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Prometheus
first transmuted
Atoms culled
for human clay.

—Horace

The darkness of Pro-
metheus signified
precisely the defi-
ciency of one who
needs fire in order to
achieve a more per-
fect form of being. In
obtaining this higher
form of being for man,
Prometheus shows
himself to be man’s
double, an eternal im-
age of man’s basically
imperfect form of
being.

—Carl Kerényi,

Prometheus:

Archetypal Image
of Human Existence

rometheans are monsters created by monsters. They are incomplete souls inhabit-

ing bodies that have been dismembered and reassembled, then animated, not by

life, but a cruel imitation of life: a mysterious, alchemical force — the Divine Fire
stolen from the gods by Prometheus. They are beings fueled by a transformative power,
with capabilities far greater than those of mortals.

Myths and legends tell of the creation of the Prometheans, although mortals are unaware
that these diverse tales reveal that monsters actually walk among them. Mary Shelley’s Fran-
kenstein is considered a work of fiction, but it tells of the creation of a Promethean by a mortal
alchemist who wielded the Divine Fire. Was Shelley aware of the truth behind her fantastic
story, or did she believe she made it all up? Some Prometheans say that the monster himself,
Frankenstein’s creation, revealed the story to her, whispering to her as she slept in fevered
dreams, unaware of his presence. He desperately needed to communicate his tragedy to a
world in which he could not himself participate. Others say that it was the monster’s bride
who told the tale to Shelley, deliberately warping it to make the monster seem worse.

Older legends also hint at other Prometheans. Osiris was killed and dismembered, and
then Isis recovered his limbs and gave him new life as the lord of the Underworld. Pygmalion
made Galatea, a woman “carved from marble,” given life by his need and the breath of the
gods. Siberian shamans suffered terrible initiations in trances where they were torn to pieces
by demons and then reassembled, with powers unknown to other men. And, of course, there
is the legend of the Golem, the being of clay animated by magic to deliver vengeance.

Although the details of these stories are half-truths colored by human ignorance, they
reveal the existence of the Prometheans and the force that animates them. They tell of
mortals who kindled the Divine Fire within a lifeless body. What they don’t tell is that such
an act of Promethean generation by mortals is extremely rare — it has been accomplished
only a handful of times throughout recorded history. Each act of creation produced a single
Promethean. These lonely Prometheans later sought to create others of their own kind
for themselves, producing lineages of monsters. The successive creations are unknown to
humans, yet it is those successors who stalk the world still, desperate for an acceptance and
belonging that their misbegotten nature denies them.

For all their power and transhuman potential, they suffer. The Fire that sustains them
also denies them human companionship. Although they appear to be normal humans (un-
less they use their supernatural powers), their very presence repulses mortals on a deep,
instinctual level. Worse, Nature itself denies them. The same instinctual distrust and hatred
that works upon mortals also provokes animals to flee or attack, and a Promethean who
stays too long in one place finds it becoming a wasteland around him, rendered drab and
lifeless by his presence.

The Inner Fire also provokes uncontrollable emotions within the Promethean himself
— destructive rages, intense envy, fanatic vindictiveness, overwhelming terror or suicidal
despair. Like the Furies that taunted Prometheus when he was bound to the rock, these
emotions torment Prometheans continuously and sometimes even control their behavior
at times to pervert their intentions.

Most Prometheans seek release from this tragic state. Rumors and legends tell of how the
Inner Fire can be mastered and turned from its destructive course, wielded toward a good
end, as an alchemist works common fire to transform substances. The result of this Great
Work is the transformation of lead into gold — the body into soul, the Promethean into a
mortal: a truly alive being, rather than an imitation of life.

A Promethean without a soul is like Prometheus bound. It is a Herculean task to break
the chains and free the titan. The Furies fight against it, and the Fire resists being tamed.
The process is long and hard, and many never achieve its end. The elixir of life promised
by such alchemy is mercurial, appearing in many different forms. This quest for Mortality
is called a Pilgrimage, and most Prometheans are nomads on this trackless path.

Prometheans are not alone in their possession of the Pyros, the animating flame. Other
creatures come from its crucible — inhuman things that are not meant to be and whose




bodies come in myriad shapes and forms. These malformed,
misbegotten creatures, called Pandorans, do not possess
the transcendent potential of a Promethean. They are
even dependent upon a Promethean’s very life force — his
Azoth, the purified Fire within him — for their “life” and
continued animation. Some Pandorans are mindless, ani-
malistic things, while others are hyper-intelligent, with a
supernatural cunning.

Prometheans are plagued by Pandorans, which are cre-
ated when a Promethean attempts to create another of its
kind yet proves unworthy of the task. Instead of creating
life, he creates chaos. A Promethean’s very presence can
awaken dormant Pandorans, who can possess nearly any
form when dormant, and cannot be easily detected until
they awaken. Once awakened, they will stop at nothing to
acquire more Pyros.

Bedeviled by their own warped creations and the Dis-
quiet that drives away humans and animals, Prometheans
are lonely, tormented creatures. Only in their own kind
can they find some degree of companionship. Even then,
however, their attempts at community suffer from distrust
and competition for the prize of true Mortality, which some
believe to be in limited supply. Still, a culture has arisen
among these lonely wanderers, handed on to others through
pilgrim marks left behind at the places where a Promethean
pauses for a while in his search. These signs tell other Pro-
metheans of the trials of those who passed this way before,
and reveal their hopes, dreams and fears — and dangers that
wait on the road ahead.

Those Prometheans who find others of their kind with
shared goals often group together into tight-knit gangs.
Companionship is rare enough that, when found, it is
treasured and kept alive through rituals. The Prometheans
who make up these groups, called “throngs,” often bond
themselves to one another through an alchemical pact,
signified by a Brand burned into the skin. Such a Brand is
both a wound and a sign of the Promethean’s pledge to bear
any torment for his fellows.

The Misunderstood
Monster

The cinema has given pop culture an indelible impres-
sion of Frankenstein’s monster: a shambling brute who
means well but is too horrible to look upon. Its anger and
rage overcomes its kindness, and it eventually kills. The
townsfolk rise up and chase the monster down, backing
it off a cliff or burying it beneath the crumbling stones of
Castle Frankenstein.

The monster is portrayed as an abomination against na-
ture. Even the monster senses this and seems to hate itself
for what it is. It seeks revenge against its creator or all of
humankind. Occasionally, it finds peace and acceptance,
usually from the blind or from a child who doesn’t yet know

THE MISUNDERSTOOD MONSTER




24

INTRODUCTION

to fear something so ugly. This peace never lasts, though, as
the creature’s great strength is often its undoing, for humans
are fragile beings, easily broken.

These characteristics often crop up in other interpreta-
tions of artificially created life or intelligence, in stories
about clones and robots. The naive new life form or artificial
intelligence wants to be liked and doesn’t understand why
others turn away from it. In the end, its own programming
proves how far it has to go before it can understand humans,
before it can ever be human.

A human’s disgust isn’t always just baseless prejudice.
Whether it’s a clone, robot or bodiless artificial intelligence,
the created being usually poses a threat. Maybe its got the
strength to break people’s necks on a whim, or weapons that
can wipe out whole armies, or an inhuman logic that causes
it to erase humans from the equation of its perfect universe.
(“I can’t do that, Dave.”) The fact is, it’s dangerous, regard-
less of its good intentions — intentions that inevitably go
bad in these stories.

Promethean draws on these themes to tell stories about
artificial humans stumbling their way through their painful
lives, seeking release in the promise that they can become
fully human one day. They aren’t robots or Als, though,
but stitched-together corpses animated by a supernatural
force. More alchemical than scientific, they are organic
in a grotesque way that cold machines could never be.
Rather than pointing to some future world where we have
to deal with the problems of our out-of-control technology,
Prometheans’ origins stretch back deep into human history
to the time of ancient myth. They have always been with
us. They’re not a problem yet to come; they’re here, now,
and their tormented wanderings have affected history in
hidden ways.

Promethean is a game set in the World of Darkness, a
contemporary world like ours but with deeper shadows,
where the worst sort of urban legends, occult mysteries and
conspiracy theories are usually true. As such, contemporary
issues such as science are not treated as science fiction, with
technologies like robots and spaceships that don’t exist yet,
or mad scientists creating false life in sterile laboratories.
Instead, these issues are seen in the half-light of ancient
mysticism and magic. The force that animates Prometheans
is not made of nanotech, it’s a mysterious energy spoken of
in ancient myth — the Divine Fire of the gods. The beings
who make monsters aren’t scientists trying to prove their
crackpot theories, they’re other monsters seeking to assuage
their loneliness or to hand off their curse so they can escape
it themselves.

In short, Promethean is a modern horror game, tinged
with elements from medieval alchemy, ancient myth and
modern occultism. It’sa game about monsters who want to be
human. They envy mortals, for as weak, petty and ignorant
as mortals can be, mortals have something Prometheans
don’t: each other.

Theme: Alienation

A Promethean’s existence is a lonely one. They must avoid
large number of humans, lest they provoke them into violence,
but others of their own kind are rare. When a Promethean
does meet another, both warily test each another to see if they
have found a friend or an enemy. Prometheans who prove
friendly might help one another on their Pilgrimages, or even
join together into a throng, to seek Mortality together and try
to succor one another in their alienation from the rest of the
world. Some, however, see the Pilgrimage as a competition
that only the fittest can win. To them, most other Prometheans
are bitter rivals. Others still shun the company of their own
kind, either out of fear or from miserly hoarding of the few
secrets they have uncovered on the Pilgrimage.

Mood:@lim pses
ofthe Grotesque

The lot of Prometheans is a struggle for transfigured flesh.
Their own bodiesare the subjects of their alchemical experi-
ments, and the Pandorans are nightmares made flesh. The
Pilgrimage yields disturbing flashes of insight via grotesque
imagery at unexpected moments — like when Jeffrey found
the severed ear in the movie Blue Velvet, setting off a journey
into the depths of human depravity. The brief glimpse of a
Promethean’s true form as he uses his powers, the hallucino-
genic animation of a Pandoran awakening from Dormancy,
the maggot-ridden animal parts that dot the landscape of a
place made barren by Promethean Disquiet. .. These sudden,
disturbing and stomach-wrenching images serve to drive
home the mood of a Promethean story.

How to Use This Book

The chapters of this book each present different facets of
the hidden world of Prometheans.

Chapter One provides an overview of who Prometheans
are, how they are created, the lonely journey through life
they call the Pilgrimage, and the far-traveled culture they
have developed on its paths.

Chapter Two presents rules and advice for creating Pro-
methean characters, and it details the powers they wield
with the Divine Fire burning in their bodies.

Chapter Three discusses the Promethean condition, the
advantages Prometheans have over mere humans and the
terrible drawbacks to their existence.

Chapter Four addresses the quest for Mortality, giving the
Storyteller detailed advice on how to handle this powerful
goal. The chapteralso presents the antagonists Prometheans
can expect to encounter on their Pilgrimages, from curious
mortals to flesh-eating Pandorans.

The Appendix presents an advanced character option:
Athanors, a means by which some Prometheans prepare
for their longed-for mortal lives. It is followed by a story for




beginning Promethean characters set in Chicago. Future
Promethean supplements continue the story in different
locales across the country.

Sourcesand Inspiration

Stories aboutartificial beings have been told in many times
and cultures. Storytellers and players might want to check
out some of these books, comics and movies to spark ideas
for their own Promethean chronicles and characters.

Books

Mary Shelley’s Frankenstein; or The Modern Prometheus.
It’s why this game exists.

Gustav Meyrink’s The Golem. Meyrink was an occult-
ist, and his background suffuses his work with a strange
mysticism.

The Adventures of Pinocchio by Carlo Collodi. “Once upon
a time, there was... ‘A king!’ my little readers will say right
away. No, children, you are wrong. Once upon a time there
was a piece of wood...”

Lucy Lane Clifford’s fairy tale, “Wooden Tony,” in which
the reverse of Pinocchio happens: A real boy is so detached
from humanity that he becomes a wooden doll, literally.
Prometheans might tell this story as a warning of what might
happen if they don’t pursue the Pilgrimage: They lose what
little humanity they have. Similarly, in her story “The Make
Believe Fish,” a toy fish ponders its artificial nature, until
a child casts it into the sea. Unfortunately, since it’s only
a toy, it sinks lifelessly to the bottom and is ignored by the
real fish — a metaphor, perhaps of what could happen to a
Promethean who tries to join humanity before he’s ready
(if you replace “ignored” with “hated”).

Ovid’s Metamorphoses. Available in many English edi-
tions, this is a classic grab bag of mythical stories, with the
theme of transformation. Look out for, among other things,
the tale of Galatea. Brimming with ideas and energy, even
2,000 years after its composition.

Mircea Eliade’s Shamanism: Archaic Techniques of Ecstasy
surveys shamanism around the world, but with a special
focus on Siberia. One chapter catalogs many dismember-
ment initiations from different cultures.

Robert A. Heinlein’s Stranger in a Strange Land, about a
man who is human and yet knows nothing about humans.

Isaac Asimov’s I, Robot deals with questions of created
entities and their concepts of individuality. Asimov’s “The
Bicentennial Man” looks at a creature who is more moral
and altruistic than the people who created him.

Comics
Frank Miller’s Sin City (also the movie of the same name,
directed by Miller and Robert Rodriguez). Marv is an awful
lot like a Tammuz Promethean. And why was thatserial killer,
Kevin, collecting beautiful women’s body parts anyway?

THEME | MOOD | HOW TO USE THIS BOOK

Swamp Thing. Both the Alan Moore/Stephen Bissette/John
Totleben version and the different-but-equally-wonderful
Len Wein/Bernie Wrightson version are available in col-
lected editions. Both provide great examples of a created
monster on a spiritual journey. Many of the Swamp Thing’s
supporting cast and enemies could easily be Pandorans (the
Un-Men) or Prometheans (the Patchwork Man).

The Monster of Frankenstein. Classic Marvel Comics from
the 1970, recently republished inafat, cheap, no-frills pack-
age. Grim, pulpy fun with some excellent imagination and
ideas from the likes of Doug Moench, Val Mayerik, Mike

Ploog and company.

Movies

Any of the Frankenstein movies, from the classic Boris
Karloff films (especially James Whale’s Bride of Frankenstein)
to the Hammer horror B-movies, to Kenneth Branagh’s more
recent take with Robert De Niro as the monster.

The Elephant Man is about a disfigured man who wants to
be treated like a normal human being. “I am not an animal!
[ am a human being!”

Sling Blade, in which the main character is set apart from
the people around him not by a supernatural nature, but by
mental disability. Like a Promethean, his differences make
him distrusted by most of those around him, and they’re
compounded by his inability to comprehend the motiva-
tions of ordinary people. He tries to do the right thing as
he understands it, which results in an exile from society at
large and the pseudo-family he almost established.

The same actor, Billy Bob Thornton, is also the lead in the
Coen Brothers’ film noir homage, The Man Who Wasn't There.
He portrays a man who seems normal but is unable to make
any meaningful connection to the people around him. He
might not inspire Disquiet, but his attempt to improve his lot
triggers a series of tragedies that costs him dearly. Prometheans,
especially the phlegmatic Nepri, might have similar emotional
blind spots when trying to pass among mortals.

A.l. and Blade Runner, both of which involve human-
seeming but non-living creatures trying to find a place
among humans, with varying degrees of both success and
bloodshed.

The Matrix trilogy of movies at least attempts to ask some
existential questions, and arguably positions individuals as
manufactured entities.

Dark City raises questions of individual motivation and
memory.

The Crow is about a man returned to life for a specific
purpose.

The short film, “More,” looks at individual motive and
purpose and how that can degrade over time. It challenges
the idea that the drone always has to be a cog — sometimes
he’s at the top of the scheme. With music by New Order.
(http://www.happyproduct.com/morel.html)
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Also: Edward Scissorhands, Equilibrium, The Iron Giant,
The Island of Dr. Moreau, Logan’s Run, Metropolis (both the
Fritz Lang classic and the Tezuka anime), The Terminator,

T2: Judgment Day and THX 1138
Music

Stravinsky’s ballet Petroushka is sort of a dark Russian Pin-
occhio, except that Pinocchio is murdered by a rival puppet
over the affections of a pretty girl puppet and comes back
at the end as a ghost.

Lexicon

alchemical pact: A mystical bond between members of
a throng, allowing them to mitigate some of the drawbacks
of Promethean existence.

Alchemicus: A class of Transmutations. The alteration
or transformation of material substances, from mystically
identifying them to molding their shape and function like
clay.

alchemy: The medieval art and science of causing mate-
rial transformations that effect internal mental or spiritual
transformation. Many of the tenets of alchemy seem to have
been drawn from Promethean anatomy and the properties
of the Pyros.

Aurum: The Refinement of Gold, or Mortality. Practi-
tioners are called Mimics or Adamists.

Azoth: Azoth is the amount of purified Pyros the Pro-
methean has within him. It is what animates him and gives
him the potential (the promise) of becoming mortal, or
truly alive. Azoth is often associated with the alchemical
principle of coagulation.

Aczothic radiance: The invisible aura that spreads out
from a Promethean. The higher his Azoth is, the wider the
aura spreads. A Promethean’s Azothic radiance awakens
Pandorans from Dormancy.

Bestowment: A power bestowed by a Promethean’s
Lineage. (Bestowments can also be purchased as Transmu-
tations. )

Brand: A body mark made by Pyros signifying a Pro-
methean’s membership in an alchemical pact.

Centimani: “The Hundred-Handed.” The Refinement
of Flux. Practitioners are called Centimani (singular: Cen-
timanus) or Freaks.

Corporeum: A class of Transmutations. Control or transfor-
mation of the body’s physical functions, from the regeneration
of wounded flesh to hardening the skin against damage.

Cuprum: The Refinement of Copper, or the Self. Prac-
titioners are called Pariahs or Eremites.

Deception: A class of Transmutations. Supernatural means
of confusing or evading opponents, from changing one’s skin
color to altering one’s facial features.

demiurge: A mortal who wields the Azoth to create a
Promethean. The result of a demiurge’s act of creation is

a Progenitor, the prototype Promethean of a Lineage. Any
Prometheans the Progenitor then creates inherit his Lin-
eage. Demiurges are rare. There have been only a handful
throughout history, and the last confirmed demiurge was
Dr. Victor Frankenstein.

disfigurements: Underneath the illusion of normality
provided by the Azoth, a Promethean’s true visage is terrible
to look upon. He might be scarred and stitched or appear to
be made of clay, depending on his Lineage. A Promethean’s
disfigurements become briefly visible to mortals when the
Promethean spends Pyros points or uses electrical current
to heal wounds.

Disquiet: An invisible aura emitted by the Promethean
that is deleterious to humans, animals and even the land
itself. It is the chief cause of a Promethean’s estrangement
from mortals.

Disquietism: A class of Transmutations. The manipula-
tion of the character’s own Disquieting aura, from driving
animals into a rabid fury to quelling Disquiet entirely for a
short while.

Dormancy: The state of hibernation a Pandoran suffers
when it does not have enough Pyros or a Promethean’s
Azothic radiance to sustain its activity.

Electrification: A class of Transmutations. The control
and generation of electrical current, from powering an
electrical device with one’s own Pyros to throwing deadly
bolts of lightning.

element: The five classical elements — earth, air, fire,
water, spirit — play an important role in the creation of a
Promethean, depending upon his Lineage.

Elpidos: A qashmal that serves Elpis. See qashmallim.

Elpis: When Pandora’s Box was opened and released Flux
upon the world, one power remained in the box: Hope, or
“Elpis” in Hesiod’s Greek. Prometheans equate Elpis with
the Transformative Fire that turns lead into gold.

Epimetheus’ Folly: The creation of one or more Pan-
dorans. When a Promethean attempts to create another
Promethean (see Prometheus’ Gift) but fails, he creates
Pandorans instead.

Ferrum: The Refinement of Iron, or the Corpus (body).
Practitioners are called Titans.

Firestorm: A sudden surge of Flux (or sometimes Elpis),
manifesting as a mutagenic field of chaos. Firestorms can
lacerate Prometheans or cause them to undergo forced
mutation. Also called Eumenidean Vortices.

Flux: The dark, uncontrollable, unnatural aspect of the
Divine Fire — one of the reasons its possession is often a
curse rather than a boon. Although the Divine Fire can
transform, it can also destroy. Flux is associated with al-
chemical dissolution and disintegration.

Frankenstein: A Promethean Lineage. Shambling crea-
tures whose limbs and organs were culled from multiple
bodies. They were given life by the element of fire in the
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form of lightning, and they suffer from an excess of choleric
humour. Their Progenitor was Dr. Victor Frankenstein’s
famous monster.

Furies: See Stannum.

Galatea: A Promethean Lineage. Beautiful creatures made
from the most perfect body parts from one or more corpses,
Galateids are enlivened by the Breath of Life and animated
with an excess of sanguine humour. Their Progenitor was
Galatea, the woman created by Pygmalion.

generative act: The act of creating a new Promethean.

going to the wastes: When a Promethean retreats from
contact with the mortal world, hibernating far from where
he can be interrupted. If he does not use his Transmutations
during his retreat, he can reduce his Azoth and cleanse it
of impurities.

Golem: See Tammuz.

Great Work, the: The alchemical operation of transform-
ing the Promethean into a mortal. Its stages and procedures
are the milestones of the Pilgrimage, guided by the discipline
of the Refinements.

humours: The classical bodily substances once thought
to play a role in human temperaments. Each Lineage is

animated with one of the five humours — yellow and black
bile, phlegm, blood and ectoplasm.

Ishtari: A Pandoran Mockery of the Tammug Lineage.

Lapis Philosophorum: The Philosopher’s Stone of the
alchemists, the end goal of the Great Work. Prometheans
equate the term with the attainment of Mortality.

Lilithim: A gashmal that serves Flux. See qashmallim.

Lineage: A type of Promethean, determined by the Lineage
of the Promethean’s creator (who is himself a Promethean).
The popular conception of a Promethean being created by
a mortal refers to a demiurge.

Magnum Opus: See Great Work.

Measure, the: The first impression a Promethean takes
of a Promethean he has just met. It is mainly based upon
the tenor of the subject’s Azothic radiance. Radiance tainted
by too much Torment might cause a Promethean to avoid
contact with the subject.

Mercurius: The Refinement of Quicksilver, or Pyros.
Practitioners are called Ophidians or Serpents.

Mesmerism: A class of Transmutations. The character uses his
own Disquieting aura to affect the minds of others, from entranc-
ing them like a cobra to creating a false identity in someone.
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Metamorphosis: A class of Transmutations. The transfor-
mation of the body into new shapes, from sprouting claws
or fangs to creating a homunculus.

milestone: A stage in the Pilgrimage. Successful completion
of a milestone produces Vitriol in the Promethean.

Mimics: See Aurum.

Mockery: A sort of anti-Lineage of Pandorans, based upon
the Lineage of their Promethean creators.

Mortality: The ultimate goal of Promethean existence:
to become fully human. Also called the New Dawn, the
Aurora or the Rebirth.

Muse: See Galatea.

Nepri: See Osiris.

New Dawn, the: Alchemical euphemism for Mortality.

Ophidians: See Mercurius.

Osiris: A Promethean Lineage. Descendents of their Egyp-
tian Progenitor, Osiris, who was dismembered and remade
by Isis by the banks of the Nile, Osirans come to new life
amidst water, with an excess of phlegmatic humounr.

Pandoran: A creature animated by Pyros, but which has
no Azoth of its own. Pandorans are the spawn of Flux.

Pariahs: See Cuprum.

Pilgrimage, the: The quest for Mortality. A euphemism
for a Promethean’s life, his sole career. Everything he does,
for good or ill, is another step on the Pilgrimage.

pilgrim marks: A written language of pictograms used
by Prometheans to communicate messages to others on
the Pilgrimage. They are similar to the hobo marks used in
America during the 20th century, but are more complex
and replete with alchemical symbols.

Progenitor: The first Promethean of a Lineage. Fran-
kenstein’s monster was the Progenitor of the Frankenstein
Lineage.

Promethean: A beinganimated by Azothasaresult of aunique
alchemical process. The Promethean’s body always comes from
a dismembered and reassembled corpse (or corpses).

Prometheus’ Gift: Euphemism for the generative act,
named for the transfer of Azoth — the refined Divine Fire
— to the new corpse.

Pyros: The Divine Fire. Prometheans generate fluid
Pyros from their Azoth (their store of purified Pyros). Pyros
is expended to power Transmutations.

gashmallim: Mysterious beings of Incarnate Flame. Some
Prometheans equate them with angels, both generous and
terrible.

Ramble, the: When a Promethean shares stories with
other Prometheans. These stories can be about himself or
tales he has heard from others on the Pilgrimage.

Redeemed, the: Prometheans who have become mortal.
Most retain no memory of their Promethean lives.




Refinement: A Great Work. One of many known practices
adopted by Prometheans as a means of mastering the Inner
Fire, lest it master them instead.

Refusers: Prometheans who reject the Pilgrimage. They
believe that the promise of Mortality is a lie, or that the cost
to attain it is too high.

Render: A Pandoran Mockery of the Ulgan Lineage.

resurrection: The Azothic animation of a Promethean’s
recently killed body, restoring it to life.

Riven, the: See Ulgan.

Sebek: A Pandoran Mockery of the Osiris Lineage.

Sensorium: A class of Transmutations. Superhuman pow-
ers of sensation, from the perception of auras to clairvoyant
observations of distant places and people.

Silent, the: A Pandoran Mockery of the Galatea Lineage.

Stannum: The Refinement of Tin, or Torment. Practitio-
ners are called Furies.

Tammuz: A Promethean Lineage. Brutes reborn in the
womb of the earth and stricken with an excess of melancholic
humour. Their Progenitor was a Babylonian Golem.

Titan: The mythological beings that existed before the
gods, confined in Tartarus by Zeus. Prometheus was a titan.
Also, the name given to practitioners of Ferrum.

throng: A group of Prometheans who team up for a task
or who travel together on the Pilgrimage. Some throngs
formalize their bond into an alchemical pact.

LEXICON

Torch-Born: A Pandoran Mockery of the Frankenstein
Lineage.

Torment: The affliction a Promethean feels when experi-
ences overwhelm him, causing his bodily humours to rage
out of balance and overcome his volition. Torment leaves
a stain on the Promethean’s Azothic radiance.

Transmutation: A Promethean or Pandoran power.

Vitality: A class of Transmutations. The channeling of Azoth
and the bodily humours to achieve amazing feats of strength, from
leaping vast distances to creating earthquakes with a stomp.

Vitriol: The alchemical substance that purifies a Promethean
for the transition to Mortality. Vitriol is produced by the Azoth
when the Promethean completes a milestone on the Pilgrimage.

Vulcanus: A class of Transmutations. The manipulation
of Pyros, from sensing its presence to stealing it from other
Prometheans.

Wasteland, the: The deadening effect a Promethean’s aura
causes on the land he walks upon. If he stays too long in a
place, the land will begin to rot and wither in stages, eventually
becoming nearly unlivable for mortals, animals and plants.

Wretched, the: See Frankenstein.

Ulgan: A Promethean Lineage. Creatures born in bodies
torn apart by spirits, animated by the ectoplasm left in the
wounds. Their ectoplasmic humour often overwhelms their
sense of reason. Their Progenitor was a Siberian shaman.
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‘Hateful day when
1 received life!’

1 exclaimed in
agony. ‘Accursed
creator! Why did
you form a mon-
ster so hideous
that even you
turned from me
in disgust? God,
in pity, made man
beautiful and
alluring, after

his own image;
but my form is

a filthy type of
yours, more hor-
rid even from

the very resem-
blance. Satan had
his companions,
fellow devils, to
admire and en-
courage him, but
I am solitary and
abhorred.’

—The monster,
from Mary Shelley’s

Frankenstein

bum stumbles up to you, his hand out. You look at his face, so old and cracked, weathered
by hard times. Your heart empathizes with him, and you start to reach into your pocket for
some change to give him. But then you stop. Your heart turns cold. You suddenly realize
how repulsive this stinking man is. He doesn’t deserve your charity. You look away and walk on
past. As you reach the end of the block, you wonder why you did that. You turn to look back at
the bum, but he’s gone.
* % %

You're working late, finally packing up your briefcase when the janitor comes into the room,
pushing a broom. You nod and smile at him, barely registering his features. But then, for no rea-
son you can figure out, you start yelling at him, complaining about the coffee stain on the carpet
from yesterday that he hasn’t gotten out yet. He mutters an apology, but you just sneer and leave,
heading for the elevators. Only once you reach street level do you regret what you did. How can
you treat another human being like that?

* % %

You're a cop working vice, cruising the neighborhood undercover to lure a proposition from a
prostitute so you can not only to book her for breaking the law, but get her off the dangerous streets
for a while. You notice one girl standing on a corner away from the others. Nobody’s stopping for
her. She’s obviously a teenager, new at all this. You figure you'll help her by nipping her career in
the bud before things get nasty. As you pull up, you notice the desperation on her face, the relief
that someone has finally stopped. She stammers as she offers you the tricks of her trade. You let
her talk, but start to notice why nobody came near her: She’s positively disgusting. Words you hear
all the time on the street but never use yourself start going through your mind, and you surprise
yourself by spitting them at her. She takes them like bullet wounds, literally stumbling away, then
running off into the night. You sit there for a while, wondering if the job’s finally gotten to you.
What in the world would make you be so cruel to that poor thing?

Although cruelty is a human trait, it’s not common to any of these people we just explored.
These are decent people, who usually help others when called. But no matter how decent
they are, they couldn’t extend human kindness to these encounters even if they wanted to.
Even a saint couldn’t help but spit on the particular individuals they encountered. These
aren’t just any bums, janitors or prostitutes — they aren’t even human.

In all these cases, the individuals from the lower rungs of society were Prometheans. Most
people would chuckle if you told them that creatures kin to Frankenstein’s monster were
living among us, on the outskirts of society, looking like us and trying to get near us. You
could remind them of how the monster was repulsed by all the humans he encountered,
despite his good intentions. No matter where he went, he was denied — often violently.
It was as if humans couldn’t accept him on an instinctual level, as if he were truly an
abomination against Nature.

That'’s because he was. And there are indeed others like him. Human beings encounter
them now and then, having no idea that creatures animated by amythological fire sometimes
walk in plain sight. All most people know is that they hate these strangers. Something
inside them takes over and turns against the creatures that look so human, and it works
to drive them away, far from the human flock they so desperately wish to join. But they
aren’t human.

Not yet, at least.

Making Monsters

Mortalsdonotknow that Prometheansexist. .. and yet, they do. The story of Frankenstein’s
monster has been told and retold many times, from Mary Shelley’s seminal book to numer-
ous movie and comic book adaptations. This story provides a revealing glimpse into the
lot of a Promethean, although nobody believes it’s true. The older story of Osiris — killed,
dismembered and resurrected by Isis — is rarely connected to the tragedy of Frankenstein,
although it, too, tells of a Promethean. Frankenstein’s monster is often thought of as an
alternative version of the Jewish legend of the Golem, the clay brute animated by Kabalistic



magic. In this, a truth emerges — an animating force that
resembles magic. To thislegend issometimes added the Greek
myth of Pygmalion and his animated statue-lover, Galatea,
brought to life by a goddess. All three beings animated by
a supernatural force.

But that’s the limit to which the human imaginings have
arrived concerning the reality of the Prometheans. The
truth does involve a supernatural animating force, butitalso
requires dismembered corpses — not clay or marble — and
bodily fluids (blood, bile, phlegm or ectoplasm) along with
the elements of air, earth, fire, spirit and water. In short, it
involves an act of biological alchemy.

Prometheans create other Prometheans through an act of
mystical genesis, whereby the created shares the same fam-
ily characteristics as his creator. Only the first Promethean
in a new Lineage is created by a mortal. That Progenitor,
the first of the line, then creates others of his own kind.
These progeny never know the creative touch of a mortal.
Mortals will only touch them in disgust or fear, thanks to
the Disquiet these monsters exude.

Prometheans seek to overcome their reviled state by be-
coming mortal. Doing so is a long and unpredictable work,
and no Promethean can complete it without first creating
one of his own kind. It is the price he must pay before he can
escape his own curse. The Divine Fire that animates them
must be spread to another to balance the cost of Mortality
— or, some say, to purge the purified Promethean of his own
Fire. The Fire can never be extinguished, only transferred
to new kindling.

Creating another Promethean, however, does not guarantee
that the creator will achieve Mortality. It is a necessary condi-
tion, but it is not sufficient in itself. Some Prometheans might
create more than one of their kind on their Pilgrimage (or
fail, and create many Pandoran monsters instead). Whether
the creator stays to nurture his creation, inducting him into
his monstrous life with full knowledge and due warning of
the torments that await him, is entirely a personal choice.
Some Prometheans take this duty seriously, holding it to be an
ethical tenet necessary for the achievement of true Mortality
on the creator’s part. Others abandon their “young” as soon
as the act of creation is complete, leaving them to come to
awareness alone and fend for themselves by happenstance
rather than training.

The act of creation is a process involving many stages. It
involves preparing a corpse according to the requirements
of the creator’s Lineage, including transferring some of the
creator’s own primary humour (bile, phlegm, etc.) into that
corpse. He then transfers some of his own purified Pyros— his
Azoth — to the corpse, via the medium of the Lineage’s key
element (air, earth, fire, spirit, water), thus sparking the corpse
to life. If he has not properly purified himself beforehand
through his trials on the Pilgrimage, however, the creator
doesnotenliven a Promethean. Instead, he brings to life one
or more Pandorans — creatures of the chaotic Flux.

DMAKING MONSTIER'S
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One of themes some critics perceive in Mary Shelley’s
Frankenstein novel is the hubris of a man who seeks to
create offspring without the participation of a woman. By
egotistically sidestepping the natural process and “birthing”
a life without a womb — by claiming the female generative
powers for himself — Victor Frankenstein could only create
a monster. That monster’s tragic fate was predetermined by
its method of genesis. Prometheans all arise from a single
parent. Some say this imbalance of forces is what causes
Flux and Torment.

Some Prometheans question whether their unique form
of “cell division” is really so unnatural, since some organisms
procreate using this method. Others remind them that, natural
or not, it’s still inhuman. An ameba is not a man.

If a Promethean could discover a means whereby two
Prometheans (presumably of opposite sex) could create one
of their own kind together, perhaps that offspring might be
truly special, neither monster nor man but superhuman. So
far, though, no attempts have proven successful, generating
only hosts of new Pandorans.

Occasional rumors tell of new demiurges and their
Lineages, but no evidence has yet proven their existence.
For now, Prometheans make their way through the world
as one of five known Lineages, propagating their lines as
needed or desired.

Lineages

Only afew times in history have new types of Prometheans
been created. Each time, a mortal demiurge wielded the
Pyros (often unknowingly) in an alchemical process upon
a body that had been dismembered and reassembled. The
resulting being, resurrected but withoutasoul, isa unique Pro-
genitor prototype. When such a Progenitor creates another
Promethean, a Lineage is born. The progeny are imperfect
copies of the original prototype, itself an imperfect being.
Nonetheless, the Progenitor is considered more perfect than
its progeny, an archetype that each of its “children” seeks to
embody. At least one of these Promethean Progenitors, the
Frankenstein monster, is believed to still walk the earth.

Each Lineage is named for its Progenitor. Hence, a
Promethean whose Lineage began with the Frankenstein
monster is called “a Frankenstein.” Some members of a
Lineage often prefer not to be called by the name of their
Progenitor, who they might see as accursed. Those who feel
this way usually come up with alternative nicknames — or
accept ones that have been foisted upon them. Members of
a Lineage can be of any sex.

b kenstein's
Monster —
The Wretched

Everyone knows the story. Victor
Frankenstein’s monster, animated by
lightning and then rejected by his

creator, forced to make his way in the world alone. When
his attempts to befriend humans or to simply be near them
were violently rebuffed, he finally gave up and turned his
course to revenge. If man would not accept him, he would
not accept man.

But that’s not where the story ends. Tiring of his lonely
existence in the wastes, the creature once again traveled
to the lands of men and instilled a corpse with life of
his own making. Now, more than a few Prometheans of
Frankenstein’s Lineage walk the earth, seeking solace from
their Torments.

Frankensteins — also called the Wretched — are ruled
by the choleric humour, which drives them to extremes of
anger and vengeance when they are slighted. Each is created
from the body parts of multiple corpses, given the spark of
life through the element of fire (most often in the form of
electrification of the patchwork corpse). They are known
for their feats of strength.

Galatea — Muses
Pygmalion’s story has been told
in different forms, most recently in
the tale of how a man of high class
and refinement transformed a women
of low class and learning into a paragon
of etiquette and beauty, falling in love with
yrocess. The original story wasn’t so
metaphorical. Pygmalion’s creation wasn’t carved from
stone but assembled from the body parts of the most perfect

women in the world.

Given life by the Pyros and ruled by the sanguine humour,
she exuded sensuous beauty. But it was a false beauty. Instead
of the outright revulsion evoked by other Prometheans,
Galatea caused envy and self-loathing in those who looked
upon her. Her beauty wasundeniable, like that of her Lineage
descendants, but it only highlighted a mortal’s own failings
and shortcomings.

Galateids, descendents of Galatea’s progeny, still seek
the love of mortals. They are assembled from only the most
beautiful of corpses — the breath of life refuses to enliven
ugliness. The Muses, as they are called, are renowned for
their magnificent features.

Osiris - Nepri
How does a man become a god? Some
believe that the ancient Egyptian myth of
Osiris reveals the way. When Isis gave
her slain brother-husband new life, he
became the lord of the Underworld, for
he had died and returned. Osiris is an
archetypal example of the dying-and-
resurrected god motif that seems linked
to ancient agricultural civilizations. A
rrsonification of the plant life cycle:
ting from the ground, harvested, eaten,




but then miraculously growing again the following spring.
What if mortal life were similar, capable of growing again
after spending a dark season under the earth?

Prometheans know the seed of truth in this tale. Their
bodies live again, but they are not the same beings who
inhabited them before. Those lucky mortals had souls, now
departed to who knows where. The Promethean minds that
inhabit those mortals’ crudely reanimated corpses yearn
for such a mystery, for even death can seem a solace to one
promised eternal life through the soul.

Some Prometheans claim Osiris as their Progenitor and Isis
as the demiurge who made him. Whether these names were
based on those of existing myth, or vice versa, is something
none today can answer, for this oldest of Lineages stretches
so far back in time that fact and myth merge indiscrimi-
nately. Just when and how Osiris created more of his kind
is disputed, but he did create more.

Regardless of which Progenitor is claimed, these Pro-
metheans share certain characteristics. The Osirans — also
called the Nepri for Osiris’ mystical corn that regenerated
— were originally birthed in the waters of the Nile, so water
is their medium of generation. Their most prevalent humour
is phlegmatic, making them seem cold and unemotional to
others — something perhaps to be expected from those who
claim descent from the lord of the dead. Indeed, death is no
obstacle to them. Just as they awakened as Prometheans in
dead corpses, so they can live again even when their ani-
mated corpse is killed. The miracle of resurrection is their
birthright as Prometheans.

Tam muz - Golems

The Babylonians had their own
dying-and-resurrected god: Tammuz.
He was killed by Ishtar, but then later
restored to life by her. Many versions
of the story exist, each with different
names, but they all tell of Tammuz’s
death and resurrection. His funeral was celebrated every
year after the summer solstice, when the sun’s light began
to diminish. As a vegetation god, Tammuz was reborn from
the earth.

Some Prometheans who claim descent from Tammuz
claim that he was not a god but a Babylonian man killed
and brought back to life by Jewish magic as a Golem. From
him and his Promethean descendents are derived all the
legends of Golems from other places in the world, such as
the famous Golem of Prague. This Progenitor was buried in
the earth and arose covered in clay, giving rise to the belief
that Golems were made from clay or stone. (In fact, they
are made of dead flesh like all Prometheans.)

Tammuz Prometheans are ruled by the melancholic hu-
mour. This tends to make them withdrawn and surly, but
also steadfast and unyielding. Their incredible stamina is
legendary, as are there rampages. The image of the monster
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stampeding through a building, smashing down doors and
walls, perhaps arose from some legendary Tammuz lost to
Torment. On the other hand, they are just as renowned for
standing like statues for hours on end, as they contemplate
some aspect of their miserable existences.

# Ulgan — The Riven

The practice of shamanism in
different cultures around the world
reveals many commonalities. While

specific beliefs and rituals differ,

certain thematic elements and practices
are repeated in cultures that have never
had contact, existing continents apart from
one another. One of these recurring motifs is the initia-
tory trial by dismemberment. Those who are destined to
become shamans enter a trance, wherein they are torn
apart by spirits (or demons, depending on one’s point of
view). Their body parts are purified or are remade, ready to
bear shamanic power. The person is restored and awakens
back in the material world as a shaman. In some versions,
his trance spirit visits the tents or lodges of the spirits, to
be torn apart by each in turn. In this way, he learns to cure
the disease presided over by that spirit.

Luckily for most, this dismemberment occurs to the person’s
spirit body in trance, not to her actual flesh and blood. But
not all are so lucky. On one occasion, a shaman demiurge
attempted to enact this drama in real life in the wastes of
Siberia. The resulting corpse was dead, of course, but the
Pyros brought it back to life as a Promethean. Ulgan, as he
was called (either named for the god of shamans, or vice
versa), came back from his sojourn among the spirits with
senses unavailable to normal humans. He could see into the
immaterial existence surrounding matter and witness the
gatherings of spirits and ghosts.

His descendents, called the Riven for the terrible scars they
suffer when their corpses are literally rent apart, also see into
this ephemeral Twilight, and are haunted by what they see.
Given animation by their ectoplasmic humour, they are ruled
by raw animal instinct, similar to the spirit themselves. Their
intuition is insightful, but often rendered useless when their
instincts drive them to act against their own reason. Nonethe-
less, the ability to interact with ghosts and spirits is a power
envied by many other Prometheans, even if it means the Ulgan
sometimes suffer from the spirits’ curiosity about these strange
few material beings who can see and touch them.

The Sem blance
of Life

~

Ao

Humansare born crying into the world, startled at the light, the
temperatures and the swift pat on the behind that summons the
mighty yowl. They are nurtured through many years of growth,
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developing step by step into mature, thinking human beings.
Their personalities are formed by many experiences during
key points of development, perhaps guided by some traits that
were prefigured from wherever their souls existed before birth.
The point is that they grow into who they are. Excepting some
sudden, clinical cases of amnesia due to bodily or psychological
trauma, they rarely ever wake up lacking any knowledge of who,
or even what, they are.

Prometheans, however, do wake up this way. Finding
themselves in fully mature, adult bodies but with no knowl-
edge of growing into them, they are at an immediate loss as
to what’s going on. (While Prometheans who inhabit the
bodies of children are possible, they are extremely rare. Few
Prometheans are so cruel as to make one of their own in a
body that can’t mature, and those that do most often wind
up producing Pandorans instead.) They blink and stam-
mer, moving their limbs haltingly, feeling as if their body is
nothing but a suit they wake up to find themselves wearing.
Some might suffer pain or mistake the feel of blood, bile
and other humours coursing through their bodies as pain,
until they adjust to recognize it as the normal state of being
for a Promethean.

Prometheans often refer to these first, awkward moments
of awareness as “waking up on the slab,” a reference to the
typical mode of awakening for the Frankenstein monster in
movies and other iterations of his tale. Different Lineages,
however, have different means of awakening. The Golems
often dig themselves out of the earth, while the Osirans rise
from immersion in water. In all cases, disorientation is the
norm for the first few minutes or even hours of life.

If the Promethean’s creator is present, he can help his
progeny through this period of confusion and fear. Many
creators, however, abandon their offspring before they fully
awaken. Some can’t stand to see another go through the
process, as they did themselves.

The new Promethean knows how to speak the language of
his creator. This function might not be fully formed at first
(especially in the case of the Wretched), but it will soon grow
into full form. Some Prometheans can instead (or in addition)
speak the tongue that was spoken by the corpse they inhabit
(or corpses, in some cases), or the language of the nearby
residents. The Pyros, sometimes interpreted as Prometheus’
gift of language to man, seems to pick up on whatever language
is most appropriate or needed for the new creation.

As the Promethean’s initial haze of confusion fades, more
faculties assert themselves. He quickly gains control of his
body and can operate it as well as most humans of a similar
physical age, although there might be some problems now
and then. He becomes much like the classic amnesiac. His
autonomous functions are all there, as are many of the core
aspects of his personality, but all memories of a previous life
are absent. Forall intents and purposes, there was no previous
life. Whoever inhabited the body before the Created, he or
she hasdeparted, leaving only thisnew, fledgling personality,

a flickering shadow created by the animate Pyros. It might
become more real, more substantial — even mortal — one
day, but for now, it is a fragile thing, still reacting to the
stimuli it receives and forming itself in response.

Some Prometheans claim to experience occasional
dreams of their bodies’ past lives. Although these images
can’t be proven to be actual memories of those lives, a few
Prometheans claim to have researched the matter and found
evidence, amemory that conforms to something the original
owner experienced but which the Promethean himself could
not have known. These bodily memories, filtered through
consciousness in dream, give some Prometheans solace,
knowing that Mortality isn’t so far away. To others, however,
they are only more tortures laid upon their tragic existence,
reminders of something that was never theirs.

Rebellious Organs

Some Prometheans experience a horrifying problem: a
rebellious limb or organ that seems to have a mind of its own.
Various human horror stories tell of such things, including
severed limbs that hunt down their former owners, or hands
that have committed a crime and attempt to reveal the
body’s guilt to the rest of the world by reenacting that crime
against the body’s will. For Prometheans, this experience is
real, but rarely so dramatic. It often takes the form of an idle
hand taking up a habit it once had when the Promethean
isn’t paying attention to it. It might seem as if it’s typing
something, drummingits fingers toabeat, or performing sign
language. Or it might be a leg suddenly jerking, throwing off
the Promethean’s gait or even accidentally kicking someone
nearby. It could be a stomach grumbling at the sight of food,
even when the Promethean isn’t hungry, or one of his eyes
roaming in an opposite direction from his other eye.

The Wretched believe that if they weren’t made up of
body parts from different bodies — some even of different
sizes — they wouldn’t suffer so. Yet other Prometheans who
are made from whole bodies also experience this problem,
though more rarely than the Wretched do. Most attribute
the phenomenon to trace memories within the Prometheans’
limbs and organs rebelling against their new enslavement
to the Pyros.

Rebellious organs usually display their own will only
when the Promethean is tired or when his store of Pyros
is low. Even then, the Promethean can easily get his body
back into line. The self-willed body parts rarely lead to
any danger, more often shying away from pain and trouble
before they go too far.

Sham bling
Throughthe World

After the Promethean wakes up on the slab, he must find
his way in the world, either with or without the help of his
creator. He might be lucky enough to find other Prometheans
to join with soon after his “birth,” but most must wander




for a while before they encounter another of their kind.
There aren’t many Prometheans abroad in the world at one
time, compared to the populations of humans (or even the
supernatural beings that prey on them).

A Promethean finds that, while he hungers for sustenance
like ahuman, he can eat just about anything organic, includ-
ing roots, beetles, tree bark, et cetera. Although such fare is
unappetizing, it feeds the Fire that burns within, giving the
Promethean strength to continue on. Unable to easily live
among humans (thanks to Disquiet), Prometheans are often
forced to spend their time in barren places where no humans
dwell. Although they have relatively little trouble finding
something edible, even if it’s just bugs or rotting animal
carcasses, their lives are wracked by terrible loneliness. It’s
one thing to willingly choose a hermit’s life, another entirely
to be forced into it against one’s own inclinations and need
for companionship.

Those Prometheans who dorisk living near humans usually
do so in out-of-the-way places, often fueling bizarre urban
legends. They might take up residence under a bridge or in
the basement of an old, abandoned house (or even one whose
residents are away on an extended trip). If a Promethean is
truly bold, she might live in an apartment in a slum, close
enough to hear the arguments of her neighbors, but not so

far that her very presence won’t cause a degradation of the
community and environment. The Disquiet Prometheans
exude catches up with them no matter how far out they go.
It taints the behavior of the residents and eventually, if the
Promethean stays too long, transforms the living environ-
ment into a barren land.

Those Prometheans who try to get jobs and pretend they’re
human might even be able to pull it off — for a while. Even
then, they are usually forced to seek solitary jobs — such
as janitor, night watchman or bounty hunter — that only
allow them to exist on the edges of human contact. They
can stay close enough to see and hear but not take place in
the goings-on and personal dramas of the mortals they so
dearly wish to be. Disquiet always catches up with them.
If a Promethean presses his luck for too long, he’ll find
himself run out of town by an angry mob that isn’t even
conscious of why it hates the pitiable stranger. Worse, the
Promethean might be captured and made a lesson of, either
through lynching or some more gruesome means of disposal.
Even the most placid, idyllic town with the most peaceful
residents can deteriorate into a hellhole of festering hate
and fear if a Promethean stays overlong.

Prometheans are nomads of necessity, rarely from desire.
While the dream of the open road and its freedom from
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commitments lures many humans to try their hand at the
hobo’s trail, the reality is lurid and ugly. For the Promethean,
it’s a path of repentance and purification, each step a trial
on a Pilgrimage that will either win him his Mortality or
force him ever onward without rest.

The Misbegotten

Prometheans suffer. Their pains are worse than those of
normal organic life, originating in their very unnaturalness
and the world’s rejection of it. Humans, animals and even
plants and dirt reject the Created and the Divine Fire that
simmers within them. Their Azothic radiance reaches out
and withers minds, instincts and the earth’s natural pro-
cesses, causing humans and animals to hate them. Over
long exposure, the earth itself withdraws and dies around
their very footsteps.

9 9
Disquiet

Dead bodies should not be given life. A being without a
soul should not be walking and talking across the face of the
earth. The very fabric of the world, material and spiritual,
rejects the Created. It reacts badly to their presence. It does
all but spit them out.

Dealing with ordinary people is hard for the Created.
Even though Prometheans usually look just like people,
they still feel wrong.

A human meetsa Promethean for the first time. All it takes
is a handshake, a moment of eye contact, a conversation
lasting for more than few seconds. He feels that something
is off. A chill runs down his spine. His mouth dries. His
stomach begins to flutter.

A Tammuz has to get the parts for the old, beat-up VW
camper he fixed up and calls home. He goes to a workshop
and spends a bit of time talking with the mechanic. The
Tammuz might look like he knows what he’s talking about,
but the mechanic still instinctively feels contempt toward
him. He condescends. He works on the assumption that
the guy asking for parts doesn’t know what he’s doing. He
overcharges. Then, when the Golem’s gone, he wonders
why the hell he did that.

A manworksbehind abar. It’s the afternoon. The bar’s mostly
empty. A Galateid comes in. She has to meet someone here,
who has not arrived yet. She asks for a drink. That's all she
does. The barman gives her adrink and looks at her. He fingers
his wedding ring nervously as his eyes run over the curve of her
flesh under her dress. He snaps out of a split-second reverie,
and blames her for the guilt he feels. He judges her.

A Frankenstein, trying to find some sort of place to fit in,
even in a small way, visits a store in a small town every week
or so, just to buy a bar of candy or a bag of chips. The first
time he comes in, the lady behind the counter thinks him
odd, though she can’t say why. Each time “that strange man”
comes in, she has to fight back fear and disgust. She knows

it’s unreasonable, but she wants to run. He passes her some
change, and his hand brushes hers. Her gorge rises. Does he
smell bad? Is it the way his lip curls? Is that dandruff in his
hair? Is there something wrong with his teeth, or the way
that his eyes look slightly off-kilter? Each time she meets
him, it gets worse. She gets suspicious. One day, word gets
around that a child was killed just outside of town. The
police are asking for any leads. The lady at the store reads
the local paper, and immediately thinks of the strange man.
She calls the police, and maybe some other local people do
too. Soon the Frankenstein’s face is on an APB.

This iswhathappens every time a Promethean meets a hu-
man. Every time any meaningful interaction passes between
Created and mortal, Disquiet gets in the way. The humans
don’t even know why they feel that way. It’s just a feeling in
the gut. A little voice comes from the stomach saying that
the Promethean is wrong, it is not to be trusted. You should
run... run as fast as you can, get away from here, get help or
hide or call the police or find some way to defend yourself...
You tell yourself it’s stupid and you get over it, but you just
can’t look at a Promethean like you’d look at someone else.
The next time you see him it’s the same, only worse, and
this time you might actually act on your raging impulses.
It’s unreasonable, it’s subconscious, and it’s a reflection of
the Promethean place in Nature.

Prometheans are given power by the Pyros. The Pyros
is everywhere. It informs all life, all being. It is a natural
thing. Itis supposed to exist in the world around us. Like any
force, however, its misuse can be appalling. An unnatural
concentration of it can have terrible consequences.

Born of stolen Pyros, the Promethean finds himself re-
jected by the world, unwilling beneficiary of a natural force
twisted to unnatural ends. The Prometheans simply should
not exist. The Promethean struggle is to find a place in this
world, and to be accepted, not just socially, but physically
and metaphysically, in a world whose very natural laws
spurn them.

The Disquiet that mortalsfeel is the psychological reaction
to this affront to the natural world. Although they might
not feel that way all the time, humans are part of Nature.
They are living animals with blood and breath, and they
are spiritual beings (however one might construe that) with
true souls. The animal nature and the soul unite. They reject
a soulless creature. They feel the metaphysical heat of a
spiritual Fire that could consume them just as surely as any
open flame. They sense the presence of something created,
not begotten, and know it’s a blasphemy, without even be-
ing aware of what it is that repels them. And because it's an
intuitive repulsion, because it’s subconscious, the conscious
mind fills in the gaps and creates reasons to be scared, or
angry, or judgmental, or hateful.

Animals feel it too. Dogs bark and growl. Cats arch their
backs. Rats scurry away. Insects and other small creatures
leave the vicinity. Some Prometheans take a long time to




rot after they are destroyed, because not even the worms
will consume them. Only bacteria and viruses take root
in Promethean bodies, and even then, they do their work
slowly. The earth covers a Promethean corpse, eventually,
but nothing will grow on that spot, even when the animat-
ing Pyros has long since fled the body. Even supernatural
beings feel it. For all the awesome power they wield, mages
are still very much human. The Pyros is part of the spirit
realm as much as it is part of the material realm, meaning
that werewolves get skittish and become prone to violence,
even though they might be more aware of what they are
facing. Although they are themselves divorced from the
cycle of Nature, vampires still feel fearful and angry.

The earth itself rejects the Created. If they stay anywhere
for too long, the land gradually, painfully, slowly, suffers.
Grass blackens and shrinks. Flowers wilt and die. Trees shed
their leaves and become gray skeletons. The earth loosens
and becomes dust. Water turns foul and stagnant. Metal
rusts. The very sky reflects the damage the Promethean’s
presence inflicts.

After long enough, the region carries the stamp of an un-
natural presence so thoroughly that any humans and animals
who stumble across it begin to feel the same way that they
would if they had met the Promethean himself. It’s as if the
Promethean’s Azoth has leaked out like unprotected waste
to irradiate the land.

Disfigurements

Most of the time, the Created look just like humans do. They
might be a little bigger or be missing a finger; they might have
an odd scar or odd-colored eyes. Nothing about the way they
look is outside the bounds of human experience, though. They
might look strange, but they’re not inexplicable. The Disquiet
they cause isn’t normally a function of their appearance. It
comes from something far deeper.

The way they seem isn’t how they actually look, though.
If they ever become mortal, that seeming would truly repre-
sent what they are, but until then, it’s just a mirage behind
which the disfigured shape of the Created hides. Although
they have no conscious awareness of a Promethean’s dis-
figurements, humans somehow unconsciously know that
what they are seeing is not real. It’s yet another cause for
distrust and unease.

Beneath the cloak of normality, the Prometheans are always
clearly unnatural, if not always hideous. The Prometheans
refer to these signs of their condition as “disfigurements.” The
fake guise is not reliable. Sometimes it flickers or vanishes.
The flesh warps, and the Promethean becomes visible for
what she truly is. The dropping of the veil might last for only
a moment, a single flash of realization, but it’s often long
enough to make it apparent to anyone who sees it happen
what the Promethean really is.

The guise is part of the Divine Fire’s attempt to restore
the semblance of life to restored flesh. It exists in a delicate

equilibrium with the Pyros, so when a Promethean channels
her Azoth — using the Pyros to fuel her Transmutations
— the Pyros surges and boils. This tempestuous disruption
transfigures the simulation of living flesh and reveals the
artificially quickened corpse underneath. In the same way,
when the Promethean channels electricity to heal her
injuries or refuel her Azoth, the guise drops.

Each Lineage has common disfigurements, which can
grant an insight of their identity to other Prometheans who
catch a glimpse of their true appearance. The Wretched, the
descendants of Frankenstein’s original mistake, have stitches
and straps holding together their mismatched limbs, binding
together terrible scars. Terminals and spikes of metal chan-
nel sparks of galvanic fire. The Osirans look like dead men,
their skin blue or brown, their flesh wrinkled and leathery,
like an ancient corpse. The Tammuz look like they’re made
of clay, covered with a gray or brown earth that gives the
impression of being one with the flesh, of actually being the
flesh. The Riven appear almost alive but reveal the darkness
of the void in their eyes and in the rents in their flesh, from
which leaks solid darkness. Even the beautiful Galateids
have deformities. They look like dolls or mannequins made
of dead flesh and lacquered, their glowing skin revealed as
waxy and cold.

As much as the Created would like to forget about their
disfigurements, the imperfectionsdon’t goaway. They remain
always in the Promethean’s awareness. They remind the
Created of who they are, and of what they aren’t. It’s not
simply a matter of ugliness, although that’s certainly part of
the condition. It’sa matter of not beinghuman. Prometheans
want to be human — every part of them yearns to be human
— but they’re not allowed to forget what they are.

A Galateid runs her fingers over her skin, and feels how
cold and waxy it is, how unresponsive it is, how it doesn’t
immediately spring back when she presses it. She can’t feel
the blood running. She can’t feel her heart beating.

An Ulgan coughs and puts a hand to her mouth. She
takes it away, and looks at the black ectoplasm that she’s just
coughed up. Itdissolves in less than a second, some absorbed
back into her skin, some lost into the air. As it runs into the
cracks of skin on her hand, she shivers, knowing that no
matter how repellent it is, it’s part of her. It’s her body.

An Osiris washes and does not feel the water running
through his hair, over his face. It never refreshes.

A Tammuz scratches his neck. He shouldn’t feel it, but it’s
like there’s an itch that won’t go away. There’s dirt under his
fingernails, but then there’s always dirt under his fingernails,
no matter how many times he scrapes it out.

Andthen there’saFrankenstein, whose arms and legs don’t
always act as quickly as she wants them to. They don’t act
in concert, either. She sits by the fire, trying to keep warm
against the night. One hand, unbidden, tries to thrust itself
into the flames. The other pulls it back. The struggle lasts
a moment, but the metal spike that rests under the skin on
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the back of the rogue hand, heated by the fire, causes her a
burning pain, and she can’t do a damn thing about it. She
cries into the night, but although her eyes are watery, she
sheds no tears.

The Prometheans’ disfigurements are more than simply
physical setbacks. Even when they can’tbe seen, even if they
don’t show in the mirror, they’re still there. They are thorns
in the flesh of every one of the Created, reminders that they
are notreally people. They might never have known anything
else, but they know that their bodies aren’t supposed to be
like this. They aren’t supposed to be at all.

Torment

The constant awareness that they’re not supposed to ex-
ist weighs heavily on the Created. Like an itch they can’t
scratch, they feel the need to find some sort of place. Like
children born lame, grieving for the ability they’ve never
had to run, Prometheans desperately long to touch the
world around them and to fit into it. Yet the Divine Fire
rages within them in a way it never should within any living
thing. It has a detrimental effect on the reactions of every
living creature that meets a Promethean. It blasts the very
earth and sky. Hidden within a Promethean body, it works
its ravages on its host.

In order for a Promethean to be alive at all, the Pyros
needs to work on something. One element needs to be the
principle of animation. In the body, the humours represent
the necessary elemental forces. The Azoth uses one humour
in the body as the tool of animation, the medium through
which it works. The humour governs the Promethean,
guides his personality and serves as the means by which the
Azoth causes harm.

In a mortal with a soul, the balance of humours is fairly
constant. Although stress causes some mortals to become
unbalanced, people are generally able to control themselves.
Not so with the Created. The imbalance of a Promethean’s
humoursisso acute, so complete, that the negative alteration of
aPromethean’s personality is sometimes inevitable, and hard to
fight. When the humour that governs a Promethean is charged
with aperverse concentration of life-giving energy, resisting the
urges of a governing humour can be very difficult indeed.

There are the times when a Promethean’s resistance fails.
Seeing a mob of people afflicted with the Disquiet he caused
coming after him with spades and hammers and broom
handles can make it happen. The guilt that comes from
knowing he did this, and the fear of a crowd of people who
want to kill him, makes for lethal mixture. All too often,
madness results.

Staring failure in the face is just as potent a cause. Know-
ing that he could have succeeded. .. but didn’t can infuriate
a Promethean. Fire and pain can unbalance a Promethean’s
humours, as can starvation. (Even though a Promethean
can eat nearly anything organic, when he can’t find food,
he’s on a short fuse.)

Whatever causes Pyros-infused humours to gain ascendancy,
reason sleeps and produces monsters. Caught in a welter of
psychic pain, the Created behave like the abominations they
are. Prometheans call this state Torment, and it overtakes
them all at some time or another. What's worse, in groups the
Created are prone to enter Torment in sympathy with their
fellows. A throng of Prometheans, all in Torment, can be a
terrible thing to see and a worse thing to experience.

Each humour brings its own Torment. Bile governs the
Wretched, and when Torment takes one of them, her mind
is consumed with viciousness and spite. She dedicates
herself to vengeance, both physically and psychologically,
putting into action terrible plots worthy of her Progenitor.
Meanwhile, their Azoth gutters throughout the rest of their
bodies, causing them to lose complete control over the dif-
ferent pieces of themselves.

The Tammuz, whose temperament is melancholic, enter into
amanic-depressive state writ large. Mindless, destructive rage
precedes a state of conscious but equally mindless exhaustion
and inactivity. Coming out of it, the Golem remembers every
moment of his rage, and every moment of his time lying aware
but inert, unable to move or think.

The Galateids are sanguine, and while that condition is
normally conducive to hope, a bloody Torment can make
them reckless slaves to their vices and passions.

The Osirans, meanwhile, have little passion at all. The
analytical nature of the phlegmatic temperament causes
them to become callous and cold. An Osiran locked in Tor-
ment can watch her friends suffer and die without a flicker
of compassion. She might even sacrifice them for her own
expedience. Like the Wretched, channeling Azoth into a
single humour makes the rest of the body suffer. The missing
part of the Nepri’s body aches or itches, leaving her trapped
between dispassion and frustration.

The Ulgan’s humour is ectoplasm, the primal substance
of the empty void. When Torment overwhelms one of the
Riven, it is the void that takes him. Driven by the influence
of spirits, he fixates on things or people that resonate with
those spirits’ driving emotions. Acting more from instinct
than reason, the Ulgan must claim the object in question
or confront the person consumed by the emotion in order
to appease the spirits.

The Fireof Creation

Prometheansdonot fullyunderstand the nature of the force
that animates them. In this, they aren’t much different from
humans. What they know comes from personal experience
and the stories and legends handed down from Promethe-
ans in ages past. Each age introduces new theories about
the Pyros, but one story has consistently been told among
Prometheans in the West: the Greek tale of Prometheus,
his creation of humans, his theft of the Divine Fire and his
terrible punishment.




This myth is believed to be amisunderstood memory about
a Promethean, perhaps the first. Its close association with
the myth of Pandora and her box of malevolent creatures
helps it endure as an explanation of the Promethean condi-
tion. In the modern age, few take this tale literally. Instead,
it is seen as a metaphor, an early attempt to describe the
indescribable mystery of the Pyros.

Prometheus' Gift

Prometheus was one of the Titans, the race of beings
that existed before the gods. Their leader, Cronus, was
overthrown by his children in the rebellion led by Zeus,
which enthroned that god on Mount Olympus. Zeus con-
signed most of the Titans to the lowest plane of existence,
Tartarus, separated from the rest of the world by “three walls
of night” and guarded from escape by the Hecatonchires,
three terrible monsters.

Prometheus, whose name means “forethought,” is said to
have created humans, crafting them from clay. He bade his
brother, Epimetheus (“afterthought”), to distribute certain
powers of protection to all the living creatures. He was
incautious in handing them out, however, so by the time
he got to humans, he had no more powers to give. Ani-
mals had already received all the claws, fangs, stingers and
tough hides there were. Humans were left with no natural
weaponty or even fur.

Prometheus, pitying the helpless humans, crept into the
palaces of Mount Olympus and stole away with the Divine
Fire, kept by Zeus and forbidden to any but the gods. He
gifted this Fire to man, which ignited humanity’s imagina-
tion. The result was consciousness, language, art and science.
Humans now had a power unknown to any other animal
— a power that belonged to the gods.

Zeus was furious. He consigned Prometheus to be chained
toarock in a barren land, bound by unbreakable iron. Every
other day, Zeus’ eagle would descend upon the helpless Titan
and devour his liver. This punishment was to last millennia
— years upon years of unending torment. Only an immortal
could suffer so. Death became an envied gift known only
to mortals. Finally, Hercules killed Zeus’ eagle and broke
Prometheus’ chains, freeing the Titan.

Interpretations

Prometheans interpret this myth (and its many varia-
tions) in different ways, but most believe that it speaks
of the following truths. Prometheus is a metaphor for any
creator who aims to bring something wholly new into the
world, whether it is a scientist or an artist. All acts of this
kind of creation, which rely on the creator’s vision rather
than Nature’s own unfolding, are acts of hubris. They im-
ply that the universe is not perfect the way it is, that the
creator’s vision is needed to improve or complete it. But
the universe demands a balance. For any new thing, a
price commensurate with the quality of the creation must

be paid, for things cannot be created from nothingness.
Everything new is merely a transformation of an existing
thing. In the myth, Prometheus pays this cost for his own
creation. Yet the gift of Divine Fire to humans can never
truly be paid off. Like Pandora’s box, it released a cycle of
endless changes upon the world, each of which continued
to levy a cost to Prometheus’ flesh. Only the intervention
of one who benefited from Prometheus’ gift — Hercules,
half-human — finally ended the sentence.

So, Prometheus is the symbol for all demiurges and Pro-
metheans — any who would create new beings outside of
natural processes. Any act requires foresight, butisalso inevi-
tably understood only with hindsight — the afterthought of
Epimetheus — by which time it is too late, for the creation
has already been unleashed upon the world.

The agent of change is Pyros, the universal catalyst. In
alchemical terms, it is associated with sulfur, the magna
flamma, the principle of combustibility. Without its alchemi-
cal action, stasis is the norm. Nature would still unfold, but
nothing truly new would arise, only variations on the old.
Pyros heats all substances and even ideas, melting them
into new shapes and inspirations. It is not just form that it
alters; that is a lesser power, available throughout Nature.
Pyros also alters qualities, turning one thing into something
entirely other. Any blacksmith can reshape a piece of iron to
different forms, from swords to maces to plowshares. What he
cannot do is change iron to gold. That is the power of Pyros,
to perform fundamental transformations of things, whether
they are objects or living beings.

The ancient symbol for such a transcendent power is
lightning. Prometheus literally stole Zeus’ thunder. Some
say it wasn’t Prometheus’ hubris that caused Zeus to punish
the Titan, but Zeus’ own wounded ego. He felt that only he
had the right to wield lightning. In modern times, electricity
serves as an apt symbol for Pyros, because it actually con-
ducts the mysterious, universal force. Pyros is the hidden,
animating force in all the five elements. As a 14th-century
Benedictine alchemist wrote, “Where is the sulfur to be
found? In all substances, all things in the world — metals,
herbs, trees, animals, stones, are its ore.”

Pyros exists throughout the universe, invisible to material
senses. The myth of Prometheus’ theft refers to his gaining
control over it — the Divine Fire is everywhere, but few can
command it. All demiurges and Prometheans follow in the
footsteps of the Titan Thief, stealing power over the Divine
Fire for their own uses. Since no human or Promethean is
a god, using this power is an act of hubris, one that brings
punishment from the universe. Prometheans bear this
punishment in their disfigurements, in their Torment and
in the Disquiet they cause in others.

And what of Prometheus’ liver? Why did Zeus’ eagle
choose that morsel instead of a different organ? In the an-
cient world, the liver was used in divination. Its physiology
mapped the universe itself, and haruspices could gain insight
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about what was to come by reading deformities or marks in
certain areas of an animal’s liver. By marring Prometheus’
liver, Zeus’ eagle marred the map of the universe, thus hid-
ing from humans and others the true signs of time and its
unfolding. Prometheans see in this a metaphor for how their
own flesh can yield knowledge. The corpus is intimately tied
to the universe, and thus the soul.

Pandora's Gift

Epimetheus’ wife was Pandora. Zeus decided to use her as a
means of punishing humans for their receipt of Prometheus’
gift. In one version of the story, the god Hermes passed Pandora
and Epimetheus’ house one day, carrying a heavy box given to
him by Zeus. Being proper hosts, they bade him come in and
rest his weary self. He did so and asked if he could leave the
box for a while and come back for it later. They agreed.

Left alone with the box, Pandora heard voices from within,
beggingherto open it and release them from prison. Epimetheus,
who was outside holding a party with friends, called for his
wife to come join him. She was torn between curiosity (about
what was in the box), compassion (for the pleading voices)
and loyalty (to her lover’s request). Whether it was curiosity or
compassion that caused her to finally open the box is a point of

conjecture. Regardless, if she had heeded loyalty and listened
to her lover, Zeus’ plan would have been foiled.

Pandora opened the box and freed what was trapped
within: a swarm of terrible spirits — diseases and mishaps
personified. They buzzed like wasps around Pandora and
her horrified husband, before departing in all directions to
contaminate the world with disease, hunger, famine and
all the ailments that torment humans to this day. In pain
and sorrow, Pandora and Epimetheus wept. Then, another
voice was heard coming from the box, asking her to open
it. Epimetheus saw little reason at this point not to, so he
bade her open it. Out came Hope. This force relieved their
wounds and assured them that as long it was free, the terrors
from the box could not cause utter despair.

Interpretations

Pandora’s name has come to personify for Prometheansall
manner of terrible creations: the Pandorans. When a Pro-
methean attempts to wield the Divine Fire to create more of
his kind, he risks unleashing one or more Pandorans on the
world if he is not sufficiently purified. The creatures released
from Pandora’s box, however, were not the Pandorans but
the Flux that creates them.




Flux is the aspect of Pyros that breaks down, divides, dis-
solves. It is in many ways the opposite power to the Azoth, the
purified Pyros that burns within every Promethean. The Azoth
represents the uniting principle of Pyros or sulfur. The archetypal
psychologist James Hillman wrote: “At the same time that sulfur
conflagrates, it coagulates.” Flux, however, is the universal solvent,
the dissolving agent that breaks down as it burns.

Prometheans seek to wield the Divine Fire for the same
reasons that Pandora opened the box — from curiosity or
compassion. If they fail to heed the warnings of afterthought,
they might well release monsters instead of Hope.

When the Pyros is not sufficiently controlled, or when the
substance it acts upon is not sufficiently pure, chaos results.
Flux transforms the subject into something monstrous and
unnatural.

But there is another aspect to the Pyros: Elpis, or Hope.
This is what Prometheans call the Transformative Fire, the
flame that cooks a substance to its final, perfected form. This
Fire holds the promise for all Prometheans that they might
once day become more than monsters.

Some Prometheans, however, point to a different version
of the tale wherein Hope was left in the box. While the
other evils were released out into the world, Hope remained
within the human heart. In this version, Hope is not a balm
but another of the many evils stored in the box. It delivers
pain by holding out visions of what could be — promises
that remain unmet for most Prometheans.

Alchemy

The myths of Prometheus and Pandora are not the only para-
digms Prometheans use to view their situation. In all its various
cultural manifestations, alchemy is perhaps the most popularand
enduring metaphor for how the Pyros works upon the Promethean
body. Indeed, the science of the medieval alchemists of the West
so accurately describes the conditions, stages and operations of
the Pyros that many Prometheans believe the alchemists knew
of it — that they were instructed by Prometheans, or at least
experimented upon them. The tale of Victor Frankenstein,
although purported by Mary Shelley to be fiction, does reveal
an alchemist who knew much about the Pyros. How did he dis-
cover his knowledge? Prometheans today still use the language
of alchemy to describe the behavior of the Pyros.

Alchemy is concerned with the purification of the in-
ner self, the spirit or soul, through the outer working and
transmutation of material substances. More than merely a
primitive proto-chemistry, alchemy is as much about trans-
forming the inner world as it is about mastering the laws of
Nature as they pertain to the metamorphoses of external
things. While some literal-minded alchemists surely sought
to transform lead into gold, the true alchemists knew this
goal was a metaphor for the work of transforming the dross
of the mind into the gold of spirit.

Prometheans see their bodies as the lead to be worked, a
heavy, dark and dense substance that has the potential to

become gold — that is, mortal flesh with a true soul. The
nature of the soul is elusive and invisible, revealed only rarely
in moments of insight. Few have the patience to wait and
hope for such epiphanies. Instead, by dedicated labor, the
soul can be flushed out and forced to reveal itself by signs
and symbols in the outer world. The ancient world was full
of similar practices, such as how a diviner could read the
fate of his own soul in the flight of a flock of birds. Some
say that the soul wants to speak and does so all the time,
but humans are blind to its messages, for they come not in
words but in actions in the world around them.

For Prometheans, alchemy provides a paradigm for draw-
ing the soul out into the world. By mentally projecting soul
into matter — be it their flesh, their actions, or their effect
on the world around them — they see it more clearly and
can act to purify it more properly. This is part of the Pil-
grimage, to wander the world seeking the signs from one’s
own proto-soul, and work to mold it with the Divine Fire,
transmuting it into Mortality itself.

Other Myths

Other paradigms have arisen and still hold some popularity
among a few Prometheans.

The First Man

Some Prometheans say that Adam was not the first man
created by God. Like the story of Lilith, who came before
Eve, this First Man was incomplete. God was not satisfied
with him, so He turned him out into the wastes to find his
own way. God decreed that this first man should not mix
with His other creations, but this first Promethean attempted
to procreate with Lilith regardless when he met her. The
act was tainted with their incompleteness, and produced
monsters. Eventually, after years of seeking wholeness, he
created another of his kind, finally handing his legacy to a
new generation. Denied by God, the children of the First
Man still walk the earth as Prometheans.

The Nameof God

The Name of God was once whole, but when humans
spoke it in vain, it became fragmented, known afterward
only as individual letters that could no longer spell the
Name. These letters, written in Fire, are now used to create
Prometheans. Each Lineage bears one of the letters. When
the Prometheans from different Lineages work together,
they can re-form the Name and become mighty.

Adam Kadmon

Jewish and Gnostic esoteric myth tells of Adam Kadmon,
the Primal Man. He is not a flesh-and-blood man so much as
the divine template of which fleshly man is but a copy, the
Platonic Form of humankind. In the Gnostic scripture of The
Secret Gospel According to John, Adam is built by a host of ae-
ons, much as a Frankenstein Promethean’s body is assembled
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before the Pyros awakens it. The scripture even provides a list
of which aeon was responsible for which body part. (“Menig-
gesstroeth made the brain; Asterekhme, the right eye.”) Some
Prometheans who have read this scripture believe it to be the
work of a forgotten demiurge. The idea of a spiritual Primal
Man appeals to many Prometheans, who think that they can
guarantee their own Mortality by emulating him.

The Prim ordial Giants

Numerous myths exist of arace of giants that existed before
humankind, from the Greek Titans to the Norse Jotun. Some
of these primordial beings, such as the Norse giant Ymir,
are credited with creating the world from their own flesh.
Othersare said to continue to contribute to its maintenance,
such as Atlas, the Greek Titan who holds the Earth. Some
are even recognized for both, such as Pangu, the Chinese
Primordial Giant. Some Prometheans believe these myths
refer to their own kind, telling how a Promethean’s body
is intimately connected to the world itself, so that changes
to the body can effect changes in the world.

The Harbingexrs

Not all Prometheans believe they are the victims. Some
claim to be the chosen ones, destined to inherit what they
are now denied. Mortals are actually the half-formed crea-
tures while Prometheans are the only beings truly capable
of evolution. The Disquiet that provokes mortals to hate
and fear them is a boon, a lesson in how the less-evolved
world needs to be left behind to make way for anew creation
— one that only Prometheans can make.

The Unleashed Atom

Inevitably, modern conditions call for new myths. For the
Prometheans, this call manifests in many stories told on the
Pilgrimage. Once such is a bogeyman tale about the Nuclear
Promethean. He’s called by many names, but the common
thread is that he is a Progenitor of a new Lineage created by
a demiurge using nuclear power to instill the Pyros. While
most of the stories have all the characteristics of an urban
legend (“I heard this from a Promethean who knows someone
who was there...”), some claim to have seen this being — or
worse, his Promethean and Pandoran progeny.

These creatures are said to be more tragic and tormented
than those of any of the other Lineages. They serve as a
reminder that things can always get worse. Some of the
Nuclear Prometheans are said to be in constant pain from
the radiation that scours their bodies, which causes them
to seek the downfall of all the other Lineages, as they burn
with spite and radiation-driven despair. Beware the invisible
fires emanating from the Nuclear Prometheans.

Demiurges

While the Pyros is hidden everywhere, unseen and unknown
to most, only a handful of mortals throughout history have

learned to wield it. Despite it being gifted to humans by Pro-
metheus, it isnot meant for them — their bodies cannot contain
it. While the Divine Fire was the spark that alchemically altered
human minds, raising them above animal intelligence, they
cannot perceive Pyros. They can only know its effects, which
seem like magic to them: transformations without cause.

Those mortals who do somehow gain control over the
Pyros rarely know it. They usually attribute different causes
to their works. Victor Frankenstein believed that the spark
of life was in electricity, not realizing that electricity merely
conducts the Pyros. He was never aware that the actual
animating force that he called down to awaken the corpse
he had assembled was actually Pyros. Likewise, Pygmalion
believed it was the breath of Aphrodite that animated his
beloved Galatea, when it was actually Pyros channeled
through the element of air.

Why are some mortals able to wield Pyros (even if they
don’t know it) while others can’t? This question is one
Prometheans have asked in all ages, but no answer is uni-
versally satisfying. It seems that some people — a rare few,
sometimes only one in any era — are simply capable of it.
Prometheans who take the Prometheus myth literally have
theorized that these humans have some sort of genetic link
to those who first received the gift of Fire from Prometheus,
and that only this family tree has the power to wield Pyros.
The line is so ancient that it would be nigh impossible
to track down and identify all its members, although the
gene responsible for this power could perhaps be found by
a Promethean biochemist.

Others theorize that these unique mortals had an ex-
perience that somehow opened them up to Pyros, either
a prenatal trauma or an event that took place during a
formative childhood stage. Some think that mortals can
gain the power through a combination of magical study and
a proper balance of humours, explaining that this is how a
Siberian shaman was able to create the Ulgan Lineage. Still
others say that the gods, whether they are actual spirits or
metaphors for unknown forces, are able to choose certain
mortals to wield this power, such as Isis did when restoring
her husband Osiris to life.

Since the Pyros is infinitely creative (as evidenced by
Flux), many Prometheans believe that all of these expla-
nations and more are true. The ability to wield the Pyros
has different conditions in different places and times, they
speculate. When all three factors (the particular mortal, the
right location and the proper time) come together, a mortal
can play with Fire. Prometheans have long attempted to
use astrology to divine the “right time” and geomancy to
determine the “right place.” Even if the answers these studies
revealed were more concrete and less elusive, though, it is
nigh impossible to tell which humans among the billions on
the planet might have the right capabilities for a particular
place and time. Prometheans must simply accept that some
mysteries are beyond understanding.




A Primeron
Promethean
Alchem

Alchemy is a traditional practice that spans the world,
though its particulars differ in various cultures. In the West,
alchemy gained its greatest popularity in the Renaissance,
with such famous practitioners as Paracelsus and John
Dee. Many of its roots come from the medieval golden age
of Islam, when Islamic science was more advanced than
European understanding. Some claim that the name comes
from Arabic, others from ancient Egyptian.

In short, alchemy is the art and science of transmuting
material substances. More than that, though, it is a spiritual
exercise whereby the alchemist transmutes the base matter
of hissoul into refined spirit. Psychologically, the alchemical
operation could be seen as one of mentally projecting one’s
internal desires onto external substances and working with
them in material form to effect inner change. Alchemy isn’t
just a pre-modern form of psychology, however, for its aim
is to work with the soul, not just one’s personal complexes
and hang-ups.

While the Western alchemical paradigm was to work
with material substances, slowly breaking them down with
solvents and refining them to produce the purest form, the
Eastern paradigm was etheric energy. Indian Yoga and Tantra,
and Chinese Qigong, are all methods of internal alchemy,
using etheric energy — prana or gi — to refine soul and
spirit. While the differences between these practices are
profound, they share the same overall idea that a form of
living energy exists unseen by the organic eye, but which
can be perceived with the imaginal eye. By practicing dili-
gent and often complex breathing and bodily movement
exercises, this energy could be alchemically refined. In one
form, Kundalini, the energy at the base chakra (energy point)
near the genitals can rise to awaken higher chakras, leading
toenlightenment (and maybe even siddhis, psychic powers).
In another form, Chinese Qigong, the dantian, the ball of
energy in the belly, can be heated by breathing exercises,
transforming the flow of gi into the vapors of shen, or spirit,
thus leading the practitioner to spiritual immortality.

Both paradigms hint at a Promethean alchemy: the
manipulation of internal energy — Pyros — to produce
changes in the substance of the body and even to distill a
mortal soul.

The Journey Through
Saturnine Night

The whole of a Promethean’s life, from waking up on
the slab to attaining Mortality, is seen as a figurative quest
through Saturnine Night, an alchemical term for the dark
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night of the soul. While Prometheans do not have souls, they
certainly suffer through a sort of dark night in a desperate
quest to attain the soul.

The Substances

The three primary substances of the alchemical operation
include salt, which is often equated with the mind or the
feeling heart; sulfur, which is equated by Prometheans to the
Aczoth, the purified Pyros that animates them; and mercury or
quicksilver, which Prometheans equate with the raw power
of Pyros, especially its transformative capabilities.

There are also many other substances involved in a Promethe-
an’s Pilgrimage, mainly a host of metals: iron, lead, copper, tin
and gold. For Prometheans, these metals are metaphorical rather
than material, though some claim that they once had more
literal meaning for the practice of their Transmutations. Each
metal is seen as governing the transformation of a particularly
important quality, such as the Self, the Body or even Mortality,
as demonstrated by the Refinements.

Stagesof Transformation

There are four principle stages of the alchemical process,
or the sequence of Promethean transformation:

1. Nigredo, “blackening” — This stage is one of putrefac-
tion, causing the emergence of the mortal soul from the body
— i.e., the death and dismemberment of a mortal, whose
corpse is then used to create a Promethean.

2. Albedo, “whitening” — The Azoth from the Promethean
creator (or the Pyros wielded by a demiurge) enters the pre-
pared corpse (called the conjunctio) and purifies/transmutes
it. A Promethean is “born.”

3. Citrinitas, “yellowing” — The intensity of the Azoth’s
heat “sweats” out a soul — the Promethean’s Pilgrimage,
wherein he works toward the attainment of Mortality.

4. Rubedo, “reddening” — The Divine Fire completely
burns the lapis (the “stone,” which is the Promethean
himself), transmuting it back into a mortal form, but now
purified. Thisstage is the culmination of the Azoth’s promise
— Mortality, and the attainment of a soul. The Promethean
begins a mortal life.

The Operations

The stages of transformation can be further broken down
into 12 operations, explicating exactly how a Promethean
is transformed:

The furst four stages represent the mortal life of the body before
it is killed and used to create a Promethean. This is the substance
that the Promethean inherits. Ifitis not properly prepared by these
operations, it cannot house the Azoth and birth a Promethean.

1. Calcinatio, oxidization — The birth of the mortal.

2. Congelatio, crystallization — The mortal enters and
experiences puberty, or the process of maturation.

3. Fixatio, fixation — The mortal reaches adulthood, or
full maturity.
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4. Solutio, dissolution, melting — The death of the mor-
tal body, and the release of the soul that has inhabited it
until now.

The next two stages represent the creation of the Promethean.

5. Digestio, dismemberment — The corpse is dismembered
and its parts reunited. (Different Lineages have different
requirements. A Wretched, for instance, must be composed
from the parts of different corpses.)

This dismemberment requirement might seem strange
to some. Aren’t zombies in the movies created from whole
bodies? Yes, but Prometheans aren’t zombies. Unlike the
walking dead, Prometheansare actuallyalive. Itisn’texactly
the same process as witnessed in most forms of organic life,
but it is a type of life. A Promethean has a mind, and it
can be killed.

Dismemberment isfound in many alchemical texts, point-
ing to the need to first break down a substance before it can
be built back up with greater purity. This can also be seen
as a symbol for the intellectual discrimination needed for
the Great Work. Like a scientist, the alchemist must catalog
every piece of his subject, knowing all the parts before he
can understand the whole.

Finally, as evidenced in the flesh of the Ulgan, dismember-
ment is a universal spiritual process in shamanic initiations
from around the world, spanning the globe across culturesand
continents. It points toauniversal truth hidden from rational
understanding — a truth about the needs of the Pyros. What
is to be united by Azoth must first be broken apart.

6. Distillatio, separation of the solid from the liquid — The
Azoth, the “distillate,” enters the corpse and creates a Pro-
methean or a Pandoran.

The next six stages represent the Promethean’s quest for
Montality, and his jowrney through Saturnine Night. (These
steps apply only to Prometheans, though, as Pandorans do not
seek Mortality.)

7. Sublimatio, refinement through sublimation — The
Promethean chooses and practices a Refinement, a Magnum
Opus that will help purify him.

8. Separatio, separation, division — The Promethean suf-
fers the tortures of Disquiet, his disfigurements and Torment
as he makes his way on his journey.

9. Ceratio, fixing in a waxy state — The Promethean finds
others of his kind to serve as companions on his journey.
Even if he never formalizes his bond (as a member of a
throng, see pp. 73-74), he still can claim at least one friend.
Those Prometheans who do not perform this operation are
thought to be handicapped in their completion of the fol-
lowing operations.

10. Fermentatio, fermentation — The Promethean begins to
earn Vitriol, the solvent that refines his Azoth for Mortality.
In other words, he has made definitive accomplishments or
milestones on his quest.

11. Multiplicatio, multiplication — The Promethean must
create another Promethean. If he produces Pandorans in-

stead, he must try again until he has successfully transferred
his Azoth to a new Promethean. Many feel that doing so is
evil, one of the many tortures their kind are made to suf-
fer and to cause others to suffer, but Mortality cannot be
achieved without completing this operation.

12. Projectio, “The scattering of the lapis on the base
metals in the form of dust” — This “dust” is the matter
from which God made Adam. The Promethean’s body is
transformed into truly living flesh and he achieves true
Mortality. Although he is now weaker and more fragile than
ever before, he is not rejected by the world out of hand. He
can now seek the solace of a soul’s eternal life, as promised
by human religions.

The Elements

Inaddition to the tenets of alchemy, the classical doctrine
of the elements is relevant to the manner in which a Pro-
methean is born. Each Lineage is created through a means
closely associated with one of the five classical elements:
air, earth, fire, spirit and water. A Golem is buried in the
earth and digs his way out upon awakening. A Galateid is
animated by the breath of the spoken word, the Logos. A
Frankenstein is sparked to life by electricity. An Osiran is
immersed in the aqua vitae, the waters of birth. An Ulgan
is torn apart by spirits, who leave part of their substance
in him.

In addition to their material substances, each element
has a host of metaphorical associations:

e Air: Linked to the intellect and reason, the discrimi-
nating mind and the wit that cuts like a sword. It is also
manifested by voice, through speech and song. Its sense is
smell. The Muses are the Prometheans most in resonance
with air.

e Earth: Associated with sensation and the senses, the
wisdom of the body. Its sense is touch. The Golems are
closest to earth.

e Fire: The power of the will, of determination and of
the focus to put thought into action. Its sense is sight. The
Wretched feel fire more intensely than other Prometheans
do. This elemental fire is not the same as the Divine Fire,
which runs through all things.

e Spirit: Intuition and the supernatural, the unseen world.
Most humans are unable to perceive this element, although
it is all around them. Its sense is taste. The Ulgan are the
most kin to spirit.

e Water: Emotion, passion and drive. Emotions often
engulf people and force them to go with their flow. Water’s as-
sociated sense is hearing. The Osirans are scions of water.

The Chinese system of elements — earth, fire, metal,
water and wood — are not as relevant for describing the
Promethean condition. For one, they are more indicative
of processes than substances, and two, they best reflect the
unfolding of Nature and life in its intricate cycles. The
Prometheans are alienated from this scheme.




The Humours

In ancient times, medical problems in the West were
addressed by examining the balance of humours within
the patient. Certain diseases could be diagnosed and cured
through thissystem. Although itis considered to be medieval
quackery for modern science, the system is actually quite
descriptive of how the Pyros animates a Promethean’s body.
It’s so correlative, in fact, that some Prometheans wonder if
the doctors who invented the system, and those who kept it
alive for many centuries weren’t drawing upon anatomical
studies of Prometheans rather than humans.

Besides describing bodily functions and ailments, the
humours set a person’s temperament. The humours give
off vapors that rise to the brain, influencing thought and
behavior. A person could be described as possessing a certain
persistent temperament based upon the balance of humours
in his body. This is of questionable veracity when used to
describe humans, but of undoubted facility when describing
Prometheans and their Lineages.

While humans recognized four humours—sanguine, choleric,
melancholic and phlegmatic — Prometheans add a fifth: ecto-
plasmic. This fifth humour refers to a strange bodily substance
that does not seem to occur in humans and has its purported
origin in an intangible state of reality called Twilight, wherein
dwell spirits and the shades of the restless dead. Spiritualists
claim to have encountered ectoplasm coming from the mouths of
mediums to form shapes and images. The white, sticky substance
they describe differs from the ectoplasm that can be extracted
from an Ulgan Promethean, which is black as pitch.

Each humour has an associated bodily fluid, an element
and an organ (that produces the bodily fluid).

Bodily

Humour Lineage Fluid Element Organ
Choleric Frankenstein Yellow bile Fire Liver
Ectoplasmic  Ulgan Ectoplasm Spirit ~ Pineal

gland
Melancholic  Tammuz Black bile  Earth Lungs
Phlegmatic ~ Osiris Phlegm Water  Gall-

bladder
Sanguine  Galatea Blood Air Spleen

The temperaments attributed to the humours do seem to
apply to Prometheans of the five Lineages:

Choleric: Angry, on ashort fuse. Cholerics (the Wretched)
don’t forget a slight, and they tend to be driven by revenge
against those who spite them.

Ectoplasmic: Driven by animal instincts. Ectoplasmics (the
Riven) can lose control to their basest natures — sometimes
as a fight-or-flight response; sometimes as a bestial need to
declare a pecking order.

Melancholic: Depressed, unresponsive. Melancholics
(Golems) might initially react with violence but then
become sluggish and slow in all their responses for a time
afterward.

Phlegmatic: Unemotional, cold. Phlegmatics (Nepri) often
strike others as unfeeling and emotionally unavailable.

Sanguine: Bold, happy, amorous. Sanguine Prometheans
(Muses) are often outgoing and attractive, though also often
flighty and incautious.

Transmutations

The Pyros is a catalyst for change, and it cares not if this
change violates natural laws such as the conservation of
mass and energy. Under the influence of Pyros, anything
can be transmuted into something else entirely. In theory,
at least. In practice, such alchemical operations are more
difficult, requiring training and mastery of the principles
involved, along with hard-won experience. In addition,
learning how to manipulate the Pyros to achieve one class
of effects doesn’t guarantee that it will behave the same way
when you want it to achieve another range of effects. It is
indeed mercurial, and like a crackling flame, it sends out
tongues of fire in every direction.

What'’s more, the ability to manipulate Pyros is not sim-
ply a matter of imposing will upon it. The Promethean’s
consciousness must be in resonance with the operations
he wishes to perform with it, or his struggle to achieve his
ends will be more costly. By adopting a code of behavior
and thought, a Promethean can more easily master certain
aspects of the alchemical force, gaining deep insight into
his Pilgrimage as he does so.

These alchemical practices are called Refinements. Each
is a step in the Magnum Opus, the Great Work of trans-
forming the lead of a Promethean body and mind into the
golden soul of Mortality. Each Refinement lends itself to
the practice of certain classes of Transmutations, the name
Prometheans gives to the amazing powers the Pyros gives
them to effect change in their bodies, minds or the world
itself. The Promethean transmutes a part of his physical or
mental substance into something else.

Most Transmutations are only temporary until the base
matter of a Promethean’s being reasserts itself. During the
time a Transmutation is in effect, however, impossible
things can occur. The Created can cause his body to ignore
extreme temperatures or the need to eat. He can fool the
eyes of mortals so that they do not see his disfigurements.
He might alter his sense perception to allow him to see into
normally invisible spectrums. He can exude a chemical
acid from his skin that breaks down material objects, or he
can reinforce those objects via the alchemical force. Some
Prometheans can redirect electricity from its normal flow
in wires or even use it to recharge their own store of Pyros
within them. At the farthest extremes, they can change
their shapes to that of any animal or human, or steal Pyros
from other Prometheans at a distance.

Without these boons, Prometheans would be hard pressed
to complete their Pilgrimages. Life is hard enough for them.
Without special means, they would not likely survive for
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long. With the world itself turned against them, the powers
of the Pyros are their only firm allies.

The Magnum Opus:

Refinements

Prometheans often pledge themselves to a regimen of
alchemical study: the Magnum Opus, the Great Work, the
purpose of which is to attain the New Dawn, also called the
Aurora — the soul. The Promethean’s base matter — his
body and mind, associated with the metal lead — has already
undergone the stages of putrefaction, dismemberment and
resurrection, but he has not yet attained the Dawn. He
wanders through Saturnine Night, beset by horrors. .. some
of his own making. Until he is perfected, all his Works shall
be imperfect.

For this reason, a particular course of the Great Work
is called a Refinement, for it seeks to make complete an
incomplete Creation.

Prometheansin different times and places have developed
different answers to the problem of their incomplete, flawed
orunfinished natures. The mystical science of alchemy finally
gave Prometheans a language with which to speak of and
attempt to solve their dilemma. Some believe that mortals
such as Paracelsus received some of their most important

alchemical ideas from a Promethean, so that he and others
like him could create for the Prometheans anew “organ,” this
one a body of knowledge for the development of the soul.

Each Refinement is an exploration of a discipline or calling,
the development of which is believed to tame the Divine Fire
blazing within. Itisan alchemical operation — that is, a practice
involving the body, mind and spirit— performed upon a “metal,”
the “substance” of particular aspects of Promethean existence.
The aim is to spark within one’s being the Aurora, or soul, and
then to fan it into an ever-burning flame. Some also view the
Refinements as a means of purifying an organ of the Primordial
Giant, the Perfected Man, who was dismembered by Flux and
whose limbs and organs make up the body of the world.

A Promethean can practice different Refinements at dif-
ferent stages of his life. While he practices one, he must give
himself over to it fully, but he can later give it up and take up
a new Refinement. He can even switch back again later.

The metals and the associated subtle substances worked
upon include:

® Aurum: The Refinement of Gold (Mortality) — Promethe-
ans who practice this Refinement seek to pass as human and
tounderstand the human condition, and thus the soul. Some
do so to become as their Lineage’s demiurge creator, others
to transcend the pitiful lot of that creator.

e Cuprum: The Refinement of Copper (Self) — The prac-

tice of mysticism as a means of taming Torment and to gain




solace (rather than enmity) with Nature. Prometheans who
follow this practice tend to be the most comfortable with
(and capable of) surviving in the wild.

e Ferrum: The Refinement of Iron (Corpus) — The soul
grows out of the body; he who controls the body and its
the organic processes commands the soul. Prometheans
apprenticed to this regimen are warriors and athletes.

® Mercurius: The Refinement of Quicksilver (Pyros) — Pro-
metheans who work Mercury push the limits of their bodies’
alchemical capabilities, seeking to understand the Fire that
burns within them.

e Stannum: The Refinement of Tin (Torment) — This
course of study provides an outlet for those who seek just
vengeance for the wrong done to them by their creators and
the universe. They indulge their Promethean urges, rather
than deny them.

There is another Refinement, although it is considered
debased by most Prometheans:

e Centimani: The Refinement of Flux — Prometheans who
elect to study this Refinement seek to command Flux itself,
hoping to control the Pandorans.

More details on the five primary Refinements follow.

Changing Refinements

Refinements aren’t engravet ente a Fremethean’s
prete-seul, they can be changed fer new enes. Just be-
cause a Premethean has leygally follewed the Refinement

RUFIEIVLA GN USKOPUS R E FINEMENTS

of Copper for 10 gears deesn’t mean he can’t change
his mind and trg the Refinement of iren, especially if he
believes deing se will aid his Pilgrimage.

Transitiening te a new Refinement takes time. If the
Premethean has the guidance of a practitiener of the
new Refinement he wishes te take up, he can transitien
over after a week of studg with that menter. if there
is ne ene te teach him, it takes a menth te switch ever
and gain the mechanical benefits of the new Refinement
(the affinity cest break fer Transmutatiens). During
this time, he thinks and acts aleng the lines of the new
Refinement’s philesephy, such as he believes it te be,
but it takes time for his Azeth te adjust and readily ac-
cept the new alchemies he will practice with it.

The exception is Stannum, the Refinement of Tin. Anyg
Premethean can revert te Stannum simplg by declaring
it. llis Azeth immediatelyg takes up the path ef the furg,
ready fer vengeance. The drawback, hewever, is that
it takes twice as leng te transitien eut of Stannum and
inte a new Refinement (er the ene that the PFremethean
practicet befere). With a trainer, it takes twe weeks.
Witheut ene, it takes twe menths te sufficiently get
Stannum’s agitation eut of ene’s Azethic sgstem.

While a character practices his Refinement, the plager
sheuld de his best to releplayg that Refinement’s eutlook.
Refinements are net excuses feor a cest break en pewers
— they are eperations of the @reat Werk. The substance
they act upen is net just the bedy but the mind.
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lition, learning how humans see themselves. This
rapproach has the benefit of giving the Aurum a well-
ded view of humanity, in addition to being somewhat
ic, since Prometheans are a reflection of humanity.
former method, of course, has the advantage of giving
Promethean direct experience with people instead
bstract or possibly outdated facts. It does, however,
to produce a somewhat limited view of humanity.
nstance, an Aurum who spends all of her time near
all Mexican village is going to have a much different
of humanity than one who haunts a town of similar
n the American South. A Promethean who comes
llow the Refinement of Gold after years of pursuing a
ent Great Work might have the experience necessary
tep such a limited sample in perspective, but it rather
nds on how she spent the previous years.
nce humans are so diverse that an Aurum might
bse to emulate any facet of human society (barring, of
se, one that requires her to be constantly exposed to a
t number of people). An Aurum might even attempt
ld down a job or a relationship with a human being.
es who follow this Refinement sometimes spend time
corts, dancers or prostitutes, since such lines of work
ble them to come into contact with a diverse sample
umans. Other Lineages pursuing this Refinement
t take work as drivers (of cabs, limousines or even
heelers) for similar reasons. A truly brave Aurum
t take work in a profession that other humans have
bn to hate or fear. A Frankenstein might become a
ty hunter, for instance, while a Golem might become
iceman.
any Aurum shun supernatural beings, reasoning that
ature that was never human (such as a werewolf) or
that is fundamentally altered from humanity (such
ampire) has nothing to teach them. Some Aurum
adifferent tack entirely and seek torelate to human-

humans in her area from such creatures. Noble tho
these sentiments might be, they are probably doon|
The humans an Aurum protects will never see he
a protector, no matter what she does. She is as mug
monster as the other creatures of the night.

RELIGIOUS SERVICES

A Promethean following the Refinement of Gold
often find hints and markings left at places of wors
As such, Aurum attend such events fairly freque
though they don’t oftén return to the same place t
unless they develop a special fixation on the congrg
tion. They prefer sparsely attended gatherings for obv
reasons, so they are likely to show up at midnight

and the like.
SCHOOLS

Schools in general appeal to the Aurum because f
represent a collection of humans striving for knowle{
Universities and high schools especially interest then
the students are on the cusp of transformation into a
or into productive members of society. (That’s the thel
anyway.) Also, practically speaking, a Promethean
hide in a large university’s library for months wit
being noticed if she is careful enough, and univers
produce an abundance of organic matter to consu

TRANSMUTATIONS

Deception, Mesmerism

SKILLS
Aurum often develop ratings in Academics, Per
sion and Streetwise in short order. These and the of
Social Skills are extremely helpful —even essential
dwelling among humanity. Many Mimics also learn
fundamentals of Brawl, Firearms or Weaponry, as Disq|

Stereetypes
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raurius: 1 trg te identify the seul; geu take gours for granted.

Stanmum: Yeu'll grew up semetlag.
®

#

ntimani: Can geu learn abeut humanity by watching its antithesis? if se, seek ene of the freaks.
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gainst them, but the joints and tendons of
n, punctured, flayed. He coughed and spat
esh.
pring metal sounds as they finished loading their
't understand much of their language, but he
ere frightened. He heard one of them mutter,
vyet?” Then the hail of bullets began again.
red bones, punctured oraams and tove muc
jing hunks. He raised hi
ning eye, smiled througl
as a reminder that he ¢
xultation to his strengt
they stopped to reloc
rs in his body to rea
ko his muscles, power |}
able to withstand. He ||}
d come to learn. Nodll
hat strength their fear

out the body is root-

nd defenseless. The

ody is little better off.

n be broken and enslaved, and what does
he soul? A Promethean who pursues the
on feels that when the body is strong and
protected, he can make true progress on
Through self-discipline, practice, study
bal, the Ferrum strive for enough strength
neys through.

of hundred-armed grotesques — the He

Centimani in Latin). These monsters w
consigned to the pit of Tartarus, as were 1
other hideous creations. The practitior
consider battling such monsters to be th
for a number of different reasons (see

Operations”).

Of course, the Ti
flaws. Cronus, the fatt
swallowed his own yc
them from dethroning

only after Zeus was bor
he managed to free hij
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e lesson as areminde
s the worst outcome {]
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rer sources as well.
he world include stor
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= , son suffered at the I
and Prometheus endured years of pain fo
Who knows how many famous legends
conceal a Promethean pursuing Iron?
One tale in particular appeals to the
it highlights both the dangers of pride aj
of curiosity. The story speaks of a Pror
to life on the banks of a great river. This
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an tries to understand the structure and function o
ng organism.

RACTICESADD
PERATIODS

warrior must be ready to fight, so many Iron operations
olve mock combat and sparring (if the Promethean can
1 a partner). Many Ferrum practice one or several forms
nartial arts and spend hours performing strengthening
breises, working through forms and katas, maintaining
hpons and otherwise training.
et they are equally interested in understanding the
ly, so an Iron Promethean might just as easily be found
ing over a medical textbook or breaking into a gross
tomy lab at night to explore a body. Many Ferrum

rather imprecise in these pursuits, and the scene the
rning after such a study session might be gruesome in-
d. Followers of Corpus recognize that their own bodies
| occasionally, the bodies of willing members of their
ongs) provide the best sources of information because
he Promethean tolerance to pain and injury. When

Ferrum meet, one might allow the other to flay the
n from his body and pin it back to see the muscles and

iae beneath. Of course, reciprocity is expected.

f course, the Titans are also interested in taking on the
ies of their Greek namesakes and protecting others from
nsters such as the Centimani and the Pandorans. Some
his interest is selfless, but some of it is simply more physi-
punishment to beat the Iron Prometheans into shape.
re than one Titan has perished pursuing the ideal, but
t doesn’t deter others. Any challenge can be overcome.
just a matter of skill and determination.

AIDIDG

t’s possible to learn martial arts or other combat forms
bugh book study, but it’s not very efficient. Disquiet
vents most Titans from finding a true mentor, however.

ing events of the modern age are usually staged :

a Promethean does manage to find a trainer, either anot.
Promethean or a human who is able to look past Disqu
the Titan tries to learn every detail as quickly as possibl

HODORADD RULES

Titans in the modern world are tomn on the idea of ru
and sportsmanship. On one hand, a game or sport is o
fair if all parties agree to abide by one set of rules. On {
other, combat is a matter of life and death, so adhering
a code of honor isn’t always the safest or smartest mo
Since the ultimate benefit of honing the body is for {
soul, is it more beneficial to cheat or use dirty fightin
protect the soul’s house or to suffer injury and keep the s
pure? The [ron Prometheans don’thave an easy answer, 2
how one Titan feels on the matter depends very much
his own experiences. In general, the Refinement of Corj
benefits from testing the body, so most practitioners dc
take a cheap and easy route to victory. Instead, they
whatever challenges their bodies the most.

TRADSMAUTATIODS

Corporeum, Vitality

SKILLS

Obviously, the Athletics Skill is a must. Often, a Tit
develops multiple Specialties in this Skill rather than
in addition to) a high rating. Brawl and Weaponry td
to be impressive as well, and most Ferrum know at l¢
one Fighting Style Merit. Intimidation tends to deve
naturally, as Disquiet mixes with the Promethean’s oh
ous martial prowess. Finally, more Ferrum learn quite a
about the human body and its inner workings, which
result in dots of Medicine, Academics or Science.

Like their Cuprum brethren, Titans often learn h
to control their bodies’ heart rate, breathing and so
which results in an appropriate Specialty in Athlet
The difference is that once Titans learn the basics of su

Stereetypes
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etimes nothing short of the offender’s mutilation or
h is sufficient.
ot all Stannum have anyone or anything specific to
e asatarget for theiranger. Commonly, Prometheans
do have specific enemies tend to reconsider their
ivesfor following the Refinement once those enemies
been dealt with. Unfocused Stannum, those who
be to the Refinement out of sheer bitterness, tend to
E a little longer to find this sort of self-reflection.

ACTICES AND
ERATIONS

iolence is a necessary part of the Refinement of Tor-
ht, so all Stannum have some preferred way of inflicting
ome Furies who have not been schooled in the deadly
rely upon Transmutations. Others take more round-
1t means, sabotaging vehicles and other machines or
hg traps for their victims. The Electrification Trans-
ations help immensely in such endeavors.
the past, it was possible for a Fury to simply approach
arget and attack, but doing so is rarely practical in
ern times. Instead, the Promethean must study his
et, sometimes for weeks or months, until he devises a
to exact revenge without bringing retribution down
his head (or the heads of the members of his throng).
exacting work fits better with some Lineages’ Torment
others. It’sarare Wretched Promethean who can quell
age long enough to collect this sort of data. Stannum
can stand to wait often become proficient at using
eillance gear and tactics, shadowing and stalking, and
n frightening their targets from afar.
any Furies find or create a space to be alone, one in
h they can give themselves over to fits of Torment
hout being disturbed. The appearance of such lairs varies.
Osiran might have pictures of the objects of his envy

i

almost empty, and probably only large enough to admi

Tammuz who comes there to brood.

ELECTRONICS AND MACHIN

Stannum often have an affinity for machines.
might be an outgrowth of their Electrification Trans
tations, or might simply be because machines don’t
Prometheans the way living things do. A Fury might nf
hishome in a junkyard, an electronics warehouse, adis
laboratory or any other area with a ready supply of u
machinery. While few Stannum have much in the
of formal knowledge of engineering or metallurgy,
develop skills in repair and jury-rigging through trial
error (often to the dismay of their enemies).

COUNTERCULTURE

Most cultures have a place for disaffected youth,
the Furies tend to gravitate toward it, using Disquie
to shunt the feelings of distrust and revulsion they wi
usually face off onto more deserving targets. Stan:
Prometheans don’t seek out subcultures based on any
thing. It might be music, art, politics or social philoso
but if it annoys or offends those in power, it often resor
with the Furies. In this appreciation, the Stannum
some common ground with their Aurum compatriof
the Mimics are often also interested in what makes s
humans differ from others.

TRANSMUTATIONS

Disquietism, Electrification

SKILLS

Aside from the combat-related Skills that many F
develop in pursuit of vengeance, many Stannum learn or
sess ratings in Crafts (reflecting their affinity for machi
and Stealth (used for stalking their targets). Intimidz
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CHAPTER ONERNSERIING

The New Dawn:
Mortality

Almost all Prometheans seek to escape their state and
become truly alive. For them, this goal isn’t just a utopian
fantasy or a promise to be fulfilled in some afterlife beyond
death. The chance to become mortal, really and truly hu-
man, is no imaginary reward — it can happen. It is rare, and
the quest for this Holy Grail might take years, decades or
even centuries, but it is possible. Some Prometheans who
have achieved the prize and retained memories of their
tormented lives as reanimated corpses, have approached
Prometheans to give them the good news. Their stories
have spread all over, carried by nomadic Prometheans and
told to others as miraculous accounts of escape from their
hellish state. All Prometheans prize these tales, clinging to
them in their hearts during the worst of times. Although
some find the path too hard, or even unattainable despite
the example of those who have gone before, their vocal
bitterness toward Mortality hides a deep pain inside, a
yearning that even the most monstrous of Prometheans
cannot help but feel.

Becoming mortal means that Disquiet will no longer
plague them, allowing them to live among other beings
without triggering fear and hate. It means they can claim
a soul, that intangible but priceless substance they believe
mortals possess. With a soul, they can truly become part of
Creation, and perhaps even experience an afterlife upon
death. Without it, they will continue to be repulsed by
humans and Nature itself, and upon death, their Fire will
go out, with no god or angel to breathe new life into it. Or
so many Prometheans believe.

But how does one achieve Mortality? There is no single
answer. The Pyros responds to this potential in many ways.
Prometheans know only that in certain places, at certain
times, they can experience epiphanies that reveal insights
into Mortality, and which stoke the Fire within them,
transforming the Azoth and the Promethean with it. They
seek out these moments, drawn by their Inner Fires, trav-
eling across the face of the earth to find them. Although
these special events and places hold a mystical promise for
them, they can actually be quite prosaic — or supernatu-
rally dangerous. Any experience can hide the promise of
Mortality. Finding out which ones actually do is the work
of a lifetime... or longer.

Thisquesting to places that hold the promise of an alchemi-
cal transmutation of the Azoth is called the Pilgrimage, and
almost every Promethean is a nomad on its trail. There is
no single Pilgrimage, but many, leading to different places
for different Prometheans. The event that might stoke one
Promethean’s Azoth might mean nothing to another, or
even pose a terrible danger to one who is not called but
tries to claim the prize anyway.

Vitrioland the
LapisPhilosophorum

The ancient alchemists sought to create the Philosopher’s
Stone, the end result of their Great Work. For Prometheans,
this Lapis Philosophorum is equated with Mortality. Once
created, it will completely transform the Promethean from
his wretched state into the life of a mortal, accepted by
Nature and his fellow man. The key to creating this “stone”
is Vitriol, the solvent that dissolves impurities from the
Promethean’s being. The Vitriol catalyzes the Azoth, and
the vapors that arise transmute animated flesh slowly and
steadily into soul.

Vitriol cannot be manufactured. It must be collected along
the Pilgrimage. Prometheans conceive of the Pilgrimage asmade
up of stages (called milestones in game terms). These stages
are hard to classify, for they vary with each individual, and
the number is likewise impossible to define. One Promethean
might be able to achieve Mortality by passing five milestones,
while another might need 15 or 20 such lessons before he can
complete his study.

A milestone represents an epiphany in the Promethean’s
search for escape, and it generally comes in the form of a sud-
den, deep understanding of what it means to be mortal. While
it is one thing to study mortals from afar and intellectually
grasp what issues they must confront, how they typically
confront them and what beliefs they have forged from them,
it is another thing entirely to truly live that experience. Only
through this lived, felt experience, known deep in the gut,
the heart and the head, can a Promethean truly get it. Each
time he does so, Vitriol bathes his Azoth and gives off trans-
formative vapors, unlocking new powers. Within the retort
of his inner self, a soul begins to distill. With proper heat,
care and continued pressure — from more milestones and
the Vitriol they release — the soul will harden and whiten,
transmuting dead flesh to living, soulful cells.

This Moxrtal Coil:
The Redeem ed

What happens to the Promethean should she actually
attain the sought-for state of humanity? Stories differ. Some
say that the Promethean becomes a perfected human, normal
in all outward means but special within, with a soul that is
even more pure than most humans’. While she must suffer
the “slings and arrows of outrageous fortune”— pain, disease,
hunger, ignorance of the supernatural world — from now
on, she no longer suffers outright rejection from Nature.
She can find friendship and even love among her fellow
mortals. Few Prometheans consider the tradeoff a raw deal.
Indeed, most would pay anything for even a day in which
they could experience and participate in true love and
companionship.

There is some confusion about whether the Promethean-
become-mortal, the Redeemed asone is called, can remember




her life as a Promethean. Some seem to, evinced by the
rare mortal who encounters a Promethean and knows far
too much about their condition and ragged culture to be a
complete stranger to it. The consensus is that memory is an
artifact related to the Promethean’s purity during the blessed
transformation. Some remember, but most do not. To forget is
a blessing, for the Redeemed can forge a normal life with no
memory of the horrors she has witnessed and committed.

There are some who say the Redeemed aren’t merely hu-
man, but superhuman. To their minds, those Redeemed who
haverevealed themselves to Prometheansare the failed ones.
They might have become mortals, but to be merely mortal
is hardly a step up from a Promethean’s present condition.
It only exchanges the trials of enforced loneliness for weak
flesh and ignorant minds. These Prometheans have trouble
accepting that the ultimate result of their diligent alchemi-
cal operations is not perfected beyond the dreams of even
man. There are many mythologies about what a Redeemed
Promethean can become, but no evidence exists for any of
them. Yet, in a world where many secrets are hidden, lack
of evidence is no proof of falsehood.

The Redeemed do, however, have one special quality
that all Prometheans aspire to acquire: a soul. While the
soul cannot be seen or touched, Prometheans seem to know
instinctively that mortals have them and the Created do
not. Although Prometheans represent a form of life from
death and can defeat death again, they know that when
their Azoth finally fades out, that’s the end for them. Only
mortals are believed to have eternal life through the soul.
This eternity might be the reward of Heaven (or Hell), the
chance tolive again through reincarnation or even the ability
to evolve to higher spiritual states. To a Promethean, this
ideal represents a reprieve from an ultimate and final death
sentence. No creature, not even one falsely and unjustly
brought to life in another man’s corpse, can easily accept
the prospect that he might one day cease to exist.

Concerned with how they will live as fragile mortals when
they do complete their Great Work, some Prometheans
engage their Azoth in a special type of alchemical operation
that is said to allow them to retain a portion of their power
upon becoming human. The result of this operation is the
creation of an Athanor, an internal furnace for converting
Vitriol into a substance that will survive the achievement
of Mortality. Not all Prometheans choose to develop an
Athanor, for doing so requires a degree of focus and dedica-
tion to which many aren’t ready to commit. Some consider
Athanors a folly for those who believe in fairy tales, for few
can get close enough to the Redeemed to find out if the
Acthanors work as claimed.

Most Prometheans who encounter or become aware of a
Redeemed become intensely curious and spy on her from
afar. As their curiosity grows, they might risk actual contact,
incognito at first, but eventually giving away their true
identities. Sadly, such revelations usually end badly. Most
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Redeemed have no memory of the existence of Prometheans
and are as affected by Disquiet as other mortals are. In the
worst instances, these encounters end with the death of the
Redeemed, after she tries to summon help or even attack
the Promethean herself.

Wise Prometheans who commit such tragic acts simply flee
the scene, never to return, but some cannot let the matter
go. For whatever reason — the need for answers, the need to
undo a wrong, or the selfish need for allies on the Pilgrimage
— the Promethean gathers up the Redeemed’s corpse and
commits the act of creation upon it. If all goes well, the result
is a new Promethean. The being rises in confusion, like all
others, but might, over time, begin to remember, not just
her Redeemed life, but her former Promethean life.

It is a terrible thing to do this to a Promethean who has
won her Pilgrimage and must now start over again. The
new Promethean’s resentment for her creator is often ten
times more intense than usual, though some Created might
actually thank their benefactors for giving them yet another
chance at life.

Being returned to lead after being transmuted to gold isan
extremely rare occurrence, however, noted mainly because
of its mythically tragic qualities as a campfire story among
Prometheans. Most of the Redeemed are left alone, or are
protected by knowing Prometheans, who hope to gain some
merit toward their own Mortality by protecting one who
has gone on before them.

Goingtothe Wastes

The progression of the Azoth on the Pilgrimage sometimes
becomes too much to handle. The Promethean, seeking to
escape from its alchemical march, withdraws and goes to
the wastes. As Frankenstein’s monster fled to the Arctic to
avoid humanity, so the Promethean removes himself from
population centers and ekes out a life far from others, even
the companionship of fellow Prometheans. She might hole
up in a deep cave, rest on the ledge of a high mountain or
retreat to an abandoned shack in the forest. Over time, his
Azoth cools and reverses its evolutionary processes to a
degree that the Promethean is comfortable with, allowing
him to risk moving among mortals again in search of his
own true life.

Practitioners of the Refinement of Copper often reside in
the wilderness, but this is not the same as going to the wastes.
In the latter, the Promethean must withdraw from all active
participation in the world, into a sort of hibernation, where
she cannot use her Transmutations if she wishes to gain the
benefits of withdrawal. In a sense, she becomes dormant,
similar to the state a Pandoran is forced into in the absence
of Azothic radiance. The difference, however, is that the
Promethean is in control and can exit her dormancy at any
time. Indeed, she must often refrain from the urge to break
her fast from the world, should worldly temptation or even
dangers intrude upon her lonely hermitage.

While a Promethean endures this retreat, his body ceases
to age. Although the Created do not suffer the disabilities
of age per se — their bodies remaining in their given or
intentionally cultivated states throughout their existence
— they will eventually cease to live as their Fire goes out.
Therefore, a Promethean who fears perishing from age
before his Pilgrimage is complete might go to the wastes
to meditate on new approaches to the attainment of the

Great Work.
Refusingthe Dawn

Even those Prometheans who reject the concept of the
Pilgrimage are still on a journey toward Mortality, whether
they like it or not. Most Prometheans believe that those
who do not consciously take charge of their steps on this
path will become victims of its forced evolutions. Simply
by existing, Prometheans will eventually stumble across
moments or places where the potential for Mortality is
strong and responds to their own personal Pyros. Those
who reject Mortality can attempt to avoid these events,
and eke out a life of stasis, undisturbed by transformations.
Some Prometheans on this path of denial even aid others
who walk it. They do so out of fear or from a desire to forge
their own destiny, removed from the curse of becoming
merely mortal. Some even attempt to set down stakes in a
certain place, uncaring if their Disquiet eventually drains
it of life and vigor. Others mark safe houses or way stations
whereby a Promethean can stay for a while before moving
on, thus avoiding depleting the land.

The Sodality
of Nomads

Imagine the life of a typical Promethean, this one an
Ulgan who follows the Refinement of Copper. His name is
Daniel, a name he chose from the first book he found after
his birth (a Gideon’s Bible).

He has spent months in a national forest, hiding from all
humans who come near him. His Disquiet caused a town
to turn against him a year ago, and he is still afraid of what
will happen should he get too close again. The townsfolk
banded together to hunt him down, after someone called
him a homegrown terrorist. Exacerbating their problems
were the economic concerns caused by the loss of their crops.
Daniel had lived in an old barn by the fields for a number
of weeks, working as a day laborer when he could get the
work. He wanted to be close to others, but he rarely talked
with them and he kept his distance as much as possible in
the broad fields.

But his Disquiet had disturbed even the land, and it be-
came ill around him, the crops failing in a wider and wider
swath around the barn where he slept. Even though nobody
realized this consciously, they put two-and-two together




unconsciously and figured out the source. Their explanation
was that somebody was doing genetic modification experi-
ments on their fields. When no corporation could be made
a proper scapegoat, they turned against the lonely guy who
showed up now and then to work the fields, the one who was
clearly nervous around others. What was he up to anyway?
Nothing good, that was for sure.

Daniel moved on, into the vast woods where only oc-
casional tourists and backpackers disturbed him. Animals
wouldn’t come near him, though a hungry panther took a
run at him once before thinking better of it and disappear-
ing into the brush. For a time, Daniel was happy, removed
from the turmoil of human proximity. As the weeks passed,
however, he hungered for someone to share his thoughts
with. He considered creeping into the local camp and using
its public Internet connection to join a chat room where he
could talk unhindered by his repulsive presence. That would
mean coming close to humans again in the flesh, though,
and he wasn’t ready for that yet.

The urge finally became too much. He knew that ifhe spent
more time alone, he would go mad. His hope for Mortality
faded the longer he spent away from the world. If only there
were others like him near here. He had met others before,
but they had gone their own way long ago. He learned from
them the pilgrim marks, the language of symbols and signs
that other Prometheans used to mark places so others on the
Pilgrimage would know of any danger or aid to be expected
there. These signs were like the symbols hobos and gypsies
used, but it was unique to the Created. Many symbols were
drawn from alchemy but with meanings known only to
Prometheans. Some, those imbued with Pyros, could not
even be seen by humans.

Daniel finally left his forest retreat and stumbled at night
upon a campsite set back from the local highway. The
fire was cold, perhaps two days old, but a prickling in his
skin alerted him that something had been left behind. He
carefully scanned the campsite and found them, hidden
Firebrand marks, scrawled with ashes upon a pile of rocks
nearby. He rushed forward and dropped to his knees, staring
at the signs. The marks almost looked random, except for a
few prominent circles and lines. But there was more there,
symbols written by Fire that could not be seen by mortals
eyes but which his Azothic gaze could perceive. One of his
own had been here — a Promethean who knew enough
of the Transmutations of Vulcanus to write his message
here, imbued with Pyros so that any passing Promethean
would sense it.

Daniel peered carefully, deciphering the marks. The one
who had left them was saying that he had come from a city
down the road, in a direction Daniel had not been yet. He
described three other Prometheans (the sign for Azoth with
three marks) and a hoard of Pandorans. The author had left
the others to their fate, and he was now warning any who
could read this to turn away and go elsewhere.

Three Prometheans, Daniel thought, attacked by Pan-
dorans. Now either dead or in need of help. He sat there
for a long while before realizing what he knew he had to
do. He would go to that city and risk the Pandorans. He
would free the Prometheans, if they still lived, and maybe,
in return for his selfless act, they would become his friends.
He wanted this more than anything. Even if the Pandorans
got him too and ate him to get his Azoth, the effort would
have been worth it. He knew that deep down.

His sacrifice might even be worth the greatest prize of all:
the chance at Mortality.

Daniel rose up and began his long trek in search of the
endangered Prometheans.

Drawn Together

Prometheans walk a lonely road. Some live their lives
without ever meeting another Promethean other than their
creator. Most of them, however, eventually do encounter
others of their kind as they wander in search of release from
their wretched state. The Azoth within them is drawn to
other Azothic radiance. This radiance is usually so rarefied
that it cannot be detected or discerned by even the most
sensitive scientific devices, but a Promethean knows. He
might not be consciously aware of the presence of others
until they are very close, but his Azoth knows.

This Azothic radiance can alert sensitive Prometheans
when others of their kind are near. Curious, most follow
the undeniable attraction toward this new source of Azoth.
In this way, Prometheans who normally stay hidden from
mortals can find one another.

This radiance isn’t always a boon, however. The same
power that stirs a Promethean’s Azoth also spurs dormant
Pandorans tolife. These creatures crave Azoth, for they have
none of their own. They need it to stay awake and mobile.
Without it, they become dormant and revert to forms that
don’t even resemble living creatures — broken statuary,
flotsam floating in a river, oddly shaped, half-buried rocks,
and other forms. The same force that draws Prometheans
together also draws predators to them.

For this reason, some Prometheans attempt to hide their
Azothic radiance, to cloak it from Pandorans, which also
withdraws it from the notice of other Prometheans. Doing so
is called Dampening, and it is not done lightly. Once initiated
the process is likely to repulse other Prometheans even when
theyare encountered. Only those Prometheans who are intent
on their solitude tend to adopt this tactic. While Dampening
doesn’t prevent a Pandoran from escaping Dormancy due to
proximity to the Promethean’s Azothic radiance, it makes it
harder for the Pandoran to trace the source back to him.

Throngs

Those Prometheans who discover that another Pro-
methean’s calling on the Pilgrimage is similar to their own
often choose to travel together. Some even form groups or
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gangs, called throngs, if their quests are mutually helpful
to one another. They learn to set aside their own needs
at times to aid one of their own, and he returns the favor,
so that at least one of them is likely to win the promise of
new life. One who achieves the prize of Mortality serves as
a lesson for others and can help his friends on the path (if
he remembers his former life as a Promethean).

Those who band together into a throng can formalize their
relationship with an alchemical pact, or Azothic Brand,
a mark made on the flesh with Pyros. This Brand forms a
conduit of energy flow, allowing one Promethean to give
another a small portion of his own Pyros.

When Prometheans of the same Lineage pact together,
theirelemental affinitiesand humours are increased in power,
aiding the practice of Transmutations. When Prometheans
of differing Lineages pact together, their elements and hu-
mours are balanced by the others, allowing them to better
quell the Disquiet they cause in others.

In most of the stories that tell of Prometheans attaining
Mortality, there is almost always a throng involved. Even if
only one of its members attains true life, the lesson is that
he could not have achieved it without the aid of others.
None can say for sure if this motif represents an actual fact
or merely reflects the Prometheans’ longing for companion-
ship in a lonely world.

Meetingon the Road

Prometheans, like humans, cannot help but form cul-
tures. For them, though, this culture is transmitted largely
through absence — through the records left behind by other
Promethean nomads, often written in symbols and codes
and hidden where most humans would not find them (or
understand them if they did).

When Prometheans meet, they almost always trade news
and stories, provided they do not first recognize each other as
enemies. They hunger for contact with their own kind, and
news is often communicated only through these occasional
meetings. Younger Prometheans have adapted to the Inter-
net,and maintain long-distance friendships and information
networks that way, but the technology is still too new to see
widespread adoption by older Prometheans.

A number of customs have arisen concerning meet-ups
along the Pilgrimage routes. Among them are the Measure,
the Ramble, the exchange of parting tokens and the use of
pilgrim marks.

The Measure

A Promethean who has suffered many bouts of Torment
bears a distinct tone to his Azothic radiance that other
Prometheans might find unhealthy. When Prometheans first
meet, each usually silently observes the other, scanning for
notable features in that initial moment of contact. (They
can see one another’s disfigurements, for instance, even if
those features aren’t visible to mortals.) In so doing, each

soaks in the other’s presence, his Azothic radiance — basi-
cally taking the others’ measure.

It is during this moment that a Promethean usually makes
a judgment about whether he’s going to like the other.
Although there is no evidence that an unhealthy Azothic
radiance is contagious, Prometheans are superstitious about
such things and are always wary of any person, place or thing
that might somehow compromise their chance at Mortality.
Therefore, when strangers meet, each is wary about how the
other might affect his own fate.

This consideration is entirely separate from whether or
not personalities clash. A Promethean can despise another
Promethean’s personality yet still find his presence accept-
able. Those who measure up often decide to stick together
on their Pilgrimages, if even for ashort while. Those who just
don’t synch usually trade polite pleasantries but find some
excuse to part ways. Some, especially those currently in the
grip of Torment or recently recovered from it, dispense with
politeness altogether and announce their annoyance from
the start. It’s also quite common for one Promethean to find
himself comfortable with one who does not feel likewise.

The Measure is not permanent. Two Prometheans who
didn’tlike one another at first glance might think differently
when they next meet, assuming one or both has experienced
a change in his Azoth.

A Promethean is not obligated to dislike a Promethean
who he feels doesn’t measure up. Even though the force is
a gut feeling associated with the Azoth, it exerts no pres-
sure on the Promethean to act in certain ways toward the
subject. If he were to suffer Torment, he might choose that
mismatched Promethean as a target for his outrage or shame,
but even here, he has a choice to act otherwise.

The Measure isn’t writ in stone. It is merely a means Pro-
metheans use to gauge whether another of their kind might
prove a boon or a hindrance to their personal Pilgrimage.

The Ram ble

Prometheans are invariably curious about other Pro-
metheans’ personalities, experiences, triumphs and failings.
It is common, upon meeting another Promethean and once
the Measure has been completed, to ask him “What'’s your
Ramble?” In other words, “What’s your story?” The term
alludes to the Pilgrimage itself, a ramble across the world,
as well as the often longwinded, discursive manner that
untrained storytellers use to tell their stories. It’s common
to have the teller, the Rambler, backtrack many times in
his telling, as he remembers to add details that he forgot to
mention earlier.

Some Prometheans write their Rambles into their flesh,
tattooing themselves with symbols that represent important
places they have been or people they encountered. Those
experiences worthy of such a mark are usually the ones that
earned the Promethean Vitriol as a milestone on her quest
for Mortality. They stand as signs of what the Promethean




accomplished even if she dies before attaining her true goal
of Mortality. Engraved in her flesh, they will outlast her for
a while and tell those who find her body part of her story.
(If nothing else, they spite those Pandorans who devour the
flesh, reminding them as they eat that they can never attain
even a portion of what the Promethean did.)

Once one’s personal Ramble is complete, the other Pro-
methean begins his. If the two (or more) Prometheans plan
to stay in the same area or travel together for a while, they
might wait until another evening to trade the next Ramble,
so as to stretch out the companionship as long as possible.
In later days, when they walk alone, they’ll often turn their
memories back to the Rambles of others, chewing over them
in their minds to get the full taste of them.

The Ramble is the primary means by which Promethean
culture is disseminated: the oral tradition in which the
wisdom of all Prometheans is embedded. Once personal
Rambles have been traded, and if time permits, it is custom-
ary to trade the Rambles of other Prometheans who aren’t
present. In this way, Prometheans learn the doings of many
other Created who they haven’t ever met. These are called
folk Rambles, for they often take on the character of folk
tales and myths.

Parting Tokens

When Prometheans who have shared Rambles part ways,
continuing on their own Pilgrimages, they customarily trade
tokens, items that express a Promethean’s identity. One
Promethean might make little origami birds to give these
to his fellow travelers as tokens to help them remember a
Ramble, while another might hand out bottle caps he’s col-
lected (and maybe painted) on his wanderings. Yet another
might give out dolls he hasstolen from little girls. Those with
some skill in arts and crafts might make highly personalized
tokens of different materials.

Prometheans often carry upon them multiple tokens from other
Prometheans. They don’t have to keep every token given to
them, and some throw them away as soon as they’re far enough
away from the giver not to offend, but most cherish them. A
collection of tokens isn’t just a reminder of community, no mat-
ter how disparate and removed its members might be, its also a
mark of how many friends one has made, for tokens are rarely
given to those the Promethean doesn’t like. Prometheans with
many tokens are often accorded warm respect. Those who abuse
this custom and steal or loot tokens from others, and then try to
pass them off as one’s own earned tokens, are spurned by others.
Their Rambles describe the offender in detail, so that others will
recognize him and turn him away as they take his Measure. It is
a pitiful thing to be rejected by a society of rejects.

Pilgrim Marks
Although Promethean culture is largely oral, a written
language has developed from it. This language is a set of
symbols used to convey simple ideas to those on the Pilgrim-
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age, similar to the signs American hobos
would leave on their travels, telling others
about the lay of the land. “This is a good
place to stay,” one mark might read, or,
“This person will feed you.” “Don’t come

. . 3 . 2
in here,” another might warn, or, “Watch out ; Be quiet

for the cops here.”

No one knows who first began using the marks,
but they’ve spread across the world, and can be
found in teeming cities like New York and Lon-
don, and in remote caves in the Himalayas or
on rocks in the Australian Outback. Wherever
Prometheans have wandered, there are likely to
be pilgrim marks.

Although the vocabulary of marks differs
somewhat in different places (and in different
times, with older marks differing from newer
ones), there is an amazing consistency to them.
Many Prometheans travel far and for many years
in their travels, allowing a comprehensive set of
common marks to spread. Younger Promethe-
ans are tutored in these marks via the Rambles
of other Prometheans, assuming their creators
haven’t taught them. It is considered cruel to
send a Promethean out into the world with no
knowledge of how to read the communications
of his own kind.

Pilgrim marks’ common visual motif was
clearly adopted from alchemy. Alchemical sym-
bolsfor metals and other substancesand operations
appear in different forms in different marks, and,
as with ancient Chinese writing, each mark can
convey a wide range of related concepts.

Humans who see these marks often mistake
them for the graffiti of gang signs. Without any
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“Danger”

e

“Ghosts here”

“Man with a gun™

5
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“Wasteland”

contextin which toread them, they make nosense.
Even for those who know something about
alchemy, the alterations made to recogniz-
able symbols preclude easy understanding,
and certainlynohintsas to the Promethean
meaning behind such a sign as “iron” (the

body, firm purpose, athletic prowess) or
“tin” (Torment, revenge, a vow).

There exists a special class of pilgrim marks
that humans cannot even perceive. Tt
made using the Firebrand Vulcanus Tr:
(p. 154). They are drawn with Pyros, :
they are accompanied by a physical
mark, the Pyros hides it from mortal
sight. Prometheans have a sixth
sense for detecting the presence
of these fiery marks and can often
find them even if they are covered
up or buried. These sorts of marks

are here”

“Pandorans

“Wealth”
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don’t last forever, though. Those seeking a more durable
message rely on more mundane marks carved into stone
or concrete.

Pilgrim marks cannot usually tell complex stories, at least
not with any accuracy. They are usually used to warn or alert
others to certain features in the area. One of the most common
warnings is the sign for “Pandoran,” alerting Prometheans
that there are dormant or active Pandorans nearby.

Of course, nothing keeps Pandorans from using pilgrim
marks for their own ends. It is not unknown for a Sublimatus,
an intelligent and cunning type of Pandoran, to learn the
marks from a Promethean he has captured and put false marks
nearby to make other Prometheans think the area is safe.
Pandorans find it very hard to create Firebrand marks, so
those still stand as a guarantee that a Promethean hand made
them. They do not guarantee that the Promethean wasn’t
forced into making them by a Pandoran captor, though.

Loners
Notall Prometheans are blessed with the company of oth-
ers. Many toil on their Pilgrimages alone, rebuked by humans
and Nature, and bereft of Promethean companionship. Even
those who do gain companions don’t always keep them,

as the Pilgrimage inevitably draws individuals in separate
directions. In the best of cases, this parting is temporary,
and the friends can meet again later to walk together for
another while before fate pulls them apart again.

The most precious throngs consist members who are willing
to put aside their own Pilgrimages to follow the needs of one of
their fellows, knowing that, when their own need is greatest,
their companions will do likewise for them. In such a fashion,
at least one of them might gain the holy elixir of Mortality, and
his example will hearten the others as they continue on in their
joint path until each attains the long-sought solace.

Such fellowships are rare, though. The majority of Pro-
metheans are forced to walk in solitude. They might have
been betrayed by other Prometheans or ill used by them, or
they might have been the ones doing the betraying, so that
they now fear to meet others in case their tale has been told
inaRamble. Perhaps theynever liked the company of others
anyway, and they find the Disquiet a boon of sorts, keeping
meddlesome humans away from them. These few prefer
to eke out their lives in solitary journeys, and some have
spurned the Pilgrimage entirely. Of what value is Mortality
to them, they wonder, when it so clearly makes other mortals
weak, fearful and ignorant? Better to build one’s own Fire




to new heights of incandescence, heedless of the world and
its petty creatures. What can a Promethean become if he is
not limited by his intercourse with others?

A true monster, some say. Prometheans often come to
distrust those of their kind who consistently refuse to in-
teract and who stay away from places where they might be
tested by Vitriol. It is understandable for a Promethean to
spend many years on his own, but if he does not eventu-
ally seek converse with others, he might be dangerous to
the Pilgrimage. It is said that there are Prometheans so far
removed from any echo of humanity that they try to steal
the Vitriolic gains of another Promethean’s Pilgrimage and
use them for their own twisted purposes. Such Created are
reviled and infamous in folk Rambles.

Pandora's Box

When poor Pandora opened the box containing all the
ills of the world, she unleashed Flux, the chaotic aspect of
the Divine Fire. It had previously been kept under control
by Zeus, but his anger at human use of the Pyros caused
him to relinquish this control. Or so the story goes. What
it really refers to is the fact that Flux is usually sparked
by overweening curiosity and lack of foresight when one
handles the Divine Fire.

Flux

The Divine Fire can be both transformative and marring,
creative and destructive. Without the stability gained through
an alchemical process of purification, the Pyros can run wild,
a conflagration of mutagenic power. This is Flux.

Just as the Azoth is a force of coagulation, drawing things
together, Flux is its opposite pole: disintegration, dissolution,
chaos and destruction.

Flux is endlessly fecund in the sheer amount of horrors it
can spit out. It is the dark side of Nature, what some have
called Lilith’s side — named for the she-devil from Jewish
myth, Adam’s forgotten first wife. It is the dark shadow of
Nature’s harmonious creation, unbalanced and disruptive.
Its creations break the rules. They are things that literally
cannot be in the normal course of Nature.

Andyet, Flux isnot some otherworldly realm or force from
beyond reality. It belongs in the world, in the same way that
there is a chaotic or Dionysian side to the human psyche. It
is a natural part of the whole, although a part that is denied
by the world (just as waking consciousness denies a dream
by soon forgetting it).

Humans are dimly aware of this force and have written
about it in myth and poetry. The polarity of Nature and
Flux has been envisioned in many different ways: Day vs.
Night, Apollo vs. Dionysus, Athena vs. Hecate, reason vs.
unreason, left brain vs. right brain, good vs. evil. Flux is
inimical to mortals and has been denied for good reasons
— it’s destructive and chaotic. Awakening its spark can

lead only to something inhuman and dangerous for the
ordered world. This force haunts Prometheans, but they
can learn to master it. Pandorans are also fueled by it, but
they are its slaves.

Prometheans rarely suffer from Flux directly. They most
often encounter it in the form of its “children”: the Pan-
dorans, created by Prometheans when the act of creating
another Promethean goes wrong.

Pandorans

Prometheans think of themselves as mon-
sters, things terrifying repulsive to mortals
and often driven by emotions they can’t
control. The word itself is used in popular
culture torefer to the Promethean created
by Victor Frankenstein. Is it not a fitting
moniker for all Prometheans? Perhaps, but
there are things yet more monstrous that stalk
out of sight of human eyes.

Pandorans are a plague introduced into the world by
Prometheans who have not sufficiently purified their Azoth
through the alchemical rigor of a Refinement or the lessons
of the Pilgrimage. There are many acts and deeds that can
degrade a Promethean’s subtle grasp of what it is to be human,
and should he fall too far from empathy and understanding of
the human condition, his Divine Fire becomes untamed and
susceptible to sudden flares of Flux. If this should occur while
he is in the process of creating another Promethean, the result
is not another Wretched or Muse or whatever Lineage. It is
instead a horde of creatures of impossible shapes.

The corpse used to spark Promethean life instead becomes
infused with Flux and tears itself apart. Limbs and organs
transform and grow into small creatures of varying features
and capabilities. And these creatures are hungry, desperate
for one thing: the Azoth that burns within the bodies of
Prometheans. They need it to remain animate, for without
the power provided by a Promethean’s Azothic radiance,
they fall into a deep Dormancy. Their bodies change again,
melting into hardened features that resemble inert objects
such as logs, rocks or even statues. They cannot be identified
as Pandorans in this state. Indeed, in many respects, they
aren’t Pandorans at all without Azothic radiance (or a good
store of Pyros) to animate them. They can be lifted, moved,
broken or carved like any normal object of their type — until
Aczothic radiance from a Promethean’s presence spurs them
into instant animation and a feeding frenzy.

Pandorans, like Prometheans, are typed by Lineage, except
their Lineages are called Mockeries, because they are sick,
twisted versions of their Promethean creator’s true Lineage.
The Frankenstein-created Mockery, for instance, is called the
Torch-Born, for its Pandorans are often obsessed with fire.

Regardless of Mockery, the majority of Pandorans are of
merely animal intelligence, although extremely cunning
and vicious. The longer they exist in animate form, the
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more sentient characteristics they can develop, but it takes
many years for most Pandorans to gain any true intelligence.
There is an exception, though. The Sublimati are Pandorans
who, through a bizarre process of temporarily merging with
other Pandorans or by eating Promethean Vitriol, have
gained true sentience. These creatures are the most feared
of all Pandorans, for they can plot and plan how to entrap
their prey with a degree of cunning unknown to the more
animalistic stalkers of their kind.

All Pandorans seek Prometheans as prey, for Prometheans
are the only sources of edible Pyros. To acquire this precious
resource, a Pandoran must devour the flesh of a Promethean.
As he inflicts wounds by tearing off strips of flesh, he gains
Pyros from the energy-infused meat. Pandorans must be cau-
tious to hunt their prey, and their task is made even more
difficult by the fact that they need to avoid being seen by
humans. If a human should witness a Pandoran, Disquiet
immediately works to drive the Pandoran into Dormancy.
Some speculate that were Pandorans to have permanent
Azoth of their own, rather than the temporary bit gained by
feeding from Prometheans, they might be able to resist this
enforced Dormancy, and act blatantly in front of mortals.
But their own Disquiet defeats them.

As Prometheans wander on their Pilgrimages, they in-
evitably awaken Pandorans from Dormancy. They rarely
even realize that they are doing so until the Pandorans
attack. The stronger a Promethean’s Azoth is, the greater
the area he affects. A Promethean with weak Azoth might
have to be in the same building with a dormant Pandoran
before his radiance awakens it, but a Promethean strong in
the purified substance might awaken all the Pandorans in
a city as he enters the region. The world is believed to be
littered with the bodies of dormant Pandorans, unknown to
humans. A quaint rock might pique a person’s interest, so
he brings it home with him and puts it in his garden, only
to have it leaping up and skitter off in a new shape one day
— or worse, kill him for being in the way.

Pandoransare the bane of Prometheans, but aself-inflicted
one, for they are created not by mortal demiurges but by
Prometheans themselves. Some Prometheans believe their
Pilgrimages will not be complete until they have destroyed
every Pandoran they caused to be created, no matter how
far the creatures have fled or deeply they have hidden.
Other Prometheans scoff and leave it to others to clean up
the messes they create.

Centimani -

The Hundred-

o w

Handed

Pandorans alone are not the only threat Prometheans
must deal with. Their own kind can turn on them as well.
Occasionally, a Promethean becomes fascinated or obsessed
with Flux or Pandorans and seeks to better know or control
them. While this pursuit is not wise, it can sometimes yield




benefits to other Prometheans when someone acquires new
knowledge in his studies. The student might not survive
his research should he get too close to his subject matter,
though. Because such a course of study is dangerous, some
Prometheans take the next step: to make Flux the object of
their chosen Refinement, part of their Great Work.

It is these Prometheans, the Centimani as they are called
(after the Latin term for the Greek monsters who guarded the
Titans in Tartarus), who are a danger to other Prometheans.
Their study of Flux allows them to adopt Pandoran Trans-
mutations without the usual degradations that occur when
a Promethean tries to tame Flux in such a manner. It also
allows some of them to exert control over Pandorans, so
that they become master rather than their prey.

While some Centimani use their powers of control to
avoid Pandorans or to protect Prometheans, most do so to
gain a retinue of creatures that can teach them more about
Flux. This retinue must be fed regularly. The Centimanus
cannot erase these beings’ need for Azoth, so he must either
provide it to them from his own flesh, or allow them to hunt
the flesh of other Prometheans. Should a Promethean come
to know the master behind the Pandorans attacking him,
and survive to tell the tale, the Centimanus is in danger of
Promethean reprisal as others hear about him. For thisreason,
most Prometheans try to kill Centimani on sight, regardless
of whether their stated intentions are good. Anyone who
would court Flux cannot be trusted.

Centimani tend tostick close to other Centimani when they
encounter them, even if they hate each other’s guts. There’s
strength in numbers, and Pandoran numbers alone are often
not enough to withstand the ire of a Promethean throng.

Waiting
forthe Dawn

What keeps most Prometheans going on their journeys
through Saturnine Night is the promise of a New Dawn, the
hope of attaining Mortality. Although many Prometheans
give in to despair and become vile creatures, wreaking ven-
geance on the world rather than using its torments to distill
the golden prize, most cling to the hope of delivery against
all odds. The promise of Mortality is the promise of solace,
an escape from loneliness and a purging of all one’s terrible
deeds. It is the hope of true life through the soul.

Some find it ironic that while many humans dream of attain-

ing the sort of powers that Prometheanshave, all a Promethean
wants is to be human. This isn’t just a case of the grass being
greener on the other side of the fence, though. Prometheans
know that all their alchemical abilities come at a terrible price,
paid for in Disquiet and Torment. Most would gladly give these
abilities up to escape the trap of solitude, emotional pain and
the fear of ultimate extinction of their soulless selves. Unlike
Prometheus the Titan, who had Hercules to free him from his
punishment, each Promethean must break his chains on his
own. While others can help him on his Pilgrimage to transmute
the hard chains to soft gold, it is a task uniquely his own.
* % %

You're driving through the woods at night when you notice a
person stumbling down the road, looking confused. He looks like
he’s been in a fight, bruised and limping, but not bleeding. You
almost drive on, figuring you'll dial 911 on your cell and let the
cops handle it, but some sudden spark of empathy grabs hold.
You know you need to help him now.

You pull over and ask if he’s in trouble. He’s startled to hear you
and flinches from your gaze, as if expecting you to yell at him. You
smile, trying to reassure him, all the same time wondering what the
hell you're doing. This could be some sort of serial killer. Still, you
reach over and open the passenger door, offering a ride.

The guy stands there, staring at the open door, as if he doesn’t
believeitsreal. Then he cautiously gets in, watching you the whole
time as if waiting for you to pull a gun. You drive on, explaining
that you can take him to a hospital or the police station, whatever
he wants. He continues to watch you, silent.

You pull up to the hospital emergency room entrance and
tell him he should go in, make sure he’s all right. The guy looks
at his wounds, pressing them gently and flinching in pain, but
then suddenly smiling with joy. He presses a particularly nasty
bruise hard. That has got to hurt, but he laughs, tears coming
down his cheeks.

“It worked,” he says. He looks at you. “You... helped me,”
he says, as if it were the rarest thing in the world.

“Yeah,” you reply. “You looked like you needed a little bit of
the milk of human kindness.”

He smiles and gets out of the car. “Human,” he says. “Yes.
[ am... human.”

You begin to wonder if this guy needs psychiatric help more
than physical aid. You wave and drive off. You glance in the rear
view as you go and see the guy still standing there, his arms open
and eyes closed, as if greeting the sun.
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Ovid (...) writes
of an ancient sage
who wished to reju-
venate himself. He
should cause him-
self to be divided
up and boiled until
completely cooked,
then the limbs
would reunite and
rejuvenate most
powerfully.

—S. Trismosin,
Splendor Solis

First we bring
together, then we
putrefy, we break
down what has
been putrefied, we
purify the divided,
we unite the puri-
fied and harden it.
In this way is One
made from man
and woman.

—Biichlein vom
Stein der Weisen, 1778

his chapter introduces the characters themselves, the Prometheans who wander

on the nomadic paths, seeking escape from their painful existence. The process of

creating a character is presented, along with the traits and systems used to conjure
him into being. The five Lineages that shape the Created’s bodies are detailed, as well as
the properties of the Divine Fire that burns within and animates them.

Character Creation

You are building a character to act as your persona in a Storytelling game, where the
emphasis is on story, drama and, well, character. It is more important to craft the character
around your vision of his personality, background and quirks — from his strange habits to
his tragic flaws — rather than putting together the perfect monster based on some vision
of how the best brute or stolid Golem should be.

Your character’s allocation of traits should illustrate who she is and where she’s been in life — if
she’s had much of a life since opening her eyes. What are her hopes and dreams for her future?
How has her limited experience in the world changed her outlook? Was she once optimistic
and full of the milk of human kindness, but is now a bitter, cynical thug? The Storyteller can
help you form your character by acting as a sounding board for ideas and questions.

Other World of Darkness Storytelling games posit a beginning mortal character who is
changed into or made aware of a supernatural state. Creating such a supernatural creature
involves adding a “template” to the basic mortal character, but such is not the case in Pro-
methean. Characters in this game do not begin as mortals. They’ll end up that way if they’re
lucky and diligent, but they first come to awareness as monsters. During the course of play,
they shamble through the world trying to come to terms with their misbegotten lives.

When creating a Promethean character, you should imagine your creature coming to life
with all his faculties intact from that moment on. While he’ll learn his first Transmuta-
tions (supernatural powers) during his first days of existence as he stumbles around trying
to make sense of this thing called life, he’s otherwise fully formed (or as formed as you care
to make him). He’s very much like an adult human who suffers from some inexplicable
amnesia. He knows language and can read, but he has no clue who or what he is. He must
find these things out as play begins.

— — .
Character Creatien Frecess

Use the character creation rules frem the Werld of Parkness Ruleboek. Add the follow-
ing features and traits during Step five.

Cheese a Lineage (see p. 87 and pp. 99-115).

Cheese a Refinement (see p. 87 and pp. 48-69).

for beginning Transmutatiens, allecate three dets ameng Transmutatiens, ene det of
which must be applied te an affinitg Transmutatien (based en the character’s Refinement).
The plager ceuld cheese te gain three ene-dot pewers, ene two-tet pewer and ene ene-det
pewer, or a single three-tet pewer (which must be an affinity Transmutatien).

Premetheans can have additienal Merits frem a special list (see p. 87 and pp. 95-98).

Moerality is called hlumanity in PFremethean (see pp. 94-95).

Step One:CharacterConcept
The concept that describes the character is the bedrock upon which he is built. No mat-
ter how complex or confusing his choices become over his Pilgrimage, you always have a
guiding concept to fall back upon. The concept is a general idea that tells everyone just
what your character is about.
A concept is generally an adjective and a noun, such as noble scholar, courageous waif,
callous tactician, deviant investigator or haunted elder. It can be more detailed, if you so




choose. (“My character has an innate philosophical outlook,
taking everything he experiences as propositions in a grand
argument between himself and God. He tries not to blame
or judge others or himself, seeing it all as a sort of chess
match — nothing to get too worked up over. Of course, he
won’t always succeed in being so composed, but it’'s how he
makes peace with the horrible things that happen to him
— and which he does himself.”)

Your character’s concept should include his Lineage and
Refinement, though if he’s too new to the world, his choice
of Refinement can wait until play begins. He can’t have all his
Transmutations until he decides on his Refinement, though.

The assumption made in this section is that the character
has just recently become aware and has little experience of
the world or other Prometheans. It’s quite possible, how-
ever, to make a character who is presumed to have some
experience under his belt, enough that he knows the basics
of Promethean existence. Perhaps his creator stayed behind
to indoctrinate him in everything he needs to know, or he
learned from other Prometheans he met in a rail-yard one
night. It’s up to you to determine how naive your character
is when play begins.

Step Two: Select Attributes

Now you can transform your decision about character
personality and concept into quantitative rules by select-
ing her Attributes. These describe the character’s natural
capabilities. Is he strong? Smart? Charismatic? Stubborn?
Characters have nine Attributes, divided into three cat-
egories: Mental (Intelligence, Wits, Resolve), Physical
(Strength, Dexterity, Stamina) and Social (Presence, Ma-
nipulation, Composure).

The first step is to decide which of these three categories is
primary, the category in which the character most excels. Then
decide which is secondary, the category in which he is fairly
average. The remaining category is the character’s weakest; it’s
tertiary. One character might be a natural athlete, with Physi-
cal as his primary, but who is shy and naive in social situations
— a tertiary Social category. Feel free to stymie expectations
and play against stereotypes. Your athlete might be strong
(high Strength), but he’s got no staying power (low Stamina).
Although his Presence and Manipulation might be low, he could
still have a decent Composure, meaning that he isn’t too good
at making friends but he’s no dupe, either.

Although they are only imitations of humans, all characters
begin with one dotin each Attribute torepresent basic human
capabilities. Five dots are allocated in the character’s primary
category, four dots in his secondary category and three dots
in his tertiary category. For instance, the athlete has five dots
to place among Physical Attributes, four dots among Mental
and three dots among Social.

The fifth dot in any Attribute costs two dots to pur-
chase. If you want your athlete to have a Strength of 5,
you need to spend five dots. (Remember, the first is free,
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the next three dots cost one each, and the final fifth dot
costs two dots.)

Step Three: Select Skills

Skills are divided into the same three categories as At-
tributes: Mental, Physical and Social. Mental Skills tend
to represent knowledge and study of the world and are im-
proved through further study and/or practical application.
Physical Skills tend to represent training, improved through
practice and repetition. Finally, Social Skills rely heavily on
interpersonal experience and improve through interaction
with others or through trial and error.

Like Attributes, Skill categories are prioritized into pri-
mary, secondary and tertiary choices. The primary category
receives 11 dots, the secondary category gets seven dots,
and the tertiary category gets four dots. Note that, unlike
Attributes, characters do not begin with one dot in each
Skill. It is possible to have no dots in a Skill, representing
a complete lack of training in that area. Indeed, this is not
uncommon, since artificial beings cannot learn everything.
As with any trait, the fifth dot in any Skill costs two dots
to purchase.

Step Four:
Select Skill Specialties

While characters might have considerable training in
some field or activity, such as driving vehicles or the study
of the occult, they excel in certain aspects of these. For
instance, Abraham might have a special proficiency with
pharmaceuticals, but not pathologies. He might be able to
identify or even concoct most medicines, but he doesn’t
have any special knowledge of diseases. Represented in game
terms, such a character may have two dots in Medicine, with
a Specialty in Pharmaceuticals.

Choose three Skill Specialties for your character during
creation. They should be very specific, though you may
choose more than one Specialty for the same Skill. Using
the previous example, Abraham might have Specialties in
both Pharmaceuticals and Emergency Medicine.

Step Five:
Add Promethean Features

Prometheans are created with certain features that humans
don’t have. This is not a template added to a pre-existing
mortal character, but inborn features that are there when the
Promethean first comes to awareness of herself. Indeed, some
of these features are the cause of her very existence.

Note that a Promethean character cannot be embraced
by vampires or Awaken as a mage. Nor will he suffer the
First Change to become a werewolf, even if the corpse from
which he was made came from Uratha kin.

Lineage

Prometheans share certain supernatural properties, handed
down from maker to progeny. These properties originated in
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the methods a mortal demiurge used to create the Lineage’s
first Promethean, the Progenitor of that line. A Lineage is
established once the Progenitor makes more of his kind and
they go on to make more still. Some Lineages have existed
since before recorded time, while at least one of them is
more recent and known to most mortals through a book
called Frankenstein.

The theories of medieval alchemy are quite descriptive
of certain Promethean features. Each Lineage was created
through a combination of one of the five classical elements
and the five humours (only four of which were known to
mortal alchemy). By air, earth, fire, spirit or water, and by
bile, blood, ectoplasm or phlegm — mixed with the Divine
Fire — are Prometheans made. A character’s Lineage also
determines which Bestowment he inherits.

Examine the five Lineage descriptions presented (see pp.
99-115) and determine to which Lineage you want your
character to belong.

Refinements

A Promethean’s entire existence can be viewed as an
alchemical operation, the purpose of which is to transform
his gross flesh and mind into a mortal body with a sublime
soul. As Prometheans have struggled to understand their
natures and how they interact with the world, they have
codified some of their philosophies into five Refinements,
or alchemical lifestyles. Each Refinement is seen as one
method of approaching the Magnum Opus, or Great Work,
that is the goal of Promethean life, the means of escape
from their cursed state.

A Promethean can practice a Refinement even if she
doesn’t know she’s doing so. Those who have no mentor
to guide them act out a particular Refinement nonetheless
simply by thinking, feeling and acting in sympathy with its
philosophy and goals. A Refinement is ultimately a descrip-
tion of a particularalchemical process, and the Promethean’s
Azoth responds to (and is altered by) thoughts, emotions
and deeds. While it is easier to practice a Refinement when
given training by someone who has experience with it, a
Promethean can still find his own way through its stages
and operations alone, gaining its benefits.

The primary benefit of a Refinement, besides providing a
guide to behavior on the Pilgrimage, is an affinity with its
associated Transmutations. Some Refinements handle these
secrets better than others, and once the character’s Azoth
is attuned to a particular Refinement, it becomes easier for
him to acquire its associated alchemies.

Characters are not bound to practice their beginning Re-
finements forever. They can change their minds and try out
other Refinements. It takes a while for the Azoth to make the
transition, but once it does, a character can gain the benefits
of his new Refinement in place of his old one.

Examine the five Refinement descriptions presented
in Chapter One (starting on p. 48) and determine which
Refinement you want your character to practice.

Transmutations

Prometheans can learn to perform amazing supernatural
acts, from dissolving metals with acid secreted from their
skin to shooting electricity from their hands to causing
earthquakes by stomping the ground. These powers are
called Transmutations.

Transmutations differ by theme and function, and each
Refinement allows for the expedited learning of two of these
classes of powers. For instance, the Refinement of Gold teaches
the Transmutations of Deception and Mesmerism.

Each class teaches a number of different powers, each
rated from one to five dots. Some higher-dot powers can
be learned without first acquiring the lower-dot powers,
but some must be purchased after first learning a lower-dot
prerequisite. For example, acharacter can learn the three-dot
Thunderclap Blow Vitality Transmutation without needing
to first learn a one- or two-dot power. If he wants to learn
the three-dot Hyperion’s Flight, however, he must first learn
the two-dot Vault Transmutation, since it is listed in that
power’s description (on p. 151) as a prerequisite.

The different classes of Transmutations are summarized
on p. 87, and their individual Transmutations are described
beginning on p. 117.

Azoth

All Prometheans are animated by the Divine Fire — spe-
cifically, a special form of it that has been refined or purified
from its base state. This specially prepared Fire is called
Azoth. When a Promethean createsanother Promethean, he
bequeaths herpart of his Azoth, which animates the humours
in her body and brings her to life and new consciousness. In
many legends, the Divine Fire that was stolen by Prometheus
and given to man symbolizes humankind’s rise to sentience.
The Fire sparks both life and mind.

Azoth is measured by degrees. The more of it a character
has, the more powerful he is in some respects, but also the
more trouble he can cause. His Azoth gives off an invisible
radiation that spreads farther the more powerful he is. The
more Azoth he has, the stronger this radiance is and the
wider it spreads. This radiance awakens dormant Pandorans
— creatures that hunger for a Promethean’s Pyros-infused
flesh, for they have no Azoth of their own to sustain them.

A character comes to life with one dot of Azoth (given
to him by his maker). Merit dots may be spent to increase
it. The rate is three Merit dots per one additional Azoth. In
other words, you may spend three of your seven Merit dots
for Azoth 2, or six of your seven for Azoth 3.

Step Six: Select Merits

A beginning character has seven dots worth of Merits,
which may be distributed at your discretion. These traits
should fit the character’s concept. A Pariah wilderness
recluse is unlikely to have dots in the Allies Merit, unless
he made some friends before departing to the hinterlands.
A Storyteller may encourage or disallow certain Merits or




even provide a dot for free (perhaps representing a political
contact crucial to the chronicle). There are some Social
Merits that Prometheans cannot purchase at all (see p. 98).
The fifth dot in any Merit costs two dots to purchase.

Step Seven:

Determine Advantages

Rulesregarding Advantages can be found on pages 90-105 of
the World of Darkness Rulebook. What follows is concerned
less with game mechanics and more with the importance of
certain Advantages to Promethean characters.

Willpower

Sheer strength or stubbornness of will can come in handy
for Prometheans when they try to resist the worst parts of
their nature, such as Torment. Spending a Willpower point
adds three dice to a roll, which can make all the difference
when one needs to maintain one’s cool or activate a Trans-
mutation to escape from a deadly Pandoran.

You may spend Pyros in the same turn in which you
spend a point of Willpower. For more on spending Pyros,
see p. 92.

Humanity

A Promethean is not human, but as an artificial construct
that is trying to be human, the human condition is still used
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as a yardstick for judging how close to (or far from) his goal
he is. It is all a Promethean has to go on. He watches humans
as best he can and tries to figure out why they do the things
they do. Then he tries to imitate those thoughts, feelings and
actions. If his mimicry is accurate, he might even seem human
toothers or even himself. If not, he finds it increasingly difficult
to capture the essence of the role he’s playing. He reveals his
true monstrosity when he means to show his humanity.

Humanity as a trait mechanically mirrors the human Mo-
rality trait described in the World of Darkness Rulebook,
p. 91. But it, like the Promethean himself, is a facsimile
of the real thing. If he ever becomes human, he’ll have
an actual Morality trait. Until then, he’s only pretending.
Nonetheless, he must keep up the pretense or risk never
becoming human at all.

Asanoptional rule, Storytellers may allow a player to trade
dots of Humanity for experience points during character
creation. This trade-in reflects some monstrous behavior
the Promethean engaged in and learned from (accounting
for the added experience points), but which also scarred
her deeply (explaining the loss in Humanity). Players may
sacrifice one dot of Humanity for five experience points,
dropping their characters’ Humanity scores to as low as 5
(for a maximum of 10 extra experience points).
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Note that reducing Humanity in this way also reduces
starting Pyros points at character creation.

Virtues and Vices

Prometheans have Virtues and Vices just like mortal char-
acters do. There is endless conjecture among them, however,
about what these inclinations and tendencies actually represent.
They do seem innate, unlike Humanity, not chosen by the
character but already present when he awakens. Some consider
these qualities residual influences from their Lineage’s demi-
urge. Although that mortal had only one Virtue and Vice, he
had within him the potential for any of them. This potential
was somehow transmitted to his Progenitor creation and thus
seeded into the line and its succeeding generations.

Regardless of how and why they’re there, Prometheans
see Virtues and Vices as fundamental touchstones of their
potential to become fully human. Some see them as a gift
of Elpis, an aspect of the Divine Fire, the Hope that was the
last thing to escape from Pandora’s Box. These psychologi-
cal patterns guide a Promethean on his Pilgrimage — for
both good and evil, for Vices are just as much as part of
what it means to be human as Virtues are. A Promethean
who explores only his Virtues might be missing a necessary
ingredient for his Great Work. Best to engage them both
— Faith as well as Wrath, Fortitude as well as Envy — so
that no stone is left unturned on the path to Mortality.

Language

Prometheans awaken as native speakers of the language spo-
ken by the former owner of the corpse they inhabit. If multiple
donors contributed to a Promethean’s body and each spoke a
different language, he might suffer some speech difficulties at
first, but as the welter of tongues fades and one comes to the
fore, he speaks that language as if he were raised with it. In
some cases, the Promethean inherits the language of his creator
instead. There seems to be no rhyme or reason why it’s either
one or the other. The Pyros works in mysterious ways.

. . 5
Pilgrim’s Pregress

Stergtellers mag cheese to allow plagers a certain
number of eXperience peints te spend befere plag be-
gins te represent a pertien of their characters’ lives be-
tween ceming te life and the beginning of the chrenicle.

Amateur 0 eXxperience peints
fstablished Premethean 35 experience peints
Veteran PFremethean 75 experience peints

Mover and shaker 120+ experience peints

Step Eight:Comingto Life
At this point, your character is well delineated, at least in
a rules sense. Now you need to flesh out just what the traits
and dots mean. The essential part of your character isn’t

the rules terminology that describes him, but the dramatic
details that bring him to life. What color is his hair? How
would you describe his features, both his “normal” human
appearance and his Lineage-based disfigurements? What
mannerisms does he affect? Ishe liked by other Prometheans,
or do they gossip about him behind his back?

All these elements can be answered with the support of
the traits you've assigned. Does he have a high Presence?
Then he attracts attention even when he’s not doing any-
thing particularly notable. Does he have a low Wits? Then
he might take longer to decide what kind of coffee he wants
to order, typically aggravating the surly customers in line
behind him. Ishis Composure remarkable? Then he’sunflap-
pable, letting insults slide off him or taking even shocking
developments, like a nearby car wreck, in stride.

Beyond the traits and dots, however, some quirks and
habits go a long way toward illustrating their uniqueness
— habits the might adopt to try to prove his progress toward
becoming human. Does your character smoke only clove
cigarettes? Does he have a tattoo or body piercing? Is his
grooming impeccable? Is he into the latest fashions? Does
he get his clothes from the Salvation Army?

These sorts of questions can be asked in infinite variety,
and the answers you choose are unique to your character.

The Prelude

An optional method of play that allows you to get to know
your character better, the prelude depicts the scene when your
Promethean character first wakes up on the slab, as Promethe-
ans themselves call the moment of animation. It’s commonly
a one-on-one gaming session between you and the Storyteller,
and it has the advantage of allowing both of you to gain a better
understanding of the character and how he’ll be played.

You build the character normally, including the Pro-
methean features gained in Step Five, but you don’t need
to assign a Refinement or Transmutations just yet. With
the Storyteller’s permission, you can even go ahead and
allocate some or all of your Merit dots, if they pertain only
to the character’s own capabilities. You should wait until
after the Prelude to assign Social Merits that represent the
character’s ties with other people.

Storytellingthe Prelude

Darkness. Pain. Throbbing pain... all over. That is all you
know. Eventually, light seeps in, intermittent and out of focus,
accompanied by a feeling of great exertion. You finally open your
eyes, your pupils adjusting to the light. Yourealize that the exertion
you felt was the act of opening your eyes for the first time.

Around you is a cement-brick room with cables and wires
strewn across the floor. You know what they are, although you
don’t know how you know. You notice that you're lying on a
steel table, with some of the cables attached to metal spikes in
your limbs and neck. You rip them away, not knowing why they
disturb you. They seem... unnatural.




Premethean Character (Jiick Reference

For the beginning steps of character creation, see the two-page spread beginning on p. 34 of the World of Darkness Rulebook. The following section summarizes
the unique qualities of the character’s Promethean nature.

Lineage

Choose a Lineage. A mortal demiurge once channeled Pyros into a dead body, sparking life. This animated creature became the Progenitor of a line of Pro-
metheans, and each generation made more of its kind. Lineage also determines the character’s Bestowment.

Frankenstein — The Wretched: Shambling creatures whose limbs and organs were culled from multiple bodies. They were given life by the element of fire
in the form of lightning, and they suffer from an excess of choleric humour. Their Progenitor was the famous Frankenstein’s monster, and their Bestowment is
Unholy Strength.

Galatea — Muses: Beautiful creatures made from the most perfect body parts from multiple corpses, Galateids are enlivened by the Breath of Life and animated
with an excess of sanguine humour. Their Progenitor was Galatea, the woman created by Pygmalion, and their Bestowment is Mesmerizing Appearance.

Osiris — Nepri: Descendents of their Eqgyptian Progenitor, Osiris, who was dismembered and remade by Isis by the banks of the Nile, Osirans come to new
life amidst water, with an excess of phlegmatic humour. Their Bestowment is Revivification.

Tammuz — Golems: Brutes reborn in the womb of the earth and stricken with an excess of melancholic humour. Their Progenitor was a Babylonian Golem,
and their Bestowment is Unholy Stamina.

Ulgan — The Riven: Creatures born in bodies torn apart by spirits, animated by the ectoplasm left in the wounds. Their ectoplasmic humour often overwhelms
their sense of reason. Their Progenitor was a Siberian shaman, and their Bestowment is Ephemeral Flesh.

Refinement

Choose a Refinement, a practice or operation of the Magnum Opus, the Great Work that is the goal of Promethean existence. All Prometheans practice one
of these Refinements, even if they aren’t consciously aware of it as such. Refinements modify a Promethean’s Azoth, making it easier for him to learn certain
Transmutations.

Aurum (Gold) — The Refinement of Mortality teaches a Promethean how to move among humans as if he were one of them. Those who follow this practice
are called Mimics. Transmutations: Deception, Mesmerism.

Cuprum (Copper) — The Refinement of Self reveals the means to make peace with Torment and the greater, non-human world. Those who follow this practice
are called Pariahs. Transmutations: Metamorphosis, Sensorium.

Ferrum (Iron) — The Refinement of Corpus allows for the fortification of the body as a map to building a soul. Those who follow this practice are called Titans.
Transmutations: Corporeum, Vitality.

Mercurius (Quicksilver) — The Refinement of Pyros discloses the secrets of the Divine Fire and how it can be controlled. Those who follow this practice are
called Ophidians. Transmutations: Alchemicus, Vulcanus.

Stannum (Tin) — The Refinement of Torment fuels a Promethean’s quest for vengeance by showing him how to embrace his misery. Those who follow this
practice are called Furies. Transmutations: Disquietism, Electrification.

Transmutatiens

A character gains a total of three dots to distribute among Transmutations, at least one of which must be applied to one of his Refinement’s affinity Transmuta-
tions. The classes of Transmutations are:

Alchemicus: The alteration or transformation of material substances, from mystically identifying them to molding their shape and function like clay.
Corporeum: Control or transformation of the body’s physical functions, from the regeneration of wounded flesh to hardening the skin against damage.
Deception: Supernatural means of confusing or evading opponents, from changing one’s skin color to altering one’s facial features.
Disquietism: The manipulation of the character’s own Disquieting aura, from driving animals into a rabid fury to quelling Disquiet entirely for a short while.
Electrification: The control and generation of electrical current, from powering an electrical device with one’s own Pyros to throwing deadly bolts of lightning.
Mesmerism: The character uses his own Disquieting aura to affect the minds of others, from entrancing them like a cobra to creating a false identity in someone.
Metamorphosis: The transformation of the body into new shapes, from sprouting claws or fangs to creating a homunculus.
Sensorium: Superhuman powers of sensation, from the perception of auras to clairvoyant observations of distant places and people.
Vitality: The channeling of Azoth and the bodily humours to achieve amazing feats of strength, from leaping vast distances to creating earthquakes with a stomp.
Vulcanus: The manipulation of Pyros, from sensing its presence to stealing it from other Prometheans.

Azeth
A character’s Azoth, his internal furnace of purified Pyros, begins at 1, but Merit points may be spent to increase it. The rate is three Merit points per extra
Azoth dot. In other words, you may spend three of your seven Merit points for Azoth 2, or six of your seven for Azoth 3.
Pgres
A character’s starting Pyros points equal Humanity.
Merits
Players may purchase the following special Merits for their created characters: Elpis (- to -+), Lair (- to ), Repute (- to ), Residual Memory (- to *-),
Unpalatable Aura (+). Also, they suffer certain restrictions when purchasing Social Merits. See p. 78.

fixperience Peint Ceosts

Trait Experience point cost Trait Experience point cost
Attribute New dots x 5 Affinity Transmutation® New dots x 5

Azoth New dots x 8 Non-affinity Transmutation™ New dots x 7

Merit New dots x 2 Skill New dots x 3
Humanity New dots x 3 Skill Specialty 3

* Determined by the character’s Refinement. If a player purchases a Transmutation for his character without first learning at least one lower-ranked Transmutation per dot rank
from the same class, he must pay +3 experience points per dot rank missed. For a complete explanation, see the “Transmutation Costs” sidebar, p. 118.

.
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You rise and nearly pitch forward as your muscles overcom-
pensate. Strange. You feel as if you're exerting more strength
than you should, more than you remember.

Remember?

What do you remember?

Preludes help you get into the mindset of a character who
hasno previous experience of life, except for faint “memories”
that could simply be the body’s way of retaining motor skills
from its previous owner. Your character isliving in a borrowed
corpse, and he must now learn how to drive it.

The important thing at the beginning of a prelude is to
bring your character and his environment to life, to give him
many chances to display his unique quirks. The Storyteller
can impose decisions to force the prelude along, but he should
let you make choices about your character in reaction to
the events presented. You might find out that the character
prefers the suburbs to the city. Although this detail seems
trivial, it determines the character’s choice of venues when
he’s trying to move among mortals, adding atmosphere to
what might become the scene of a crime or the place where
an antagonist first singles your character out for trouble.

You get up and explore the room, finding a door hidden behind
a short passageway. It’s locked but you batter it down as if it were
made of paper. For amoment, you pause, wondering at your great
strength, then you move on, curious about your environment.

You don’t know your name. You don’t know who you are.
You examine your body as you walk down the next passageway.
Muscled like a weightlifter, but in an ugly, asymmetrical way.
One arm seems bigger than the other, and the forearm of the left
one seems longer than it should. Thick leather stitches run along
various parts of your body, and you pick at the scars beneath them.
A thick yellow fluid, not mucus but something else, pulses within
the wounds. Strangely, you don’t hurt anymore. There’s just a
distant, dull ache as if your limbs have been asleep for a while.

You reach another room. This one is strewn with books and
charts. Anatomy posters are pinned to the wall. Glass-encased
refrigerators reveal rows of jars holding organs: livers, kidneys,
even a brain. You don’t know why you can identify these organs
so readily, but you can.

Pinned to the far wall is a picture of a man in a lab jacket
holding a crackling globe filled with electrical current. You are
flooded with a sudden gut-wrenching anger, a sense of raw hated
for this man. You can’t see it in this picture, but you somehow
know that he doesn’t really look like that. In redlity, he’s like
you: covered in stitches and scars.

And you know, as if you've always known, that you will kill
this man for what he did to you. For giving you the gift of life.

Promethean preludes should provide a hint at the sorts
of activities your character can be expected to pursue dur-
ing the course of the chronicle. In a Promethean’s case, he




has to travel the trackless path of the Pilgrimage toward
Mortality. He does so, however, with the focus of one of the
Refinements. Fights and combat might also play a part of his
Pilgrimage, but they’re not the main focus of Promethean
— self-discovery is. The prelude should foreshadow the
Refinement the character will first practice as he takes his
first steps on the road to transformation.

There is a noise beyond the next door. Someone moving. Is it
him? The one you hate?

You stand there seething, thinking of the incredible tortures
you're going to inflict on your creator. You don’t notice it at furst,
but small wisps of electrical current run up and down your body,
as if you were generating them from inside you. The ozone smell
alerts you, and you stare in shock at the quick, blue snaking
lines. Then they’re gone.

You want them to come back. You want the power. You con-
centrate, trying toimagine what you did when they first appeared,
and you finally summon them again, but only in your hand and
weaker than before. Enough, perhaps, to act as a battery for a
flashlight or child’s toy. (You know what those things are. You
don’t remember ever using them, but you know what they are.)
You sense that your ability to generate electrical power is somehow
related to the anger you feel toward your creator. It comes from
your need for vengeance. If you cultivate that simmering anger,
you might be able to increase the voltage you produce.

Then the door opens and a thing comes through — slithers
through, actually. It's wet and small, like a child, but stares at
you with malevolent eyes. It opens its mouth and reveals two
rows of sharp, piranha-like teeth — then it leaps at you, faster
than you imagined possible.

Before you can think, you've caught it in your hands. You feel
power surging through your body, a burning sensation and heat.
Your arms bulge and your veins harden like cables. With a single
motion, you tear the thing’s head from its torso. Ichor spatters across
the room, and the head lands by your feet with a meaty thump.

You stare at your hands, again marveling at your strength, the
strength to tear a living creature apart. Somehow, like the wires
you woke up with, you don’t think that’s natural.

It matters little for now. You have someone to find.

The culmination of the prelude is the character’s first
decisive step into the world and away from the slab (or grave
or pool or luxurious bed...) upon which he came to life. He
has some sense of the Refinement he practices, even if he
doesn’t know to call it that, and some idea of where to go
next or who to seek out.

Questionand Answer

Following your character’s prelude, you’ll want to finish
out the whole process by answering a few questions about
your character, to firm up choices that have been made and
to clear up areas that haven’t yet been decided.

® What do you look like?

What sort of body do you have? Is it old or young? What color
hair and skin do you have? What do mortals see when they look

THE PRELUDE

at you, and what disfigurements are briefly visible when you
use your powers?

¢ Do you know any other Prometheans yet?

Are you a member of a throng? Do you have allies among
your kind out there? What about enemies or rivals?

e What motivates you?

What are your goals? Revenge on your maker or someone who
wronged you soon after you came to awareness? Mastery of a
class of Transmutations? To organize a society of Prometheans?
If you could have anything you wanted (besides becoming mortal
— that’s a given) , what would it be?

What’s Mg Name?

Premetheans have odd names. They den’t always have
a parent te give them a name, and even when they de,
he deesn’t alwags fellew mertal cenventiens abeut it.
The CTreated usually cheese their ewn names, er accept
a name or title given te them by ether Premetheans
theg meet.

One Premethean might name himself after the first
name he randemly finds in a phene beek. Anether might
emulate the name of a character in a beek he read and
enjegetl. it’s net unknewn fer Fremetheans te call them-
selves by ebscure Biblical names er base their names
off characters in Shakespeare, such as Tgbalt er Caliban.
Since their names are mainlg meant fer persenal satis-
factien and use by ether PFremetheans, they den’t care
if they seund odd te a mertal. Seme adept mere nermal
pseutdengms when dealing with mertals — enes theg
might have te change frequently as Disquiet makes each
old name infameus.

A cemmen methed of naming is te adept er accept
a descriptive title, such as the Wangman’s Beautiful
Daughter, the (@ater Man er the @regheund. Seme of
these appellations can seund like they ceme frem urban
legends (the Hoeek hand, the CTheking Pebermany, and
this is fitting, fer Premetheans are urban legends as far
as mertals are cencernet.

Seme Premetheans prefer te atdept nendescript names
that represent archetgpal human characters, such as
Jehn Smith, Jane Pee or Mr. Jones. They reasen that
these names semehew resenate with tgpical humans
and might help them beceme tgpical humans.

Exampleof
Charactexr Creation

Lydia invites Oscar to play in her Promethean chronicle.
It begins in Chicago, where a mortal alchemist summons
Prometheans to collect esoteric items for him. See the story in
the Appendix, “The Water of Life,” beginning on p. 266.

Lydia gives Oscar a blank character sheet, and he spends
some time thinking about what sort of character he wants
to play before he starts writing.
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Step One:Concept
Oscar decides he wants to play a character who was made
withapurpose: to protect and defend the mortal descendants
of a Redeemed Promethean, one who actually achieved
Mortality and went on to marry and have kids and live a
normal life. Oscar’s character’s creator knew this Redeemed
one and promised to defend his mortal descendants. Tiring
of the task, though, he created Oscar’s character and indoc-
trinated him with the belief that, by helping these particular

mortals, he would progress on his Pilgrimage.
Oscar decides that his character’s name is Aeneas, named
after the legendary prince of Troy whose descendants
founded Rome.

Step Two: Attributes

Oscar prioritizes and assigns Aeneas’ Attributes. He wants
him to be physically capable of defending mortals from harm,
so he makes Physical his primary category. That gives him five
dotstoallocate. He puts three into Strength, giving Aeneas four
dots (he begins with one dot in each Attribute); he is built like
a weightlifter. He puts one dot in Stamina (for two dots total)
and the other dot in Dexterity (also for two dots total).

Oscar then chooses Social as his secondary category, figuring
that Aeneas occasionally tries to interact with the descen-
dants, to understand their plans so he can anticipate how to
protect them. He allocates four dots among these Attributes:
one into Presence (for two dots), one into Manipulation (for
two dots), and two into Composure (for three dots). Aeneas
has a decently forceful personality and a strong ability to resist
others’ attempts to sway him through peer pressure.

Finally, he allocates three dots among his tertiary category
of Mental Attributes: one into Intelligence (two dots total),
one into Wits (two dots), and one into Resolve (two dots).
Aeneas is well rounded here, too, with no exceptional talent
or lack thereof.

Step Three: Skills

Oscar next prioritizes his Skills in a similar manner to his
Attributes. He again chooses Physical as his primary category,
distributing 11 dots among those Skills. He places four dots
into Stealth, three into Brawl, two into Firearms and two
into Athletics. Aeneas knows how to spy upon his charges
without being seen and to intercede in any physical altercation
in which they might engage. He can also exert deadly force
(with guns) if necessary and chase down perpetrators.

Next, he distributes seven dots among his secondary
category, which he decides will be Mental. He places three
dots into Investigation, one into Academics, one dot into
Computer and twodots into Medicine. Aeneas figures he needs
to be able to check up on his charges and their activities like
a private eye, and he can better do so with computers, from
which he can also monitor the ’blogs his charges maintain. He
knows how to research libraries and data files for information
on his charges. Finally, he can apply emergency medicine to
a wounded mortal if necessary.

Finally, he allocates four dots among his tertiary category
of Social. He puts two dots into Socialize and the final two
dots into Empathy. Aeneas is good at getting others to like
him (assuming Disquiet doesn’t interfere), and he under-
stands where they’re coming from.

Step Four: Skill Specialties

Oscar now declares Aeneas’ three Skill Specialties, areas
of notable expertise. He puts one Specialty into Stealth as
Stakeouts. (Aeneas is good at watching people for hours
without them noticing.) Oscar then declares a Firearms
Specialty in Pistols. (Aeneas knows how to use a pistol well.)
He puts his final Specialty into Academics as Genealogy.
(Aeneas has learned a bit about researching family trees. He
knows there are more descendants out there than his creator
was aware of, and he intends to track them down.)

Step Five:
Promethean Features

Oscar now deals with Aeneas’ Promethean features
— what sort of Promethean he is. His concept implies
someone steadfast and stubbornly committed to his goal,
evenifitis false. (It might have more to do with his creator’s
Pilgrimage than his own.) Oscar decides that Aeneas is a
Golem, one of the Tammuz Lineage. His Bestowment is
Unholy Stamina.

His conceptleansheavily toward the Refinement of Gold,
for moving among mortals, but the Refinement of Iron could
also apply if he sees himself as more of a warrior. In the end,
he chooses the Refinement of Gold.

Now Oscar chooses Aeneas’ Transmutations. He chooses
the Mesmerism Transmutation Firebringer, costing two dots,
which causes mortals to afford him respect. He then chooses
the Deception Transmutation Color of Man, allowing him
to alter his appearance somewhat, so that he doesn’t always
look the same to the mortals whom he watches over. He has
spent all three of his beginning Transmutation dots.

Aeneas’ Azoth begins at one dot.

Aeneas’ Pyros points begin at seven, equal to his Humanity.

Step Six: Merits

Oscar has seven dots to distribute. He puts two dots into
Lair, focusing both on Security. He reasons that it’s a small
room, but in a place nobody would ever think to check out.
He spends two dots on Resources, to give him some spend-
ing power if he needs to help the family out, and two dots
on Danger Sense, to five him a sixth sense that warns him
of impending traps. His final dot is spent on Fighting Style:
Boxing, giving him the Body Blow maneuver, with which he
can knock the wind out of opponents.

Step Seven: Advantages
Now that all of Aeneas’ other traits have been allocated,
Oscar can figure out his Advantages. Adding Aeneas’ Resolve
and Composure, he records a Willpower score of five dots
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on the character sheet. Aeneas’ Humanity begins with the
standard seven dots. Oscar decides that his Virtue is Char-
ity (the desire to help others even at risk to oneself) and
his Vice is Envy (he resents his charges for having what he
cannot: Mortality).

Adding Aeneas’ Size factor of 5 to his Stamina of two
dots gives him seven dots of Health. Combining Dexterity
and Composure, her Initiative is 5. Her Defense is 2, the
same as her Wits and Dexterity. Finally, Oscar adds Aeneas’
Strength + Dexterity + 5 for a Speed of 11.

Step Eight:Comingto Life

Oscar now has a good idea of just who Aeneas is — at
least, who he is at the moment. He takes his creator’s charge
as a religious commandment. He must defend the descen-
dants of the Redeemed (who he knows by her mortal name
of Rebecca Trial), and so become Redeemed himself. His
creator stayed around long enough to train him in his task
then left for parts unknown, following what he claimed was
a trail leading to another branch of descendants he had only
recentlydiscovered. Aeneas is beginning to doubt that story,
although he does not yet doubt his prime purpose of watching
over Rebecca’s grandchildren and their children.

He has not yet learned how to balance his need to retreat
from their presence with hisneed to guard them. His Disquiet
might soon become a problem, for both the descendents and
the neighborhood they live in, as Aeneas’ presence slowly
turns it into a Wasteland.

All has been uneventful so far, except for an occasional
tussle the teenage boy gets into now and then. He seems
angry about something and is hanging out with a bad crowd,
one that often gets into fights with a local gang. Aeneas had
to chase off some gang members once, unknown to the boy,
because they were bringing guns to a fistfight. They still
won't talk about what they saw that night.

Aeneas has recently found some new pilgrim marks near
the shack he calls home. New Prometheans are in town.
He knows he needs to investigate them to make sure they
don’t pose a danger to the family, but he’s also curious. He’s
had a lonely vigil since his creator left, and he wants to find
out more about his kind and their travels.

And so Oscar’s character is ready to go, and Lydia is ready
to begin the chronicle.

Traits

Prometheans possess abilities unknown to mortals. A
Fire burns within them, giving them an artificial life that
is pregnant with raw energy, power that must be tamed by
the Promethean on his Pilgrimage.

New Advantage: Azoth

The Divine Fire comes in many forms. While Prometheans
donotentirely understand its mysteries, they have identified
certain states in which it can occur. The most important of

those states is Azoth, which they define as refined or purified
Pyros. Azoth burns within every Promethean; it is what gives
him his artificial life. Mere fluid Pyros alone can’t achieve
the amazing feat of creating life from death. Only Pyros in
its most rarefied form can do that. That form is Azoth.

Azoth is associated with the alchemical themes of uni-
fication, coagulation and stability, but also as a catalyst to
transform something into its more pure form. In these senses,
it is sometimes conceived as being a polar opposite of Flux,
the chaotic aspect of Pyros that breaks things down. This
conception isn’t exactly accurate, just as steam and ice are
not opposite versions of water. Yet, this idea does reveal
something of the tension between dissolution and coagu-
lation in alchemy, an ongoing (but interwoven) process
throughout the entire operation.

Azoth does seem to have a teleological goal, a result for
which it always strives, regardless of its Promethean’s co-
operation. This end is Mortality, the most pure state. The
force that seems to drive this urge toward purity is not Azoth
itself but Elpis, an aspect of Pyros that is rarely manifest,
showing itself more as a guiding principle or promise from
the future. Elpis is more a conjecture about the Pyros than
an actual force that can be wielded. All a Promethean really
knows is that something spurs his Azoth toward ever-higher
temperatures.

Prometheans begin life with one dot of Azoth, bequeathed
to them by their maker. Additional dots may be acquired with
the expenditure of experience points, or initial Merit dots can
be spent to add extra Azoth (see p. 84).

Effectsof Azoth

Azoth is a trait rated from one to 10 dots. As the measure
of a Promethean’s Inner Fire, Azoth has the following game
effects.

e Azoth affects a Promethean’s ability to quickly muster
the fluid Pyros within his corpus, governing how many
points of Pyros a player can spend in a single turn. Azoth
also limits how much Pyros a Promethean can hold within
his corpus. The higher his Azoth is, the more Pyros he can
store. See the “Effects of Azoth” chart.

® Prometheans with Azoth 6 or higher can increase their
Attributes and Skills past five dots. The catalyst of the refined
Fire increases his body’s and his mind’s capabilities beyond
the mundane, allowing him to bolster his Mental, Physical
and Social capabilities to inhuman degrees.

¢ Azoth calls to Azoth. Prometheans can vaguely sense the
presence of other Azoths, depending on the strength of their
radiance. See the “Effects of Azoth” chart for how great an area
a Promethean’s radiance covers based on his Azoth. The play-
ers of other Prometheans within the affected area can make a
reflexive Wits + Azoth roll to detect its faint tingling. With a
successful roll, the characters cannot pinpoint its source, but
they do know it is present. Since Prometheans can see other
Prometheans’ disfigurements, it is usually no problem to single
the source out from among a crowd of mortals.
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¢ Dampening the Fire. A Promethean can intentionally
diminish the amount of radiance his Azoth gives off. He
might do so to stymie Pandorans who are searching for him
or to keep other Prometheans away, for a dampened Azoth is
repulsive to other Created. Once a Promethean dampens the
Inner Fire thus, he cannot reverse it for 24 hours. He suffers
a -3 dice pool penalty on all rolled social interactions with
other Prometheans during that time, but he causes Pandorans
to suffer a -3 penalty to tracking rolls when searching for him.
(See the “Hunting” sidebar on p. 224.)

Draw backsof Azoth
¢ The higher a Promethean’s Azoth is, the harder it be-
comes for mortals toresist the Disquiet he exudes. Whenever
amortal’s player would make a Resolve + Composure roll to
resist Disquiet, the Promethean’s player also makes a roll,
using his Azoth as the dice pool. His successes are contested
against the mortal’s, so that the mortal is unaffected only
if his character rolls more successes than the Promethean’s
does. See “The Disquiet Vector” (p. 168) for full details.
¢ A Promethean’s Azothic radiance precedes him. The
higher his Azoth is, the greater the vicinity in which its
radiance spreads around him. Since this radiance is what
awakens Pandorans from their Dormancy, it can prove
to be very dangerous for the Promethean, as it awakens
creatures well beyond his immediate senses. See “Azothic

Radiance” (p. 222).

Tffects of Azeth

Max Pgros/
Attribute/ Max Pgres
Azeth  Skill Max. per Tiorn Radiance
1 5 10/1 Same building
2 S5 11/2, Citg bleck
5 12/3 Several
city blecks
4 5 13/4 City neighberheed
S5 5 14/5 City directional
lecation (seuth-
east, efc.) or
bereugh
6 6 15/6 half of citg
(nerthern,
seuthern, etfc.)
7 7 20/7 Entire citg
8 8 30/8 Entire citg
9 9 50/10 Entire citg
10 10 100/15 Entire city

e A Promethean’s Azothic radiance bears something of
the taint of the Torments he has suffered. This taint issubtle,
not represented in game mechanics, but it does affect the
first impression a Promethean has on other Prometheans in
a ritual called the Measure — in which strangers size one
another up before either of them engages in conversation.
(See p. 74.) Some Prometheans choose not to spend time
in the company of those whose radiance is too heavy with
past Torment. This is entirely a personal choice, based off
superstitions about how such radiance might taint the Pil-
grimage. The tainted Promethean can remove the burden
from his radiance by spending time in the wastes. (See

“Going to the Wastes” on pp. 207-208.)

New Advantage:Pyros

Pyros is the general term used to denote the Divine Fire in
all its manifestations: Azoth, Flux, Elpis, et cetera. It is also
the game term used for the fluid form of the energy within a
Promethean’s body that can be moved at will, used to fuel
alchemical processes like the Transmutations. The Azoth
generates this fluid Pyros, like sweat or condensation in a
chemical retort.

Pyros is an Advantage trait for Prometheans. A Pro-
methean can hold up to 10 points of Pyros in his corpus,
and he can hold even more with increasing dots of Azoth,
as illustrated on the “Effects of Azoth” chart.

Pyrositself isnormally invisible and intangible, undetect-
able to those without special supernatural senses like the
Vulcanus Sense Pyros Transmutation. In its fluid state, Pyros
isnotasustaining and animating substance for Prometheans,
as Azoth is, but it can still fuel the activity of Pandorans,
who need to devour the Pyros-infused flesh of Prometheans
to remain active.

Some Prometheans, especially those who follow the Re-
finement of Quicksilver, study the Pyros through the Vulcanus
Transmutations to better understand its role in the universe
and learn how to manipulate it in all their Transmutations.
All Prometheans wield the power of Pyros, but some are
better at storing and using it than others.

The Pyros Advantage is rated in points rather than dots.
Pyros points measure the Pyros resources currently available
to a Promethean. Players spend points of Pyros to allow
Prometheans to perform various alchemical feats, called
Transmutations.

Spending Pyxros

A Promethean’s ability to spend stored Pyros is measured
by his Azoth: one point per turn per Azoth dot that he
has. (The limits are slightly higher for Prometheans with
Azoth 9 or 10.) A Promethean with Azoth 1 may spend
one point of Pyros per turn. Prometheans who reach their
spending limit cannot spend any further points of Pyros
that turn. Any actions requiring Pyros spending are then
impossible.




Regaining Pyros

Unlike other forms of mystical energy in the World of
Darkness (such as the Essence used by spirits or the Vitae
extracted from blood by vampires), Pyros is rarely found in
a free state or in places (or people) from which it can be
harvested. Instead, Prometheans must rely on themselves
to generate it. The metaphor most often used is heating the
Aczoth like a retort and catching the condensation that dis-
tills from its vapors. That dew is fluid Pyros. Circumstances
and situations that affect the character can help stoke the
heat or provoke flare-ups, creating more Pyros. Even though
the cause or catalyst was an event that happened to the
character, the real action occurs within him.

The following conditions can cause Pyros to condense
inside a Promethean’s body. Regaining Pyros in any of
these ways does not cause a Promethean’s disfigurements
to become visible.

e A Promethean’s Azoth automatically generates one
Pyros point upon the dawning of a new day, in a sort of
alchemical sympathy with the golden light of the sun (even
if the sun is not visible).

¢ A Promethean gains one Pyros simply be being in the
midst of a thunderstorm. He does not have to get hit by
lightning, but he must be under the storm and exposed to
it (on a rooftop, in a field). He gains this point at the first
crack of thunder he hears once the storm is upon him. He
can gain Pyros this way only once per day, regardless of how
many storms he experiences in that day.

e When a Promethean sleeps amidst his Lineage’s key
element, he gains Pyros through the dreams that arise.
Although Prometheans need less sleep than mortals, they
still succumb to its call every few days.

To reap this Pyros yield, the Created must sleep for at least
four hours. Upon awakening, his player rolls his Azoth +
Composure. Each success provides one Pyros.

The key to this energy is the dreams that arise when the
Promethean sleeps near the element that birthed him. The
dreams might be pleasant, esoteric, or even nightmarish,
but they will be vivid. The player is encouraged to make
up the dream content, although its particulars have no
specific game rule benefit (unless the Storyteller wants to
use them to seed clues about the Pilgrimage, similar to the
Elpis Merit on p. 26).

Frankenstein: The Wretched must sleep near a fire or high-
voltage system. This could be a small camp- or hearth-fire, or
an electrical transformer that causes one’s hair to stand on end
just being near it. Sleeping near an actual fire has its dangers,
of course, especially if an enemy comes upon the Promethean
sleeping near a flame. The Promethean need only fall asleep
by the fire, though. As long as it doesn’t burn out within his
first hour of sleep, he still gets the benefit, even if it’s just
smoldering cinders by the time he awakens.

Galatea: Muses must sleep amidst voices — not broadcasts
or recordings, but actual voices. A Muse might arrange to
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bed down in an apartment with thin walls next to neighbors
who are always having parties, or near enough to hear them
through her open window. She might sleep in an alley off
Times Square in the city that neversleeps. If she’s got friends,
she can convince them to stay up chatting while she sleeps
nearby. She need only fall asleep to this cacophony. As long
as it lasts for the first hour of her sleep, she gets the benefit
even if she awakens to silence.

Osiris: Nepri must sleep immersed in water, or at least
partially immersed. This could mean sleeping under the rain
in the wilderness, or in a partially filled bathtub at home. He
need only fall asleep in water. As long as it hasn’t drained
away or stopped raining before his first hour of sleep, he
gains the benefit even if he awakens dry.

Tammuz: Golems must sleep buried or partially buried in
earth. This earth could be a mound of dirt or mud, or the
sort of mud skin covering one finds in spas. As long as he
falls asleep encased in the clay and it doesn’t crumble away
within his first hour of sleep, he gains the benefit.

Ulgan: For the Riven to gain this benefit, they must sleep
in either a haunted house (one within the anchor radius
of an actual ghost) or a spirit locus (an area that generates
Essence, usually found in the wilderness), or they must acti-
vate their Ephemeral Flesh Bestowment as they go to sleep.
Assuming no spirits or ghosts disturb their rest within the
first hour, they awaken with one Pyros per success rolled and
+1 to restore that point lost by activating the Bestowment.
Sleeping amidst ephemera is an especially potent instigator
of the sort of dreams needed to catalyze Pyros.

e After a Promethean has spent at least one hour in the
presence of one or more mortals, he gains one Pyros. He
can reap this yield only once per 24 hours, no matter how
long he spends with the same mortal or with other mortals
later that day. His presence might cause Disquiet and the
mortal might spend this time haranguing or attacking him,
but the Promethean still gets the point for daring to risk
mortal company.

¢ The Storyteller might decide that a particularly momen-
tous event in the Promethean’s life might provide enough
catalyst to generate one Pyros. Examples include joining one’s
first throng, escaping from Pandoran captivity after nearly
dying (orhaving died and been resurrected), destroying one’s
maker or witnessing a Promethean attain Mortality.

® Prometheans who learn the Vulcanus Transmutations
have some additional options for regaining and tapping
into Pyros. See the description beginning on p. 154 for
more information.

Modified Advantage:
Humanity(Morality)
Prometheans are imitations of humans. They seek to
become mortal, but to do so, they must understand what it
means to be mortal. They must come to know the human
condition in all its terrible contradictions, from pure love to

obscene hate. The Humanity trait measures their progress
on this journey of discovery, tracking their triumphs and
defeats as the trait degrades and — if the Promethean is
true to his Pilgrimage — rises again.

In rules terms, Humanity charts just how much of a
monster the Promethean is. The higher his Humanity is,
the more likely it is that he can eventually transform the
dross of animated flesh into the gold of a human soul. As
such, it represents a Promethean’s ability to pretend that
he’s human, and to even convince himself that he is or
would at least make for a genuine human were he to gain
the gold. It is, like the Promethean himself, an artificial
trait, mimicking a real mortal’s Morality. The Promethean
himself has no innate moral compass, only a vague sense of
how he’s supposed to act, supplemented by what he learns
from watching human behavior. When he breaks the code,
committing a sin against Humanity, he might not fully
understand what he’s done. Even if he does, his remorse is
ultimately a charade, a sort of method acting by which he
convinces himself that he really, truly regrets his actions,
as if he had a soul that could weep.

And yet, sham though it might be, it does seem to produce
results. Even if the Promethean is only acting, fooling others
and maybe even himself that his feelings are genuine, when
it comes time to put his Humanity to the test, the better an
actor he is, the more likely his performance will translate
into the real thing — actual humanity. Those Prometheans
who lose themselves in the role of playing humans are those
most likely to become human. It is as if their lives are one
long audition for a prime part in the actual play, which is
the drama of human existence. If they convince the unseen
and unheard director that they truly understand the part,
they might be accepted into the final cast.

Some Prometheans scorn this lie, refusing to dance to
the invisible strings of some nonexistent script. These Pro-
metheans often ignore the consequences of their actions
on what would be their soul, if they had one. Why worry
about what isn’t there? The inevitable result is a degraded
Humanity, one that is often found wanting when the time
comes for the Promethean to complete his long alchemical
operation.

Humanity mirrors the human Morality trait in all ways.
It is set apart from that trait to highlight its thematic dif-
ferences, although its mechanical functions are the same.
When a Promethean acts against Humanity, it’s called a
sin, and might result in a degeneration of his Humanity
score, as per the rules for Morality on p. 91 of the World
of Darkness Rulebook. Whenever Humanity is reduced
due to degeneration, the Promethean’s player must roll the
character’s new Humanity as a dice pool to resist gaining a
derangement. The new derangement is linked to the lost dot
of Humanity. [t persists until the character recovers the lost
dot, regaining his moral center (or facsimile thereof) and
sufficient Humanity to overcome the personal flaw.
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Humanity Sin

10 Selfish thoughts. (Roll five dice.)

9 Minor selfish act (withholding charity).
(Roll five dice.)

8 Injury to another (accidental or otherwise).

(Roll four dice.)

7 Petty theft (shoplifting). (Roll four dice.)

6 Grand theft (burglary). (Roll three dice.)

5 Intentional, mass property damage (arson).
(Roll three dice.)

4 Impassioned crime (manslaughter).
(Roll three dice.)

3 Planned crime (murder). (Roll two dice.)

2 Casual/callous crime (serial murder).
(Roll two dice.)

1 Utter perversion, heinous act (mass murder).

(Roll two dice.)

Unlike Morality, Prometheans cannot regain Humanity
by performing redemptive or generous acts. They can only
regain lost dots by purchasing them with experience points
or with Vitriol. (See pp. 198-199.)

When a Promethean loses Humanity, he doesn’t really feel
anything, at least not deep down on a gut level that affects a
human. Any derangement comes more from his unconscious
acknowledgement that he should feel something, that he should
suffer some sort of reciprocity for the action. This acknowl-
edgement translates into a genuine imbalance in his humours,
making the derangement quite real, not just an illusion caused
by his intellectual grasp of ethics. The more a Promethean can
make a habit of pretending to feel, the more he fools himself
into actually believing his false emotions are real. Again, the
more deeply he immerses himself in his role of would-be human,
the harder it becomes for him to know when he’s consciously
faking it and genuinely feeling it.

It’s not that Prometheans don’t have feelings — they
do, often intense and passionately felt. It’s that they don’t
really know when to feel them or which stimuli provoke
which feelings. They must train themselves to know this.
Human psychologists can argue about nature versus nurture
when it comes to an innate sense of human morality, but
a Promethean clearly must nurture his sense of morality
since he is born without any moral nature — or if he does
have one, it is easily confused by the tumult of humours in
his system.

Effectsof Humanity

® A Promethean’s Humanity is used as a dice pool to
resist the onset of Torment, when his humours rage out
of balance and exert control over his behavior. (See “The
Noble Resistance of Torment” on pp. 181-182.)

¢ Degenerated Humanity taints Azoth. When a Promethe-
an attempts to create another Promethean, his Humanity
determines his chance of getting it right. If he gets it wrong,

one or more Pandorans might result instead. (See Step Five:
Judgment under “The Generative Act” on p. 187.)

® Humanity is used as the dice pool to determine whether
a Promethean makes the transition to Mortality at the end of
his Pilgrimage. This moment is called the Rebirth, and low
Humanity can cause to fail it, even if all the milestones of
the Pilgrimage were completed superlatively. (See “Attaining

the Lapis Philosophorum: Mortality” on p. 194.)

Merits

The Created have access to a special list of Merits, some
of which are available only to them. Also, certain of the
Social Merits available to mortals in the World of Darkness
Rulebook are not open to Prometheans, or are limited in
their applications when used by them. (See the “Restricted
Social Merits” sidebar on p. 98.)

Elpis (Q to ooo.o)

Effect: The Promethean relies on Hope, the final force
released from Pandora’s Box, to get him through his Pil-
grimage. This aspect of the Divine Fire that calls out to
Prometheans, urging them toward Mortality, is called Elpis.
Promethean philosophers equate it with a guiding force, a
sort of teleological principle calling from the future, drawing
the Promethean down the proper paths to the New Dawn.
With this Merit, the Promethean can tap into this guiding
force and gain clues through dreams and visions that might
aid his Pilgrimage.

Once per game session, the character can use his Elpis
ability to gain a supernatural insight concerning a question
or topic relevant to his Pilgrimage. Activating this ability
requires at least one hour spent in sleep, a trance or another
activity thatfocuses exclusively on accessing an altered state
of consciousness. The Storyteller then rolls the character’s
Wits + Composure in secret. The results are:

Dramatic Failure: A nightmare. The Created can interpret
it any way he wants, but it probably leads to more trouble
than solutions.

Failure: Meaningless images.

Success: One or more clues (one per Elpis dot) that might
help him to achieve a Pilgrimage milestone, although they
must be interpreted.

Exceptional Success: One or more clues (one per Elpis
dot), and a suggestion about their interpretation provided
by the Storyteller.

The information is usually conveyed in brief visions of people,
places or things that are somehow important to one of the
character’s milestones, as determined by the Storyteller. (See
“Summa Perfectionis: The Pilgrimage” on p. 190.) The exact
role the subjects of these visions will play remains unclear,
though. The Promethean might see a rare, medieval book
behind glass. After some research, he learns it is in a museum
in Chicago. He travels there and breaks into the museum at
night, trying to steal the book, only to be confronted by a
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Promethean who makes his lair there. The Storyteller knows
that this Promethean is the key to the milestone, not the book;
the book merely led the character to this encounter. But will
the character realize this?

Elpis is not a means of gaining an exact roadmap to
Mortality. It’s a tool for the Storyteller to help drive events
of the story, especially if the character is lagging behind on
his Pilgrimage.

Lair(etoees; special)

Effect: A lairis a place a Promethean can retreat to where he
can hide or defend himself from others. It can be anywhere, but
the Created usually choose places far from the madding crowd
of mortals. If they do choose to live close to mortals, their lairs
are nondescript and contain multiple means of escape. Since
most lairs are only temporary, meant to serve for only a few
months before the Promethean resumes his Pilgrimage, they cost
relatively few dots to acquire. When the Promethean abandons
his lair, however, he loses the dots. If he later returns to the
area, the Storyteller might decide that the lair is still operable,
although it loses one of its dots due to lack of maintenance, until
the Promethean can put some effort into restoring it.

All lairs are not created equal. A warehouse might have
sufficient space, but it might not be secure against unwanted
visitors. A hidden cave has adequate security, but it might
be dark and cramped. A lair’s value is represented by two
factors — size and security. Players who choose this Merit
must also choose how to allocate these two factors when
spending dots. For instance, two dots may be spent on Lair
Size, with a third spent on Lair Security.

Lair Size is important to characters who need a place to
safely store their possessions and valuables. A lair with no
dots in Size is just large enough for its owner and perhaps
a single companion, with minimal storage capacity — a
cramped apartment, for instance. By spending points to
increase a lair’s size, a player allows for accoutrements and
personal effects. Larger lairs can be anything from mansions
tomountain hideaways to vast subterranean catacombs. Lairs
of considerable size are not necessarily easy to maintain,
though. (NB: The dot ratings for Lair differ from similar
Merits from other World of Darkness games.)

o A large apartment, small family home, or large under-
ground chamber; 3—4 rooms
oo Anabandoned warehouse, church, mansion or network of

subway tunnels; equivalent of 7—15 rooms or chambers

®e e Asprawlingestate or vast network of tunnels; countless
rooms or chambers

Of course, Lair Size does not prevent intrusion by mor-

tals (such as police officers, criminals or social workers).

Players who want to ensure privacy and safety may spend

dots on Lair Security, thus making it difficult for others to

gain entrance. Lairs with no dots in Lair Security can be

found by anyone intent enough to look, and they offer little

protection once they have been breached. Each dot of Lair

Security subtracts two dice from efforts to intrude into the
place by anyone a character doesn’t specifically allow in.
This increased difficulty might arise because the entrance
is so difficult to locate (behind a bookcase, under a carpet)
or simply difficult to penetrate (behind a vault door). Also,
each dot of Security offers a +1 bonus on Initiative for those
inside against anyone attempting to gain entrance (good
sight lines, video surveillance).

Characters for whom no points are spent on Lair at all
might have some small, humble chamber or favorite spot
under a bridge. In any event, they simply do not gain the
mechanical benefits of those who have assigned Merit dots
to improve the quality of their temporary homes.

Each aspect of the Lair Merit has a limit of three dots. In
other words, Lair Size and Lair Security may not rise above
3 (to a maximum of six dots on this Merit, total).

Special: It’s possible for the Lair Merit to be shared among
characters in a close-knit group. They might be devoted to
one another and willing to pool what they have, or perhaps
their mutual reliance on an individual or trust could bring
them together to share what they have in common.

To share this Merit, two or more characters simply have to
be willing to pool their dots for greater capability. A shared
rating in the Lair Merit cannot rise higher than three dots
in either of the two aspects of the trait. That is, characters
cannot pool more than three dots to be devoted to, say, Lair
Size. If they wish to devote extra dots to the Merit, they
must allocate those dots to Security.

Shared Lair dots can be lost. Throng members or associates
might be abused or mistreated, ending relationships. Group
members might perform actions that cast themselves (or the
group) in a bad light. If any group member does something to
diminish the lair, its dots decrease for all group members. That’s
the weakness of sharing dots in this Merit. The chain is only as
strong asits weakest link. The Storyteller dictates when character
actions or events in a story compromise shared Lair dots.

Characters can also leave a shared lair. A rift might form
between close friends. A character might be killed or decide to
go to the wastes. Or one could be kicked out of the lair by the
others. When a character leaves a shared-lair relationship, the
dots he contributed are removed from the pool. If the individual
still survives, he doesn’t get all his dots back for his own purposes.
He gets one less than he originally contributed. If a character
breaks a relationship with his throng, the group loses both of
the Lair dots he contributed, but he gets only one dot back for
his own purposes. The lost dot represents the cost or bad image
that comes from the breakup. If all members agree to part ways,
they all lose one dot from what they originally contributed.

The Storyteller decides what a reduction in dots means in
the story when a character leaves a shared lair. Perhaps no
one else picks up the character’s attention to Lair Security,
leaving that score to drop. Maybe a portion of the lair falls
into disuse or even collapses, causing an effective drop in
Lair Size. Whatever the case, a plausible explanation must
be determined.




A character need not devote all of her Lair dots to the
shared Lair Merit, of course. A Promethean might maintain
aseparate lair outside the communal one represented by the
shared trait. Any leftover dots that a character has (or is
unwilling to share) signify what she has to draw upon as an
individual, separate from her partners. For example, three
characters share a lair and expend a group total of five dots.
One character chooses to use two other dots on a private lair.
Those remaining two dots represent a lair entirely separate
from what she and her partners have established together.

To record a shared Lair Merit on your character sheet,
put an asterisk next to the name of the Lair Merit and fill in
the total dots that your character has access to thanks to his
partnership. In order torecord his original contribution, write
that amount in parentheses along with the Merit’s name. It
is not important to note on which aspect of the Lair Merit
those points are spent. This allows greater flexibility should
a character ever decide to withdraw from the community
arrangement. The result looks like this:

MERITS
LAIR* (2)
LAIR
ALLIES (POLICE)

00000
00000
0000
00000
00000
00000
00000
00000

In thisexample, the character sharesa Lair Merit dedicated
to the throng’s communal shelter. He contributes two dots to
the relationship, and the group has a total of four dots that
are made available to each member. The character also has
his own private Lair Merit rated 3, which he maintains by
himself. And, the character has Allies in the police depart-
ment rated 2, which is also his own Merit.

Repute(sto see)

Effect: Prometheans hear many stories from other Pro-
metheans on the road, and many of these stories concerns
the exploits of others of their kind. A Promethean with this
Merit has had some of his exploits told to others. These leg-
endsdon’t even have to be true, but they are popular enough
to be told and retold to Prometheans on their Pilgrimages
around the country or even the world.

When other Prometheans encounter the reputed Pro-
methean, their players roll Intelligence + the Promethean’s
Repute dots to see if they recognize him. Once someone
recognizes him, the Promethean can add +1 per Repute
dot to any Socialize roll made to influence or befriend those
who know his legend. He can also use those who recognize

MERITS | LAIR | REPUTE | RESIDUAL MEMORY

him as temporary allies, as if they were bought through the
Allies Merit (p. 114, World of Darkness Rulebook). They
are worth one dot each — capable of rendering minor favors
— and can be used this way only once per person (i.e., one
minor favor per person), unless the Promethean spends
experience points to codify his relationship with them into
the Allies Merit.

With one dot in this Merit, the Promethean is mildly
famous among his own kind. They won’t recognize him on
sight (based on his description in the legends), but they
might come to realize who he is once they’ve spent more
than a few turns with him. With two dots, the Promethean
might be recognizable on sight, and with three dots, his
renown positively colors the Measure, the initial opinion
other Created make of him.

Drawback: Prometheans who recognize the renowned
character and from whom he has asked a favor, might seek
to enlist his aid. This is usually due to his obvious ability
to accomplish the task requested, based on the legends told
about him. If he refuses too many of these requests, he might
lose Repute dots as word gets around of his selfishness.

Residual Mem oxy (s to seese)

Prerequisite: Promethean

Effect: The Azoth does not always wash clean every
remnant of dross in the body it sparks to life. Some Pro-
metheans experience faint memories of their bodies’ former
inhabitants, stored in the flesh. A Frankenstein’shand might
sometimes seem to have a will of its own, during which
times the Wretched remembers experiences that belong to
the hand’s former owner. An Ulgan might remember events
that occurred to his body before it was rent by spirits and
used to spark artificial life.

Each dot represents one distinct Skill the residual memory
retains from the body’s former life (chosen when the player
chooses this Merit). A player whose character has Residual
Memory 3 might choose to devote it to Academics, Firearms
and Streetwise, if the player feels the body’s former inhabit-
ant knew those Skills to a decent degree. The player could
even devote his Residual Memory to Skills for which he has
no training (although the character still suffers the penalty
for untrained Skill use).

For each chapter in a story, the character has a pool of
“memory dice” equal to twice the number he has in this
Merit. For instance, a character with two dots of Residual
Memory has four dice in his memory pool.

Each time he uses one of these memory dice, he can add
it to any one dice pool related to the Skills his residual
memories retain. The memories of the body’s former self
are asserted, providing the Promethean with abilities he
himself might not have but which he won’t remember after
having used them.

He can use these memory dice all in one dice roll, or
split them up between different dice rolls. Either way, once

97



CHAPTERSEW ORI 7 HARA CTiES

they’ve been used, they’re gone until the next chapter or
game session. For example, the character with Residual
Memory 3 (giving him six dice) might choose to add two
dice to an Academics roll and then four to a Streetwise roll.
The next game session, he might apply all six dice to a single
Firearms roll. The bonus can apply to mundane use of these
Skills, but not to Transmutation rolls. (The body’s former
inhabitant knew nothing of Transmutations.)

Drawback: Whenever the character hasspentall of his avail-
able memory dice for a chapter, he might also remember one
of the former inhabitant’s derangements. The player chooses
one mild derangement when he purchases this Merit. On the
turn following the use of the final memory die, the player rolls
the Promethean’s Humanity. If he succeeds, there is no effect.
If he fails, the derangement becomes active for the scene.

Unpalatable Aura (*s)

Prerequisite: Promethean

Effect: Pandorans instinctively do not like the tenor of the
Promethean’s Azothic radiance. While its effect on them is
the same — it awakens them from Dormancy — they’d prefer
to choose a different target from which to gain their Pyros
sustenance. If given a choice, such as if there are more Pro-
metheans present than the one with this Merit, they will most
likely attack the other Prometheans first. If the Promethean
with this Merit is the only food source available, this Merit will
not prevent them from attacking, but it does give subtract two
from the result of their Initiative rolls when first determining
initiative ranks in an encounter with the Promethean.

Weomiam: WMLV seme
Restricted Secial Merits

There are seme Merits available t@ mertals that a
Premethean simply cannet purchase, er must purchase
with restrictiens.

® flame: Prometheans cannet be fameus ameng
mertals. Theg too seen become infameus instead, thanks
te Disquiet. Te represent fame ameng Premetheans,
characters can purchase the Repute Merit.

® Menter: Wsually anether Fremethean. If this charac-
ter is a mertal, the Premethean needs te be mere care-
ful than usual abeut calling upen er visiting his menter
teo frequentlg, lest Disquiet taint the relatienship.

® Retainer: A PFremethean cannet purchase this Merit.
No mertal can werk fer him witheut eventually suc-
cumbing te Disquiet.

® Status: A Premethean’s ability te ebtain Status with-
in mertal institutiens is severely curtailed bg Disquiet.
The Stergteller sheuld disallew purchase of this Merit
unless the plager has a particularly cempelling eXxcuse
for why his character has it. fven then, his Status must
be limited t® ne mere than enc det.

® Striking Leeks: While Prometheans can purchase
this Merit, its effects werk enlg en mertals whe are net
suffering frem Disquiet or whe are in enly the first er
secend stages. Gnce a mertal’s Disquiet progresses to
stage three or higher, it just deesn’t matter hew asten-
ishing the Premethean looks. (The @Galatean Mesmerizing
Appearance Bestewiment is still effective, theugh.)
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Bestow ments

The known processes of creating Prometheans from
dead flesh each include intrinsic alchemical changes, and
individual Lineages share certain supernatural traits as a
result. Prometheans call these shared abilities Bestowments
because they are indivisible parts of the method by which
their creators bestow them with life. Every member of the
Frankenstein Lineage gains Unholy Strength when she rises
from death, and every Galateid is formed with Mesmerizing
Appearance. A Promethean of another Lineage can discover
a Transmutation that grants her a particular Bestowment,
but doing so is difficult and time-consuming because it isn’t
natural for her Lineage.

Each Lineage gains a single Bestowment automatically
during character generation. A Promethean may purchase
the Bestowment of another Lineage for a number of ex-
perience points equal to the listed Transmutation cost. If
the player does so before play begins, then the character’s
prelude should detail the means by which such a change
came to be. Gaining the Bestowment of another Lineage
requires the Promethean to increase the relevant humour
within his form. This humour will not override that which
is dominant for his Lineage, but it should be reflected as a
change in the personality of the Promethean.

Ephemeral Flesh(Ulgan)

Members of the Ulgan Lineage are especially attuned
to the spiritual world. Ghosts and spirits that reside in the
physical world, yet are intangible to solid material, are said
to exist in a state of Twilight. The Ephemeral Flesh Bestow-
ment allows the Promethean to invoke the Divine Fire to
augment her physical body so that it can interact with the
immaterial forms of Twilight.

Cost: 1 Pyros

Action: Instant

Transmutation Cost: Wits x 7

Upon activating this Bestowment, the Promethean gains
the ability to perceive entities or objects in Twilight. A
ghost or spirit might still manage to hide from the Ulgan,
requiring a contested Power + Finesse roll versus the Ulgan’s
player’s roll of Wits + Composure, but its intangible nature
no longer guarantees invisibility. The Bestowment’s dura-
tion is one scene.

While he is attuned to the immaterial state of Twilight
the Promethean can interact with nearby ghosts, spirits
and ephemeral objects as though they were solid, but they
can also affect him. A Promethean using Ephemeral Flesh
causes bashing damage in combat with ghosts. Her physical
weapons or armor are unable to attack or defend against
beings or objects in Twilight, but she may use a suitable
spiritual item as a weapon. (See the World of Darkness
Rulebook, p. 208 for more information about ghost traits
and combat.)

Though it is not part of their creation, other Prometheans
may gain the Ephemeral Flesh Bestowment asa Transmutation.
Such a change does not require the Ulgan disfigurement, but
it does necessitate subtle alterations to the humours of the
Created on ametaphysical level. Gaining the Ephemeral Flesh
Bestowment requires an increase in the level of ectoplasmic
humour within the Promethean. This increase engenders a
greater degree of instinctive and intuitive behavior. The Cre-
ated is more likely to follow his gut and trust his feelings.

Mesmerizing Appearance
(Galateid)

Galateids are stunningly beautiful, and those around
them are often swept away by their splendor. This perfec-
tion of form does not sway everyone, but most people are
far more deeply affected by a pretty face than they might
otherwise admit.

Cost: None or 1 Pyros

Action: Reflexive

Transmutation Cost: Highest of Presence and Manipula-
tion x 7

The Pro