The Great Wheel of the Fates: Special Creature Briefing

Ghul

A Ghul is a human who has, as part of a dark magical ritual or through desperation or as an act of
calculated evil, eaten the flesh of another human being. In rare cases, the transformation into a ghul
is caused by the intervention of a powerful sorcerer or god of the underworld, who use them as
servants and messengers.

Most Ghul are carrion creatures and subsist on the flesh of the already-dead, eating from corpses
and graveyard fruit. While distasteful to many, such creatures are viewed as performing a task no
Persian wishes to – the handling and disposal of the dead – and are therefore largely tolerated in the
Thousand Nations. There are a small subset, who call themselves the Rakshasa or Ghul Princes, for
whom such feasts are not fresh enough and who have no issue with taking down living prey.
For the purposes of the game, there are three kind of Ghul.

• Hooded Ones: A derisory term used by Ghul to describe humans who have begun the process of
becoming a ghul but still look like (or can pass as) a normal human. They will have some of the lesser
powers of the Ghul but will not have taken their Meat Name.
• Ghul: The carrion-eaters familiar to most as Ghuls. They will have undergone a degree of physical
transformations through their diet and will have taken a Meat Name.

• Rakshasa or Ghul Princes: Ghul who have eaten a living soul and consumed it. Damned creatures of
great power – they place themselves beyond life, death and the gods, but pay a very great price to
do so.
Ghul can draw supernatural strength and sustenance from their unusual diet, and can be very potent
opponents in combat – but such a diet can be corrosive to the sanity of anyone forced to subsist on
it for a prolonged time. And once the forbidden flesh has been tasted, the Ghul must maintain their
diet or weaken and lose their abilities.
There are three defining moments in the existence of a Ghul – the first is when they first feast on
decaying human flesh, and become a Hooded One. Sometimes this status is granted through other
means but the end result is the same. This must be a willing act – tricking someone into cannibalism
with disguised pies, or forcing them to eat at swords-point do not count as initiation into the Ghul
nation.
The second defining moment of a Ghul’s life is the point they choose to take a Meat Name. This
represents the first time a Ghul uses the power of The Charnel Feast to consumes an entire human
corpse. By tradition, the Ghul takes on the name of the corpse (or, in the case of an unknown body,
a name describing some of the corpse’s distinguishing characteristics, such as One-Armed Warrior,
Tasty Well-Fed Merchant or Scraggy End-Bit) to pay due honour to the person whose remains
nourish them. From the point The Charnel Feast is first used, the Hooded One transforms into a
Ghul, and may use any of the Ghul’s Lesser or Greater powers.

The third defining moment in a Ghul’s existence and one which very few choose to take is the
murder and consumption of an unwilling, living human being through the Greater Charnel Feast. This
begins the process which transforms a Ghul into a Rakshasa, and marks the final stage of Ghul
transformation.

The Ghul in Play – Roleplaying Effects
• Strong affinity for darkness and being undercover – ghul dislike open spaces.

• Prefers uncooked/raw food, ideally meat, ideally human; the less fresh the better (within the
bounds of OOC safety and comfort).
• Finds spilt blood and open wounds fascinating but slightly repellent.

• May suffer bad dreams (or good ones, depending on the character’s true views about being a
Ghul) focussing on decay, flesh and rot. There may be an envelope awaiting you on any morning
with information about your dreams; if not, feel free to generate them yourself.
• Rakshasa, especially, favour aristocratic clothes and “looking good”.

The Ghul in Play: Unusual Abilities
• The Charnel Feast: A Ghul, given half an hour of roleplaying and an undisturbed opportunity, can
consume an entire human corpse, leaving behind nothing but some splintered bones and a wet
patch. The first time any Hooded One uses this power, they take their Meat Name and automatically
become a Ghul.
• The Greater Charnel Feast: This power may only be used on an unwilling, living victim who has
been incapacitated or in some way restrained or rendered unable to resist. The Ghul may consume
the living victim as if they were a corpse under the rules of the Charnel Feast. The victim does not
formally “die” until the conclusion of the 30 minute process and unless drugged or rendered unable
to speak is free to scream. Any victim consumed through the Greater Charnel feast will not pass
before their death gods and will not be able to interact with their psycopomp even if given death
rites – the Ghul has consumed the soul utterly.
Each time this power is used to consume a living soul, the Ghul or Rakshasa gains one skill from the
deceased character until the next sun-up, and gains all the access permissions of that character’s
class.
This power may only be used once during an Annual. This power is open to any Rakshasa or Ghul,
but the first time it is used, the Ghul will automatically complete their transformation into a
Rakshasa.

The Ghul in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Ghul will die,
permanently, irrespective of however many hits they have remaining.

Any Ghul may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

The Great Hunger

A ghul loses three body hits for every game day that the character does not consume dead human
flesh.
This must be done in the IC field or on a quest, during time in – it explicitly cannot be done “offstage”, on body parts “back at the tent” or otherwise bypassed. If a Ghul drops to zero or below
body hits through starvation, then this triggers THE LESSER HUNGER.

Ghul who use their more advanced powers or are injured often experience The Hunger. This is a
craving for sustenance and strength that can be difficult or impossible to slake – until it is satisfied,
the Ghul can use none of its powers. The Hunger comes in three stages.
---

THE LESSER HUNGER demands blood to slake it. The special creature must drink or consume
sufficient blood to cause three body hits of damage to slake its thirst; while this can be from multiple
donors, it must be fresh and “from the tap” – stored blood is of no use. Until THE LESSER HUNGER is
assuaged, the special creature cannot speak, use their hands for anything other than weapons and
shields and is filled with an all-consuming HUNGER. The special creature can – barely – understand
shouted orders. If THE LESSER HUNGER is not assuaged within one half-hour, it becomes THE
GREATER HUNGER.
---

THE GREATER HUNGER is more difficult to assuage. To slake this, the special creature must consume
human flesh – in addition to the blood drain of THE LESSER HUNGER, the injuries caused by a special
creature feeding will incapacitate its victim and will require a bead pull for the victim to survive,
even on Atlantis. (A Drowned Dead will be required to witness the slaking of THE GREATER HUNGER
and perform the requisite bead pull).
Until THE GREATER HUNGER is assuaged, the special creature cannot speak, use their hands for
anything other than weapons and shields and is filled with an irrational all-consuming HUNGER. The

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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language of others is gibberish to it. If THE GREATER HUNGER is not assuaged within one half-hour, it
becomes THE ALL-CONSUMING HUNGER.
---

Finally there is THE ALL-CONSUMING HUNGER. Many special creatures never reach a degree of
potency where this HUNGER is triggered – which is perhaps for the best. The only way to assuage
the ALL-CONSUMING HUNGER is to take a life. Until THE ALL-CONSUMING HUNGER is assuaged, the
special creature cannot speak, use their hands for anything other than weapons and shields and is
filled with an irrational all-consuming HUNGER. If THE ALL-CONSUMING HUNGER is not assuaged
within one half-hour, the special creature’s human personality is permanently lost, and they become
a ravening, savage HUNGER unable to tell friend from foe.
---

Automatic Triggering of The Great Hunger Status
Note that during the Final Annual, The Great Hunger will trigger more often than usual as the
increasing lack of Quintessence provokes the Ghul.

During the Friday and Saturday of the Final Annual, your The Great Hunger status will increase by
one step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Ghul: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Ghul might be involved in combat on Atlantis outside the Arena. Under those circumstances
they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
7 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER BEAST after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Ghul: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Ghul may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
7 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER HUNGER once bead pull is resolved.

Combat Rules for the Ghul: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Ghul might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
7 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER BEAST after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.
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Lycanthrope

A Lycanthrope is a mortal who possesses some or all of the traits and powers of a wolf or rarely,
another animal. Lycanthropy can be caused by powerful philosophy; by curses; or by the will of a
god. Lycanthropes which can control their powers and retain human wits and personality are
regarded as especially blessed by the gods; those who are unable to do so as cursed.

In order to be able to call on the additional powers a Lycanthrope can command, the character
requires a focus which is clearly associated with the animal in question. The most common, and
most well-known, is the cloak made of the animal’s hide; however prominent necklaces made of
teeth or claws can also serve the purpose. Without the item in question, the lycanthrope cannot call
on his powers.
The vast majority of Lycanthropes within the Roman world will be wolves. A small number will be
dogs, and a smaller number still, leopards.

Lycanthropes are not werewolves in the White Wolf or medieval mythological sense. They do not
suffer involuntary transformations, or suffer especial injuries from silver or any of that sort of thing.
They have more in common with the Norse concept of Bare-sarks or the Celtic skin-changers than
with classical werewolf mythology.

Lycanthropes lead short and violent lives. They run the risk both of physical injury and of losing
themselves in their beast; worse yet, their lives are foreshortened. The older they become, the more
powerful they become but the price they pay is the inevitability of the beast within taking over. To
become a Lycanthrope means certain death or oblivion within five years

The Lycanthrope in Play – Roleplaying Effects
• Strong affinity for moonlight and clear skies.

• Prefers uncooked/raw food (within the bounds of OOC safety and comfort).
• Finds spilt blood and open wounds fascinating.

• May suffer bad dreams (or good ones, depending on the character’s true views about being a
Lycanthrope) focussing on hunting and the kill. There may be an envelope awaiting you on any
morning with information about your dreams; if not, feel free to generate them yourself.

The Lycanthrope in Play: Unusual Abilities
None

The Lycanthrope in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Lycanthrope will die,
permanently, irrespective of however many hits they have remaining.

Any Lycanthrope may use the weapons above freely during combat, but if they use the weapons to
call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

The Ravening Beast

Special creatures who use their more advanced powers or are injured often experience The Beast.
This is a craving for blood and flesh that can be difficult or impossible to slake.
The Beast comes in three stages.
---

THE LESSER BEAST demands blood to slake it. The special creature must drink or consume sufficient
blood to cause three body hits of damage to slake its thirst; while this can be from multiple donors,
it must be fresh and “from the tap” – stored blood is of no use. Until THE LESSER BEAST is assuaged,
the special creature cannot speak, use their hands for anything other than weapons and shields and
is filled with an all-consuming hunger. The special creature can – barely – understand shouted
orders. If THE LESSER BEAST is not assuaged within one half-hour, it becomes THE GREATER BEAST.
---

THE GREATER BEAST is more difficult to assuage. To slake this, the special creature must consume
human flesh – in addition to the blood drain of THE LESSER BEAST, the injuries caused by a special
creature feeding will incapacitate its victim and will require a bead pull for the victim to survive,
even on Atlantis. (A Drowned Dead will be required to witness the slaking of THE GREATER BEAST
and perform the requisite bead pull).

Until THE GREATER BEAST is assuaged, the special creature cannot speak, use their hands for
anything other than weapons and shields and is filled with an irrational all-consuming hunger. The

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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language of others is gibberish to it. If THE GREATER BEAST is not assuaged within one half-hour, it
becomes THE ALL-CONSUMING BEAST.
---

Finally there is THE ALL-CONSUMING BEAST. Many special creatures never reach a degree of potency
where this hunger is triggered – which is perhaps for the best. The only way to assuage the ALLCONSUMING BEAST is to take a life. Until THE ALL-CONSUMING BEAST is assuaged, the special
creature cannot speak, use their hands for anything other than weapons and shields and is filled
with an irrational all-consuming hunger. If THE ALL-CONSUMING BEAST is not assuaged within one
half-hour, the special creature’s human personality is permanently lost, and they become a ravening,
savage beast unable to tell friend from foe.
---

Automatic Triggering of The Ravening Beast Status
Note that during the Final Annual, The Ravening Beast will trigger more often than usual as the
increasing lack of Quintessence provokes the Lycanthrope.

During the Friday and Saturday of the Final Annual, your The Ravening Beast status will increase by
one step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Lycanthrope: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Lycanthrope might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• STRIKEDOWN or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• REPEL, PARALYZE and CURSE - you cannot be subject to any mystery effect which grants
resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER HUNGER after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Lycanthrope: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Lycanthrope may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• STRIKEDOWN three times total during the Annual including any uses on Quest.

• PARALYZE once total during the Annual, must remain in contact with paralyzed target
for the full ten seconds.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• STRIKEDOWN or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• REPEL, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

• This is a major strain, and will trigger the LESSER BEAST once the bead pull is resolved.

Combat Rules for the Lycanthrope: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Lycanthrope might be involved in combat off Atlantis on a quest or other mission. Under
those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total
Damage Calls You Can Make:
• STRIKEDOWN three times total during the Annual including any uses on Quest.

• PARALYZE once total during the Annual, must remain in contact with paralyzed target
for the full ten seconds.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• STRIKEDOWN or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• REPEL, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).
• This is a major strain, and will trigger the LESSER HUNGER after the bead pull is
resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.
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Maenad

In Odyssey, a Maenad is someone who has undergone a mystical process or received a blessing from
Dionysos allowing them to transcend death while acting as a fanatical follower of his cult.

Maenads serve the God Who Comes in several ways. They encourage everyone around them to live
for and in the moment, to act based on feeling and instinct, and to eschew plans, long term goals
and the like. On occasion they can work miracles in the support of these goals. They act as physical
enforcers for the g0d’s priests (though seldom in a way the priest may wish) and they act as the focal
point of the god’s revels.
Maenads are marked by three primary characteristics; they appear utterly fearless and at times
actively disregarding of physical danger; they are sybaritic and pursue the most hedonistic and
luxurious life available to them; and they delight in encouraging others to give in to their passions, so
can be seductive, argumentative, troublemaking and often destructive to assist this process. They do
not distinguish between negative and positive passion; they seek only passion in those around them.
The Maenad in Play

The Maenad requires no specific phys reps; however any permanent wounds should be phys-repped
by scars or weeping wounds. If desired, ivy can be worn as growing from the skin.
A Note Regarding Maenad Resurrection Powers

When to use the power to bring someone back to life is a judgement call from the Maenad. The
intent is to use it as a reward for those whose faith in Dionysos is such that they will place their life
at risk without forethought; it is a reward for selfless sacrifice in the grip of one’s passions. The
moment anyone plans around it, or acts dangerously expecting it to be used in their service, it will
fail, and the Maenad should be scathing in their condemnation of anyone acting in such a way.

It works on the first person to jump off a cliff, not the second one who does so having seen the first
one survive, in other words.

The Maenad in Play – Roleplaying Effects
• May suffer bad dreams (or good ones, depending on the character’s true views about being a
Maenad). There may be an envelope awaiting you on any morning with information about your
dreams; if not, feel free to generate them yourself.

• There is a strong theme of cannibalism running through Odyssey’s Dionysiac cult and the Maenads
have shown this too. They may show cannibalistic behaviour, and reward such behaviour in others.

The Maenad in Play: Unusual Abilities
• Once per day, the Maenad may reverse the effects of a fatal injury on another – but only where
that injury has been incurred, in the Maenad’s judgement, by someone acting without forethought
and with passion. This power explicitly will NOT work if someone is relying on it to do so – i.e.
foreknowledge that the Maenad can resurrect someone denies the Maenad that power.

The Maenad in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Maenad will die,
permanently, irrespective of however many hits they have remaining.

Any Maenad may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

The Great Hunger

Special creatures who use their more advanced powers or are injured often experience The Hunger.
This is a craving for blood and flesh that can be difficult or impossible to slake.
The Hunger comes in three stages.
---

THE LESSER HUNGER demands blood to slake it. The special creature must drink or consume
sufficient blood to cause three body hits of damage to slake its thirst; while this can be from multiple
donors, it must be fresh and “from the tap” – stored blood is of no use. Until THE LESSER HUNGER is
assuaged, the special creature cannot speak, use their hands for anything other than weapons and
shields and is filled with an all-consuming HUNGER. The special creature can – barely – understand
shouted orders. If THE LESSER HUNGER is not assuaged within one half-hour, it becomes THE
GREATER HUNGER.
---

THE GREATER HUNGER is more difficult to assuage. To slake this, the special creature must consume
human flesh – in addition to the blood drain of THE LESSER HUNGER, the injuries caused by a special
There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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creature feeding will incapacitate its victim and will require a bead pull for the victim to survive,
even on Atlantis. (A Drowned Dead will be required to witness the slaking of THE GREATER HUNGER
and perform the requisite bead pull).

Until THE GREATER HUNGER is assuaged, the special creature cannot speak, use their hands for
anything other than weapons and shields and is filled with an irrational all-consuming HUNGER. The
language of others is gibberish to it. If THE GREATER HUNGER is not assuaged within one half-hour, it
becomes THE ALL-CONSUMING HUNGER.
---

Finally there is THE ALL-CONSUMING HUNGER. Many special creatures never reach a degree of
potency where this HUNGER is triggered – which is perhaps for the best. The only way to assuage
the ALL-CONSUMING HUNGER is to take a life. Until THE ALL-CONSUMING HUNGER is assuaged, the
special creature cannot speak, use their hands for anything other than weapons and shields and is
filled with an irrational all-consuming HUNGER. If THE ALL-CONSUMING HUNGER is not assuaged
within one half-hour, the special creature’s human personality is permanently lost, and they become
a ravening, savage HUNGER unable to tell friend from foe.
---

Automatic Triggering of The Great Hunger Status
Note that during the Final Annual, The Great Hunger will trigger more often than usual as the
increasing lack of Quintessence provokes the Maenad.

During the Friday and Saturday of the Final Annual, your The Great Hunger status will increase by
one step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Maenad: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Maenad might be involved in combat on Atlantis outside the Arena. Under those circumstances
they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
5 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• REPEL at any time - However, the enemy calling REPEL will then be the focus of the
Maenad’s attention as if they had tried to frighten the Maenad.

Calls you cannot call RESIST to:
• IMPALE, PARALYZE, STRIKEDOWN, CRUSH, CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER BEAST after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Maenad: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Maenad may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
5 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• May strike for IMPALE with an open hand (ripping the heart out of the opponent) once
per arena battle. Note – this is only deemed used once the call is effective; if resisted it
remains available. The Maenad must then roleplay eating or taking a bite out of the heart
before resuming combat.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
• REPEL at any time - However, the enemy calling REPEL will then be the focus of the
Maenad’s attention as if they had tried to frighten the Maenad.
Calls you cannot call RESIST to:
• IMPALE, PARALYZE, STRIKEDOWN, CRUSH, CURSE - you cannot be subject to any
mystery effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER HUNGER once bead pull is resolved.

Combat Rules for the Maenad: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Maenad might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
5 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• May strike for IMPALE with an open hand (ripping the heart out of the opponent) once
per arena battle. Note – this is only deemed used once the call is effective; if resisted it
remains available. The Maenad must then roleplay eating or taking a bite out of the heart
before resuming combat.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
• REPEL at any time - However, the enemy calling REPEL will then be the focus of the
Maenad’s attention as if they had tried to frighten the Maenad.
Calls you cannot call RESIST to:
• IMPALE, PARALYZE, STRIKEDOWN, CRUSH, CURSE - you cannot be subject to any
mystery effect which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER BEAST after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Champion of Azi Dahak

The Champion of Azi Dahak is a mortal who, through the use of the philosophical Greater Mystery
“The Pact of Azi Dahak” has traded his soul to the King of the Monsters for the power to borrow
some of the powers of the King’s subjects in battle.

In keeping with the King of the Monsters’ attitude, the Pact is very powerful, but comes with many
downsides. Champions are likely to lead short, violent lives and die on the swords of their allies…

The Champion of Azi Dahak in Play – Roleplaying Effects
• Strong affinity for moonlight and clear skies.

• Prefers uncooked/raw food (within the bounds of OOC safety and comfort).
• Finds spilt blood and open wounds fascinating.

• May suffer bad dreams (or good ones, depending on the character’s true views about being
Champion of Azi Dahak) focussing on hunting and the kill. There may be an envelope awaiting you
on any morning with information about your dreams; if not, feel free to generate them yourself.

The Champion of Azi Dahak in Play: Unusual Abilities
None

The Champion of Azi Dahak in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.

If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Champion of Azi Dahak
will die, permanently, irrespective of however many hits they have remaining.

Any Champion of Azi Dahak may use the weapons above freely during combat, but if they use the
weapons to call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their
special creature status including all the abilities, bonuses and powers within this document,
immediately upon doing so and will probably be the subject of a powerful CURSE originating from
the patron of the executed character.

The Ravening Beast

Special creatures who use their more advanced powers or are injured often experience The Beast.
This is a craving for blood and flesh that can be difficult or impossible to slake.
The Beast comes in three stages.
---

THE LESSER BEAST demands blood to slake it. The special creature must drink or consume sufficient
blood to cause three body hits of damage to slake its thirst; while this can be from multiple donors,
it must be fresh and “from the tap” – stored blood is of no use. Until THE LESSER BEAST is assuaged,
the special creature cannot speak, use their hands for anything other than weapons and shields and
is filled with an all-consuming hunger. The special creature can – barely – understand shouted
orders. If THE LESSER BEAST is not assuaged within one half-hour, it becomes THE GREATER BEAST.
---

THE GREATER BEAST is more difficult to assuage. To slake this, the special creature must consume
human flesh – in addition to the blood drain of THE LESSER BEAST, the injuries caused by a special
creature feeding will incapacitate its victim and will require a bead pull for the victim to survive,
even on Atlantis. (A Drowned Dead will be required to witness the slaking of THE GREATER BEAST
and perform the requisite bead pull).

Until THE GREATER BEAST is assuaged, the special creature cannot speak, use their hands for
anything other than weapons and shields and is filled with an irrational all-consuming hunger. The
language of others is gibberish to it. If THE GREATER BEAST is not assuaged within one half-hour, it
becomes THE ALL-CONSUMING BEAST.
---

Finally there is THE ALL-CONSUMING BEAST. Many special creatures never reach a degree of potency
where this hunger is triggered – which is perhaps for the best. The only way to assuage the ALLCONSUMING BEAST is to take a life. Until THE ALL-CONSUMING BEAST is assuaged, the special
creature cannot speak, use their hands for anything other than weapons and shields and is filled
with an irrational all-consuming hunger. If THE ALL-CONSUMING BEAST is not assuaged within one
half-hour, the special creature’s human personality is permanently lost, and they become a ravening,
savage beast unable to tell friend from foe.
---

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
1

Automatic Triggering of The Ravening Beast Status
Note that during the Final Annual, The Ravening Beast will trigger more often than usual as the
increasing lack of Quintessence provokes the Champion of Azi Dahak.

During the Friday and Saturday of the Final Annual, your The Ravening Beast status will increase by
one step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Champion of Azi Dahak: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Champion of Azi Dahak might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• STRIKEDOWN or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• REPEL, PARALYZE and CURSE - you cannot be subject to any mystery effect which grants
resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER HUNGER after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Champion of Azi Dahak: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Champion of Azi Dahak may enter the Arena when their associated warband does if they so
choose, irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• STRIKEDOWN three times total during the Annual including any uses on Quest.

• PARALYZE once total during the Annual, must remain in contact with paralyzed target
for the full ten seconds.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• STRIKEDOWN or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• REPEL, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

• This is a major strain, and will trigger the LESSER BEAST once the bead pull is resolved.

Combat Rules for the Champion of Azi Dahak: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Champion of Azi Dahak might be involved in combat off Atlantis on a quest or other mission.
Under those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total
Damage Calls You Can Make:
• STRIKEDOWN three times total during the Annual including any uses on Quest.

• PARALYZE once total during the Annual, must remain in contact with paralyzed target
for the full ten seconds.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• STRIKEDOWN or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• REPEL, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).
• This is a major strain, and will trigger the LESSER HUNGER after the bead pull is
resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Annunaki

The Annunaki are demigod humans who can trace their lineage directly back to one of the Gods of
Anu’s royal line (Marduk, Ereshkigal, Ishtar, Lamashtu, Nergal, Shamash, Sin, Kiu, Namtar), and
whose divine nature has been “awakened” either by exposure to occult forces or the direct
intervention of, and recognition of, their divine parent. “Annunaki” formally means “Of the line of
Anu” – more correctly, these people might be considered as Annunakis.
The Annunaki and the Nefilim (demigods descended from the ancient pantheoi of the Caananites,
the Hittites, the Phoneicians or the Minoans) are traditional blood enemies and will be drawn to
fight each other.

All Annunaki have certain abilities and powers in common; they can resist the voice of the gods
which would normally strike a mortal dead; they are much harder to kill, and in some cases may be
functionally immortal; they are much stronger in battle.
The vast majority of Annunaki go unrecognised and live and die as mortals.

At some point during their lives, each awakened Annunaki will face a Trial – a situation or
circumstance where they must decide whether they will ascend to full godhood, or whether they
choose to set aside their immortality and live their lives out as a mortal, albeit a powerful one. Once
made, this decision cannot be unmade. These trials will occur, at the latest, by the Saturday night of
the Final Annual. All Annunaki must make the decision to ascend or set their divinity aside before the
Age is decided.
Unless extremely unusual circumstances come into play, only Champions may become Annunaki.

The Annunaki in Play – Roleplaying Effects
• Strong affinity for battle and heroic action.

• Possessed of a certain degree of overconfidence about their own invulnerability.

• May suffer bad dreams (or good ones, depending on the character’s true views about being a
Annunaki) focussing on Anu’s death. There may be an envelope awaiting you on any morning with
information about your dreams; if not, feel free to generate them yourself.

• Tendency to pick fights with or deliberately provoke any Nefilim characters they come into contact
with.

The Annunaki in Play: Unusual Abilities
Once per Annual, may undergo a ritual blinding. For the thirty minutes it will take the eyes to
regenerate, the Annunaki may invoke the right of blood prophecy and ask of the Gods the answer to
any one question. The gods will answer it as best they can based on their knowledge. (Requires a trip
to GOD or a radio check from a Drowned Dead). Use of this power will trigger The ALL-CONSUMING
HUBRIS.
Resistant to the effects of Divine Voice from all Persian gods as if they were a priest (this extends to
gods of other nationalities where relevant)

The Annunaki in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Annunaki will die,
permanently, irrespective of however many hits they have remaining.

Any Annunaki may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Divine Hubris

Divinely-inspired special creaturesi who use their more advanced powers or are injured often
experience Divine Hubris. This is the overweening pride, arrogance and confidence that
characterises the gods that can be difficult or impossible to manage.
Divine Hubris comes in three stages.
---

LESSER HUBRIS demands tribute to slake it. The demigod must be freely given tribute through
sacrifice as if they were a god, equivalent to ten drachma; the sacrifice must be made to their parent
god, in their name, by a priest. Until LESSER HUBRIS is assuaged, the demigod cannot use any of their
abilities except regeneration, and will behave in a condescending, arrogant and prideful manner. If
LESSER HUBRIS is not assuaged within one half-hour, it becomes GREATER HUBRIS
---

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
1

GREATER HUBRIS is more difficult to assuage. To slake this, the demigod must be freely given tribute
through sacrifice as if they were a god, equivalent to fifty drachma; the sacrifice must be made to
their parent god, in their name, by a priest.
Until GREATER HUBRIS is assuaged, the demigod cannot cannot use any of their abilities except
regeneration, and will behave in a condescending, arrogant and prideful manner, but will
additionally have no compunction about using threats, violence or even bloodshed to coerce priests
into making the appropriate sacrifice. If GREATER HUBRIS is not assuaged within one half-hour, it
becomes ALL-CONSUMING HUBRIS
---

Finally there is ALL-CONSUMING HUBRIS. Many of divine blood never reach a degree of potency
where this pride is triggered – which is perhaps for the best. The only way to assuage ALLCONSUMING HUBRIS is to sacrifice a life to the patron god of the demigod character – something
which, depending on the god in question, they may not especially appreciate or enjoy. Until ALLCONSUMING HUBRIS is assuaged, the demigod character cannot speak, use their hands for anything
other than weapons and shields and is filled with an irrational all-consuming rage.
If THE ALL-CONSUMING HUBRIS is not assuaged within one half-hour, the demigod’s human
personality is permanently lost, and they become a ravening, savage monster unable to tell friend
from foe
---

Automatic Triggering of Divine Hubris Status
Note that during the Final Annual, Divine Hubris will trigger more often than usual as the increasing
lack of Quintessence provokes the Annunaki.
During the Friday and Saturday of the Final Annual, your Divine Hubris status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Annunaki: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Annunaki might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Annunaki: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Annunaki may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER HUBRIS once bead pull is resolved.

Combat Rules for the Annunaki: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Annunaki might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Nefilim

The Nefilim are demigod humans who can trace their lineage directly back to one of the Gods of the
ancient lands of Hatti, Caanan and Phoenicia, and whose divine nature has been “awakened” either
by exposure to occult forces or the direct intervention of, and recognition of, their divine parent.
Nefilim may be descended from gods of the ancient Phoenician, Caananite, Hittite or Minoan
pantheoi - which in most cases means their divine progenitor will be long dead.
The Nefilim and the Annunaki (demigods descended from the gods of Mesopotamia) are traditional
enemies and will be drawn to fight one another.
All Nefilim have certain abilities and powers in common; they can resist the voice of the gods which
would normally strike a mortal dead; they are much harder to kill, and in some cases may be
functionally immortal; they are much stronger in battle.
The vast majority of Nefilim go unrecognised and live and die as mortals.

At some point during their lives, each awakened Nefilim will face a Trial – a situation or circumstance
where they must decide whether they will ascend to full godhood, or whether they choose to set
aside their immortality and live their lives out as a mortal, albeit a powerful one. Once made, this
decision cannot be unmade. These trials will occur, at the latest, by the Saturday night of the Final
Annual. All Annunaki must make the decision to ascend or set their divinity aside before the Age is
decided.
Unless extremely unusual circumstances come into play, only Champions may become Annunaki.

The Nefilim in Play – Roleplaying Effects
• Strong affinity for battle and heroic action.

• Possessed of a certain degree of overconfidence about their own invulnerability.

• May suffer bad dreams (or good ones, depending on the character’s true views about being a
Annunaki) focussing on Anu’s death. There may be an envelope awaiting you on any morning with
information about your dreams; if not, feel free to generate them yourself.
• Tendency to pick fights with or deliberately provoke any Annunaki characters they come into
contact with.

The Nefilim in Play: Unusual Abilities
Once per Annual, may undergo a ritual blinding. For the thirty minutes it will take the eyes to
regenerate, the Annunaki may invoke the right of blood prophecy and ask of the Gods the answer to
any one question. The gods will answer it as best they can based on their knowledge. (Requires a trip
to GOD or a radio check from a Drowned Dead). Use of this power will trigger The ALL-CONSUMING
HUBRIS.
Resistant to the effects of Divine Voice from all Persian gods as if they were a priest (this extends to
gods of other nationalities where relevant)

The Nefilim in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Nefilim will die,
permanently, irrespective of however many hits they have remaining.

Any Nefilim may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Divine Hubris

Divinely-inspired special creaturesi who use their more advanced powers or are injured often
experience Divine Hubris. This is the overweening pride, arrogance and confidence that
characterises the gods that can be difficult or impossible to manage.
Divine Hubris comes in three stages.
---

LESSER HUBRIS demands tribute to slake it. The demigod must be freely given tribute through
sacrifice as if they were a god, equivalent to ten drachma; the sacrifice must be made to their parent
god, in their name, by a priest. Until LESSER HUBRIS is assuaged, the demigod cannot use any of their
abilities except regeneration, and will behave in a condescending, arrogant and prideful manner. If
LESSER HUBRIS is not assuaged within one half-hour, it becomes GREATER HUBRIS
---

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
1

GREATER HUBRIS is more difficult to assuage. To slake this, the demigod must be freely given tribute
through sacrifice as if they were a god, equivalent to fifty drachma; the sacrifice must be made to
their parent god, in their name, by a priest.
Until GREATER HUBRIS is assuaged, the demigod cannot cannot use any of their abilities except
regeneration, and will behave in a condescending, arrogant and prideful manner, but will
additionally have no compunction about using threats, violence or even bloodshed to coerce priests
into making the appropriate sacrifice. If GREATER HUBRIS is not assuaged within one half-hour, it
becomes ALL-CONSUMING HUBRIS
---

Finally there is ALL-CONSUMING HUBRIS. Many of divine blood never reach a degree of potency
where this pride is triggered – which is perhaps for the best. The only way to assuage ALLCONSUMING HUBRIS is to sacrifice a life to the patron god of the demigod character – something
which, depending on the god in question, they may not especially appreciate or enjoy. Until ALLCONSUMING HUBRIS is assuaged, the demigod character cannot speak, use their hands for anything
other than weapons and shields and is filled with an irrational all-consuming rage.
If THE ALL-CONSUMING HUBRIS is not assuaged within one half-hour, the demigod’s human
personality is permanently lost, and they become a ravening, savage monster unable to tell friend
from foe
---

Automatic Triggering of Divine Hubris Status
Note that during the Final Annual, Divine Hubris will trigger more often than usual as the increasing
lack of Quintessence provokes the Nefilim.
During the Friday and Saturday of the Final Annual, your Divine Hubris status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Nefilim: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Nefilim might be involved in combat on Atlantis outside the Arena. Under those circumstances
they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Nefilim: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Nefilim may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER HUBRIS once bead pull is resolved.

Combat Rules for the Nefilim: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Nefilim might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Demigod

A Demigod is a human who can trace their lineage directly back to one of the Greek, Roman or
Hellenic Phoenician Gods, and whose divine nature has been “awakened” either by exposure to the
Nectar of Mount Delos or the direct intervention of, and recognition of, their divine parent.
All demigods have certain abilities and powers in common; they can resist the voice of the gods
which would normally strike a mortal dead; they are much harder to kill, and in some cases may be
functionally immortal; they are much stronger in battle.
The vast majority of demigods in Hellas Phoenicia, Greece and Rome go unrecognised and live and
die as mortals. Only those who drink of the Nectar the Hyperboreans brew from the flowers that
grow on Mount Delos, or those who are directly recognised by their parent, come into their power.
At some point during their lives, each Demigod will face a Trial – a situation or circumstance where
they must decide whether they will ascend in time to full godhood, or whether they choose to live
their lives out as a mortal, albeit a very powerful one. Once made, this decision cannot be unmade.
These trials will occur, at the latest, by the Saturday night of the Final Annual. All demigods must
make the decision to ascend or set their divinity aside before the Age is decided.
Unless extremely unusual circumstances come into play, only Champions may become demigods.

The Demigod in Play – Roleplaying Effects
• Strong affinity for battle and heroic action.

• Possessed of a certain degree of overconfidence about their own invulnerability.

• May suffer bad dreams (or good ones, depending on the character’s true views about being a
demigod) focussing on hunting and the kill. There may be an envelope awaiting you on any morning
with information about your dreams; if not, feel free to generate them yourself.

The Demigod in Play: Unusual Abilities
Resistant to the effects of Divine Voice from all Greek, Roman and Hellenic gods as if they were a
priest (this extends to gods of other nationalities where relevant)

Each demigod also has a specific ability associated with their divine parent. See your player pack for
details.

The Demigod in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Demigod will die,
permanently, irrespective of however many hits they have remaining.

Any Demigod may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Divine Hubris

Divinely-inspired special creaturesi who use their more advanced powers or are injured often
experience Divine Hubris. This is the overweening pride, arrogance and confidence that
characterises the gods that can be difficult or impossible to manage.
Divine Hubris comes in three stages.
---

LESSER HUBRIS demands tribute to slake it. The demigod must be freely given tribute through
sacrifice as if they were a god, equivalent to ten drachma; the sacrifice must be made to their parent
god, in their name, by a priest. Until LESSER HUBRIS is assuaged, the demigod cannot use any of their
abilities except regeneration, and will behave in a condescending, arrogant and prideful manner. If
LESSER HUBRIS is not assuaged within one half-hour, it becomes GREATER HUBRIS
---

GREATER HUBRIS is more difficult to assuage. To slake this, the demigod must be freely given tribute
through sacrifice as if they were a god, equivalent to fifty drachma; the sacrifice must be made to
their parent god, in their name, by a priest.
Until GREATER HUBRIS is assuaged, the demigod cannot cannot use any of their abilities except
regeneration, and will behave in a condescending, arrogant and prideful manner, but will
additionally have no compunction about using threats, violence or even bloodshed to coerce priests
into making the appropriate sacrifice. If GREATER HUBRIS is not assuaged within one half-hour, it
becomes ALL-CONSUMING HUBRIS

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
1

---

Finally there is ALL-CONSUMING HUBRIS. Many of divine blood never reach a degree of potency
where this pride is triggered – which is perhaps for the best. The only way to assuage ALLCONSUMING HUBRIS is to sacrifice a life to the patron god of the demigod character – something
which, depending on the god in question, they may not especially appreciate or enjoy. Until ALLCONSUMING HUBRIS is assuaged, the demigod character cannot speak, use their hands for anything
other than weapons and shields and is filled with an irrational all-consuming rage.
If THE ALL-CONSUMING HUBRIS is not assuaged within one half-hour, the demigod’s human
personality is permanently lost, and they become a ravening, savage monster unable to tell friend
from foe
---

Automatic Triggering of Divine Hubris Status
Note that during the Final Annual, Divine Hubris will trigger more often than usual as the increasing
lack of Quintessence provokes the Demigod.
During the Friday and Saturday of the Final Annual, your Divine Hubris status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Demigod: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Demigod might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Demigod: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Demigod may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER HUBRIS once bead pull is resolved.

Combat Rules for the Demigod: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Demigod might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Ka-of-a-God

A Ka-of-a-god is a human who has so completely embodied the principles and domain of one of the
Egyptian Gods, and whose divine nature has been “awakened” by the public acclamation of their
divine patron. In a very real sense, they are the god, or at the very least, they are the physical
manifestation and representation of the god’s will – their “ka” – on Earth. To all itents and purposes
they are a demigod.
All Kas have certain abilities and powers in common; they can resist the voice of the gods which
would normally strike a mortal dead; they are much harder to kill, and in some cases may be
functionally immortal; they are much stronger in battle. But they also have a special ability which
descends specifically from their patron god.

At some point during their lives, each Ka will face a Trial – a situation or circumstance where they
must decide whether they will ascend in time to full godhood as an aspect of the patron god, or
whether they choose to set aside their powers and responsibilities and live their lives out as a
mortal, albeit a very powerful one. Once made, this decision cannot be unmade. These trials will
occur, at the latest, by the Saturday night of the Final Annual. All demigods must make the decision
to ascend or set their divinity aside before the Age is decided.

The Ka-of-a-God in Play – Roleplaying Effects
• Strong affinity for drama, battle and heroic action.

• Possessed of a certain degree of overconfidence about their own invulnerability.

• May suffer bad dreams (or good ones, depending on the character’s true views about being a Ka)
focussing on the specific domain of the god in question. There may be an envelope awaiting you on
any morning with information about your dreams; if not, feel free to generate them yourself. For
Khnum, your dreams will be full of architectural plans for impossible buildings; for Ptah, the vast and
beautiful majesty of the universal mechanism; for Anubis, the duty and importance of the process of
guiding the soul to its place in the Western Lands.

The Ka-of-a-God in Play: Unusual Abilities

Resistant to the effects of Divine Voice from all Egyptian gods as if they were a priest (this extends to
gods of other nationalities where relevant)

Each demigod also has a specific ability associated with their divine sponsor. See your player pack for
details.

The Ka-of-a-God in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Ka-of-a-God will die,
permanently, irrespective of however many hits they have remaining.

Any Ka-of-a-God may use the weapons above freely during combat, but if they use the weapons to
call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Divine Hubris

Divinely-inspired special creaturesi who use their more advanced powers or are injured often
experience Divine Hubris. This is the overweening pride, arrogance and confidence that
characterises the gods that can be difficult or impossible to manage.
Divine Hubris comes in three stages.
---

LESSER HUBRIS demands tribute to slake it. The demigod must be freely given tribute through
sacrifice as if they were a god, equivalent to ten drachma; the sacrifice must be made to their parent
god, in their name, by a priest. Until LESSER HUBRIS is assuaged, the demigod cannot use any of their
abilities except regeneration, and will behave in a condescending, arrogant and prideful manner. If
LESSER HUBRIS is not assuaged within one half-hour, it becomes GREATER HUBRIS
---

GREATER HUBRIS is more difficult to assuage. To slake this, the demigod must be freely given tribute
through sacrifice as if they were a god, equivalent to fifty drachma; the sacrifice must be made to
their parent god, in their name, by a priest.
Until GREATER HUBRIS is assuaged, the demigod cannot cannot use any of their abilities except
regeneration, and will behave in a condescending, arrogant and prideful manner, but will
additionally have no compunction about using threats, violence or even bloodshed to coerce priests
into making the appropriate sacrifice. If GREATER HUBRIS is not assuaged within one half-hour, it
becomes ALL-CONSUMING HUBRIS

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
1

---

Finally there is ALL-CONSUMING HUBRIS. Many of divine blood never reach a degree of potency
where this pride is triggered – which is perhaps for the best. The only way to assuage ALLCONSUMING HUBRIS is to sacrifice a life to the patron god of the demigod character – something
which, depending on the god in question, they may not especially appreciate or enjoy. Until ALLCONSUMING HUBRIS is assuaged, the demigod character cannot speak, use their hands for anything
other than weapons and shields and is filled with an irrational all-consuming rage.
If THE ALL-CONSUMING HUBRIS is not assuaged within one half-hour, the demigod’s human
personality is permanently lost, and they become a ravening, savage monster unable to tell friend
from foe
---

Automatic Triggering of Divine Hubris Status
Note that during the Final Annual, Divine Hubris will trigger more often than usual as the increasing
lack of Quintessence provokes the Ka-of-a-God.
During the Friday and Saturday of the Final Annual, your Divine Hubris status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Ka-of-a-God: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Ka-of-a-God might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Ka-of-a-God: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Ka-of-a-God may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER HUBRIS once bead pull is resolved.

Combat Rules for the Ka-of-a-God: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Ka-of-a-God might be involved in combat off Atlantis on a quest or other mission. Under
those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER HUBRIS after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

N'Hru

In Odyssey, a Hekau N’Hru is a mortal human who has undergone one or more of the
transformational rites known to Egyptian Hekau to turn them into a living mummy.

The process of undergoing the rites involves the removal of internal organs which are then placed in
especially prepared canopic jars; providing the jars remain undamaged and the corresponding
amulets are worn at all times, the mummified character benefits from considerably increased
capabilities.

However, undergoing the process of mummification and evisceration required for these rites to
work is an agonising experience, worse than the most horrifying torture that can be imagined. Few if
any will emerge from the experience unscathed.
There are three kinds of Hekau N’Hru;

• Lesser: somewhere between one and four of the Canopic Rites (Heart, Liver, Entrails, Lungs) have
been enacted on the character. They still appear mostly human.
• Greater: In addition to between one and four of the Canopic Rites, the Rite of the Bandages has
been enacted on the N’Hru. After this point, no further rites other than Opening of the Mouth and
the Greater Rite can be performed. They appear as a bandaged mummy.
• Full: In addition to any previous rites, they have been subjected to the Opening of the Mouth
Ceremony.
• Immortal: the Greater Rite of Isis has been cast on the character.

Hekau N’Hru should not be confused with Holy N’Hru, which are a slightly different kind of creature.
The Gods will be unlikely to look favourably upon you, and after your death you will always go
before Anubis to account for the way you have used the power you have been given.
Amulets & Canopic Jars

• The Amulets replacing organs must be worn

• The N’Hru must remain within a reasonable distance of their canopic jars
• Separation from the jars means The Weight of Dust
• Destruction of the jars means almost certain death

The transformations worked upon a Hekau N’Hru are permanent. However, to gain the benefits of
the enchantment, the appropriate amulet must be worn by the character in question at all times.
Should the amulet be removed, lost or stolen, come to GOD immediately.

Likewise, a Hekau N’Hru must remain within a reasonable distance (deemed as “on the IC field”) of
his canopic jars to retain the effectiveness of their enchantment. He can leave their area of effect for

brief periods of time (deemed as long enough to conduct a quest) providing that on his return, he
nourishes the jars with salts, wine and naphtha (a short roleplaying ceremony).

If the jar is removed from the field, or stolen, or taken to another territory, then the character
immediately suffers the penalties of the Lesser Weight of Dust. This cannot be assuaged by the usual
means and after one hour, it becomes the Greater Weight of Dust. If after a further hour passes the
jars have not been recovered or found, the N’Hru character dies.
If at any time the jars are broken, the N’Hru character will expire within the next 30 minutes. The
only way for this to be avoided is to recover the organ from the smashed jar and cast the Rite of the
Jar again within that 30 minutes – even then, the N’Hru will be permanently weakened. Should this
occur, see a referee immediately.

The N'Hru in Play – Roleplaying Effects
The Hekau N’Hru requires the following phys reps:

• Bandaging or linen shroud – this can be subtle for one or two rites but beyond that should cover
the majority of exposed flesh – you may also wish to consider something like this as a base layer:
http://www.morphsuits.co.uk/mummy-morphsuit
• Phys-reps for the appropriate amulets for the heart, entrails, lungs and liver as appropriate

• Phys-reps for the canopic jars – these should be about the size of a thermos flask or thereabouts
but as long as they appear to be Egyptian jars, that’s fine. Ideally the jars will have the heads of the
four guardian gods but that’s aspirational. They must be stored in the IC area. Jars must be declared
before time-in at GOD – they will require a ribbon
(Requirements:)

• If you hear someone pronounce CURSE OF THOTH upon you, it will immediately reduce you to one
hit and you should act as though you have caught fire.

• If you hear someone pronounce WILL OF ANUBIS upon you then you must, to the best of your OOC
ability, obey the next command they make. You may appear as reluctant as you wish IC but must
fulfil the command.
You begin the Annual with your normal skillset, but in addition apply the following:
(Roleplaying Effects)

• When not in a direct combat situation, should move slowly and deliberately.
• Extremely wary of any naked flame or fire.

• Finds eating distasteful, especially if Liver or Entrails have been replaced

• May suffer bad dreams (or good ones, depending on the character’s true views about being a
N’Hru). There may be an envelope awaiting you on any morning with information about your
dreams; if not, feel free to generate them yourself.

The N'Hru in Play: Unusual Abilities
Reading the Tree of Life: Once per Annual, may undergo a ritual blinding. For the thirty minutes it
will take the eyes to regenerate, the N’Hru Mummy may invoke the right of blood prophecy and ask
of the Gods the answer to any one question. The gods will answer it as best they can based on their
knowledge. (Requires a trip to GOD or a radio check from a Drowned Dead). Use of this power will
trigger The WEIGHT OF ALL DUST.
Pitch and Naphtha – Once during the course of an Annual, the N’Hru, if possessed of Philosophical
skills, may contribute Pitch and Naphtha in lieu of all Blood, Fire and Earth quintessence required to
fuel any Greater Mystery. This will trigger THE WEIGHT OF ALL DUST.

The N'Hru in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the N'Hru will die,
permanently, irrespective of however many hits they have remaining.

Any N'Hru may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Weight of Dust

N’Hru who use their more advanced powers or are injured often experience The Weight of Dust. This
is the terrible weight of eternal life and the dry taste of eternity lying heavy on the N’Hru’s soul – the
contemplation of such can lead easily to the madness and horror which is the all-too-common end of
the lives of most N’Hru. Until the Weight of Dust is satisfied, the N’Hru can use none of its powers.
The Weight of Dust comes in three stages.
---

Lesser Weight of Dust demands water quintessence to slake it. The N’Hru must drink or consume
three pawns of water quintessence – this can be dissolved in honey and applied to bandages or
imbibed directly, or taken as a tincture in wine, but until the three pawns are consumed, the N’Hru
There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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will be fatigued, slow and may become stupid, difficult to reason with and may lose any sense of
their previous personality.
---

Greater Weight of Dust is more difficult to assuage. To slake this, the N’Hru must undertake a ritual
meal of water and earth quintessence – three of each – with the earth quintessence suffused and
baked into bread and the water quintessence suffused into beer. Until a little of each has been given
over to the four canopic jars and the remainder consumed by the N’Hru, he will be fatigued, slow
and may become stupid, difficult to reason with and may lose any sense of their previous
personality. The N’hru will be unable to speak save in grunts or gestures and may become enraged if
it cannot make its meaning plain
---

Finally there is the Weight Of All Consuming Dust. Many N’Hru never reach a degree of potency
where this hunger is triggered – which is perhaps for the best. Only the life force of a victim given
over to the N’Hru can slake the Weight of All Dust – until the life blood of a sentient being is poured
over them, the N’Hru will be unable to speak or move more than to simply see to its own needs and
may retire to a bed or sarcophagus. Such victims’ souls are consumed completely and will not pass
before their gods – though their gods may notice the imbalance. N’Hru under the Weight of All Dust
for more than a day or two may enter a kind of torpid sleep in which they can see out long periods of
time – but can only be revived by great magicks or blood.
---

Automatic Triggering of Weight of Dust Status
Note that during the Final Annual, Weight of Dust will trigger more often than usual as the increasing
lack of Quintessence provokes the N'Hru.
During the Friday and Saturday of the Final Annual, your Weight of Dust status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the N'Hru: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A N'Hru might be involved in combat on Atlantis outside the Arena. Under those circumstances
they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER WEIGHT OF DUST after the bead pull is
resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the N'Hru: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any N'Hru may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• CRUSH twice in any arena battle or quest with a two handed weapon.
• REPEL once in any arena battle or quest with a two handed weapon.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, REPEL, PARALYZE and CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER WEIGHT OF DUST once bead pull is
resolved.

Combat Rules for the N'Hru: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any N'Hru might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• CRUSH twice in any arena battle or quest with a two handed weapon.
• REPEL once in any arena battle or quest with a two handed weapon.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER WEIGHT OF DUST after the bead pull is
resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.

• On an execution or for each black bead, lose one body hit permanently.
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Ifrit

The Ifrit in Play – Roleplaying Effects
• Strong affinity for darkness and open flame.

• Prefers uncooked/raw food (within the bounds of OOC safety and comfort).
• Finds open wounds – especially burns - fascinating.

• May suffer bad dreams (or good ones, depending on the character’s true views about being an
Ifrit) focussing on fires and conflagrations. There may be an envelope awaiting you on any morning
with information about your dreams; if not, feel free to generate them yourself.

The Ifrit in Play: Unusual Abilities

The Ifrit in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Ifrit will die,
permanently, irrespective of however many hits they have remaining.

Any Ifrit may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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Lure of Flames

Ifrits who use their more advanced powers or are injured often experience The Call of the Flame.
This is a craving for fire that can be difficult or impossible to slake. The Call of the Flames comes in
three stages.
---

THE LESSER BLAZE demands burned flesh to slake it. The Ifrit must eat or consume sufficient burnt
meat from a sentient living thing to cause three body hits of damage to slake its thirst; while this can
be from multiple donors, it must be fresh – stored or pre-cooked meat is of no use. The flesh must
be torn from victims and burned through the heat of the Ifrit’s own hands. Until THE LESSER BLAZE is
assuaged, the Ifrit cannot speak, use their hands for anything other than weapons and shields and is
filled with an all-consuming hunger. The Ifrit can – barely – understand shouted orders. If THE
LESSER BLAZE is not assuaged within one half-hour, it becomes THE GREATER CONFLAGRATION.
---

THE GREATER CONFLAGRATION is more difficult to assuage. To slake this, the Ifrit must consume
lartger amounts of burned human flesh –the burn injuries caused by a Ifrit feeding will incapacitate
its victim no matter how many hits they have and will require a bead pull for the victim to survive,
even on Atlantis. Even if the victim survives they will be badly scarred and burned by the experience.
(A Drowned Dead will be required to witness the slaking of THE GREATER CONFLAGRATION and
perform the requisite bead pull).

Until THE GREATER CONFLAGRATION is assuaged, the Ifrit cannot speak, use their hands for anything
other than weapons and shields and is filled with an irrational all-consuming hunger. The language of
others is gibberish to it. If THE GREATER CONFLAGRATION is not assuaged within one half-hour, it
becomes THE ALL-CONSUMING INFERNO
---

Finally there is THE ALL-CONSUMING INFERNO. Many Ifrits never reach a degree of potency where
this hunger is triggered – which is perhaps for the best. The only way to assuage the ALLCONSUMING INFERNO is to take a life by fire. Until THE ALL-CONSUMING INFERNO is assuaged, the
Ifrit cannot speak, use their hands for anything other than weapons and shields and is filled with an
irrational all-consuming hunger. If THE ALL-CONSUMING INFERNO is not assuaged within one halfhour, the Ifrit’s human personality is permanently lost, and they become a ravening, savage beast
unable to tell friend from foe
---

Automatic Triggering of Lure of Flames Status
Note that during the Final Annual, Lure of Flames will trigger more often than usual as the increasing
lack of Quintessence provokes the Ifrit.
During the Friday and Saturday of the Final Annual, your Lure of Flames status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Ifrit: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Ifrit might be involved in combat on Atlantis outside the Arena. Under those circumstances
they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER BLAZE after the bead pull is resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Ifrit: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Ifrit may enter the Arena when their associated warband does if they so choose, irrespective
of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER BLAZE once bead pull is resolved.

Combat Rules for the Ifrit: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Ifrit might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER BLAZE after the bead pull is resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.
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Champion of Sol Invictus

The Champion of Sol Invictus in Play – Roleplaying Effects
• Strong affinity for bright lights and open flame.

• May suffer bad dreams (or good ones, depending on the character’s true views about being
Champion of Sol invictus) focussing on the Sun and Martial Victory. There may be an envelope
awaiting you on any morning with information about your dreams; if not, feel free to generate them
yourself.

The Champion of Sol Invictus in Play: Unusual Abilities
As you have grown closer to the heart of flame so your understanding increases, but equally, your
vulnerability to the power that lies at the hearty of the flame increases.

Reading the Flames: Once per Annual, may undergo a ritual blinding. For the thirty minutes it will
take the eyes to regenerate, you may invoke the right of blood prophecy and ask of Sol Invictus the
answer to any one question. Sol Invictus will answer it as he deems appropriate. (Requires a trip to
GOD or a radio check from a Drowned Dead). Use of this power will trigger The ALL-CONSUMING
NOON DAY SUN.
Curse of Sol Invictus/Curse of Agni – If you hear this curse directed at you, you immediately fall to
one hit and should act as if subjected to a REPEL call. Your internal light has been damped; you will
feel great fear and at risk of death.

The Champion of Sol Invictus in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.

If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Champion of Sol Invictus
will die, permanently, irrespective of however many hits they have remaining.

Any Champion of Sol Invictus may use the weapons above freely during combat, but if they use the
weapons to call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their
special creature status including all the abilities, bonuses and powers within this document,
immediately upon doing so and will probably be the subject of a powerful CURSE originating from
the patron of the executed character.

Gaze of the Noonday Sun
---

THE LESSER NOON DAY SUN demands burned flesh to slake it. You must eat or consume sufficient
burnt meat from a sentient living thing to cause three body hits of damage to slake its thirst; while
this can be from multiple donors, it must be fresh – stored or pre-cooked meat is of no use. The flesh
must be torn from victims and burned through the light of your own hands. Until THE LESSER NOON
DAY SUN is assuaged, you cannot speak, use your hands for anything other than weapons and
shields and are filled with an all-consuming hunger. You can – barely – understand shouted orders.
If THE LESSER NOON DAY SUN is not assuaged within one half-hour, it becomes THE GREATER NOON
DAY SUN
---

THE GREATER NOON DAY SUN is more difficult to assuage. To slake this, you must consume larger
amounts of burned human flesh –the burn injuries caused by you feeding will incapacitate your
victim no matter many hits they have and will require a bead pull for the victim to survive, even on
Atlantis. Even if the victim survives they will be badly scarred and burned by the experience. (A
Drowned Dead will be required to witness the slaking of THE GREATER NOON DAY SUN and perform
the requisite bead pull).

Until THE GREATER NOON DAY SUN is assuaged, you cannot speak, use your hands for anything
other than weapons and shields and are filled with an irrational all-consuming hunger. The language
of others is gibberish to it. If THE GREATER NOON DAY SUN is not assuaged within one half-hour, it
becomes THE ALL-CONSUMING NOON DAY SUN
---

Finally there is THE ALL-CONSUMING NOON DAY SUN. You may never reach a degree of potency
where this hunger is triggered – which is perhaps for the best. The only way to assuage the ALLCONSUMING NOON DAY SUN is to take a life. Until THE ALL-CONSUMING NOON DAY SUN is
assuaged, you cannot speak, use your hands for anything other than weapons and shields and is
filled with an irrational all-consuming hunger. If THE ALL-CONSUMING NOON DAY SUN is not
assuaged within one half-hour, your human personality is permanently lost, and they become a
ravening, savage beast unable to tell friend from foe
---

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
1

Automatic Triggering of Gaze of the Noonday Sun Status
Note that during the Final Annual, Gaze of the Noonday Sun will trigger more often than usual as the
increasing lack of Quintessence provokes the Champion of Sol Invictus.
During the Friday and Saturday of the Final Annual, your Gaze of the Noonday Sun status will
increase by one step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Champion of Sol Invictus: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Champion of Sol Invictus might be involved in combat on Atlantis outside the Arena. Under
those circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.

Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect which
grants resistance to these calls.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).
• This is a major strain, and will trigger the LESSER NOONDAY SUN after the bead pull is
resolved.

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Champion of Sol Invictus: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Champion of Sol Invictus may enter the Arena when their associated warband does if they so
choose, irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).
• This is a major strain, and will trigger the LESSER NOONDAY SUN once bead pull is
resolved.

Combat Rules for the Champion of Sol Invictus: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Champion of Sol Invictus might be involved in combat off Atlantis on a quest or other
mission. Under those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
10 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• Either STRIKEDOWN OR CRUSH for three uses total (not each) per Annual.
• Gains the skill USE TWO HANDED WEAPON

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• IMPALE at any time

• REPEL or CRUSH if blow is parried with a weapon or shield.
Calls you cannot call RESIST to:
• STRIKEDOWN, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• This is a major strain, and will trigger the LESSER NOONDAY SUN after the bead pull is
resolved.
• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.
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Companion

An Alexandrian Companion is one who has been granted the power to transcend mortal limits
through their conviction, willpower and loyalty to Alexander Reborn and the cause of Destiny Over
Fate. This provides distinct physical enhancements and resistance to accidental death.
These statistics apply irrespective of the character’s path.

The Companion in Play – Roleplaying Effects
• Loyalty to the cause of Destiny over Fate and to the person of Alexander Reborn is paramount.

• Your attitude to gods and their servants may vary between contempt and pity. You have seen the
gods for what they are; actors whose egos have run out of control and largely have forgotten why
they are what they are. The audience is voting with its feet.

• Not all gods are irredeemably evil, but while the balance of power is so grotesquely twisted in their
favour, none of them can be trusted not to be corrupted. The end does not justify the means.

The Companion in Play: Unusual Abilities
• You are all OATHSWORN TO ALEXANDER.

• If you believe another of your company has broken their oath to Alexander, and you can convince
two other Companions, or Alexander, to agree, you and they are empowered to call OATHBREAKER’S
FATE on the agreed target.
• • If at any point you break your oath of loyalty to Alexander, or if at any point another Companion
calls on you OATHBREAKER’S FATE you lose all the benefits described in this document
• • You immediately take seven bead pulls (with beads replaced between pulls) and keep the worst
effect.
• • You immediately come to the direct (and almost certainly very hostile) attention of the Greek,
Hellenic Phoenician and Roman Gods.
• Alexander’s Aegis: In the exceptionally unlikely event of physically confronting a god, several
special effects apply.

• • All effects, special calls and damage directly or indirectly inflicted by the god (i.e. lightning
strikes, earthquakes, etc) score one normal hit.
• • As noted above, CURSE calls are completely ignored.

• • The Companion can, if they choose to forego combat themselves (through choice, injury or
incapacity) and confer the Alexander’s Aegis effect on another mortal for their next battle, through a
handshake, a weapon passed on or equivalent roleplaying effect. The effect ends with the end of the
battle or the bearer’s death. There is a special sheet at the end of this briefing which should be
passed on to whomever you confer the power on.
• • The companion need not remain close to the bearer, but should avoid significant heroic combat
if possible until the effect is discharged.
• • Passing the effect on means it may not be used or invoked again by the originator until the next
dawn.

• You count as ALL NATIONS AND NONE. You may be treated by philosophers of any nation; you may
if you are a philosopher treat any nation, including barbarians.

The Companion in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Companion will die,
permanently, irrespective of however many hits they have remaining.

Any Companion may use the weapons above freely during combat, but if they use the weapons to
call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Status effects

Companions are not subject to status effects like HUNGER, BLAZE or BEAST.
---

There is no LESSER status for Companions.
---

There is no GREATER status for Companions.
---

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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There is no ALL-CONSUMING status for Companions.
---

Automatic Triggering of Status effects Status
Note that during the Final Annual, Status effects will trigger more often than usual as the increasing
lack of Quintessence provokes the Companion.
During the Friday and Saturday of the Final Annual, your Status effects status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Companion: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Companion might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:

The Companion character receives an additional +2 hits to the total provided by their other
skills. They may not, under any circumstances, exceed a body hit total of 10 countilng this
and any other boosters/bonuses.effects.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
The Companion character has no innate ability to resist calls but can acquire such resistances
from mysteries, blessings or items.

Calls you cannot call RESIST to:
Unless in possession of effects cards to the contrary, the Companion is effected by all calls as
normal.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Companion: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Companion may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:

The Companion character receives an additional +2 hits to the total provided by their
other skills. They may not, under any circumstances, exceed a body hit total of 10
counting this and any other boosters/bonuses.effects.
Damage Calls You Can Make:
Unless in possession of effects cards to the contrary, the Companion cannot make any
special damage calls.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
The Companion character has no innate ability to resist calls but can acquire such
resistances from mysteries, blessings or items.
Calls you cannot call RESIST to:
Unless in possession of effects cards to the contrary, the Companion is effected by all
calls as normal.
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

Combat Rules for the Companion: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Companion might be involved in combat off Atlantis on a quest or other mission. Under
those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
The Companion character receives an additional +2 hits to the total provided by their
other skills. They may not, under any circumstances, exceed a body hit total of 10
countilng this and any other boosters/bonuses.effects.
Damage Calls You Can Make:
Unless in possession of effects cards to the contrary, the Companion cannot make any
special damage calls.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
The Companion character has no innate ability to resist calls but can acquire such
resistances from mysteries, blessings or items.
Calls you cannot call RESIST to:
Unless in possession of effects cards to the contrary, the Companion is effected by all
calls as normal.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Immortal

In Odyssey, an Immortal is someone who has undergone a mystical process or received a blessing
from the gods (usually one of the dying and reviving gods such as Osiris, Adonis, Attis or Tammuz)
which allows them to recover from fatal injury and survive experiences which may kill a mortal.
Immortality of this nature is usually, but not always, granted through a blessing; certain powerful
experiences, transformations or artifacts (like divine Ambrosia), and certain very powerful
philosophies can also produce the effect.

The Immortal in Play – Roleplaying Effects
The Immortal requires no specific phys reps; however any permanent wounds should be physrepped by scars or weeping wounds.
(Roleplaying Effects)

• May suffer bad dreams (or good ones, depending on the character’s true views about being an
immortal). There may be an envelope awaiting you on any morning with information about your
dreams; if not, feel free to generate them yourself.

The Immortal in Play: Unusual Abilities
None unless noted elsewhere.

The Immortal in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.

If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Immortal will die,
permanently, irrespective of however many hits they have remaining.

Any Immortal may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Status effects

Immortals are not subject to status effects like HUNGER, BLAZE or BEAST.
---

There is no LESSER status for Immortals.
---

There is no GREATER status for Immortals.
---

There is no ALL-CONSUMING status for Immortals.
---

Automatic Triggering of Status effects Status
Note that during the Final Annual, Status effects will trigger more often than usual as the increasing
lack of Quintessence provokes the Immortal.
During the Friday and Saturday of the Final Annual, your Status effects status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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Combat Rules for the Immortal: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Immortal might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:

The Immortal character receives an additional +2 hits to the total provided by their other
skills. They may not, under any circumstances, exceed a body hit total of 10 countilng this
and any other boosters/bonuses.effects.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
The Immortal character has no innate ability to resist calls but can acquire such resistances
from mysteries, blessings or items.

Calls you cannot call RESIST to:
Unless in possession of effects cards to the contrary, the Immortal is effected by all calls as
normal.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Immortal: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Immortal may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:

The Immortal character receives an additional +2 hits to the total provided by their other
skills. They may not, under any circumstances, exceed a body hit total of 10 counting this
and any other boosters/bonuses.effects.
Damage Calls You Can Make:
Unless in possession of effects cards to the contrary, the Immortal cannot make any
special damage calls.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
The Immortal character has no innate ability to resist calls but can acquire such
resistances from mysteries, blessings or items.
Calls you cannot call RESIST to:
Unless in possession of effects cards to the contrary, the Immortal is effected by all calls
as normal.
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

Combat Rules for the Immortal: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Immortal might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
The Immortal character receives an additional +2 hits to the total provided by their other
skills. They may not, under any circumstances, exceed a body hit total of 10 countilng this
and any other boosters/bonuses.effects.
Damage Calls You Can Make:
Unless in possession of effects cards to the contrary, the Immortal cannot make any
special damage calls.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
The Immortal character has no innate ability to resist calls but can acquire such
resistances from mysteries, blessings or items.
Calls you cannot call RESIST to:
Unless in possession of effects cards to the contrary, the Immortal is effected by all calls
as normal.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Alexander

Proceed in pursuit of the goals of the Republic of Humanity in the best way you see fit. Should the
Republic fail or fall, decide which of the remaining visions best suits the underlying themes of
freedom from tyranny and divine hubris.

Specific memory points of interest: The Tower of Babel was a construct created by Ptolemy Soter as
part of his goal to create a universal language and coinage to break down the barriers between
different nations of mortals. You are unclear on how. The project was part completed - universal
language and coinage had been achieved - but his stated goal of "unifying all blood harmonics"
whatever that might mean was not achieved before Babylon.

The Alexander in Play – Roleplaying Effects
• Loyalty to the cause of Destiny over Fate is paramount.

• Your attitude to gods and their servants may vary between contempt and pity. You have seen the
gods for what they are; actors whose egos have run out of control and largely have forgotten why
they are what they are. The audience is voting with its feet.

• Not all gods are irredeemably evil, but while the balance of power is so grotesquely twisted in their
favour, none of them can be trusted not to be corrupted. The end does not justify the means.

The Alexander in Play: Unusual Abilities
• If you believe another of your company has broken their oath to you, you are empowered to call
OATHBREAKER’S FATE on the target.
• Alexander’s Aegis: In the exceptionally unlikely event of physically confronting a god, several
special effects apply.
• • All effects, special calls and damage directly or indirectly inflicted by the god (i.e. lightning
strikes, earthquakes, etc) score one normal hit.
• • As noted above, CURSE calls are completely ignored.

• • Alexander can, if they choose to forego combat themselves (through choice, injury or incapacity)
confer the Alexander’s Aegis effect on another mortal for their next battle, through a handshake, a
weapon passed on or equivalent roleplaying effect. The effect ends with the end of the battle or the
bearer’s death. There is a special sheet at the end of this briefing which should be passed on to
whomever you confer the power on.

• • Alexander need not remain close to the bearer, but should avoid significant heroic combat if
possible until the effect is discharged.

• • Passing the effect on means it may not be used or invoked again by the originator until the next
dawn.
• You count as ALL NATIONS AND NONE. You may be treated by philosophers of any nation.

The Alexander in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Alexander will die,
permanently, irrespective of however many hits they have remaining.

Any Alexander may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Status effects

Alexander is not subject to status effects like HUNGER, BLAZE or BEAST.
---

There is no LESSER status for beings such as Alexander.
---

There is no GREATER status for beings such as Alexander.
---

There is no ALL-CONSUMING status for beings such as Alexander.
---

Automatic Triggering of Status effects Status
Note that during the Final Annual, Status effects will trigger more often than usual as the increasing
lack of Quintessence provokes the Alexander.
During the Friday and Saturday of the Final Annual, your Status effects status will increase by one
step at Midday and Midnight.

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Alexander: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Alexander might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
9 Hits Total - this cannot be increased by any means.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
• If Alexander’s shield is uncrushed and he is wearing armour, he may call RESIST to treat
any call of IMPALE or STRIKEDOWN as a normal hit, irrespective of whether it strikes the
shield or not.
• • Alexander always treats PARALYZE as a single, normal hi

Calls you cannot call RESIST to:
• REPEL and CRUSH - you cannot be subject to any mystery effect which grants resistance to
these calls, though item effects can grant immunities.

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Alexander: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Alexander may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.

When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:
9 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• In any given arena battle Alexander can call IMPALE up to five times if he is using the
SPEAR OF ALEXANDER. Uses are only expended if the effect is taken.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
• If Alexander’s shield is uncrushed and he is wearing armour, he may call RESIST to treat
any call of IMPALE or STRIKEDOWN as a normal hit, irrespective of whether it strikes the
shield or not.
• • Alexander always treats PARALYZE as a single, normal hi
Calls you cannot call RESIST to:
• REPEL and CRUSH - you cannot be subject to any mystery effect which grants
resistance to these calls, though item effects can grant immunities.
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

Combat Rules for the Alexander: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Alexander might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
9 Hits Total - this cannot be increased by any means.
Damage Calls You Can Make:
• In any given quest Alexander can call IMPALE up to three times if he is using the SPEAR
OF ALEXANDER. Uses are only expended if the effect is taken.
Calls you can call RESIST against to treat as ONE NORMAL HIT:
• If Alexander’s shield is uncrushed and he is wearing armour, he may call RESIST to treat
any call of IMPALE or STRIKEDOWN as a normal hit, irrespective of whether it strikes the
shield or not.
• • Alexander always treats PARALYZE as a single, normal hi
Calls you cannot call RESIST to:
• REPEL and CRUSH - you cannot be subject to any mystery effect which grants
resistance to these calls, though item effects can grant immunities.
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Third Rite Black Path

You are on the path to becoming a lich, a being sustained by personal will and magical energy. By
walking the Black Path or the Spiral Dance, you have placed yourself outside the cycle of life and
death, gods and men. This profound transformation has both advantages and disadvantages.

The Third Rite Black Path in Play – Roleplaying Effects
ROLEPLAYING EFFECT: You become very risk-averse and avoid dangerous situations where possible.
Avoiding physical confrontations becomes a priority in your mind. You would never even consider
entering the Arena. It also means that if you are surprised in a violent situation, your reaction is
likely to be brutal and lethal to secure your own safety.

ROLEPLAYING EFFECT: Philosophy and the application of magic to the universe provide the solutions
to all problems great or small. Attempts to resolve issues or problems without the application of
philosophy are doomed to failure. Your intellect spans the moon and stars. You have tides to
regulate, comets to direct; you have no time for flatulence and orgasms.

The Third Rite Black Path in Play: Unusual Abilities
OCCLUSION OF THE FIRST RITE: The character has broken away from the cycle of life and death and
is occluded from the sight of the gods.
- He or she cannot benefit from BLESSINGS of any kind.

- He or she cannot be the subject of a successful Funeral Rite.

- He or she will not, after death, come before the death god of his or her pantheon.
- He or she will not, after death, pass into the afterlife.

- If a method is found to kill the character permanently, his or her soul will be trapped in eternal
torment in his own decaying flesh.
- He or she finds it easier to perform the Greater Mysteries associated with the Black Path.

DAGGER OF THE SECOND RITE: the dagger is bound to the philosopher's life force and if it is used to
shed blood for the purposes of a Greater Mystery casting, that blood counts as double strength (i.e.
satisfies the requirement for blood from two philosophers). The dagger is to all intents and purposes

now an artifact and will respond to Wisdom of the Magi - please come to GOD to obtain a ribbon
and lore sheet for the dagger if they are not already with this briefing.

PHYLACTERY OF THE THIRD RITE: the bonuses and regeneration effects outlined in this briefing
function ONLY while the phylactery is in contact with your flesh. Should it be lost, you will be unable
to use any of these abilities and you will be in grave danger.

The Third Rite Black Path in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Third Rite Black Path will
die, permanently, irrespective of however many hits they have remaining.

Any Third Rite Black Path may use the weapons above freely during combat, but if they use the
weapons to call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their
special creature status including all the abilities, bonuses and powers within this document,
immediately upon doing so and will probably be the subject of a powerful CURSE originating from
the patron of the executed character.

Status effects

Black Path characters are not subject to status effects like HUNGER, BLAZE or BEAST.
---

There is no LESSER status for beings on the Black path.
---

There is no GREATER status for beings on the Black Path.
---

There is no ALL-CONSUMING status for beings on the Black Path.
---

Automatic Triggering of Status effects Status
Note that during the Final Annual, Status effects will trigger more often than usual as the increasing
lack of Quintessence provokes the Third Rite Black Path.
During the Friday and Saturday of the Final Annual, your Status effects status will increase by one
step at Midday and Midnight.

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Third Rite Black Path: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Third Rite Black Path might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:

6 Hits Total - this can be increased through lesser mysteries to an absolute maximum of 10
hits.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time

Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Third Rite Black Path: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Third Rite Black Path may enter the Arena when their associated warband does if they so
choose, irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:

6 Hits Total - this can be increased through lesser mysteries to an absolute maximum of
10 hits.
Damage Calls You Can Make:
IMPALE with Black Path Dagger once per Annual

PARALYZE with Black Path Dagger once per Annual
Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time
Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

Combat Rules for the Third Rite Black Path: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Third Rite Black Path might be involved in combat off Atlantis on a quest or other mission.
Under those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
6 Hits Total - this can be increased through lesser mysteries to an absolute maximum of
10 hits.
Damage Calls You Can Make:
IMPALE with Black Path Dagger once per Annual

PARALYZE with Black Path Dagger once per Annual
Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time
Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Fourth Rite Black Path

You are on the path to becoming a lich, a being sustained by personal will and magical energy. By
walking the Black Path or the Spiral Dance, you have placed yourself outside the cycle of life and
death, gods and men. This profound transformation has both advantages and disadvantages.

The Fourth Rite Black Path in Play – Roleplaying Effects
ROLEPLAYING EFFECT: You become very risk-averse and avoid dangerous situations where possible.
Avoiding physical confrontations becomes a priority in your mind. You would never even consider
entering the Arena. It also means that if you are surprised in a violent situation, your reaction is
likely to be brutal and lethal to secure your own safety.

ROLEPLAYING EFFECT: Philosophy and the application of magic to the universe provide the solutions
to all problems great or small. Attempts to resolve issues or problems without the application of
philosophy are doomed to failure. Your intellect spans the moon and stars. You have tides to
regulate, comets to direct; you have no time for flatulence and orgasms.
ROLEPLAYING EFFECT: You are no longer tied to your original nationality. Appeals to your loyalty are
likely to produce at best incomprehension and at worst sneers as you view the entire concept of
nationhood as a trivial distraction you are glad to be rid of.

The Fourth Rite Black Path in Play: Unusual Abilities
OCCLUSION OF THE FIRST RITE: The character has broken away from the cycle of life and death and
is occluded from the sight of the gods.
- He or she cannot benefit from BLESSINGS of any kind.

- He or she cannot be the subject of a successful Funeral Rite.

- He or she will not, after death, come before the death god of his or her pantheon.
- He or she will not, after death, pass into the afterlife.

- If a method is found to kill the character permanently, his or her soul will be trapped in eternal
torment in his own decaying flesh.
- He or she finds it easier to perform the Greater Mysteries associated with the Black Path.

DAGGER OF THE SECOND RITE: the dagger is bound to the philosopher's life force and if it is used to
shed blood for the purposes of a Greater Mystery casting, that blood counts as double strength (i.e.
satisfies the requirement for blood from two philosophers). The dagger is to all intents and purposes
now an artifact and will respond to Wisdom of the Magi - please come to GOD to obtain a ribbon
and lore sheet for the dagger if they are not already with this briefing.
PHYLACTERY OF THE THIRD RITE: the bonuses and regeneration effects outlined in this briefing
function ONLY while the phylactery is in contact with your flesh. Should it be lost, you will be unable
to use any of these abilities and you will be in grave danger.
ICHOR OF THE FOURTH RITE: you have replaced your blood with a mystical fluid of your own
devising.
• You acquire all four Apply Quintessence skills if you did not previously possess them.

• Every day, you generate five quintessence of each type from the fluid that replaces your blood.
You may use this pool of power to fuel mysteries you cast. Unused power pool does not stack from
day to day.
• You may never again contribute blood to a mystery, but must obtain it from other philosophers
using the Knife of the Second Rite.
• You may now only be affected by preparation-based lesser mysteries (that you have to drink or
apply to yourself) if you choose to be.
• You no longer count as your nation for any meaningful purpose. Your body has no humours.
Mysteries which influence behaviour through the humours have no effect. You are of No Nation.
• You are no longer able to procreate naturally. Your insides are made of embalmed flesh and
metallic fluids. It won’t end well for anyone.

IF YOU DO NOT COMPLETE THE FINAL RITE OF THE BLACK PATH WITHIN TWELVE HOURS OF
GAINING THIS POWER, YOU WILL DIE AN AGONISING DEATH AND WILL BE TRAPPED WITHIN YOUR
OWN POISONED AND ROTTING BODY FOR ETERNITY

The Fourth Rite Black Path in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Fourth Rite Black Path
will die, permanently, irrespective of however many hits they have remaining.

Any Fourth Rite Black Path may use the weapons above freely during combat, but if they use the
weapons to call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their
There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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special creature status including all the abilities, bonuses and powers within this document,
immediately upon doing so and will probably be the subject of a powerful CURSE originating from
the patron of the executed character.

Status effects

Black Path characters are not subject to status effects like HUNGER, BLAZE or BEAST.
---

There is no LESSER status for beings on the Black path.
---

There is no GREATER status for beings on the Black Path.
---

There is no ALL-CONSUMING status for beings on the Black Path.
---

Automatic Triggering of Status effects Status
Note that during the Final Annual, Status effects will trigger more often than usual as the increasing
lack of Quintessence provokes the Fourth Rite Black Path.
During the Friday and Saturday of the Final Annual, your Status effects status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Fourth Rite Black Path: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Fourth Rite Black Path might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:
11 Hits Total - this cannot be increased by any means save the Final Rite.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time

Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Fourth Rite Black Path: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Fourth Rite Black Path may enter the Arena when their associated warband does if they so
choose, irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:

11 Hits Total - this cannot be increased by any means save the Final Rite.
Damage Calls You Can Make:
IMPALE with Black Path Dagger once per Annual

PARALYZE with Black Path Dagger once per Annual
Calls you can call RESIST against to treat as ONE NORMAL HIT:
IMPALE, PARALYZE, REPEL or CRUSH at any time
Calls you cannot call RESIST to:
• STRIKEDOWN and CURSE - you cannot be subject to any mystery effect which grants
resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

Combat Rules for the Fourth Rite Black Path: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Fourth Rite Black Path might be involved in combat off Atlantis on a quest or other mission.
Under those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
11 Hits Total - this cannot be increased by any means save the Final Rite.
Damage Calls You Can Make:
IMPALE with Black Path Dagger once per Annual

PARALYZE with Black Path Dagger once per Annual
Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time
Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Lich

You are a lich, a being sustained by personal will and magical energy. By walking the Black Path or
the Spiral Dance, you have placed yourself outside the cycle of life and death, gods and men. This
profound transformation has both advantages and disadvantages.

The Lich in Play – Roleplaying Effects
ROLEPLAYING EFFECT: You become very risk-averse and avoid dangerous situations where possible.
Avoiding physical confrontations becomes a priority in your mind. You would never even consider
entering the Arena. It also means that if you are surprised in a violent situation, your reaction is
likely to be brutal and lethal to secure your own safety.

ROLEPLAYING EFFECT: Philosophy and the application of magic to the universe provide the solutions
to all problems great or small. Attempts to resolve issues or problems without the application of
philosophy are doomed to failure. Your intellect spans the moon and stars. You have tides to
regulate, comets to direct; you have no time for flatulence and orgasms.
ROLEPLAYING EFFECT: You are no longer tied to your original nationality. Appeals to your loyalty are
likely to produce at best incomprehension and at worst sneers as you view the entire concept of
nationhood as a trivial distraction you are glad to be rid of.

The Lich in Play: Unusual Abilities
OCCLUSION OF THE FIRST RITE: The character has broken away from the cycle of life and death and
is occluded from the sight of the gods.
- He or she cannot benefit from BLESSINGS of any kind.

- He or she cannot be the subject of a successful Funeral Rite.

- He or she will not, after death, come before the death god of his or her pantheon.
- He or she will not, after death, pass into the afterlife.

- If a method is found to kill the character permanently, his or her soul will be trapped in eternal
torment in his own decaying flesh.
- He or she finds it easier to perform the Greater Mysteries associated with the Black Path.

DAGGER OF THE SECOND RITE: the dagger is bound to the philosopher's life force and if it is used to
shed blood for the purposes of a Greater Mystery casting, that blood counts as double strength (i.e.
satisfies the requirement for blood from two philosophers). The dagger is to all intents and purposes
now an artifact and will respond to Wisdom of the Magi - please come to GOD to obtain a ribbon
and lore sheet for the dagger if they are not already with this briefing.
PHYLACTERY OF THE THIRD RITE: the bonuses and regeneration effects outlined in this briefing
function ONLY while the phylactery is in contact with your flesh. Should it be lost, you will be unable
to use any of these abilities and you will be in grave danger.
ICHOR OF THE FOURTH RITE: you have replaced your blood with a mystical fluid of your own
devising.
• You acquire all four Apply Quintessence skills if you did not previously possess them.

• Every day, you generate five quintessence of each type from the fluid that replaces your blood.
You may use this pool of power to fuel mysteries you cast. Unused power pool does not stack from
day to day.
• You may never again contribute blood to a mystery, but must obtain it from other philosophers
using the Knife of the Second Rite.
• You may now only be affected by preparation-based lesser mysteries (that you have to drink or
apply to yourself) if you choose to be.
• You no longer count as your nation for any meaningful purpose. Your body has no humours.
Mysteries which influence behaviour through the humours have no effect. You are of No Nation.
• You are no longer able to procreate naturally. Your insides are made of embalmed flesh and
metallic fluids. It won’t end well for anyone.

COMPLETION OF THE FINAL RITE: INORGANIC PROCESS OF WILL: The brand of the Final Rite burned
pout all remaining organs, which are now replaced with ever-replenishing structures made of the
metallic fluid replacing your blood.
COMPLETION OF THE FINAL RITE: GATEKEEPER: Gates of Horn: Liches may utilise Gates of Horn to
travel to Atlantis and back, as any traveller might; these gates largely remain open during the
Annual. You may not pass through the Gate of Horn to the Map Room and the Audience Chamber
beyond under any circumstances. The realms of the gods are forever lost to you.

Gates of Ivory: Liches may utilise any Gate of Ivory to enter a quest of any nation if they so choose.
Equally, they may pass through a Gate of Ivory during a funeral ceremony of any nation and act as an
advocate for a dead soul with a psychopomp, and then may return to Atlantis. The Psychopomp is
bound to hear the lich, but may not affect it.
However, they may not, explicitly, enter an audience with a death god unless the death god invites
them to do so, and under such circumstances they are extremely vulnerable. The Death god may, at
will, imprison them in the underworld or extinguish their spirit, killing the character. This is the only
occasion a god may interact with a lich.

The Lich in Play: Restrictions

Execution by Special Weapon
Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Lich will die,
permanently, irrespective of however many hits they have remaining.

Any Lich may use the weapons above freely during combat, but if they use the weapons to call
“EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.

Status effects

Black Path characters are not subject to status effects like HUNGER, BLAZE or BEAST.
---

There is no LESSER status for beings on the Black path.
---

There is no GREATER status for beings on the Black Path.
---

There is no ALL-CONSUMING status for beings on the Black Path.
---

Automatic Triggering of Status effects Status
Note that during the Final Annual, Status effects will trigger more often than usual as the increasing
lack of Quintessence provokes the Lich.
During the Friday and Saturday of the Final Annual, your Status effects status will increase by one
step at Midday and Midnight.

If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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Combat Rules for the Lich: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Lich might be involved in combat on Atlantis outside the Arena. Under those circumstances
they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:

15 hits total. This may not be increased by any means and permanently lost hits can never
be recovered.

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time

Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery effect
which grants resistance to these calls

Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten seconds,
regenerate at one hit per ten seconds to original maximum (or one less if execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL PROCESS TO
BE COMPLETED before taking any further action. Take one extra bead pull (with
replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

Combat Rules for the Lich: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Lich may enter the Arena when their associated warband does if they so choose, irrespective
of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:

15 hits total. This may not be increased by any means and permanently lost hits can never
be recovered.
Damage Calls You Can Make:
IMPALE with Black Path Dagger once per Annual

PARALYZE with Black Path Dagger once per Annual
Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time
Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED AT THE END OF THE BATTLE.
• On an execution or black bead, lose one body hit permanently. Only once bead pull is
resolved, hits regenerate at one hit per ten seconds to original maximum (or one less if
execution/black bead).

Combat Rules for the Lich: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Lich might be involved in combat off Atlantis on a quest or other mission. Under those
circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:
15 hits total. This may not be increased by any means and permanently lost hits can never
be recovered.
Damage Calls You Can Make:
IMPALE with Black Path Dagger once per Annual

PARALYZE with Black Path Dagger once per Annual
Calls you can call RESIST against to treat as ONE NORMAL HIT:
REPEL or CRUSH at any time
Calls you cannot call RESIST to:
• STRIKEDOWN, IMPALE, PARALYZE and CURSE - you cannot be subject to any mystery
effect which grants resistance to these calls
Regeneration Rules:
• If reduced to zero hits/incapacitated, fall to the ground. After a slow count of ten
seconds, regenerate at one hit per ten seconds to original maximum (or one less if
execution).

• AT THE END OF THE BATTLE WAIT FOR PHILOSOPHER TREATMENT/BEAD PULL
PROCESS TO BE COMPLETED before taking any further action. Take one extra bead pull
(with replacement) for every time you were incapacitated.
• On an execution or for each black bead, lose one body hit permanently.

The Great Wheel of the Fates: Special Creature Briefing

Tree Nymph

The Tree Nymph in Play – Roleplaying Effects

The Tree Nymph in Play: Unusual Abilities

The Tree Nymph in Play: Restrictions
Execution by Special Weapon

Please read this section carefully; it has changed slightly from previous Annuals.
If executed by any weapon1 which calls “EXECUTE – PERMANENT” then the Tree Nymph will die,
permanently, irrespective of however many hits they have remaining.

Any Tree Nymph may use the weapons above freely during combat, but if they use the weapons to
call “EXECUTE – PERMANENT” on another unwilling special creature then they lose their special
creature status including all the abilities, bonuses and powers within this document, immediately
upon doing so and will probably be the subject of a powerful CURSE originating from the patron of
the executed character.
---------

There are currently six such weapons in the game, though the means exist at the Final Annual whereby more might be made. The existing
weapons are: The Labrys, The Harpoon of Yam, The Subtle Knife, The Spear of Alexander, The Sickle of Kronus and Lucretia’s Blade.
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Automatic Triggering of Status
Note that during the Final Annual, will trigger more often than usual as the increasing lack of
Quintessence provokes the Tree Nymph.

During the Friday and Saturday of the Final Annual, your status will increase by one step at Midday
and Midnight.
If you are in no status, it will automatically move into LESSER; if in LESSER it will automatically move
to GREATER and if already in GREATER it will move to ALL-CONSUMING.

Combat Rules for the Tree Nymph: Atlantis Outside the Arena
Please read this section carefully; it has changed slightly from previous Annuals.

A Tree Nymph might be involved in combat on Atlantis outside the Arena. Under those
circumstances they are obligated to use the following ruleset.

Total Body Hits: (This takes into account armour, body and all other hits:

Damage Calls You Can Make:
You may not use any special call effects under Atlantis rules or when fighting on Atlantis.

Calls you can call RESIST against to treat as ONE NORMAL HIT:

Calls you cannot call RESIST to:

Regeneration Rules:

Combat Rules for the Tree Nymph: For Use Under Arena Rules
Please read this section carefully; it has changed slightly from previous Annuals.

Any Tree Nymph may enter the Arena when their associated warband does if they so choose,
irrespective of their path. They are not obligated to do so, however.
When inside the Arena as part of a battle under Arena Rules, they are obligated to use the
following ruleset in addition to any further effects the Arena Minoans may state are in play:
Total Body Hits: (This takes into account armour, body and all other hits:

Damage Calls You Can Make:

Calls you can call RESIST against to treat as ONE NORMAL HIT:

Calls you cannot call RESIST to:

Regeneration Rules:

Combat Rules for the Tree Nymph: For Use On Quests
Please read this section carefully; it has changed slightly from previous Annuals.

Any Tree Nymph might be involved in combat off Atlantis on a quest or other mission. Under
those circumstances they are obligated to use the following ruleset.
Total Body Hits: (This takes into account armour, body and all other hits:

Damage Calls You Can Make:

Calls you can call RESIST against to treat as ONE NORMAL HIT:

Calls you cannot call RESIST to:

Regeneration Rules:

