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he hair always stands up on the back of my neck when the sun goes down, any time I
can see it happening. It's when trouble happens.

Sure, it sounds screwy. Too much media. Inability to distinguish fantasy from
reality. People like to say shit like that because it makes them feel like they're better
than you. I think it also makes them uncomfortable to admit there's things out there that
they're not prepared for.

I know, believe me. I used to have that same attitude. The night is for going downtown
and having a few drinks, dancing, laughing with friends.

I can't remember the last time I danced or laughed. I drink all the time now, and I'm
downtown every night, but for different reasons. None of my friends talk to me anymore.
Look, here's my messages. Inbox zero, ha ha. Ugh.

I remember the night it happened, a bunch of us were screwing around, had gone
day=drinking, and everyone was fired up enough that nobody wanted to go home. So we
bounced from place to place and eventually ended up at that one hotel in the round build=-
ing, about six blocks from the highway entrance. Hotel bars always have this attitude of
"sure, why not?" because they're never anyone's actual local.

There was a wedding reception happening, mostly winding down. We were drunk enough
to crash it, and they were drunk enough not to care. I ended up going upstairs with one of
the women for just one more, and to see where it took us. Sonali, her name was.

I remember the flickering lights when we got out of the elevator. She said it had been
like that all weekend, no big deal. Then we walked past this room on the way to hers, and
the door was upside down. Only it wasn't a door, it was like someone had drawn a door on
the wall and drawn it upside down.

I pointed at it == I thought I was maybe drunker than I had been feeling, but
Sonali saw it, too, and said, "I don't remember that being there. Do you think it's
art?" It wasn't art. It wasn't that kind of hotel.

Then that weird, upside-=down drawn-on hotel door opened, somehow, like the
space between where the door was drawn and whatever the room inside was opened
up.

I don't know what happened next. A couple hours had passed, and I didn't know
where Sonali had gone. I kind of came to my senses back in the closed hotel bar,
but the staff were agitated and I was obviously not supposed to be there. Maybe
"came to my senses" is the wrong way to say it. I felt like I was coming up for
air after being underwater.

I got a ride home and threw up, less from being drunk and more from the
strangeness of it all. It had made me feel, I don't know, like I was the one who
was upside=down or inside out or something.

That was the scariest part. If it was just a confrontation with some ass-
hole, I would maybe have punched him or maybe... I don't know. But it all made



me feel powerless, like it was obviously wrong, and it felt dangerous, but what could I
say or do about it? What, I'm going to call the hotel and say, "A weird, hand=drawn door
on your ninth floor scared me?"

That was my first time. I've seen weird shit like that maybe half a dozen times
since, and I go out looking for it every night. My roommate moved out. Said I was losing
it and that it made him anxious. So now I have to eat that cost.

I'm not good at finding them, and I'm not good at doing anything about them... yet.
I'm just figuring things out right now, you know? All I've figured out is that these...
these holes in the world happen when it's dark outside, so when I see it get dark, it
means I need to... to pay attention. I saw another near on the loading dock of the
newspaper building, this strange rectangle with a number on it that I thought was just
a concrete wall, but it opened up and I blacked out again. And near the women's shelter,
I saw it move but I chickened out before it opened, if it ever did.

But it feels like I'm onto something, like I saw something I wasn't supposed to,
and now I just can't stop looking around me because it might happen again, and I might
miss it.

And I feel like I have to do something about it, but I don't know what. I don't know
what.

Wait, you've seen these doors, too?




HUNTER: THE RECKONING

INTRODUCTION

umanity clings to a comfortable illusion that the world

belongs to mankind, that they lead lives of free-willed

individuality, completely unaware that they occupy a
world of grim mysteries inhabited by monsters. Those savvy
to the secrets of the World of Darkness know the truth,
however: that timeless blood-drinkers, ravening shapeshift-
ers, restless ghosts, and even more harrowing things haunt
the night.

The adjunct professor who has observed the inordinately long tenure
of the school’s most “eccentric” emeritus.

The exhausted new mother at her wits’ end, who keeps seeing some-
thing outside the window and stands vigil over the bassinet, fearful of
what happens when she finally collapses.

The detective who somehow survives the mother of all beatdowns by
— what the fuck was that? — reopening a case that had gone cold two
decades ago.

The newly arrived immigrant who witnesses brazen human trafficking
by the dockside, paid for by a pair of individuals who keep flickering in
and out of physical solidity.

All of these and more become capital-H Hunters.

Hunters are among those who have seen past the veil of secrecy and know the world
for what it is — a bauble in the claws of monsters. Hunters fight back against the threat
because they have glimpsed the truth and resolved to do something about it.



A Gall to Action

ome among the human throng find the met-

tle to stand against the creatures of the night.

Hunter: The Reckoning is a storytelling game
about those people and the desperate measures they
employ to emancipate themselves from the evils of the
supernatural.

It’s a dangerous path, but it’s a righteous path.

The Hunters of Hunter: The Reckoning are driven
— personally and extremely — to pursue the mon-
strous creatures that prowl the night. The Hunter’s
calling is to prevent monsters from harming the world.

The player’s call to action is prompted by evocative
utterances such as “Defy the darkness,” “No one’s
prey,” and “Reclaim the night.” The game’s sobriquet
itself, the Reckoning, indicates an urgency, a desire to
challenge the way things are and escape the clutches
of the supernatural — and to exact retribution. The
time for monsters to act without consequence is over
because you re going to do something about it.

Hunters form their own cells with other Hunters,
for protection and advantage in numbers... hopeful-
ly. Think of cells as Hunter “start-ups.” The players’
characters bring specialized Edges into their own
unique cells, which are likely cosmopolitan in makeup,
with Hunters from a variety of ideologies, known as
creeds. Creeds shape how the Hunter approaches their
supernatural quarry, from the outlook they suppose
to the tools they provide. As well, they provide a social
component to what might otherwise be a bleak and
lonely road. If nothing else, one can look to others of
one’s creed for a common take on the monster-infested
world and how and why to effect change.

Desperate Measures

One risk of being a Hunter is the consuming nature

of the Hunt, of perseverance in the face of not just
adversity but danger. Drive enables the Hunter to push
themselves beyond the limits of those without it, but
Drive also tempts the Hunter to keep going. The more
they learn, the closer they’re pulled into the proximity
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of the very things they pursue, even when the wisest
course is to withdraw and reconsider the plan.

Thus can Drive instantiate its own cycle of hunt
and consequence, as the Hunters delve into a threat,
suffering the outcomes of their actions, which estab-
lishes the urgency to pursue the subsequent threat, and
so on, until it reaches its climax.

The counterpart of Drive is Desperation, the
intense urgency that prompts cells of Hunters to do
something now, before it’s too late! Players always choose
when to engage their Hunter’s Drive (because there’s
risk involved), but Desperation grows as the threat
mounts in any number of ways.

For more on these game systems, see p. 127.

Distinguishing Hunters

The player-protagonists of Hunter: The Reckoning
are philosophically and mechanically different from or-
ganized hunter antagonists like the FBI’s Special Affairs
Division and the Society of St. Leopold by dint of their
Drives: Other hunters take orders, but Hunter: The
Reckoning characters make their own way following
their Drives.

As well, Hunters generally consider the more formal
orgs to be ethically compromised or corrupt. Many of
the orgs have ulterior motives beyond the actual Hunt.
At best, Hunters might take a tip or a contract from
an org knowing that the org has an agenda behind the
cooperation. At worst, the orgs are actively working
against the Hunters, perhaps using them to reveal
unknown supernatural threats, or even using the Hunt
as an opportunity to eliminate what they see as rogue
elements.

That’s important: The players’ characters have
Drives, creeds, and Edges. The vast majority of hunters
in the orgs (and even many lone hunters) themselves do
not.

The ultimate Hunter intention in this regard is to
get shit done. Unburdened by the ethically compro-
mised agendas of the orgs, Hunter cells have the advan-
tage of operating with an integrity and independence
that the larger and more structured orgs can’t.

That means the orgs themselves often function
as antagonists in Hunter’s World of Darkness, or as
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entities that otherwise illustrate a number of Hunter
themes. For example, Hunters might have contacts in
the orgs who feed them information here and there, but
it’s just as likely that they’re using the Hunters as bait
to flush out a nest of “unusual threats” they’ve been
monitoring for three months.

torytelling began with humanity, as language

transformed us from fire-using apes to some-

thing else. Those stories, we tell ourselves, began
around a fire as warnings of real or imagined dangers
and temptations waiting in the darkness outside. Our
stories changed from campfire warnings to epic poetry,
plays, novels, and operas. They added new dangers and
temptations, many of them now waiting inside us.

In the 20th century, stories moved out of human
voices and minds into display and spectacle. Movies,
comics, television, and the limitless reaches of digital
entertainment still kept that flickering light in the mid-
dle, even as they carried our stories almost as far as our
imagination could go. Almost.

Roleplaying games, as one of the newest storytelling
art forms, complete the arc from those first firesides to
the modern monitor glow. In roleplaying games, players
tell or act out the stories for an audience of themselves,
guided by the rules or logic of the game, but limited
only by their imagination. If you’ve never played a role-
playing game, don’t worry. It’s as easy as playing house
or bang-you’re-dead were when you were a child, and as
endlessly fascinating stories themselves.

Most importantly, and distinguishing them from
traditional told-to-you, media, storytelling games are

about making choices. A group of players and the
Storyteller — the troupe — collectively tell a tale of
secrets and consequences, monsters, and the mortals
who oppose them.

The Storyteller

As a Hunter: The Reckoning player, you take on the
persona and role of a character that you create, and you
then pretend to be that character during the course
of the story. One of the participants, the Storyteller,
creates and guides the story. They build the setting and
populate it with a cast of supporting characters. The
Storyteller describes what happens in the world as a
result of what the players say and do. It is the Storyteller
who arbitrates the rules and springs horrifying new
challenges into the game.

The Storyteller’s primary duty is to make sure
the other players have a good time. They do that by
telling a good story. Unlike novelists or film directors,
however, they don’t simply tell the story from hook to
climax. Storytellers create the setting and set the plotin
motion — and then let the players live it out in the roles
of the primary characters, defining the story outcomes
and setting as they go. Storytellers maintain a careful
balance between narration and adjudication, between
entertainer and umpire, between story and game.
Sometimes Storytellers set the scene or even describe
the action, but mostly they decide what occurs in
reaction to the words and actions of the characters,
as fairly and impartially as they can.

The Players

Although the Storyteller plays the game and indeed
portrays dozens or hundreds of characters, the term
player refers to those participants at the table who
assume the roles of the central characters in the story.
As a player in Hunter, you create one main charac-

ter and then roleplay them. You speak for them, you
impel them to action; you decide what they desire in
the world of the game and how they want to attain or
accomplish it. The Storyteller tailors the story to those



desires; the players build characters who have a role in
that story, and whose actions complete or transcend it.

Often after describing the actions you want to take,
the Storyteller tells you to make a dice roll to see if you
succeed in doing what you have illustrated with words.
Your character’s Traits, descriptions of their strengths
and weaknesses, dictate how well your character can do
certain things. Knowing your character’s abilities, both
natural and supernatural, gives you the tools to choose
from in order to provide the best chance of succeeding.

Thus, a good player balances acting and strategy,
considering their character’s personality and desires
along with their Traits. You employ your character’s
strengths and work around their weaknesses to achieve
your goals, even as the world remains hostile and dan-
gerous. Your character’s actions help shape the world;
as a player, you can also add ideas and elements to the
story. The Storyteller incorporates them (or chooses
not to) in order to foster the most dramatic, interesting,
and challenging narrative possible at the table.

With its potential for intensity and intimacy, like
all World of Darkness games, Hunter rewards play-
er focus: on their own character, and on the dramas
and desires of their fellow players’ characters. Much
of the game’s mystery and flavor is lost when players
must compete for the Storyteller’s (and each others’)
attention. The story likewise can become unfocused
if it must share the spotlight among a large entourage
of “main” characters. We find that Hunter plays most
enjoyably with one Storyteller and a troupe of three to
five players.

INTRODUCTION

Play Aids

In the format we detail in this book, Hunter is de-
signed to be played at a table, virtual tabletop, or emer-
gent format like online chat servers. There is no board,
but dice, pencil, and paper (or their virtual substitutes)
require a table for proper use. Tables also provide a
common focus for player attention. You need photo-
copies of the character sheets (at the end of the book
or downloadable from the World of Darkness website)
and something — a large piece of paper, a cork board
or whiteboard, a tablet screen — to hold the Relation-
ship Map (see p. 84). The dice required are 10-sided,
available in any game store. You need two colors of
dice: one color for regular dice, and another color for
Desperation dice.
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Cell: A group of Hunters, likely of multiple different creeds, united
in the interests of protection, teamwork, and common cause

Cellie: A fellow member of a cell; a few Hunters recognize the irony
of it also being slang for a prison cellmate

Coalition: A multinational joint task force of orgs dedicated to the
eradication of supernatural threats and the preservation of order

Creed: An outlook or approach a Hunter takes to reclaiming the
world from supernatural threats, around which a sort of community
has emerged

Hunt, the: The pursuit of an individual supernatural creature or
group; one specific operation

Jobber: An org hunter; someone who simply “does the job” and
exhibits no individual Drive

Org: A formal organization that exists to hunt monsters as a means
to an an end rather than for its own sake; orgs often support a sta-
tus quo situation or preserve the power of elites (or themselves),
and are generally larger and better resourced than individual cells

Quarry, the: The target of an individual Hunt; one specific super-
natural creature or group

Reckoning, the: The urge to take back the world from supernatural
predators, with the urgency of right now in particular; the feeling
that the world is at its tipping point

UTR: Unusual Threat Response; the general bureaucratic or mili-
tary designation for the special police or military units deployed by
the Coalition. In general use among H/hunters as a more stylized
description of what they do. (Usage akin to a special task force.)
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Mature Content Warning

For the past several decades, the World of Darkness
games have addressed the darkness in the real world
through horror stories. It has talked about AIDS,
capitalist exploitation, sexual predation, the resurgence
of far-right political extremism, religious fanaticism,
state and private surveillance, and many other issues.
This entry in the World of Darkness series doesn’ shy
away from any of the above, and we believe exploration
of subjects like these is as valid in roleplaying games as
itis in other media. Including a problematic subject in a
Storytelling game is not the same as glorifying it, and if
you take the chance to explore it critically, it can be the
exact opposite. If we understand the problems facing
us, we are better armed to fight them.

Hunter: The Reckoning may include in-world ref-
erences and expressions of the following: miscarriage/
infant death, substance abuse, sexual violence, political
extremism, physical violence and gore, mind control,

11
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torture, abuse, imprisonment and kidnapping, racism,
sexism, and homophobia, to name a few. It’s a game
about monsters and the cruel things those monsters do
to people.

“Why are you telling me this?” you might be saying.
Someone at your table is not familiar with this game.
Someone at your table has dealt with some of these
issues in real life. Someone at your table wants to know
that you read this warning and know you will be con-
siderate to them as players, while putting their charac-
ter through the wringer.

In the Appendix, you will find specific techniques
on how to handle difficult subjects in your game in a
manner that’s respectful to your players and their expe-
riences. Calibrate beforehand which techniques your
group wants to use. People have different needs, and
not every method works for every person.

This is a game about monsters. But it is only a game.
Don’t use it as an excuse to be a monster yourself.
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CHAPTER ONE: A COMING RECKONING

Ghapter One:

hey are everywhere, the creatures of the night.
And much of the world doesn’t know about them, or
refuses to acknowledge their presence.

They are the attractive bartender with whom you think
you have a chance, the off-putting cab driver in whose taxi
you had a momentary fugue, the stoic executive board
member whose assets span continents and centuries.

They are the charismatic radical organizing a protest at
the police station, the fence-cutting saboteur in the demil-
itarized zone, and the regional legend that absconds with
children under cover of darkness.

They are the gambler who never loses a hand or the
baleful sorcerer who makes an expectant mother miscarry.
They are the spook in the window, the impetus behind the
haunted-house rumors at the edge of town, the disembod-
ied footsteps in the attic floor after midnight. They are the
horned thing moving in the shadows of the trees, blurred at
the edges of vision like a half-remembered dream.

They are everywhere in the world, our world, this World
of Darkness, and they prey upon those who are most vulner-
able to them: the innocent, the uncorrupted, the human and
the humane.

13
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he world in which the Hunters stalk their pow-

erful quarry is much like our own. Its cities are

T

by the same people, who have the same loves and en-

the same, its leaders are the same, it is occupied

dure the same problems. It has the same bars and clubs,
the same slums and high-rise apartment buildings, the
same multinational companies and the same scandals.

That said, the differences between our world and
this World of Darkness are important.

Dark Forces

The supernatural exists and is proximate to an obliv-
ious humanity. Monsters are real — literal, genuine
monsters, from blood-drinking vampires to frenzied
werewolves to ghosts, warlocks, and even stranger
things. And these literal, genuine monsters hide within

not acting overtly destructive... but savvy Hunters can
always trace it back to its source.

Every level of society is infiltrated. Every com-
munity might be preyed upon. And in a world that’s
already morally compromised, where the ability to reap
profits and consolidate power takes precedence over the
protection of the vulnerable, Hunters serve a role that
community leaders or civic authorities who are willing
to turn a blind eye won’t.

That’s the role of the Hunter, to not only speak
truth to power, but also to protect those who would
otherwise go neglected and ignored. From the Hunt-
er perspective, if the world can be put on a path to
Reckoning, the Hunt must begin somewhere, and the
supernatural is the most immediate, antithetical threat.

=» Vampiric cults smuggle victims across bor-
ders with impunity and sway their victims’
emotions, convincing them that they enjoy
being the vampires’ thralls.

Werewolves rampage against the struc-
tures that have elevated humanity from the
poverty of the past, devoting themselves to
a furious primitivism enforced by fang and
claw.

Sorcerers and warlocks bend reality to their
will, with little regard for how others will be

the structures and communities of human society, affected.

which is to say they may be lurking anywhere from the Ghosts manifest from beyond the veil of

death to haunt the world they’ve left and
possess the living.

Monsters are real flat next door to the governor’s
ons

— 1iteral, genuine
monsters, from
blood-drinking
vampires to frenzied
werewolves to
ghosts, warlocks,
and even stranger

thin gS.

mansion to the dilapidated

abattoir on the highway past the )
Even stranger things move through the

corners of the world we’ve forgotten to fear
specifically, from otherworldly “good folk”
to things from realms of thought unintelligi-
ble to humans.

city limits.

Their influence is subtle
and pervasive: The governor
herself isn’t the vampire, but she
depends upon campaign con-
tributions from the vampire’s
shell company. The police know
about the cursing crone underneath the metro station
bridge, but whenever they show up, she waves them
past and they ignore her. The slaughterhouse has been
“haunted” as far back as anyone can remember, but no
one in a position to do anything about it ever does. The
influence of the supernatural is subtle when they’re

14



Secrets and
Bonsequences

The World of Darkness is a world of secrets and conse-
quences. Everything from lone horrors to vast conspir-
acies of supernatural predators prowl the night — and
in some cases, even the day. Indeed, simply because
something is a conspiracy doesn’t make it untrue. If
nothing else, the supernatural has a tremendous apti-
tude at hiding itself.

Enter the Hunters, the dedicated monster-slayers.
Standing in opposition to the supernatural has its costs,
however. “I've decided to become a monster-hunter” is
rarely a message a spouse or partner entertains eagerly.
Taking up the Hunter’s creed has a monetary cost, as
well, as few employers would want the liability of a self-
avowed monster-hunter among their staft let alone time
away from work to scourge the undead — meaning
most Hunters become de facto “professional” Hunters.

The Hunt has other consequences as well. Success
is far from guaranteed and may well be unlikely or
outright impossible. Unforeseen accidents resulting
in tragedies are common. More than one Hunter has
injured or even killed a victim they intended to rescue;
more than one “monster lair” has been nothing more
than an eccentric individual’s home. Hunters make
mistakes, and the guilt that comes from them can make
a Hunter question whether they’re better than the
monsters, or if they’re even making a difference at all.

Gothic-Punk

All of this takes place in a world that’s visually almost
identical to our own, real, world, but one in which
certain themes and experiences come to the fore. Or
rather, your troupe will tell stories that bring them to
the fore. We refer to this aesthetic, this dramatic narra-
tive worldview, as Gothic-Punk.

15

CHAPTER ONE: A COMING RECKONING

The Gothic draws on a literary tradition and a heavily
emotional worldview as a reaction to clinical reality.
Always emotional, at times overwrought, the Gothic
approach emphasizes the strange, the forbidden — and
the pleasure we take in experiencing it.

Consider the following characteristics of the World
of Darkness take on the Gothic.

Superstition is often at odds with science
or rationalism in a Gothic tale, and in many
cases, the rational wins out against the
supernatural. Note that this won’t always
be the case in your stories, however — the
conflict is what’s important to the storytell-
ing, and the supernatural may overwhelm
the Hunters, no matter how
righteous and rational their
cause.

The Gothic draws
on a literary

:  gradition and @
At the same time, the Gothic neavily emotional

exults the sublime, the thrill worldview as
and wonder we take from fear, a reaction to
terror, and horror. The Goth-  1414¢al reality.
ic provokes in us the same

sort of response we would have to beauty.

The sublime element, the forbidden thrill,
comes in being overwhelmed by some ele-

ment of the Gothic world. Imagine seeing a

vast and starry sky in the cellar below the

old mansion, where no sky could possibly

exist; imagine being so stunned by your

lover’s beauty that you yield to them, enrap-
tured, even as they smile and reveal cruel

fangs.

Morality often comes to the fore in the
Gothic, usually in situations in which it
sharply contrasts. A degenerate priest. A
family of distinguished lineage harboring a
dreadful secret. An innocent child playing
alone, as the long shadow of something
fiendish and otherworldly falls across
them. A single unblemished flower growing
against all expectation on the grave of the
murderer. Whether literally or symbolically
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(often both), the Gothic juxtaposes what is
good and just with what is wicked and un-
just, and some sort of power almost always
resides with the wicked and unjust.

Anachronism, whether in settings (“The
silent woman waves you into a parlor that
looks like it was set for tea in the late 19th
century”) or other elements of the story
(“The letter has been sealed with wax and
the envelope bears a hint of too-sweet
lavender. It’s a far cry from the printed
email you expected.”) Note that sometimes
the supernatural creatures themselves are
anachronisms....

Just as a word of caution here: We're cherry picking.
The actual, historical Gothic literary movement has
some fairly unenlightened attitudes, especially regard-
ing gender, ethnicity, and matters of “civilization vs.
barbarism.” Use the cool parts of the genre, not the
parts that should be relegated to the historical dustbin.

Atits core, punk is rebellion, change, the casting down
of the status quo. By definition, the players” Hunters or
other protagonists of the World of Darkness embody
this punk ethic because they are inherently agents of
change. They make choices that result in consequences,
and the assumption is that they don’t want to reinforce
the status quo. (What the players’ characters actually
want may well be morally fraught, but that’s the pur-
pose of the game’s morality and consequence systems,
and it reintroduces the Gothic affectation for morality.)

Monsters have power, whether that of a vampire
in the bespoke suit lording over the 40th-floor board-
room, to the shaggy terror that has reduced the remote
village to quaking fear. Hunters break those monsters’
ill-claimed power.

In the context of Hunter, each antagonist (or
perhaps more than one) exists to take or reinforce con-
trol. In many cases, these are agents of the status quo,
groups that exist to keep things as they are: functioning
to the benefit of a minute group of individuals who
derive their wealth, power, status, etc., by dictating

structures that prevent, well, practically everyone else
in the world from achieving self-determination.

For example, the Society of St. Leopold (see p. 235)
does an undeniably beneficial thing in hunting vam-
pires, but it does so to impose its superiors’ control, not
to altruistically free people from vampiric domination.
At the same time, the very vampires the Society hunts
seek the subjugation of humans and supremacy of the
undead. Hunters don’t want either of those outcomes,
and rebel against them both. Punk as fuck.

Of course, the Gothic-Punk aesthetic is a slider, or a
spectrum. Your troupe will have its own tastes and
preferences, so use the Gothic-Punk mentality to flavor
your stories, rather than dictating a narrow experience.
We’re just suggesting a starting point.

What is the
Hunter's Greed?

Hunter is defined by two things: the Drive

to pursue occult enemies, and the particular

perspective that informs how they do it. A
creed is a methodology, a philosophy, an approach and
avalidation that staking vampires and silver-bulleting
werewolves is right and just.

It’s also a peer group. Hunters of the various creeds
share their secrets and expertise among one another.
Sure, sometimes that sharing is reluctant, jealous, or
even motivated by something other than the common
good, but essentially, Hunters realize that it’s them
against the monsters, the orgs, and a world unwilling to
acknowledge the occult in its midst.

Creeds communicate in many ways: on weird dark
web social networks, in impromptu meetups spread by
word-of-mouth, via old-fashioned codes and ciphers,
and sometimes by experimental means made possible
by their Edges, those advantages they bring to bear
against the creatures of the night.



The Greeds

At least five creeds of Hunters exist tonight, though
they have no formal limit on how many there might
actually be. Creeds don’t have a particular origin story
— they’re emergent, given rise as the world saw need for
them, and individual Hunters were willing to take up
the cause.
=» Entrepreneurial Hunters take on their quar-
ry with bold innovations and experimental
approaches

=» Faithful Hunters operate with a belief
in higher powers and a divinely informed
worldview

=» Inquisitive Hunters accumulate and employ
knowledge against the occult, using both
cutting-edge and ancient methods to study
and learn about monsters and what they do

=» Martial Hunters reason that hammering
down the supernatural threat requires a
devotion to arms and tactics

=» Underground Hunters have learned that
guile, subterfuge, and knowing the right
people can gain one access to the quarry
they seek

For more information on how creeds shape the lives of

Hunters, see p. 31.
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Organized Resistance

Various organizations also exist, contrivances of the hu-
man world, to stand in opposition to the supernatural;
that’s the argument, at least. In reality, these organiza-
tions have all been compromised in some capacity, and
by human fallibility rather than supernatural manipu-
lation. Usually.

Many agencies that exist ostensibly to protect the
public instead act as enforcers of the status quo, con-
cerned more for their own benefit and autonomy than
they are about putting down monsters.

This is the situation in which Hunters find them-
selves, and they have no choice but to make a go of it on
their own. The monsters, obviously, must be defended

Orgs

against. The organizations occasionally make for at
least a partial ally against those monsters, but none of
the organizations are interested in competition with
independent cells of Hunters. And while they may
share trickles of information or even subcontract out
supernatural-hunting ops to individual cells, the orgs
are always institutionally self-interested. From the org
perspective, Hunters can be used to handle situations
that are beneath them — or as bait, to gain more infor-
mation about the supernatural threats that are by their
nature difficult to discover in their entirety.

For more on orgs, see p. 219.

Supernatural
Greatures

(Primary Antagonists)

Hunters
(Players' Protagonists)



o one grows up thinking they’ll become a Hunter. Most people don’t even

know what a Hunter is. Kids play innocent games like cops and robbers, hide
and seek, and tag. No kids play “clued-in underdogs versus blood-spattered
nightgaunts.”

Much of that same innocence is lost as kids mature into adults and realize the
world for what it is and the dangerous things that lurk in its liminal spaces. Becoming
a Hunter means leaving some amount — perhaps even most — of one’s life in igno-
rance behind. Once a person knows that vampires are real and werewolves walk among
us and takes up the cause against them, can they ever really go back to being “just” a
software engineer, “just” a convenience-store clerk, “just” a boyfriend or girlfriend?
Being a Hunter changes a person.

Very rapidly, being a Hunter becomes a vocation, especially after the awakening of
one’s Drive.

What Makes a Hunter?

Hunters are aware of the supernatural and have awakened their Drives. That’s it.
Hunters may have come from orgs or they may have awakened their Drives on their
first contact with the supernatural or any one of a myriad other situations. Effectively,
a Hunter is someone who knows about the existence of the occult and is self-motivat-
ed to take action against it. In almost all cases, Hunters have given up or put on hold
their “normal lives” in order to oppose the supernatural. In order to make ends meet,
most either take jobs that give them the flexibility to Hunt, or they throw in with a cell
which can sustain Hunter activity.

This last is precarious, and many cells just get by. And it’s often a source of stress or
even alienation for the Hunters. They’re doing their best to save the world from mon-
strous predation, and much of the world holds them in contempt. “Get a real job,” the
unappreciative and oblivious world says to them. “Pay your rent.”

By contrast, those individuals in the employ of orgs don’t have Drives pushing
them to solve things their own way. In some cases, individuals working for orgs don’t
even know they’re dealing with the supernatural, and may be part of a “top-secret task
force investigating terrorist activity and suspected unspecified controlled substances”
or whatever it takes to maintain the veil of occult secrecy.

Note that Drives and specific Drive Traits are game terms. A Hunter might admit
that they are “driven to seck redemption” but wouldn’t say “My Drive is Redemption.”
For more information on Drives, see p. 127.
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The Moment of Truth

The Hunter’s Drive awakens when they realize they

can do something to oppose the supernatural threat
plaguing the world. With precious few exceptions, this
comes at a moment of interaction with the occult itself,
which may occur in a huge number of ways, directly or
indirectly. A would-be victim might awaken their Drive
as a vampire moves in on them for the kill. An investi-
gator reviewing a mountain of evidence might realize
the impossible-but-true presence of a circle of sorcerers,
while cross-indexing video surveillance with police
reports of strange occurrences in their area.

A Hunter’s Drive changes them, even beyond the
obvious. It can potentially alter their worldview, turn-
ing an introspective mural artist into an instrument
of vengeance, or a retired soldier into a boundlessly
curious investigator.
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From the moment the Hunter understands their
Drive, they realize their calling. Thereafter, the urgen-
cy to take action against the supernatural very often
becomes their primary concern.

There are plenty of hunters out there who don’t
have Drives, of course, such as the student who picked
up a baseball bat after realizing his “stepfather” kept
coming home covered in blood every new moon, or
even the Special Affairs Division agent who realizes
she’s not hunting standard drug traffickers. Some peo-
ple take up the cause because it’s the right thing to do
or because it’s their job, but they don’t all have Drive.
For some Hunters, working for an org provided the
opportunity to awaken their Drive, whereupon they re-
alized that they didn’t actually have much in common
with the org at all.
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Finding Fellows

Becoming aware of the presence of the supernatural is
a horrific epiphany: the revelation that what one knew
about the world up until now, and however much the
individual expected a just world, was simply incorrect.
Naturally, this learning comes with a host of emotions.

Fear at realizing just what’s out there.

Awe at how far the occult influence extends.

Anger at the injustice of such malignant presence.

Anxiety over the risk posed to themselves and their
loved ones.

Suspicion of whether anyone they know is in on the
conspiracy.

Sadness or alienation at being dismissed by much of
human society.

And any number of additional, personal emotions
given rise by the Hunter’s personal situation. It’s only
human to seek out the company of others when adver-
sity arises. That’s the point of origin for many Hunter
cells: resolute comrades in arms when seeking fellows
who have learned the same awful truth, but who
obviously feel they can’t go public with it, because they
know the monsters will retaliate.

Hunters may find other Driven colleagues at
schools, online, through work, or even when sharing
a stiff drink in commiseration. And who knows how
many Hunters are out there who haven’t yet found
their cell because they’re personally isolated?

Strange as it may seem, the depredations of the super-
natural aren’t the only things a Hunter has to worry
about.

Since every hunt relies on intel, if the intel is wrong,
the cost may well be innocent lives. And at that point,
would the monster’s victim have been better off with-
out the Hunter there in the first place?

Needless to say, such a catastrophe also places a
great burden on the Hunters themselves. Wracked
with guilt, their self-confidence undermined, and their
esteem in the eyes of trusting peers flagging, Hunters
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may find themselves burdened by Despair or even
questioning what drives them to pursue monstrous
threats at all. (For more information on Desperation
and Despair, see p. 127-128.)

The price of hunting monsters is often one’s own sense
of what it means to be human. The seemingly unwin-
nable fight itself practically begs Hunters to take short-
cuts, to make excuses, or even to use mMonstrous powers
against the monsters to “fight fire with fire.” Drive risks
becoming obsession, which can come to dominate the
life of the Hunter, resulting in the sacrifice of other
attachments: Relationships crumble, mortgages fall
into default, crimes become justifiable “for the greater
good.” In the end, the Hunter may very well stand
alone.

Individually and through circumstance, many
Hunters find their calling through loss — the victim-
ization of themselves or those for whom they care.
This personal connection often turns the calling into
its own end, one for which everything and everyone
becomes expendable.

These unfortunate truths mean that being a Hunter
is very much an experience of perspective. All that
stands between a vampire and her victim might be a
“deadbeat dad” with a timely stake; the temple may
have lost its most charismatic member to “Internet
radicalization,” who is actually monitoring the actions
of bloodthirsty werewolves.

Not every Hunter sees these dire circumstances
manifest, but it happens frequently enough that wise
Hunters take steps to prevent such outcomes. A Hunt-
er who loses it all isn’t an aspirational figure, and is one
who has, in a significant capacity, failed. The Reckon-
ing must succeed.
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Am I The Asshole (AITA)?

AITA for putting my college buddy’'s issue ahead of my wife?

I (M 34) have been married for four years to “Elaine”

(F 35). Everything was perfect until my old college roommate
“Charlie” (M 34) started staying with us. He just got di-
vorced and needed a place to crash, which is fine. The thing
is, while he’s here we'’ve been staying up all night every
night playing video games, and Elaine is sick of it, but I
swear I've got a good reason.. I just can’t tell her what it
is.

So back in college, Charlie was a handful. He would go
missing from classes for a day or two and come back looking
like he had been on xthex most epic bender — clothes tozxn,
scratches on his face, the whole nine yards. We used to
tease him about it until we realized these “benders” always
seemed to correspond with something hinky going on. One time
the quad was covered in dead chickens, and another time our
bathtub was full of blood, and that's not even the half of
it.

Eventually I realized that the only time the benders
don’t happen is if Charlie and I stayed up all night play-
ing video games when he was about to go off and do.. whatever
it is he was going to do. He'd eventually pass out and sleep
through the night and that was the end of it. So no problem,
what are friends for. He'd tell me when he needed a game
session and swore me to secrecy about the whole thing, and
it kept him more or less out of trouble until we graduated.
Except now Charlie’s here, and he keeps saying a bender is
coming on, every night. If I'm being honest, I'm exhausted,
and Elaine’s annoyed, but I keep thinking about a whole lawn
full of dead chickens. How do I explain that to the homeown-
er’'s association? Or Elaine? So AITA for continuing to hang
with Charlie? And more importantly, what do I do now?

114 Comments r/r] Share Save @ Hide Report
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hile the premise of the Hunt is straightforward,
the complexities of executing it cannot be taken
for granted. Certainly, Hunters pursue monsters,

but it’s not all incendiary devices and circles of salt. Every
Hunter’s process has personal differences, but investigation
and preparation make the difference between success and
disaster.

The Hunt Activity by Ratio

Figure out who the Figure out how to deal
quarry is and what they with the quarry
Waﬂt (More occult research into

weaknesses, habits, what the

(Information gathering, Quarry might bring to bear)

occult research, proving out
theories, planning)

The actual dealing
with the quarry
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Preparation by
Gooperation: Hunter Gells

Hunter cells are as diverse and even unlikely as the
circumstances that have brought them together. A

cell can consist of Hunters from any background and
any combination of creeds, and often does. Looked at
objectively, cells often seem like collections of strange
bedfellows. Why are an electrical engineer, a grafhiti
artist, a hotel housekeeper, and a former member of
the Iraqi Republican Guard meeting at the barbershop
and whispering to one another? Out of mutual enmity
toward the supernatural. Alternatively, why are those
five students gathered at the campus coftee shop? Same
reason. Whether of widely different circumstances

or remarkably similar ones, they all seek to fight back
against the presence of the occult.

The same can even be true of those who have dif-
ferent Drives or perspectives on the Hunt. A cell made
up of individuals who are members of Martial, Entre-
preneurial, and Underground creeds might have met
online, at a special interest group, or even in the lair of
the quarry and put their talents together to fight back
against the supernatural threat.

A cell often serves many purposes to its member
Hunters.

A cell of Hunters provides safety in numbers. A close-
knit cell watches one anothers’ backs, and its members
complement one another’s skills. A mistrustful cell
treats its members like potential scapegoats, and if
things go sideways, they abandon one another.

Cells often form around their members’ specialties.
That is, the Hunters’ particular aptitudes determine
how they solve problems for many cells. Not every
vampire needs to be dealt with by blowing open the
door to the crypt and cutting off their head. A cell with
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a Hunter who was a property developer and a Hunter
on the city council might choose to have the suspected
vampire’s lair rezoned for commercial real estate, or
even bulldozed as eminent domain.

Many cells are ad-hoc democracies, reacting to the
presence of supernatural threats as opposed to applying
any consistent methodology. It’s often inefhicient and
prone to human differences, but that’s the nature of
most Hunts. Since every quarry is individual, so must
the methods to face them down be. And who’s nomi-
nally “in charge” likely varies by the phase of the Hunt
or whose skill set is most immediately applicable. Trust
the Martial Hunter when the guns are drawn; trust the
Inquisitive when deciding which lead to follow to the
ghost’s haunt.

Yet other cells use more proven (or at least adapt-
able) methods informed by the Hunters” history. Cells
formed around military service structures, Unique
Threat Response teams, or religious orthodoxies are
common. In such cases, the Hunters occupying those
roles aren’t necessarily very skilled at those duties, but
desperate situations mean using what or who’s at hand.
If they learn and grow into the role, more’s the better,
but survivability is the greater question. If you don’t
live long enough to improve the necessary skills, who’s
going to fill your role next?

For many Hunters, the Hunt is a lonely, even alienating
affair. A comrade facing the same nemesis and dealing
with the same fears builds a relationship of trust and
intimacy. Bad companions bully, denigrate, or under-
mine their fellow Hunters, or demoralize the rest of
the cell into distrusting one another’s information and
competency.

To some, the cell is a sociological “third place” out-
side the usual social environments of work and home.
To many, it actually replaces work and/ or family, as the
home dynamic frays and the realities of the Hunt make
the Hunter erratic or absent at work.
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Preparation by
Investigation

Never trust them. Never, ever trust them.
— Earl Oakey, Inquisitive

The supernatural is uncanny.

Very often, Hunters find themselves at an infor-
mation disparity when dealing with the quarry of any
given Hunt, so solving those missing pieces is a critical
part of that Hunt. Hunters don’t have the benefit of
personal insight into the societies of monsters that
exist throughout the world. Even if they know they’re
dealing with a category of quarry, such as a vampire
or werewolf, they don’t necessarily know the specifics
about the individual monster they’re dealing with.

Wise Hunter cells investigate as part of their prepara-
tion. Hunters who don’t want to end up dead seek out
the answers to what they don’t know beforehand. And
the best Hunters are savvy enough to figure out what
they don’t know they don’t know — and then address
that as well.

Sometimes it’s obvious who the quarry is. The blood-
sucker hunched over his collapsing prey in an alleyway
behind the nightclub. The shapeshifter in horritying
silhouette against the full moon, standing on the prom-
ontory. The inexplicable tempter with the eyeless face,
pulling its victim into the silvered surface under the
mirror’s glass pane.

Other times, the quarry hides among victims, mas-
querading as one of them and revealing itself in its aw-
tul truth only when far away from the eyes of humans.
The supernatural initially builds trust among its vic-
tims by pretending similarity to them and then reveals
itself in stark contrast when it’s too late for the victim
to react. The suave vampire in the penthouse loft, the
ravening werewolf in the smoke-choked badlands, the
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warlock sacrificing their prey upon the long-forgotten
altar.

Sometimes the quarry appears to be a victim, such
as by having a body contorted by strange supernatural
corruptions that look like they were inflicted upon it by
a more powerful entity. Indeed, sometimes this last is
actually true, and the suspected quarry is a mere min-
ion of something much more potent and malevolent.
Vampires have been known to twist their servitors into
mockeries of their prior forms; sorcerers will sometimes
build cults around themselves to perform their bid-
ding. The number of ways the supernatural will distort
an unprepared humanity to its purposes is practically
limitless. Turning new vampires, spreading lycanthro-
py, and fostering incomprehensible secret societies are
only how they make more of themselves.

Then again, sometimes the individual the Hunters
believe is the quarry actually isn’t....

Seems like an obvious question, but it’s critical. More
than one Hunter cell has found itself collectively stand-
ing over an individual blown in half by a shotgun blast,
having prepared to deal with a demon-summoning
warlock and not a dreadfully mundane serial killer.

Such a situation always presents a moral quandary
to Hunters. Ostensibly, mortal authorities exist under
whose jurisdiction the problem of humans preying
upon humans falls. Then again, those mortal author-
ities may be slow to respond, themselves corrupt, or
possibly even answerable to a supernatural puppeteer
in the shadows. When faced with the urgency of a
murderer on the loose or an all-too-human predator in
the act, how should a Hunter respond?

Quite simply, forewarned is forearmed. Silver bullets
may or may not harm a vampire, and a wooden stake
probably means fuck-all to a rampaging poltergeist.
Being able to pinpoint the nature (or supernature) of
the quarry often gives some indication as to how to
deal with it.

More importantly, it prevents the Hunt from turn-
ing into a catastrophe that could be spun sensationally
as a weird cult attack or slaying. Very few Hunter cells
want themselves depicted (or arrested) as a weird cult.



Assuming the Hunt concludes in the Hunters’ favor
there are other practical details to consider. Often,
vampires burn to ash and leave no traces while a ghost
may be convinced to return to its own layer of real-
ity. Other agents of the occult, well, they may leave
evidence that’s harder to explain, and thus wiser to
deal with on its own terms. Nobody wants to tell a
cop, “We were pretty sure he was a werewolf, officer,”
whether or not the quarry actually was. There’s never
anything to be gained by talking to a cop, especially in

a situation like this.

Some supernatural agendas are frightfully simple. A
human sacrifice. Virgin blood. Revenge upon a world
that hates them.

Some quarry pursue complex, decades-spanning
schemes that have context only to them. Inscrutable
sorcerers lay out elaborate rituals with many stages
and terms of success. Werewolves wage war against
progress, in a sequence of small slaughters that add
up to a big picture that makes sense only to werewolf
mentality. Ghosts may have left unfinished business in
the world of the living, and stage elaborate haunts to
resolve these elements of their past or engineer ven-
geance against those who caused their downfall.

Some wants are endemic — vampires need blood
to survive. Other wants are more personal, such as one
vampire wanting to engineer the destruction of anoth-
er for a perceived slight at their secret courts during a
bygone era.

From the Hunter perspective, what the quarry
wants matters much more than why they want it, but
both are useful because both give them insight into
how to stop the quarry from achieving it. Knowing
that the vampire seeks survival by taking blood means
the Hunters need to keep an eye out among the most
vulnerable individuals in the vampire’s territory.
Knowing that the vampire’s pursuing a longstanding
grudge means they should pay attention to the vam-
pire’s assets and those of the rival, as well, survival and
pride in this case being two very different motivations
— and, likely, machinations.
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Where does the supernatural creature go, when, and
why? Do they prowl for victims in the overlooked
dive bars and gambling halls of Rosebank? Skulk
the high-profile debauches of Ibiza for young blood?
Tempt the young and impressionable into perdition
from the Leningradsky Station?

More and more, Hunters are coming to realize that
monsters hide among human society, meaning that
even when they aren’t doing overtly monster things,
they’re there, lurking amid the throngs. Does the jaded
vampire visit mortal coffee shops to savor the warmth
and reconnect with lost humanity? Does the eldritch
hierophant have a membership at the art museum
and season passes to the opera? Does the suspected
werewolf ride with the Argentine gauchos during cat-
tle-driving season?

And what do the even stranger things do to pass
their time incalculably at the edges of the places where
people congregate and the mystery-shrouded regions
beyond? Does the avatar of the Great God Pan haunt
the ruins of a temple ground in Wales?

In short, how can the Hunters turn the quarry’s
routine against them?

Even beyond the Hunt for the quarry, sometimes a
Hunter needs to plan how to cover their tracks or deal
with duplicitous allies.

If it were so simple as just killing monsters, the world
wouldn’t look at Hunters the way it often does, as
people who seemingly have a hard time separating
reality from their own delusion. A werewolf’s rampage
averted, the Hunters would be their hometown’s cause
célebre.

But when a werewolf reverts to human form after
being killed and an investigative reporter finds a distant
ramshackle home with that human form dead on the
ground and a bunch of armed vigilantes celebrating,
well, that tells a different story.

Dealing with the orgs themselves is similarly a blessing
and a curse for many Hunters. Orgs can often offer
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valuable information, and information is a critical part
of the investigation. Some can provide cutting-edge
gear or indemnity against accidents. The orgs aren’t
altruistic, though, and they almost always want some-
thing up front or in return.

Some orgs contract Hunters to handle the jobs they
can’t comprehend or can’t be bothered with. For exam-
ple, a Special Affairs Division operation that discovers
what appears to be ghostly activity might well hand off
the investigation to this local pack of crackpot ghost-
busters to take care of, both to keep them out of SAD’s
hair and to make sure SAD’s rivals in the Information
Awareness Office can’t come claim jurisdiction.

Some orgs coordinate with Hunters in a lopsided
form of cooperation. Arguably these are the worst
situations — invariably, the cell ends up doing the dirty
work, and the org gets what it wants, whatever that is.
The rogue spirit ends up being contained, thanks to
the Hunters’ efforts, and Monster-X gets all the good
Public Relations and stock valuation increase.

Sometimes the orgs are setting up the Hunters
to take a fall for an op gone bad, or just to shut them
down so they don’t get too big for their britches.
France’s DGSE is good to take credit for the “terrorist
operation averted” in Marseille, when the “terrorists”
happen to be the vampire they were there to hunt and
the Hunters who found the blankbody’s lair and did
most of the infil/ exfil. Nobody’s looking too closely
when everyone’s patting themselves on the back.

From the Hunter perspective, when the orgs know
the cell is in operation, the project’s already half-com-
promised. But the cell almost always forges forward
with the op itself, because the alternative is to let the
quarry continue to rampage and the org to deal with it
on their terms. Either way, someone other than the cell
is getting their preferred outcome.
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MONS TER-X

Welcome to Monster-X!

We're glad you've decided to join us in our Crusade™ to Make
the Sun Shine®™. We look forward to a long, fruitful relationship
together in Unusual Threat Response, but should unforeseen ex-
ternalities align to yield an early end to our relationship, know that
we've got you covered.

Before you're introduced to the team, you'll be responsible
for completing the following new-hire paperwork and onboarding
with our People and Projects team.

* Acknowledgement of paid time off (PTO) policy and
schedule

e Benefits election (health/ life/ dental/ vision) for you
and your family

* Medical/ dependent care Flexible Spending Account
election

e 401(k) deferral election or Individual Retirement
Arrangement substitute*

¢ Accidental Death and Dismemberment disbursement
election and next-of-kin declaration

* Non-Disclosure Agreement and Agreement of
Non-Disclosure of Non-Disclosure Agreement

* Matching funds are available only for Monster-X's 401(k) benefit and unavailable
for personal IRAs.

Once everything's in order, we'll match you with your Investigation
Unit and training will begin!

Glad to have you on board.

t.B.

Evelina Budrys
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GREEDS:
HUNIER
PROTAGONISTS

C reeds serve the purpose of helping to distinguish the

players’ Hunters from the orgs. Belonging to an org is
a job. Upholding a creed is a way of life, a personally
defining perspective.

These philosophies, known as creeds, reflect not only
the approach individuals take to the Hunt, but also points of
social commonality that simply don’t exist in a greater world
that doesn’t realize that monsters are out there. When your
job is ghost-hunting, who makes a better confidante than
another ghost-hunter? Creeds as entities are present in the
world, acknowledged among members as part secret soci-
ety, part professional interest group.

In most cases, a cell is made up of Hunters of different
creeds. This offers cells a broad set of perspectives and
approaches upon which to draw. It is a limited toolbox that
contains only hammers, after all.
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he Entrepreneurial creed brings an innovation-mind-

ed perspective to the Hunt and the possible ends to

which monsters-as-resources can be turned. The En-
trepreneurial toolbox includes everything from proprietary
monster-hunting protocols to experimental technologies to
strange derivatives of supernatural reagents. Entrepreneur-
ial Hunters may even use product-style R&D to address the
threats posed by supernatural creatures.

Needless to say, this approach has its benefits and its drawbacks. In terms of benefits,
Entrepreneurial Hunters can cultivate an advantage over their quarry, developing new
technologies and approaches that sometimes confound the more traditional and even
folkloric of supernatural threats. As regards drawbacks, one risk is that that emergent
technology itself has no moral bent, meaning that the tools developed to fight the
night-haunts can also be used by the night-haunts, or even for other purposes unfore-
seen during development.

An Entreprencurial Hunter might expect to innovate a way to use vampire blood
coagulant against the undead, improvise an effective weapon from the strange tech-
no-fetishes in the sorcerer’s sanctum, hack into a private database listing a warlock’s
assets and allies, network with contacts who can provide valuable information on
the suspected location of the werewolf’s den, and disrupt the hierarchy of unwitting
human servants of the quarry.

Personality

Most obviously, risk-takers, tool innovators, and those who prefer a little more, say,
operational leeway gravitate toward the Entrepreneurial creed. Problem-solving is the
way of the creed, whether by proven and efficient means, or by trial and error with
much room for spontaneity.

Some among the Entrepreneurial Creed may have had a background in disciplined
environments such as the military, or through business backgrounds with extensive
protocols. Others are the classic “mad scientist” types or garage inventors. Many say
they feel the world slipping away from them and uphold a vision that gives them back
what they think they’ve lost.

Clever individuals have even found a way to make a living from the Hunt. For
those who have discovered the ugly truth about the presence of the supernatural,
getting paid to make the world a better place is a satisfying confluence of interests. At
least until those ugly truths turn optimism into tragedy.

33



HUNTER: THE RECKONING

Tactics

Entrepreneurial Hunters may go into hunts with the
intention to capture or even observe rather than kill,
except in cases where they’re dealing with known
murderous entities. Part of the opportunity-seeking
nature of an Entrepreneur’s Hunt is to come back with
some critical resource that can be subject to experimen-
tation. This, in turn, leads to specialized equipment
that can aid in a conflict or even into a product that
could be synthesized or reproduced and sold. This
might be something as straightforward as silver bullets
or something as subjective as protective amulets, to
whatever benefits the Entrepreneur considers justifiable
to recoup Costs.

Hunter “companies” with Entrepreneurial members
may employ untested approaches. In some cases, those
Hunters don’t know they’re being risky, in fact, and in
some cells, Hunters must improvise because no actual
playbook exists, and any experience at all becomes
a literal lifesaver. Unfortunately, this also makes the
outcomes unpredictable. When someone orders a pizza
from a pizzeria, they generally get a pizza. When some-
one orders an exorcism from a struggling Entrepreneur-
ial cell, they may get a catastrophe.

Dangers

Beyond the personal moral risks of hunting the super-
natural, there’s always the potential for the quarry to
capture valuable prototypes, and even use the Hunters’
own tools and weapons against them. The Entrepre-
neurial Hunter relies greatly on their gadgets, kitbashes,
gear, and weapons; so not only does putting one in the
hands of the enemy deprive the Hunter of it, it may
well add that capacity to the quarry, if the monster can
figure out how to use it.

The capture approach is a risky proposition, as it
potentially exposes hunters to the malignant powers
of the supernatural quarry. A destroyed vampire can’t
bogart one’s mind, but who knows how an imprisoned
vampire might be able to do it — whether they’re look-
ing into one’s eyes or making one an emotional captive
by force of personality, or just using some blood-cursed
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nastiness to boil one’s eyes out of their head. To say
nothing of moving faster, hitting harder, and being
tougher than the Hunters themselves.

Fleet, Improvised Gear, Drone Jockey
Curiosity, Greed, Envy

Building, inventing, augmenting, or repairing
while on the Hunt.

Entrepreneurial
Archetypes

Both the car and the apartment are under lease and
both payments fall on the same paycheck period every
month. A stroke of luck, then, to find the ad in the back
of the alternative newspaper: high pay, flexible sched-
ule, learn on the job, and not selling knockoft perfumes
face-to face. Turns out, it was some multilevel-mar-
keting scheme selling cut-rate exorcisms, but as the
Full-Time Part-Timer discovered, there’s much more to
the supernatural than bilking old people out of their re-
tirement savings. The third job went ass-over-teakettle,
but instead of checking out, the Full-Time Part-Timer
opened their eyes to the presence of the occult and
threw themselves into it wholeheartedly. Now they’re
working with some like-minded Hunters and learn-

ing a bit of industrial engineering while they’re at it.
And setting the world right — hopefully — instead of
defrauding people.



Into the goddamn breach again, and once again with
inadequate gear, because taking contracts for orgs only
gives access to their castoffs. If it weren’t for the Con-
tract Broker, the cell wouldn’t even be getting hazard
pay this time around, but after that last debacle at the
chemical plant, that was all the leverage the team need-
ed. The Contract Broker feels a bit guilty for misrep-
resenting exactly what kind of “pest control” the team
does with the union officials, but they’re not going to
be the one to break the news to the world. For now,

it’s enough to keep the team safe, keep the clients from
asking too many questions, and keep the right amount
of money flowing in the right direction. Bloodsuckers

on both sides of the goddamn job.

Twenty years ago, it would have been called a PSYOP
and handled by a branch of the military. Today, it’s
ostensibly a side hustle in Public Relations, and the
Influencer is a rainbow-haired zoomer who discredits
evidence of their cell’s operations as creepypasta from
back at HQ — which is an hourly shared workspace
that moves frequently enough to hopefully avoid any
habit-building that the quarry can discern. The Influ-
encer has all but shit themselves multiple times with
the videos and other media records they’re supposed to
scrub, but it’s work the cell needs done. At some point,
something’s got to give, and the Influencer is going

to either end up in the field getting a firsthand look at
some of the ill business the cell sends them in zip files,
or they’re going to disappear once the quarry gets wise
to their patterns.

The Club Promoter has spent years in various nightlife
scenes — a few years before they were legally supposed
to, but definitely long enough to have a sense that
there’s a special sort of monster that likes to prowl
among the places where humans go to let loose and
enjoy themselves. In fact, they saw it happen, once,
and that was all it took to let them know they wanted
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to both make things happen in the club scene but also
work behind the curtain to protect it. Since then, the
Club Promoter has seen themselves like a spider in a
web, setting bait to coax the quarry into their own
domain, where they can spring the trap. And on the
morning after, headache-y and hungover, the Club
promoter worries whether they’re doing the right thing,
gambling with lives like this.
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n churches, pagodas, mosques, and temples, Hunt-

ers of faith gather. They band together to hold the line

against things only hinted at in their respective sacred
texts. Some have found that unwavering faith can be a pow-
erful asset against the monsters that prowl the night. Few
burn with a righteousness so potent as those of the Faithful
creed, which they may take up as a spiritual weapon or oth-
er tool of the Hunt.

For the Faithful Hunter, belief in some sort of higher power shapes their perspective

on ridding the world of monsters. Supernatural creatures might represent notions of
mortal sin, sent to seduce or victimize, or might be members of unholy hosts at odds

with the very existence of the world. Faithful Hunters might also subscribe to dualis-
tic worldviews, seeing themselves as agents of spiritual Light in immemorial conflict

against tides of Darkness.

Faithful Hunters might expect to rebuke an impure purveyor of otherworldly
temptation in their fleshpot lair, counteract the profane curses of a muttering hi-
erophant, empower the other Hunters in the cell with their own zeal, repel the degen-
erate spawn of an undead firebrand, and scourge their hometown of supernatural evil
given worldly form.

Personality

The stereotype of the Faithful hunter is the fire-and-brimstone zealot, which has come
to characterize the creed’s reputation. In truth, the Faithful creed is much broader and
not necessarily as violently intractable. A Faithful might be a temple monk coming
out of the cloister, seeking to restore harmony to a natural order that some rampaging
blood-fiend has tainted. Then again, they might be a self-styled “missionary” imposing
their beliefs in a locale that didn’t invite them.

Faithful Hunters include those who are quietly relentless in their opposition to
the supernatural, or who see themselves as the shield of righteousness rather than its
sword, protecting those who rely upon them rather than building a conflagration of
the impure. The end result may be the same, but in occupations in which soul-scar-
ring horrors and the cost of victory alike might resign one to living perdition, a pure
heart and good intentions make all the difference. From the exorcist priest in their
cassock to the esoteric tomb-explorer, Faithful Hunters seek out what’s wrong, per
their spiritual outlook on the world, and set it right.

As well, not every faith or Faithful Hunter subscribes to the holier-than-thou out-
look attributed to their most overbearing members. Many Faithful hunters are world-
ly, pragmatic, charitable — and any number of additional characteristics espoused by
paragons of their faith. A disaster-aid worker looking to help a stricken community
rebuild after a tornado might be a Faithful Hunter, or even a corporate cutthroat
with especially strong conviction. As well, many find themselves having a sympathetic
outlook toward the more pathetic of their quarry, knowing that every monster has be-
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come a monster for a reason, and the blame isn’t always
theirs.

Tactics

More than the other organization types, Faithful
Hunters pursue and employ both True Faith and a
number of potent relics (in the form of Endowments
— see p. 97). True Faith and faith, however, are very
different things. Indeed, some members of the Faithful
creed have neither True Faith nor access to relics them-
selves — they are part of the grassroots creed movement
to oppose the occult nonetheless, and some are fortu-
nate enough to discover relics that have fallen into the
employ of pernicious creatures. To this end, much of

a Faithful Hunter’s time might be spent in research,
observation, or reclamation of relics, and thereafter in
contemplation, study of holy rubrics, or other edifica-
tions of the holy self.

On the Hunt, Faithful often act conservatively, “by
the book” for whatever practice their personal faith
supposes. But of course, Faithful mavericks definitely
exist, likely protected by catechisms that act as a bul-
wark against temptation and other vices wielded by the
malign.

All of this varies greatly, however, by the values
and background of the faith in question. One Faithful
might well fight in the orderly idiom of beatific war-
rior-monks while another Hunter practices outlawed
guerrilla tactics borne of decades of persecution by
oppressive cultures.

Dangers

Sometimes, a Faithful Hunter might seek to execute the
agenda of a religion or even a faith-based org. This is an
especially perilous situation, as too often the structures
that purport to represent higher powers have little

in common with the professed perspectives of those
higher powers. In extreme cases, Faithful Hunters’
primary objective is to maintain organizational power
or cultural dominance — not unlike an org. “Love thy
neighbor”? More like “Persecute the deviant.” This
isn’t true of all faiths, however, and is riskiest among

38

religions that are prevailing faiths in their cultures and

that are also especially aggressive, culturally speaking.
A crisis of faith is a concept that surpasses creeds,

but it can also undermine a Hunter whose resolve

is otherwise unshakeable. Such may be the result of

intransigent dogma or even a penchant for justifying

one’s Drive behind a personal mythology of a greater

good.
Library, any Endowments
Oath, Atonement, \lengeance

Any direct conflict (physical, social, or mental)
with the supernatural while on the Hunt.

Faithful Archetypes

Ritual is the most potent weapon in the Hunter’s arse-
nal, from the Absolver’s point of view. Once the victim
knows they’re the victim — before or after their death
— the Absolver grants them absolution from whatever
(real or imagined) failings that brought the victim to
the attention of the occult, and thereafter swears to
hold the monster accountable. The Absolver has seen
numerous victims and pursued numerous quarry —
their rite of absolution has worked almost half a dozen
times now, and each subsequent Hunt makes the ritual
more and more precise.

It’s a modern world, and the Death’s-Brink Convert
didn’t see much use for religion. Too many practical
realities, too much conflict between the observable real-



ities, too many shitty zealots wielding their religion like
a cudgel. But that one year, as the world moved into
winter and the nights grew longer, the Death’s-Brink
Convert felt themselves stalked... haunted... pursued.
And then, in one terrible moment of simultaneous
revelation and massive personal danger, they begged
forgiveness for their wayward life... and it worked. Ever
since, they’ve honored the promise they made in that
baleful moment and have taken up the crusade against
the pawns of the Adversary.

Practicing a rigorous form of ritual exercise, the Physi-
cal Specimen seeks perfection of the body in emulation
of the divine. Years ago, the Physical Specimen devoted
themselves to a remote religious community in hopes
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