nightmares and fan-
tasies. You realized she knew much more about
vdesen and the Sight than you did, and decided
te meet with her

&
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THE STRUCTURE
OF THE SOCIETY

Linnea has told you about how the Socicty used to
operate, and what traditions its members adhered
to. How you choose to run and shapc the Socicty’s
branch in Up sala is of course cntircly up te you, but
maybe there is someth:i_ng tobelearned from history?
The Socicty has traditionaﬂy been led by a coun-
cil of senior members. The council convenes in the
salon on the ground floor, overlocking the garden
and the Fyris river. Members who misbehave can be
voted off the council. Decision are taken by con-
SENEUS. Usua]ly a meeting is held once a week, or
whenever there are urgent matters to discuss — often
rumors of vaesen in some remote part ofScandinavia.
The council appoints the members of exp editions
that are sent to study and neutralize the creatures.
Before theyhcad out, all available rescurces are used
to give the cxpcdition the greatest possiblc chance
of success. The Socicty’s members are obligatcd to
contribute knowlcdgc and equipment. Evcryth:i_ng
belongsto everyone— forthe good of the cause. Tasks

and equipmentare assigned to whoeveris best suited

for thcjob.




+ THE SOCIETY AND THE HEADQUARTERS -

o

| solemnly swear not to be corrupted

THE SOCIETY'S CREED

Bloodied or weakened

By the spawn of the underworld

| swear not to let my mind be muddled
Clear of eye

Keen of thought

Pure of deed

| swear to put

The Society before

My own ambitions and emotions

My life for my comrades

| pledge my life to you, holy Artemis

For the battle against vaesen and the protection

Of mankind L‘J

The Society’s mixture of Catholic, pagan, and

(GGreek traditions includes a multitude of rituals. Be-
forean expeditionislaunched, its membersare blessed
byapriestatthe chapel. Theythen gatherinarcomin
the cellar before a statue of the goddessArternis. In the
light oflit candles and burningincense, the members
recite the Society’s creed (see text box). They stand
in a circle, pressing their left-hand index and mid-
dle ﬁnger against their heart. Each is presented with a
dried flower for thejourney, symbolizingthe love and
power of the organization. The ones who return must
be cleansed with aritual in which they confess theirsins.
The Society’s syrnbol is the ouroboros , the lind-
worm biting its own tail. Originating from ancient
Egypt, the curoboroes alse appears in Norse mythol-

ogy as the glant serpent Jsrmungandr,

CASTLE GYLLENCREUTZ

The headquarters is a huge, neglected old castle on
a hill by the Fyris river. It is surrounded by a black
iron fence and has a gate flanked by statues of griff
fing. The garden and the paved walkway leading to

the entrance are overgrown with bushes, trees, and

o

TITLES WITHIN THE SOCIETY

Members with specific responsibilities are
given a title with which they ought to be ad-
dressed. A person can have multiple titles. Not
all positions have to be filled.

RESPONSIBILITY TITLE

Priest and ritual master Chaplain

Equipment Armorer
Security Guardian
Money and Treasurer
other resources

Contact with the Shadowmaker

outside world

Headquarters Castle Master

Library and information Librarian
gathering

Physical training Custodian

and medicine

-

shrubbery, There are plenty of mice, rats, foxes, and
birds. In the backyard there is a dilapidated_jetty on
the shore of the Fyris river, and a boardedfup boat-
house. The garden has several smaller buildings —
most likely used as stables, storage rooms, and ser-
vants quarters —as well as a number of statues and a
fountain. Up on a small hill there are seven rotting
crosses of wood.

The castle’s facade is decorated with monstrous
gargoyles. Itisa threefstory buﬂding with several
towers and a vast underground cellar.

Castle Gyllencreutz stood vacant for many years.
Its old furniture is covered in cobwebs, and mice
have nested in couches and chairs. Rats defend their
hornes, while bats and crows come and go through
the holes in the ceiling. Parts of the building reek of
mold, and the leaky rooflets rain in.

.85
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Most of the castle is unexpiored; many of its
doors are either locked or nailed shut. By reading
old journals left behind by previous residents, you
havelearnedthat there are several iibraries, alabora-
tory, an inﬁrrnary, a chapei, an observatory, and halls
for magical studies. There should also be cells where
vaesen were held —all of thishidden behind the many
secret doors you have identified but not yet opened.

Shortiy after taking over the castle you were vis-
ited by a man called Algot Irisk. He claimed that
his ancestors had served at Castle Gyllencreutz for
hundreds ofyears, and insisted on being hired as
steward of the castle. Steward Frisk works hard to
keepyou fed, help vou dress, and cleanup the castle,
taking every opportunity to peint out the need for
more staff. Furthermore, itshould be noted thegood
Steward on many occasions has sported a smile that
suggests he knows moreabout the Society and vaesen
than he lets on, So far, none of you have gotten him

to reveal his secrets.

CHALLENGES IN UPSALA

Assurning ownership of Castle Gyiiencreutz will at-
tract many prying eyes. You may be visited byjourf
nalists, police officers, criminals, and others wishing

tolearn yoursecrets orget their hands on your assets.

]
© HOW DOES IT START?

There is no predetermined opening scene — the

game could start with you meeting Linnea for
the first time, or entering the castle and start-
ing to explore. Or maybe you have owned it for
a few days and are already well-acquainted
with Linnea? In the latter case, the opening
scene could involve you acquiring information
that leads you toward the first mystery.

If you are enly geing te play a single mys-

tery, you can ignore the castle completely and

-5

start on the way to the mystery.

If the truth about who you are and what you are
doing ever comes out, it will net be long before peo-
ple in Upsala try to have you committed to the asy-

lum. Tt is up to you to make up your own cover story.

CRITPRIGI RULEY

If you are piaying rnuitipie mysteries with the same
player characters — either as a campaign where the
mysteries formalongerstory, orasstand-alone nar-
ratives — there are things you need to do between
the mysteries. Every time the piayer characters re-
turn to headquarters you must determine whether
any Insights and Defects obtained (see chapter 5)
become permanent or wear off. Furtherrnore, the
player characters may expand and upgrade their
headquarters. But there is also a risk of threats aris-
ing in Upsala —vaesen who for whatever reason are
after the piayer characters or their headquarters, or
ordinary humans such as poiice officers or_journaif
istslooking to cause trouble, The rest of this chapter
concerns campaign rules indicting what you should

do between mysteries.

YOUR HEADQUARTERS

After soiving mysteries you will have an opportu-
nity to irnprove your headquarters —Castle Gyiienf
creutz, You can hire staff, explore unknown parts
of the castle, add new facilities or renovate existing
ones. [t rnight be fun to draw a sketch map of the
headquartersand add newrcoms and people as the
castle expands,

Once you return to Upsala after a mystery, you
must together answer questions (see text box) about
what vou have experienced —each affirmative answer
yields one Development point. Before taking on a
new mystery you can use your Developmentpointsto
purchase Upgrades for your headquarters. Unspent
Deveioprnent points are saved.

Every time you purchase an Upgrade thereisa

risk that a threat will arise. The Gamemaster makes

- 86 -
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a hidden roll using a number of dice equal to the
cost of the Upgrade, Should any of the dice roll a
success, the Gamemaster chooses a threat from the
table. If multiple Upgrades are purchased on a sin-
gle occasion, the Gamemaster makes multiple rolls
and adds an extra die for each additional Upgrade.
It is therefore possible for several threats to arise at
the same time.

At the start of the game you already have two Upf
grades: The Society’s library and Butler Algot Frisk.

THREATS

When the die roll indicates that a threat arises, the
Gamemaster must either pick one from the list or
make up one of her own. Extra successes can result
in astronger threat, if the Gamemaster so desires.

The Gamemaster should name any NPC or
vaesen relevant to the threat, and preferably starta
countdown where the threat becomes more immi-
nent and dangerous with every step. This can take
place over multiple mysteries, with different threats
overlapping and makinglife in Upsalaless safe. But
it is also possible to irnrnediately reveal the threat
in a scene and let the player characters handle and
neutralize it.

Threats usually arise during scenes that take
place at headquarters or in Upsala before oraftera
mystery, butsome threats (such as a snoopingjourf
nalist) might follow the player characters on their
travels. Threats can also strike at the player char-
acters’ headquarters while they areaway—a burglar,
for example.

Threats may very well be connected to the player
characters’ Dark Secret, backstory, or a previously
completed mystery. For example, ifanardent police
officer turns up, convinced that there are ]'_llegal
activities going on at Clastle Gyllencreutz, that per-
son could be an NPC from a player character’s past

— perhaps a brother or a childhood friend? If any
player character should happen to awaken a vaesen
at headquarters, the creature could be aware of her

Dark Secret and decide to exploit it.

o

After completing a mystery you must together an-

QUESTIONS FOR DEVELOPMENT POINTS

swer the following questions. Each affirmative an-
swer yields one Development point.

1. Did you play at least one scene at the head-
quarters?
. Did you encounter a new type of vaesen?
. Did you visit a place of magic?
. Were you subjected to magic?

(SR - OV I S ]

. Did you bring occult books or other important
items back to headquarters?

o

. Did you make important contacts?

e |

. Was the mystery particularly difficult and epic?
. Did you solve the Mystery?

&
EXAMPLE THREAT

The players purchase an Upgrade to their head-
quarters, and the Gamemaster gets one success on
her roll. She decides that the threat should be a
ghost that has come to life at the castle. The ghost's
name is Mads, and he is the spirit of a deceased
member of the Society buried in disgrace after
being falsely accused of consorting with vaesen.
The creature will not have peace until he is vindi-
cated. Mads will appear according to the follow-
ing countdown:

1. Objects are switching places, the player char-
acters are having nightmares, and the servants
report that an unknown man has been spot-
ted in different rooms of the castle, though
no one has seen such a person enter or leave
the building.

Mads becomes aggressive and uses magic to

frighten the player characters — he uses his

spectral voice, summons vermin to swarm the

building, and conjures terrifying illusions.

. Mads attacks the (in his view} haughtiest of the
player characters.

v

-
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o

LIST OF THREATS

Pick one of the following threats or make up

your own.

4  Policeman convinced that there are illegal
activities going on at the headquarters

+ Thieves planning to steal from the head-
quarters

¢ Crime boss who wants to extort or
threaten the player characters

4+ Journalist intent on exposing the player
characters' secrets at any cost

4+ Relative who wants one of the player char-
acters committed to the mental hospital

4+ Criminal friend or relative insearch of help

+ VYaesen wakes up inside the castle and be-
comes obsessed with a player character

4 VYaesen seeks out the castle and moves in
to take control of it

¢ Researchers demand access to the books
in the castle library — but are really out
to steal occult books

%+ Noblewoman who claims to own Castle
Gyllencreutz and wants the player char-
acters fo move out

4 Priest convinced that there is an illegal
cult at the castle

4+ Government official who has decided to
demolish the castle

4+ Bank clerk who comes to collect on an old
debt connected to the castle's previous owner

4+ Qeccult group that views the player char-
acters as competitors

4+ A vaesen posing as a helpless child

-5

DEFECTS AND INSIGHTS

After completing a mystery you must determine
whether the Defects and Insights (see page 67) you
have gained become permanent or wear off. This is
donewith a die roll called recovery, On failure your

Defects automatically become permanent and your

o

EXAMPLE RECOYERY ROLL

During an unusually blood-soaked mystery,
Kaspar Stéhl has gained two physical Defects,
limp and gangrene, as well as a physical Insight.
When the group returns to headquarters the
player makes a recovery roll. The dice show
two successes. The player decides to use one
success to heal one of the Defects (gangrene)
and the other to make the Insight permanent.
Kaspar has now recovered from the gangrene,
while the remaining Defect {limp) and the In-

sight both become permanent.

¥

Insights wear off before the next mystery. Insights and
Defects that become permanent can never be removed.,

If you have gained both physical and mental In-
sights or Defects, you make a physical recovery roll
and a mental recover roll.

The number of dice used for the physical recov-
ery roll is determined by adding the values of your
Physique and Precision togetherf for example, ifyou
have Physique 3 and Precision 2, you should roll 5
dice. For each success you may either heal a Defect
or make an Insight permanent,

For mental Defects and Insights you rollanumber
of dice equal to your combined Logic and Ernpathy.
Each success heals a Defect or causes an Insight to
become permanent,

By purchasingUpgrades tothe Society’s headquarf
ters, you can geta chanceto push your recovery rolls
or gain additional dice on your rolls. Conditions ac-

quired duringthe mystery do notaffect recoveryrolls.

EQUIPMENT
IN THE HEADQUARTERS

Besides your personal items, equipment acquired
during a Mystery is assumed to be irrelevant once
the Mystery is concluded. Months can pass before
the next Mystery takes place, and once it does, it is
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]
1 DISCOVYERY

Some Facilities are places that can be discov-
ered {page 91). They are relics from the head-
quarter's glory days, now abandoned or for-
gotten and dilapidated. If the facility's prereq-
uisite and cost are met, you as Gamemaster can
read the discovery text to your players. Then

they must decide whether to spend Develop-

ment points to find cut what the facility will be. s

time to acquire new equipment. Therefore, every
player character only gets to keep one newly acquired
item or weapon on the charactersheet. This does not
apply to equipment that you started the game with,
mementosand everyday items—you always get to keep
these. The headquarters will, once it is expanded
with Upgrades, gain the ability to store additional
equipment, but also to reward the player characters
with freeitemsto bring on their expeditions without

spending Resources.

UPGRADES
There are three types of Upgrades: Facilities, Con-

tacts, and Personnel. Facilities are new rooms or
functions you discover or construct at headquarters.
Contacts are people who canhelp you, and Personnel
are servants or new members of the Society.

All Upgrades consist of several categories: Pre-
requisite, Clost, Function, and Asset. Prerequisites
are things you need before the Upgrade can be pur-
chased —Resources means that one ofthe player char-
acters must have at least the speciﬁed value. Cost is
the number of Development points to be spent to
purchase the Upgade. Function and Asset together
explain the purpose of the Upgrade and what effects
it provides you with.

Each Upgrade can use its Function and its Asset
once per mystery. The only exceptions are the In-
firmary, Chapel, and Treasure Chamber, which can

be used once by each player character —for example,
everyone in the group may push their recoveryrolls.
Some Upgrades can be purchased multiple times,
which allows them to be used more than once.

The gaming group is free to come up with other
Upgrades in addition to the ones below.

FACILITIES

These Upgrades are rocms and functions in the castle

and on the castle grounds.

ARMORY
Room withweapons on display inglass cases.
PREREQUISITE: Resources b and Weapons Corridor
COST: b (Gan be purchased up to three tirnes)
FUNCTION: During the preparation phase, each
level allows the player characters to bring a me-
lee weapen or an armor from availability level 2

without using Resources.

BUTTERFLY HOUSE
Anannexto theglazedgarden full of beautiful butterflies and insects.
PREREQUISITE: Botanical Garden
COST: 2
FUNCTION: Aplayer characterwhospendsascenein

the botanical garden heals two mental Conditions.

CARP POND
A carp pond with little streams and waterfalls under white wooden
bridges.
PREREQUISITE: Botanical Garden
COST: 2
FUNCTION: One of the player characters can gain an

extra Advantage before a mystery: Unwavering

Calm.

INFIRMARY
Awell-equipped infirmary.
PREREQUISITE: Resources b or Doctor in the group
cosT: 6
FUNCTION: Makes it possible to push all physical

recovery rolls.
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9

“OH, HALLOWED KINGS THREE
WHOM THIS NIGHT WILL | SEE?
WHOSE TABLE WILL | SET?
WHOSE BED WILL Il MAKE?
WHOSE BRIDE WILL [ BE?
WHOSE NAME IS FOR ME?~

— TRADITIONAL $ONG $UNG BY GIRLS TO SEE THEIR
FUTURE HUSBANDS IN THEIR DREA M§

KENNEL
An enclosurefor breeding and fraining dogs_
PREREQUISITE: Gamekeeper or Hunter in the group
aosT: 4 (Can be purchased up to three times)
ASSET: During the preparaticn phase, each level al-
lows the player characters to bring a guard dog or

hunting dog without using Resources.

LIBRARY
An enom’zousfibrap}.
PREREQUISITE: Available from the start
QosT: O
FUNCTION: Clues can be found here.

LOCAL TAVERN
Tavern (named by the players) ofvarying quality notfar from
the castle.
PREREQUISITE: —
COST: 4 (Can be purchased up to three tirnes)
FUNCTION: One player character per level can gain
+2 to their physical recovery roll.

MAP ROOM
Arcomwith a largeglobe. There are numerous maps and route de-
seriptions piled on a massive oak table.
PREREQUISITE: Library or Professor
QOST: 4
ASSET: One of the player characterscan gain an extra
Advantage before a mystery: Old Map.

OBSERVATORY

One of the towers is converted into an observatory, ready to gaze

at the stars.

PREREQUISITE: Patron or Inventor

COST: b

FUNCTION: The player characters can seek infor-
mation among the stars and planets. One of the
player characters can gain an extra Advantage
beforea mystery: Divination or Weather Prophet.

ASSET: One player character can bring the item Bin-

oculars without using Resources.

PIGEON LOFT
Cage with homing pigeons.
PREREQUISITE: Caretaker
CoSsT: 4
ASSET: The player characters can bring a homing
pigeon with them on the mystery and use it to

send for help during a subsequent scene.

SEANCE PARLOR
A parlor for contacting spirits.
PREREQUISITE: Resources 4 or Occultist in the group
COST: b
FUNCTION: The player characters can hold a séance
before a mystery and gain access to additional

clues —the Gamemaster decides which ones.

SHOOTING RANGE
Basement or walled garden complete with targets.
PREREQUISITE: Weapons Corridor
COST: b (Gan be purchased up to three tirnes)
FUNCTION: All castle guards carry ranged weapons
from availability level 3.
ASSET: During the preparation phase, each level
allows the player characters to bring a ranged
weapon of their choosing from availability levels

1 to 3, without using Resources.

STABLE
A slable for horses and carriages.
PREREQUISITE: Resources b or Vagabond in the group
cosT: 4 (Can be purchased up to three times)
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ASSET: During the preparation phase, each level al-
lowsthe player characters to bring a scrawny horse

without using Resources,

THE ANNALS OF THE SOCIETY
A hefty tome with written accounts of encounters with vaesen.
PREREQUISITE: —
QOST: 4
FUNCTION: At the end of a gaming session, a player
can record the party’s experiences, granting each

player character one additional experience point.

WEAPONS CORRIDOR
Corridor or room with simple display cases full of weapons.
PREREQUISITE: Resources 4
COST: 4 (Can be purchased up to three tirnes)
FUNCTION: During the preparation phase, each level
allows the player characterstobringameleeweapon

from availability level 1 without using Resources,

WORKSHOP
Well —equipped workshop.
PREREQUISITE: Resources 4
QOST: 4
FUNCTION: One of the player characters can gain an
extra Advantage before a mystery: Well-Main-
tained Weapons or Well-Maintained Tools.

DISCOVERED FACILITIES

These Upgrades are rooms and functions that have
fallen into disrepair, been walled off, or been forgotten

since the previous members ofthe Society left the castle.

BOTANICAL GARDEN
Glazed garden with gorgeous greenery and fragrant flowers.
PREREQUISITE: Gardener
DISCGOVERY: An overgrown part of the grounds with
particularly exotic plants conceals crumbled
arches, broken glass, and stone pillars. ..
CQOST: 4
FUNCTION: Aplayer characterwho spendsa scenein

the garden heals two mental Conditions.
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CELLAR VAULT
Asimple vault or wine cellarused as a storage space.
PREREQUISITE: —
DISCOVERY: Through acracked doorin the cellaryou
see a dark passageway leadingunderthe annex. ..
cosT: 4 (Can be purchased up to three times)
FUNCTION: Each level can store up to 3 common

items or weapons from previous mysteries.

CHAPEL

A place of Christian worship.

PREREQUISITE: Resources 5, or Priestin the group

DISCOVERY: Outside one of the castle’s wings isan old
ruin. You can see leaded mosaic windows and an
altar, overgrown with thorn bushesand dried-up
vines...

COST: 6

FUNCTION: Can push all mental recovery rolls

ASSET: The player characters can bringwith them the

power item holy water,

DIFFERENCE ENGINE

The inventor builds a mechanical computing machine in one of the

old castle halls.

PREREQUISITE: Inventor

DISCOVERY: One dark night your inventor bursts into
the great hall. “Eureka! I have figured itout! We only need
afew moreparts...”

cosT: 6

FUNGTION: Facilities cost oneless Development point

to construct,

DUNGEON

Barred room in the basement.

PREREQUISITE: Cellar Vault

DISCOVERY: A darnp stone staircase leads down to a
collapsed cellar vault. Inside you glimpse a sturdy,
barred deor of rusty iren. ..

COST: 3

FUNCTION: NPCUs imprisoned here cannot escape
without help.
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FORGOTTEN GALLERY

A vastpassagewgiﬁ” ofshowca.ses displ@iing the Sociep' ’sprem'—

ous finds.

PREREQUISITE: Guard or Occult Library

DISCOVERY: Behind an old shelfin a hallway there are
scrape marks on the floor, and a mysterious wind
seems to be coming from achamber onthe otherside. ..

QOST: 6

FUNCTION: One player character gains +1to Resources
until the end ofthe mystery.

ASSET: The player characters can bring with them a
clue in the form of old jeurnal entries from pre-
vious members of the Society. T'hey gain +1 to
INVESTIGATION or OBSERYATION when using the clue

during the mystery.
GYMNASIUM
Fitnessroom.
PREREQUISITE: —

DISCOVERY: Inthe back ofan old tool shed is a cracked
doorthatseemstoleadtoa part ofthe annexwith
dirtywindows alongthe roofridge. Inside yousee
a hall full of old junk...

QOST: 5

FUNCTION: Aplayer characterwho spends onescene
in the gymnasium heals a physical Clondition.

OCCULT ARCHIVE
A vaultenclosed @1 thick, leaded wells andprotective inscriplions.
PREREQUISITE: Occult Temple or Mystic
DISCOVERY: The alcoves in the passageways behind
thelibrary have been bricked up, and behind the
porous stone you see impenetrable lead doors. ..
cosT: 6 (Can be purchased three tirnes)
FUNCTION: Each level can store up to 3 power items

or magic items from previous mysteries.

OCCULT LIBRARY
Alibrary of banned oceult books.
PREREQUISITE: An occult book from a mystery
DISCOVERY: One of the library’s bookcases echoes
as if hollow...
QOST: 5
FUNCTION: Once per mystery a player character can

gain a free success on a I‘Oll forlocating or underf

standing occult knowledge. The player must state

what information the character recalls.

OCCULT TEMPLE

Aplacefor worshipping vaesen and demons.

PREREQUISITE: Occult Library

DISCOVERY: Loose stones in the Oceult Library are
covered with runes that read “worship” and “sub-
mission”. Hidden under the stones is a leaded
hatch that someone has bricked up...

cosT: b

FUNCTION: One of the player characters can gain an
extra Advantage beforea mystery: Occultist.

OCCULT WORKSHOP

A workshop for crafting items that affect vaesen.

PREREQUISITE: Occult Library

DISCOVERY: Behind a statue in the Oceult Ternple
is a bricked-up vault with a lead rune that reads
“creation”. ..

COST: b

FUNCTION: Can craft one power item before a mys-
tery, The Gamemasterrolls or picks an item from

the list on page 123, or makes one up.

SELF-FLAGELLATION TOOLS
Tools and inventions for punishing the body.
PREREQUISITE: Dungeon
DISCOVERY: In the castle basement there is a clut-
tered cupboard full of terrifying tools and old
inventions...
cosT: 4 (Can be purchased up to three times)
FUNCTION: One player character per level can gain

+] to their mental recovery roll.

TREASURE CHAMBER
A large vaultﬁ;” ofthe Sociebz’s hidden treasures.
PREREQUISITE: Banker or Forgotten Gallery
DISCOVERY: Behind a bricked-up deorway is a large
iron door. A numbered dial, like that of a safe,
mocks yourignorance...
cosT: 6
FUNCTION: All player characters gain +1 Resources
for the duration of the mystery
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There are lots of texts and books the Society can use

to improve their knowledge of vaesen. For example:

4+ In Libro de [nvisibifia by Ana Rastelli. This book
laid the foundation for the existence and pur-
pose of the Society. The text was lost more than
a hundred years ago. For reasons unknown, no
copies were ever made. There are whispers
claiming that the content of the fext does not
match the reader's expectations. Perhaps the
book portrays the nun AnaRastelliin a different
light than in the stories. Perhaps she had other
objectives and means than the rumors suggest.
Whatever the case, the fext holds unique knowl-
edge about vaesen.

+ Fragen — Antworten by Max Brugger. This is a
philosophical text from the eighteenth century.
The book was banned by the church in 1792 due
to its association with the occult. The questions
raised in the book are said to shatter the reader's
view of herself and the world. The text is written
in red ink on black paper. The cover features a
lindworm devouring its own tail.

+ Malleus Maleficarum is a text from the 15th cen-
tury that was used as a handbook by witch hunters
of both Catholic and Protestant faith. It focuses
on witches, but also contains quite a bit of infor-

mation about vaesen.

4+ Homo Ferus by Carl Linnaeus. Linnaeus’ secret
journal describes the many encounters with
vaesen on his travels in northern Swedenin 1732,

It is said that the book was stelen from the li-

FAMOUS AND INFAMOUS TEXTS

brary of Upsala University and now rests in pri-
vate hands.

+ Deathin Helsingland by Sonia Lindegaard. This is
a popular novel about a woman forced to defend
her family against a werewolf. Few outside the
Society are aware that Sonia was a Thursday's
Child and the story is true.

¢ A Description of the Northern Peoples by Olaus
Magnus is a collection of 22 books written in
the 15600s. Many of the essays are attempts to
describe Scandinavia and its people. It includes
a great number of tales about mysterious crea-
tures, and how to defend against them.

4+ Paholaisen Pue by Yeeti Kovisto is a confusing
collection of essays, poems, and songs penned by
Finnish Satanists who one summer gathered on
Aland to perform some kind of ritual. The par-
ticipants have now been lost to obscurity — all
that remains is the book. They say that a person
who reads the text gains tremendous riches but
also an altered personality.

4 The Dark Surrounds Me by Morten Christensen.
According to the author, this thousand-page tome
contains transeripts of conversations with ghosts
and other undead beings. The book includes de-
tailed instructions on how to lure, bind, and control
vaesen. Morten Christensen was once a National
Antiquarian in Copenhagen, but abandoned his
position and his family several years age. He is
claimed to have gathered a group of like-minded

CONTACTS

These are helpful individuals orinstitutions. All peo-
ple mustbenamed by the players. Feel freeto play out

a scene as the player characters recruit the contact,

BANKER
Gan})@) in bonds.
PREREQUISITE: Resources 5
COST: 5

FUNCTION: Once per mystery a player character can
raise her Resources by 2 for the duration of one

scene,

people in a remote village in northern Norway. ﬁ
2

FIXER
Ah(l?’ld)i contact.
PREREQUISITE: Six or more Facilities at the headquarters
COST: 4
FUNCTION: Restore or retrieve alost memento at the
end of the mystery without spending experience

points (see rules for memento on page 22).

JOURNALIST
Investigative reporier on)iourside (page 166 in chapter 8).
PREREQUISITE: Resources 4, or Authorin the group
cosT: 4
FUNCTION: Can provide additional clues and come

along on mysteries as a helping hand.
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il PATRON
é:: Agenerous benefacior.
PREREQUISITE: INSPIRATION 5, or Military

Officer in the group
COST: 4
FUNCTION: Grants a free success on a MANIPULATION

test when bartering or negotiating prices.

POLICE CONSTABLE
Kinci‘fypoﬁceman. (Stats as police officer on page 166 in
chapter 8).

PREREQUISITE: Resources 5, or Private Investigator
in the group

COST: 4

FUNCTION: Can provide additional clues, fabricate
evidence, protect against criminals, ete. The

Gamemaster decides what is possible.

PROFESSOR
Clontact at the university.
PREREQUISITE: Resources5, or Academicin the group
COST: 4
FUNCTION: Grants a free successonarollfor ﬁnding

or understanding information in Upsala.

PSYCHIATRIST
Treatment at the mental hospifa L
PREREQUISITE: Aplayer character musthave become
menta]ly Broken during the mystery
COST: 4
FUNCTION: Givesa player character +2 on her men-

tal TeCcovery roll.

PERSONNEL

These Upgrades are servarnts or humans with the Sight
who join the Society. The players must give them

names and abriefdescriptionbefore they canbeused.

* CHAPTER 6 -

BUTLER ALGOT FRISK
Algof is afreagiy af the castle whenjou move in.
PREREQUISITE: Available from the start.
cosT: 0
FUNCTION: Manages the headquarters.

CARETAKER
Ahan@yjanifor Iookingaﬁer fheproper‘iy.
PREREQUISITE: Workshop
COST: 3
FUNCTION: Repairs facilities in the castle if some-
thing is broken, for example by a threat.

CHEF
Eﬁicienf housekeeper with a passion for Iarge portions.
PREREQUISITE: —
COST: 4

FUNCTION: Cocks fancy dinnersat the headquarters
and makes sure that everyone is well fed.

ASSET: Provides each player character with sirnple
provisions du ring the preparation phase, without

I‘O]lillg fOI‘ RCSO'IJ.I‘CCS.

COACHMAN
Quief horse groom who lives in the stable.

Can come along o1 rnysteries, played by the
Gamemaster. The players spend 10 points on attri-
butes (max 4-) and 8 on skills (max 3), two of which
must be based on Physique. Physical Toughness 1,
Mental Toughness 1 (page 166 in chapter 8).
PREREQUISITE: Stable boy
COST: 4
ASSET: The player charactershave their own carriage

with two strong horses that they can use to travel

toanewlocation and at the same time heal a Con-

dition (see page 76).

GAMEKEEPER
Keeps the animafpopufafion down on the estate.
PREREQUISITE: Shooting Range
COST: 5
FUNCTION: Upgrades the weapons from the shooting
range to availability level 4 for the player charac-
ters and the castle guards.
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ASSET: The player characters bring along hunting
equipment or a hunter trap without rolling for

Resources during the preparation phase.

GARDENER

An artisan of nature who looks after the castlegrounds.

PREREQUISITE: Resources 5

QOST: 4

FUNCTION: All food from the headquarters automat-
ically counts as nutriticus.

ASSET: Can provide the player characters with three
doses of weak peoison (toxicity 3) or one dose of
strong poison (toxicity 6) during the preparation

phase, without rolling for Resources.

GUARD

Guard at the castle.

The players spend 12 points on attributes (max
4) and 6 on the skills CLOSE COMBAT, RANGED COMBAT,
YIGILANCE, and OBSERYATION (max 3 in any given skill}.
Physical Toughness 2, Mental Toughness 1 (page 166
in chapter 8). The guard also gets a weapon at avail-
ability level 1.
PREREQUISITE: —
COST: D (Can be purchased rnultiple tirnes)
FUNCTION: Protects the castle from burglars and en-

emies, as best they can —the Gamemaster decides.

HOUSE PHYSICIAN

Troubled doctor who moves into one of the castle s wings.

PREREQUISITE: Infirmary

QOST: 6

FUNCTION: Automaticaﬂy treats Broken and two
Coenditions for all player characters at the head-
quarters during one scene per mystery.

ASSET: Provides the group with medical equipment
in the preparation phase without roHing for Re-

sources,

INVENTOR
Eccentric engineer.
PREREQUISITE: Professor
QOST: b

FUNCTION: The player characters can build one me-
chanicalitem of their choosing before the mystery,
regardless of availability level.

ASSET: Providesthe group with chemical equipment

without rolling for Resources.

MYSTIC
Recluse explon'ng the occult.
PREREQUISITE: Occult Library
cosT: b
FUNGTION: Can gain a clue about a power item or
magic item that has sornethingto do with the mys-

tery’s vaesen.

QUARTERMASTER

Aformer oﬁcz‘cer with lots ofcontacts and an organizationaf mind.

PREREQUISITE: Banker or Patron

cosT: 6

FUNCTION: All player characters gain +2 Capital, re-
gardless ofliving standard (see page 73). It can
be used in the preparation phase or during the
mystery.

RECRUIT
Aperson with the Sight is recruited to the SocieD)_

The players spend 12 points on attributes (max 4,
and 10 on skills (max 2). The Gamemaster decides
the recruit’s Motivation and Dark Secret. The players
and the Gamemaster together create a relationship
with each of the player characters, aswell as with other
recruits. Physical Toughness 1, Mental Toughness 1
(page 166 in chapter 8).

PREREQUISITE: INSPIRATION 4

cosT: 5 (Can be purchased multiple times)

FUNCTION: Can come along on mysteries, Con-
trolled by the Gamemaster.

STABLE BOY
Ahardworking youngster.,
PREREQUISITE: Stable
COST: 3
FUNGTION: All horses the player characters take from

the headquarters count as strong.
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THE MYTHIC NORTH
AND UPSALA

THIS CHAPTER PROVIDES some insight into mythical
Scandinaviaand the conflicts thatare drivingpeople
apart. The city and the countryside are pitted against
each other as two increasingly different habitats for
humans and vaesen alike. The city ofUpsala —which
will be the starting point of all your mysteries — is
described with several examples of places you can visit,
either to search for clues or drive away the vaesen
occupying them. The chapter also includes brief de-
scriptions of important cities in nineteenthfcentury
Scandinavia, which can be used as inspiration when

creating a backstory for your player character.
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This chapter focuses on the general features and
atmosphere of Scandinavia. The idea is that you will
create your own version of Scandinavia which may
be more or less similar to the historical one. Most
things in the game world should be vaguer defined
until you need to clarify sornething that appearsin a
mystery. For example, if you want to play a mystery
centered around an enchanted kinetoscope, you can
decidethat technology has come far enough forsuch
things to exist. In other words, you do not have to

decide exactly what year it is.
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TOUR ITITHIC TORTI

Vaesen takes place in Sweden, Norway, Finland, and Den-
mark—in a version of our world that is entirely its own.
Ttis atime and place that mixes events, cultural expres-
slons, and conflicts from the entire 19th century, ina
way thatwill beunique for each gaminggroup. Together,
the players, and particularly the Garnernaster, getto
decide what their version of Scandinavia will be like.
Use what you know, or think you know, about the
19th century, or whatever fantasies you might have
about the era, to create a setting that highlights your
player characters and stories. If Finland being ocecu-
pied by the Russian Tsar is what it takes to make your
characters’ journey to the cutskirts of Tampere more
exciting, and to build up toan encounterwith a vaesen,
then occupied it will be. lfyou want yourjournalist
towrite her socially critical texts on a typewriter, then

typewriters willhave been invented and made available,

CONFLICTS IN SCANDINAVIA

The Mythic North is marked by a series of conflicts
that affect your player character. Europe is startingto
recover from the NapoleonicWars that raged across
the entire continent, and a number of newwars have
already begun, or are about to. News of the Ameri-
can Civil War is coming in from across the Atlantic.
Agrowing nationalism divides people inall coun-
tries into two groups: us and them. It becomes im-
portant to define what a true Swede or Norwegian
really is, and those who fail to meet the criteria risk
being ostracized, dep orted, or even killed. Conflicts
are growing within the Church aswell. Catholiesare
pitted against Protestants, and those who dare go
their own way with small independent denomina-
tions are persecuted and severely punished.
Industrialization sparks conflicts between the old
and the new, between workers and employers, and
between people living in the cities and those who go
theretoseek their fortune. Tensions arise between those
wishing to leave the rural villages and those wanting to

preserve everything that previcus generations helped

build. Intheforests, peasants and maidsare ﬁghtingthe
loggingand mining companiesthatseekto evictthem in
orderto secure timber and ore for the urban factories.

Thereisarift between the city and the countryside.
The city is vibrantand dynarnicf the machines in the
factories constantly belch out smoke through huge
smokestacks, while shipments of goods and raw ma-
terials come and go from the ports and train stations.
With each new load, people, stories, and new ideas
flow into the cities. The lower class multiplies in the
suburbs, while city centers become crowded with new
buildings where businessmen are turning gold and
labor into proﬁt. Donations from thewealthy arebol-
steringtheuniversities, where it is believed the spread
ofknowledge will help man subdue nature. Anything
is possible; anything can be explained and understood.

The rural villages seem towitherand die. Houses
are abandoned and fields covered with rotting vege-
tation, Thewater from the marshes is rising, seeping
into people’s homes. When thefood runs out, the sick
and poor are left to die in the snow. The wilderness
isuntamed and eternal.

There are profound injustices in the distribu-
tion of wealth and knowledge. The Church and the
nobility still have power, but they are threatened by
the bourgeoisie and the influence that trade and
property provide, The world is hierarchical, polit-
ically as well as dornestically. At the bottom are the
poor and dispossessed, the children, and thosewho
have been declared insane or enemies of the state.

There are also tensions brought on by the fight
surrounding the rights of men and women. Itis a
time when gender inequality is being challenged and
women gain the right to inherit property and make
their own decisions about theirlives. Women arealso
becorning more prominent in the Workplace. Atthe
same time, new gender ideals emerge that give rise
to new constraints —women should be delicate, wear
corsets, and preferably faint in difficult situations, A
feminist countermovement is launched, leading to
greater freedom of movement for some. The strict
dress codes that denote gender and social status are

starting to erode,
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Rcvolutionary groups form all over Europc, in-
fecting many with varicus philosophies ofhow society
should be arrangcd —and the idea that the status quo
can not only be challcngcd, but overthrown.

EITFE INTHE €ITY

Cities are the heart of the industrial revolution.
Important decisions have prcviously been made in
castles and mansions by representatives of the clcrgy
and nobility; nowthebu rghers areusing their capital
to take control of political and economic decisions,
and their homes are in the cities.

The Church is losing authority to the scientists,
who are objcctivcly studying and cataloging every-
thing from stones and moss to human thoughts and
behavior. No mystery is left unexamined. The aceu-
mulation ofknowledge takes place at the universities,
which sometimes grow into indcp endent communi-
ties within the cities.

On the cdgc of town, the working class lives in
squalor — vast slums are emerging where tempo-

rary tents and huts become permanent shacks and

9

“To FIND OUT WHO IS A WITCH
DROP A COIN IN THE AISLE
OF THE CHURCH
AND AS YOU BEND DOWN
TO PICK IT UP
LoOK BETWEEN YOUR OWN LEGS
AND YOU WILL SEE WITCHES
AND OTHER CREATURES”

~TRADITIONAL INSTRUCTIONS
FOR EXPOSING WITCHES AND VAESEN

houses. Unions are trying to unite factory workers
in the strugglc for better living and working condi-
tions, butare opposcd with viclence and cunningby
policc and capital holders.

Inventions are changing the lives of many pcoplc
in the cities. Soap and factory—:madc cotton clothing
improve hygicnc and reduce the spread ofdisease. Ro-
bust brickbuildings are raised throughout the city, and
straight streetsarelaid cutwith ample space for coaches
and pedestrians. The sewers are expanded, and the
filth that would prcviouslypilc up in the a]lcys can now
be washed away from the city centers. Healthcare also
improves, thanks to new tcchnology and medication.

Ships from colonies around the world enter the
ports with spices, tea, opium, and exotic animals
in cages, sprcading stories of strange cultures and
landscapes.

The policc force becomes more organizcd, with
greater rcsponsibility for controlling the gcncral
population, and the role of the state changcs. Cit-
izens must be governed, supervised, and shaped

according to national id eals. Many governmentsem-

ploy sccrctpolicc to monitor and crack down on the
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nation's enemies. Spics infiltrate forcign powers to
gathcr information and prepare for armed conflicts.
Scientists no longcr view mental illness as a sign
of demonic possession; instead thcy establish men-
tal institutions with modern means of curing the
sick. These new treatments are often painful and tend
to make matters worse: a very high—prcssurc jct of
water is blasted at the sickpcrson’s head; patientsare
strapp edto rotating chairs and spun umntil thcy faint,
and manybelieve in cure through fright. Sometimes
thcy will even hide body partsin paticnts’ beds —one
ofmany forms of abuse and sadistic treatments prac-

ticed by medical profcssionals.

IMPORTANT CITIES
IN NORTHERN EUROPE

Your player charactersand the people they encounter
may be well-traveled individuals with roots outside
Upsala. Described below are some of the majorcities

of19th century Scandinavia.

STOCKHOLM
The capital of Sweden is home to roughly 100,000
pooplo, but the population isgrowing fast duetourban
migration and high birth rates. The city suffers greatly
from starvation and disease, and one in three children

die before the age of one. The first railroad station has

> been built,
with routes to Go-

thenburg, Upsala, and Sca-

nia. Rcccntly, the city has also
constructed watcrworks, gasworks,

and power plants. Gas lights lluminate

the
move aboutata leisurcly pace. The ki_ng and the royal

streetswhere horse-drawn trams and buses

famﬂy reside in a luxuricus palacc.

CHRISTIANIA
Christianiais the capital of Norway. The population is
soaring, and the cityis the center of the first Norwegian
railroad and steamship lines. Timber and ore flow in

IE[‘OI'I]. t}lC W]].dS and arc S}llPPCd throughout E'IJ.I‘OPC.

COPENHAGEN
The capital of Denmarkis marked by political debates.
There is great dissatisfaction with the absclute mon-
archy. Copenhagen is the commercial hub of north-
ern Europc ,andthe cityis rapidly cxpanding. Many
ofits new, hastﬂy constructed residencesare crampod
and dark, with tiny allcys and yards. Cultural life is
ﬂourish:i_ng. Several theaters and zoological gardcns

havc Ire (‘.Cllt].y bC €11 built.

HELSINKI
The Finnish capital iz a rclativcly young city with
few inhabitants, half of which spcak Swedish. It
has rcccntly seen the addition of numerous build-
ings, includ:i_ng a railroad station and the Uspcnski
Cathedral. The city center is called Kluuvi, and is
now composed of wide boulevards and vast plazas. In
Kallio, the workersare crammed togcthcr in simplc
wooden houses. At the cdgc of town lies Lapinlahti
Hosp ital, the largcst mental hospital in the country.
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“The whole parish is whispering about the
bear that attacks people instead of animals.
My son Nils and his hunting party were in
Langastrand to track itdown when suddenly
it grewlate and dark, so with lanternslit, they
turned back through thewoods. But thecrea-
ture was waiting at the ford of the Sille River,
and launched itself at them as if it was the
hunter and they the prey. Three grown men
lost their lives, and even though it was shot
many times, the beast didin’t seem weakened
atall. Only when Nils pressed the crucifix he
was wearing around his neck against the crea-
ture’s right hindleg did it wail and disappear
into the woods. Nils said it wasn’t a bear, but
amanwolf. He showed me the place where it
had waited for them and there was some snuff
behind a tree, as ifa human had stood there,
bidinghis time. Nils told me he’slookingfora
manwithalimponhis rightleg,and whenhe
finds him, he will get the priest from Térboda
and ask him to bring the cross of the church
itself to drive the wolf away.”

— ALA-SVEN, PEASANT FROM JAMTNAS

LIFE IN THE COUNTRY

In the countryside, wealth is measured in animals,
tools, and houses. Allworkis done by muscle power
—either that of humans or animals. The Villages are
strictly divided between thelandownersand the vast
majority who work for others, and who depend on
their goodwill. As the population grows, the number
of landless laborers increases dramatically.

Churches are important social meeting points and
priests usually the only source of news. Itis illegal to
engage in any other faith than the form of Christi-
anity practiced inthe churches. The priest preaches
“truths” and condemns those who deviate from the
norm. Everyoneknows everything about everyone. A
person’s reputation, and the reputation of her fam-
ily, can be ruined by a single ill-considered action.

Local county administrators are in charge of tax
collection and law enforcement, sometimes also
serving as prosecutors. They are assisted by part-
time police officers and bailiffs. Children who can-
nothe cared for are placed in orphanages run by the
Poor Care Board.

In rural areas, people’s diet consists of whatever
can be caught or grown nearby. Food is preserved
by salting and smoking, and the seasons have a su-
preme impact on life — particularly during the cold,
dark, and hungry winter. People make most of their
belongings themselves: clothes are locally manu-
factured; fabrics are colored with dyes from plants;
leatherware and metal are in high demand, but ex-
pensive and hard to come by.

The beginning and end of the harvest are of-
ten celebrated with a feast, where people dance the
waltz, schottische, hambo, and polka. The violin is
a common instrument. Songs, dances, and other
cultural expressions have persisted from the time be-
fore Christianity’s ascendance. In some cases, pagan
traditions have been mixed with Christian teachings.

It should also be noted that, in the 19th century,
large parts of Scandinavia are struck by crop failure
and famine. In Sweden, this time is referred to as
Storsvagiren (“the Years of Great Weakness”), while

theFinnscall it Lavaren (“the Lichen Years”) as many
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are forced to eat bark bread and porridge made of
lichen. The winters are cxtrcmcly cold and long. Ice
covers ponds, lakes and waterways, while animals
freeze to death in their stables.

Some summers are almost as cold as the win-
ters. One year, Stockholm is three dcgrccs celsius at
the end of May, and in many of the northern prov-
inces the ground remains frozenwell into June. The
ice prevents freightcrs from rcaching cities on the
northern coast. Emcrgcncy committees are estab-
lished. The press spreads appeals for help to people
in the cities. Charity concerts and other spcctaclcs
are hosted to raise funds forthe starving. Othersum-
mersare so hot that fields become parched and crops
are scorched by the sun.

TECHNOLOGY

It is up to the gaming group to decide how far tech-
nologyhas come in your particular game world, and
there is ccrtainly noneed for consistency — although
you will of course have to create a world that feels
believable to you. In one mystery you might vigit a
remote location where the tcchnological dcvclop—
ment seems to have stagnated, while the next mystery
takes placc inacity with tcchnology from the end of
the century. Some thoughts onl9th century
tcchnology are prcscntcd below.

One of the most important in-
ventions of the industrial age is
the steam cnginc. It powers the
machinesin the factories and the
trains which allow for quick travel
across Europc. Steamboats carry
goods and people through frcshly
dug canals.

Newspapers become increas-
ingly common thanks to im-
provcd printing presses
and typewriters. Peo-
ple can communicate

through tclcgraphs. .
The chemical indus-

C o)

“ONE WHOSE WOMAN
IS INFERTILE
MUST CATCH A PIKE AND PISS
INITS MOUTH WHILE IT STILL LIVES
AND SO THE WOMAN
SHALL BE FRUITFUL”

—~TRADITIONAL WITCHCRAFT
TO CURE INVOLUNTARY CHILDLESSNESS

try produces aseries ofrevolutionary substances like
dynamitc and new kinds of paint. The match is in-
vented. Vaccines are sprcading, making it possiblc
to combat diseases that were prcviously thought to
be terminal. The camera becomes more and more

advanced. A number of scientific cxpcditions are

mounted to cxplorc the world, including the North
and Scuth Pole.

s,
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In the 19th century, unprcdictablc flintlock
rifles and muzzlc—loading musketsare rcplaccdwith
breach-loading cap lock rifles. These new firearms
are reliable and quick toload. Inbattle, a bayonct is
fixed to the rifle.

The rapier is used by nobles as an ornament, a
weapon, and a marker of class. The lower estates
favor the knife, while peasants use axes and scythcs.

Muskcts and CI‘OSSbOWS arec Stﬂ]. 'IJ.SCd in rural arcas.

TITLES AND NAMES

Titles are important when addrcssing other pcoplc.
Miss is used for unmarried women and missus for
married ones. Mister can be used for men. Many
profcssions come with a title as well, such as bailiff,
or father for Catholic priests. Teachers in highcr
education are called adjunct orlector. Scoldiers and

officers are addressed with their rank.

TRAVEL IN SCANDINAVIA

Travcling takes time. The playcr characters will usu-
a]ly go by boat, train, or coach. Most pcoplc thcy
encounter have only left their vﬂlagcs a few times
in their lives. De spite the growing industrialization,

Scandinavia is still an agrarian socicty.

&

YEHICLE SPEEDS
YEHICLE km/h
Coach (including breaks) 8-10
Train 30
Steamboat 25
Sailbeat 10-20
Herse (including kreaks) 10-20
Walk {including breaks) 3
March (including breaks) 4-5
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UFSALA —
SCIENCE AND FRIRTTALES

Upsala is locatedjust north ofthe Swedish capital of
Stockholm —on the border of Norrland, where cities
and villages are few and the wilderness endless. The
city is best known for its university. But it is also a
place deeply rooted in the pagan world. Upsala was
one of the last outposts of the old Norse religion when
the country was Christianized. Just outside the city
lie the Mounds of Upsala — barrows where Inighty
kings were buried in the sixth century.

Upsala was recently struck by an extensive fire
that killed one fifth of its population and devastated
much ofthe city itself. [twasonthebrink ofcornplete
destruction, but rose from the ashes and has since
undergoneasignificant transformation, with lots of
new buildings, a great influx ofuneducated workers
for the factories, and students and scientists from
across the globe ﬂocking to the university.

The streets of Upsala are lit by gas lamps. Paper-
boys cry outthe latest headlines. Through the city cen-
ter runs the Fyris River which flows into Lake Malar.
There are several bridges overtheriver, including the
Cathedral Bridge and the Iron Bridge. The poorer
sections of the city are plagned by chelera. Robbers
hide in the alleys, and policemen move around with
drawn sabers in search of burglars and speakeasies.

The presence of brick clay has given rise to an
entire brick industry, and there are several textile fac-
torieson the outskirts of town. The city’s main source
of income, however, is the production of aquavit —
liqueor money, legal and illegal, is paying for many
of the city’s establishments.

The campus is massive, thanks to the Gustavian
patrimony. In the 17th century, King Gustavus
Adoelphus donated 400 farms and theirland to Upsala
University. There are numerous grand and beautiful
buildings. The students gather in student unions,
singing songs and discussing science and philosophy.
Some groups favor the romantic ideals, with focus

on emotions rather than reason, idealization of the

exotic, and an interest in mysticism. Other groups
believe in the natural sciences and despise the sub-
lime. Theywish to uncover truths through carefully
perforrned eXperiments. Conflicts and confronta-
tions are constantly raging between these groups.
Upsalais a divided city. Farmers, industrial work-
ers and servants live side by side with students, nobles,
and clerics —the latter enjoying extravagant luxuries
in huge villasand apartments, whilethe formertend
totheir every need, bowing and scraping, until their
bodies are all worn cut. Open conflicts rarely arise
between the two groups, but when they do, it tends
to happen at illegal night clubs and brothels, where
the distinction between rich and poor is less clear.
The Church holds great power. The Archbishop
of Sweden, Henrik Reuterdahl, has his seatin Upsala.
The gothic cathedral is one of the largest in Scandi-
navia, with a bell called Storan which can be heard
throughoutthe city. Thealtar cross containg a relic of
the True Cross, and a new gigantic pipe organ takes

upan entire wall inside the cathedral.

UPSALA UNIVERSITY HOSPITAL

Upsala’s hospital isone of the most modern in Scan -
dinavia. The building is brand new and resembles
a multistory castle with beautiful turrets and orna-
ments. Patients are distributed between 16 wards,
each managed by a chief physician. There are oper-
ating rooms, autopsy rooms, session rooms, a chapel,
alibrary and offices.

There have been health facilities in the area forhun-
dreds ofyears, and itis rumored that people who died

&
UPSALA UNIVERSITY HOSPITAL

The player characters can be admitted to the

hospital and have their wounds and illnesses
treated. They can also use the autopsy rooms
to learn more about vaesen. The heospital may

-

be used as a setting for a mystery.
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on theirsickbeds are bound to the piace, haunting the
new hospital. These creatures are said to terment the

patients and scare doctors and nurses into madness,

UPSALA ASYLUM

The city’s mental asylum is encircled by a blackiron
fence. Patients arrive at the brick building in wag-
ons, but rareiy leave except in a casket. It is a piace
for half-wits, lunatics, and people who have caused
outrage in the parish. Patients are divided into first
and second class, depending on their financial sit-
uation. Wealthier patients are treated well and have
meals brought to their rooms on a tray.

Lower-class patients are starved, shackled, and put
in confinement boxes. They are treated with laxatives
and emetics. Their skin deVeiops ulcers after being
smeared with irritantsubstances. Insanity is attributed
to mucus, and so the patient must be cleansed. All
treatmentis supervised by Doctor Niklas Frejd, aman
of small stature and good humor, who is convinced
histreatments are effective. Heissupported byalarge

group of orderlies, guards, and physicians.

THE POLICE STATION

The city’s police wear blue uniforms with golden but-
tonsand helmets, and are armed with sabers. Theforce
is corrupt and violent. The poiice station is crarnped,
water-damaged, and badly infested with vermin. The
wooden floors are creaky, and the entire building
smellsoffilth. The station consists ofofﬁces, ceiis, and
courtrooms. One end of the buiiding is occupied by

y UPSALA ASYLUM

The player characters can be admitted to the

asylum for treatment of madness. They can also
come across people who have encountered or
been afflicted by vaesen and are thought to

be insane.

o

o

O

THE POLICE STATION
The player characters can come to the police
station as suspects of a crime, or to obtain
information on people and events in the city's

underworld. The police chief can serve as their

invitation to mysteries.

®

a special detective branch responsible for more com-
piicated investigations. Aiaboratory has recentiybeen
installed inthe basement, where chemical tests are now
conducted to facilitate the hunt for criminals.

The newly-appointed police chief, Oscar Stierna,
is one of the few peopie in the force who cannot be
bought. Heis tryingto purge his organization of cor-
ruption, Some officersidealize him and have stopped

working with shady elements. Othershate him.

THE POORHOUSE
Begging, vagrancy, and povertyare illegal. Those who

are found guilty of such crimes are confined to poor-
houses. Upsala's poorhouse, located in Kamphavet
Square, is packed with paupers, reduced to poverty
byyears of crop failure. The master of the poorhouse
is Doctor Per Dubb. Together with the local poiice
force, Dubb runs an extensive network of informants
with the aim of tracking dewn and apprehending
thieves and beggars, Those who are forced to live at
the poorhouse lead miserable lives plagued by star-

vation, lice, and abuse.

THE POORHOUSE

Some people who have the Sight cannot cope
with their ability to see vaesen. Sooner orlater
they end up at the asylum or the poorhouse. The
player characters can contact them to obtain

-

information about vaesen.
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WELLSPRING STREET 59 3
There are plcnty of brothels in Upsala, the most WELLSPRING STREET 59
famous being Wellspring Street 59 run by Madam Many of the women working at the brothel have
Tekla. Said to be a crofter’s daughter from the had traumatic experiences, and several have
small town of Vinge, Tekla is now a wealthy woman, gained the Sight. They can provide information
well-connected with both the university and elite about vaesen or invitations to mysteries.
members of the clergy. Her employees are treated =

very badly. Manyhavc contracted syphﬂis and pneu-
monia, and most have given birth to children whe
died or were killed. Beatings are common, asare
various forms of substance abuse. People who
make their living sc]ling sex are rcgistcrcd as
prostitutes in the prostitution lcdgcr, forced

to undergo regular medical examinations, and

can never again hold a normaljob.
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THE UPSALA GAZETTE

The journalists can provide invitations to mys-
teries in the form of articles or interviews, al-
though they probably have net realized that
they are writing about vaesen.

THE UPSALA GAZETTE
Inasmoky, noisy building called Olympus, 22 jour-

nalists are working around the clock. The news-
paper’s editor-in-chief, Felicia Lipschitz, is an
ambitious visicnary who welcomes the modern
age with opened arms. The paper was founded by
students as a liberal counterbalance to the con-
servative publications of the time. The editorial
team call themselves the picneers of Upsala rad-
icalism. The newspaper comes out three times a
week, mostly reporting news from the city and its
surroun ding communities. Occasio nally astrange
orentertaining story from the countryside will find

its way into the paper.

&

UPSALA BOTANICAL GARDEN

Professor Fries can be a source of informa-
tion for the player characters. He can share
secret books and documents on vaesen. Fries
has contacts with the university and the local
government, and can make a powerful ally.
He can also serve as the catalyst for a mys-
tery by encountering or seeking out vaesen.
The botanical garden can also be of interest
because of its large collection of mushrooms.
Mushrooms have a special function for many
vaesen, and scholars regard them as "fruits

Iu

of evil”. The garden contains all manner of

species, some of which are particularly inter-

esting to certain vaesen and anyone versedin

the magical arts.

4

UPSALA BOTANICAL GARDEN

The botanical garden of Upsala University was founded
inthe 17th century by Olof Rudbeck, butisbestknown
for being the Workplace of Clarl Linnaeus in the 18th
century. Linnaeus transformed the garden into one
of the finest in the world, with thousands of different
plants. Today the garden is run by mycology professor
Elias Fries, renowned for his book S)Jstema f\@cofogicum
and his relentless efforts to introduce mushrooms as
food items. A few people know about his traumatic
trip te Virmland where he was badly injured by a bear.
Fewer still are aware that Elias thinks the animal that
attacked him was not actually a bear, but a “terrible
beast,” and thatsince theincident he has seen strange

creatures rnoving unseen among humans.

THE JUNTA

The student movement known as the Junta was es-
tablished at the end of the 18th century as a political
protest movermentagainst restrictions on the freedom
of the press and other civil liberties. Several of its
members were musicians of the Royal Academic Or-
chestra. Inthe year 1800 they putonaconcert forthe
king; some refused to play, while others performed
the piece so poorlyit caused a scandal. The musicians
were severely punished, and the Junta was dissolved.
Orso the official story goes. The truth is that the
Junta went underground and was joined by more
members. It is now a secret revolutionary organiza-

tion with ties to enemy nations.

]
(ﬂ THE JUNTA

Exactly what the Juntais up to is for the Game-

master to decide. They could be republicans,
have ties to groups fighting for Norwegian in-
dependence, be paid by Danish spies, or rep-
resent political ideclogies such as liberalism,
socialism, or nationalism. One of the player

characters could be a member — or maybe the

Junta is an enemy of the Society?

®
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