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Garden City 
 
The Shadow of Eden has become Garden 
City, perched on a cliff with the Mount at 
its back overlooking the river of fire flowing 
past Golgotha. 
 
The Corporation protects the Tree of Life 
from angels and demons, and manages the 
population of human shadows. A Hidden War 
permeates the city, and the human shadows 
are the battleground. 
 
Conflicted souls that cannot live and will not 
die sometimes crash land here. Escape is 
possible, but not easy, and many misfortunes 
that can find them in Garden City. 
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Garden City Setting  
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An Overview 
 

The city looks very modern, with blocky buildings constructed for utility 

after the style of the 1940s and 1950s. The “otherness” of the city is 

revealed by constant glimmering trails of falling stars in the endless 

night, and the river of flame that flows past the city. 

 

Streets, buildings, parks—the city overflows with a riot of beautiful 

plants. They are pervasive and magnificent even in the city’s permanent 

darkness. Buildings have intruded on the garden that predates them, 

turning the wilderness into a city—but the garden is not defenseless, and 

it remains. It grows through the city, beneath it, above it, and around it. 

Like the nature it reflects, everything in the garden has ways to deceive, 

protect itself, and hunt. 

 

Garden City is perched on a cliff, backed up to the Mount and trailing 

down towards the river of flame and its port, a hill called Golgotha. 

Natives call this place the Cinder Coast, after the snow-like flurries of 

ash that fall from time to time. 

 

The center of the city is Cider Park, where the vast rise of the Central 

Office dominates the skyline. The sleek building reflects the dim shine of 

the Mount, and the ruddy glow of the river. From this mighty edifice, the 

Chief Executive Mayor administers the city, and the corporation that has 

grown through and replaced any vestiges of public involvement. 

 

Central Office keeps order in Garden City. The Administration uses the 

media to keep people consistently informed and interpret events. They 

also support the Institution, a sprawling multi-function facility dedicated 

to training and shaping people so they can live productive, peaceful lives 

in Garden City. 
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Unrest and Disturbance 
 

Punks 

Those who cannot live orderly lives in Garden City move to the outskirts 

and become punks. They fight and rut and shout in the crumbling 

infrastructure beyond the order of the city. Sometimes they rush into the 

city and wreak havoc until captured or chased away. They want to tear it 

all down. They have contagious post-apocalyptic grunge and loud music. 

 

Mobs 

Sometimes repressed thoughts and emotions combine with the 

conformist culture of Garden City to produce mobs. These crowds course 

through the streets in a riot of furious destruction, releasing pent-up 

anxiety and anger. Violence in relative anonymity is a huge relief for 

them. This is a natural hazard in the city. If a focus for a mob rises, then 

the authorities prepare to weather it, then rebuild. 

 

Prophets 

Charismatic individuals emerge, using independent media and word of 

mouth to teach their doctrine to those who will listen. They talk of 

glories beyond Garden City, and ways to believe or behave that will 

allow people to transcend this place. Prophets explain the world and 

history, then tell people what they should do in response to the story. 

 

If the mobs don’t lynch them, the Authorities generally get them for 

some infraction. The most dangerous prophets can generate and guide 

mobs—those individuals are targeted for death by multiple factions. 

 

The Hidden War 

All conflict in Garden City traces back to the Hidden War. Angels of the 

Host are on the Mount. Demons of the Horde are in Golgotha. Both 

factions want the Tree of Life. 

 

The Corporation built Cider Park around the Tree of Life, and uses every 

ounce of human determination, rebellion, and creativity to keep control 

of it. The Tree of Life is at the center of Garden City, and its source of 

existence.  The Corporation’s Shadow Warriors use espionage to manage 

the conflict with the Horde and the Host in the city, and make sure the 

Corporation does not lose control of the Tree of Life. 



Draft, 3.1.13 5 

The Hidden War 
 

Average citizens are supposed to be ignorant of the war that slithers 

through all quarters of Garden City, but at some level everyone is aware 

of it. Three powerful forces vie for ultimate victory here. 

 

The Prize 

Everyone wants the Tree of Life. If angels partake of its fruit, then they 

can enter the world of the living as true beings, not shadows or 

projections. Same with demons. Same with the half-alive human 

shadows that people this place. 

 

Besides the fruit’s power to eject the eater from the Garden and back to 

the real world, the Tree of Life is infused with divine essence. It is filled 

with ancient knowledge and power not meant for mortals, angels, or 

demons to know. It is a conduit to God’s limitless being. 

 

Some factions want to tap it and use its secrets for power, or 

enlightenment, or some other purpose. Some factions want to destroy the 

Tree of Life, to end all things (or see what happens next.)  

 

The Corporation currently controls access to the Tree of Life, and their 

objective is simple—status quo. They harvest the fruit and use its power 

to leverage further control, but their ultimate goal is to continue as-is. 

 

The Battlefield 

Garden City is a shadow of Eden, updated for a more modern 

understanding. Humans fought their way back in to it, slipping through 

the crack between Life and Death, their stubbornness derailing them 

from where they were supposed to go next. They are sidetracked here. 

 

No humans really know what happened in this shadow of Eden between 

when the first humans were exiled and when the first human shadows 

found their way back in. The Corporation guards the writings of the First 

Prophet, which tells a story that may be true. (Versions of this 

information have leaked out here and there, notably among punks and 

shadow warriors. Humans are notoriously bad at keeping secrets.) 

 

According to the First Prophet, when the humans first left the Garden, 

the demons and angels fought for it to see who would be able to pursue 
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the humans into the next realm God created for them (where the living 

reside.) The all-out war was devastating to both sides, and God muted the 

war by allowing human shadows (but not the living) back into the 

Garden. 

 

The human shadows were adept survivors, and they were given the Tree 

of Life by God, who only borrowed them to settle things down. Upon 

eating the fruit, they could move on or return to the realm of the living. 

 

The outposts of the Horde and the Host were too badly depleted to 

continue frontal assaults, so they reverted to natural behavior. They 

sparred and warred through human shadow proxies. In the shadow of that 

conflict, the Eden Shadow became Garden City. 

 

The Host 

Specialists who make a study of the Hidden War speculate that there are 

three angels left, after the carnage of the war before the human shadows 

returned. The center of their majestic fortress on the Mount is the 

Communion, reputed to be a well that connects to divine power. 

 

However, specialists are dubious about whether the angels are fallen, or 

energy beings constructed as an echo of human belief, or something else. 

Those who believe in a merciful loving God struggle to associate these 

angels with such a being. 

 

The angels of the Host are intolerant, focused on purity that cannot 

accept different perspectives. Forgiveness is alien to them. They do not 

communicate with God. They have their orders and they will carry them 

out; gain control of the Tree of Life and then go to the realm of the living 

and claim it in God’s name.  

 

The angels are safely fortified in the Mount, managing the hidden war 

through proxies and agents. They are capable of infusing angelic power 

in those who serve them well, and they are rumored to also take on 

disguises and travel in the city.  

 

Those who accept a role in The Work (the angel agenda) are known as 

Saints. Garden City has many churches that are safe havens for the 

Saints. Most are eager to convert the undecided to become Saints as well, 

and to smite the Sinners who serve the Horde. 
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 Purifiers. Detectives. They burn out heresy and demonic taint 

wherever it can be found. 

 Shepherds. They are friendly with the Corporation, they help 

brainwash people into becoming compliant peaceful sheep. 

 Avengers. Warriors and monster hunters, for stand-up fights. 

 Theologians. Some say they create and recreate God as needed for 

the Work of the church. 

 Martyrs. Not those who die for the faith, but those who give up their 

lives for it. They become hermits and mystics, often in the outskirts. 

 Reformers. The church is corrupt or incorrect on some points and 

needs to be fixed. 

 

Those who join the Host learn Enochian, the timeless language of 

angels. Should their affiliation cease, they forget the language. 

 

The Horde 

Specialists who make a study of the Hidden War speculate that there are 

about fifty true demons left in the Garden City outpost. Their 

communion with Hell is deep in Golgotha, the settlement on a rise 

overlooking the river of flame. 

 

Golgotha is an underground casino brothel serving the port. The only 

ship in the port is a nameless ferry, and those losing everything they have 

in the casino must board it. They are never seen again. Those who lose 

bets with demon agents, or fall under demonic sway, are eventually sent 

to board the ferry and disappear. 

 

Those who are purchased by demons somehow are known as Lost Souls. 

There are many factions of Sinners (and not all sinners are Lost Souls—

at least, not at first.) Lost Souls serve as tools, bait, and entertainment for 

their dark masters. They are all pathetic, but some can be very powerful. 

 

 Lords of Darkness. (Demons only.) The dealers. Tempters. They’ll 

trade something for something. 

 Lords of Flame. (Demons only.) The monsters. Sadistic killers. 

 Lords of Air. (Demons only.) Possessor. Incorporeal, possessing 

human shadows as vehicles.  

 Witch/Warlock. Granted power, capable of summoning and 

binding; valuable slave. Scholars. 
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 The Damned. Shapeshifters tormented by alien hungers; vampires, 

werewolves, ghouls, etc. 

 Humanists. They love what humanity has done with God’s love, 

they want to help humans reach their “full potential.” 

 

Those who join the Horde learn Infernum, the timeless language of 

demons. Should their affiliation cease, they forget the language. 

 

The Corporation 

Structuring the Corporation allows continuity and stability beyond one 

generation, or any individuals. The Corporation can be eternal. 

 

This stabilizing structure has allowed human shadows to hone weaponry 

and tactics to deal with angels, demons, and their proxies. The 

Corporation manages the fruits of the Tree of Life from Cider Park’s 

Central Office, protecting it with all their resources. Battle in Garden 

City is bad for the Tree of Life, and so is quashed as quickly as possible. 

 

That may sound good. There are… disadvantages. 

 

Efficiency, preservation of the status quo, and bureaucracy are the three 

objectives of the Corporation.  

 Efficiency allows the Corporation to control more with fewer 

resources. 

 Preservation of the status quo prevents changes that could render 

methods obsolete, and negates the need to be nimble. (Fortunately 

angels and demons do not innovate either.) 

 Bureaucracy protects the Corporation from individuals who may 

introduce change, or who may be incompetent, or too charismatic. 

Building in checks, balances, and processes assures no single person 

or small group can extensively damage the Corporation’s interests. 

 

Small changes to increase efficiency are normal, but don’t affect the 

Corporation function overall. Major innovations are checked by 

bureaucracy in service to preserving the status quo. Individual judgment 

is quashed in all but exceptional individuals. Exceptional individuals 

capable of getting around the constraints of the bureaucracy rise to 

positions of leadership and use the bureaucracy to constrain rivals. 

 

To maintain the status quo and prevent change, the Corporation offers its 

dependents comfort in exchange for freedom. If people give up freedom, 
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then their basic needs will be cared for. This is an ancient, ingrained 

human method of ruling. Once individuals trade their freedom for 

comforts, then their standard of living degrades, and they can do little 

about it. 

 

Those in control of the Corporation are beyond the reach of the masses, 

wealthy, and terrified. They are shaped by their rise to power to be 

paranoid and grasping. In the end, the chief executives are never satisfied 

with what they have and always anxious they will lose status, wealth, or 

power. 

 

The Corporation processes people with the Institution, uses the shadow 

warriors to deal with threats before they emerge, and contextualizes 

events for people with the Media.  

 

The Institution. This massive edifice is focused on shaping, 

standardizing, and controlling the Enrolled. As a bastion of order 

sponsored by the Corporation, the Institution combines a psych ward, 

prison, school, and government building. Those who seem too agitated 

and troubled with doubts and questions are Enrolled; if they come out 

again, it is with a serene countenance and productive desires to conform. 

 

Those who spend a lot of time in the Institution come to look alike. It 

becomes easier to take one of six names; Bob, Jake, Howard, Ann, 

Linda, and Sue. Students look alike, teachers look alike, doctors look 

alike. The modular consistency of the Institution is a comfort to those 

tormented by choices, chaos, inconsistent information, hope, and fear. 

 

Orderlies from the Institution serve as the city’s police force. Anyone 

causing a public disturbance or committing crime is taken directly to the 

Institution; if discovered to be plagued by criminal tendencies or 

unhinged, the individuals become Enrolled until they are better. 

 

The Media. Reporter spies get into everything and report back to the 

Corporation. Using methods like surveys, the city’s camera network, and 

paid informants, they report to the Corporation first and Garden City’s 

inhabitants second. No law protects privacy or requires accurate 

reporting. 

 

The news is sensational and profoundly shallow. The media does not 

draw connections between facts; they regurgitate all they find to the 
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Corporation for analysis, and go on to take stories from their findings or 

stories packaged by the Corporation to broadcast. They do not question 

official findings. They have no institutional memory. They focus on 

sound bites, shocking images, and fluff pieces for human interest. 

 

The media is shiny, and empty. Human shadows who are reporters for 

the media grow more luminous and without substance the longer they 

report, until eventually they are like ethereal projections. 

 

Shadow Warriors. Espionage is the primary way the Corporation 

protects itself from active threats. The media can potentially disarm 

prophets and recontextualize events to form a favorable picture for 

Central Office. However, when Saints or Sinners or punks are after the 

Tree of Life or working to bring down the Corporation, steps must be 

taken. 

 

Hundreds of secret tunnels and passages scattered all through Garden 

City form a maze, the Underground. The Underground connects to the 

War Room, a complex under Cider Park that manages the analysis of 

tactical threats and collation of data from informants and the media. 

 

The War Room also trains agents loyal to the Corporation. Known as 

shadow warriors, most of these agents look like everyone else. Their 

greatest strength is usually surprise. They infiltrate all other factions and 

try to use prevention, counter-intelligence, and induced paranoia to keep 

other factions in check. 

 

An occupational hazard for these spooks is that there are so many sleeper 

agents, long-range plans, and moles that sometimes the shadow warriors 

are at cross purposes (and may never know why.) 

 

The War Room trains shadow warriors to understand that if a deal is too 

good to be true, it is. Angels and demons are unlikely to be what they 

seem, and any deal they offer will not work out for you in the end. The 

Corporation may seem to betray you, but in the long run everyone and 

everything does; at least this way you are serving humanity instead of 

alien forces. And we don’t want the anarchists to pull it all down, do we? 

 

In short, loyalty to the corporation as the least of evils in Garden City. It 

is a poor shade of patriotism, but it’s the best they can do. No pretense is 

made in the War Room of glory or the greater good; that would be 
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shattered in the first few missions. Pragmatic response to threats leads to 

unpleasant assignments in the line of duty.  
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Describing Garden City 
 

Here are some guidelines to bear in mind when moving around in Garden 

City. These basic concepts of unique features of the city should help you 

breathe life into the setting. 

 

Light. It is always night, but it is seldom dark. Use light to underscore 

the tension of the city; it is a maze of shadows between the river of fire, 

the dim glow of the Mount, and the starshine of falling stars that are 

sometimes thick and sometimes sparse up above. Use mist to capture and 

magnify a kind of light, or block it out. Don’t miss an opportunity to 

throw in a sentence or two about the surreal, timeless view. 

 

Architecture. Think of Garden City as a desperate attempt to box in that 

which will not be boxed in. The Eden Shadow has plants that thrive on 

divine energy (all connect back to the Tree of Life), so they don’t need 

sunlight; they can grow anywhere, in basements or rooftops or alleys. 

Beautiful unkillable plants everywhere, cracking concrete and pushing 

over posts, swallowing fences. Also, the baroque flourishes of the 

angelic influence and the menacing twist of the demonic influence shine 

through in some architecture and street layouts. The square churches 

with a steeple spike try to contain the Work, but it gets out into the 

practical world. Demon efforts are pushed into nightclubs and sewers, 

but they wriggle free and show up all over. The success of humanity’s 

modern effort to control what acts on humanity is an illusion, but a 

strong illusion here. 

 

People. Everyone is acting, playing a part. Citizens of the Corporation 

dare not breathe a word of individuality or dissent, lest they be Enrolled 

in the Institution until they are right-thinking again. Saints dare not 

question angels. Sinners dare not challenge demons. Even the shadow 

warriors of the Corporation cannot trust each other or their masters. 

Punks, making lots of noise about freedom, still must play their parts in 

front of their peers or be shunned for going soft. Everyone is tasked with 

making sure they are thinking the right thoughts, or else—that is toxic. 

 

Neighborhoods. Humanity tried hard to force a grid onto the Eden 

Shadow in building Garden City. The garden resisted. The grid pattern 

wavers, and concedes to some obstacles. Supernatural warfare and spy 

games assure that nothing is as it seems; deception is so ingrained in the 
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people and creatures of Garden City that it is stuffed with secret 

passages, boltholes, bunkers, peepholes, and hidden rooms. Areas close 

to the Central Office are tidy and conformist, but the further out from 

that scar one travels, the more the chaos of the place asserts itself. The 

people are tied to the land here in very real ways, and resemble the 

neighborhoods where they live. 

 

Supernatural Allegiance. It is in the eyes, the breath, the blood, the 

skin, and the bones. When those who ally with the Host or the Horde get 

excited, they sometimes show signs of their allegiance. Anger or desire 

may be enough to spark a pale light or red gleam in the eyes. If they 

speak with passion, or exert mightily using gifts from their masters, their 

breath may steam as though it were cold, either white incense or black 

smoke. There are ways to examine blood spatters to scent sulfur or 

mercury in the blood. When highly agitated and straining, sometimes the 

skin will shine. And when they are used as tools by those that control 

them, sometimes the flow of power is profound enough that their bones 

shine out with the light of their connection, visible through flesh. 

  



Draft, 3.1.13 14 

Garden City Rules   
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Getting Killed in Garden City 
 

Sheol 

If you take your last damage from combat, or falling rocks, or something 

relatively normal, then you fall through the ground. You end up in the 

echoing tunnels below. This place is gray, dusty, and endless. The 

corridors are haunted by human shadows like you, with the Life and 

Drive knocked out of them (like you). Some find their way back up and 

reflesh at a cemetery gate by paying a price. Most don’t. 

 

 Life Force and Psyche both shift 1 position to the left. If this takes 

either to 0, you cannot escape Sheol. 

 Every now and then you can test “Drive.” On a success, find your 

way out, with “Drive” and “Life” used up (no more uses until some 

uses are cleared off). 

 

Getting Out of Garden City 
 

Fruit of the Tree of Life. If you somehow acquire and bite a fruit from 

the Tree of Life, then you are exiled from Eden Shadow, back to the 

world of the living. 

 

Finished Business. If you somehow finish the unfinished business that 

kept you from resting, then you move on to whatever you have coming 

next. You become a star again, burning out of reality and vanishing from 

Garden City. 

 

Make Peace. If your Psyche has Peace 1 and you have another shift that 

could increase your Peace, you can let go of the living world and the next 

step and permanently retire in Garden City, at peace. Or, be lost in Sheol 

forever. 

 

Make a Deal. Demons put Lost Souls on the ferry at some point, gone 

forever. Angels may be willing to cut a deal too. Do you trust them? 

 

Destroyed. If a supernatural hunger or energy claims you, you end. 

  



Draft, 3.1.13 16 

Economy 
 

Life energy and favors are the only currency of Garden City. 

 

Making Payments. After paying, test Life. You cannot spend Drive on 

this test, but you can use Life to boost the roll. If successful, the spectrum 

position does not change. If not, then the position shifts one to the left. 

 Loose change is unmodified. For each bigger expense, -1 to the roll. 

 If making a number of purchases in a category over the course of a 

scene, upgrade the category by 1 and make a test at the end. 

 If you run out of Life this way, you forget what came before and you 

become a comfortable amnesiac in Garden City. 

 

Accepting Payments. If you decide to become a vendor and traffic in 

life energy, you must have space in you for new life to enter. Take a 

Death spectrum skill, “Accept Payments.” Each time you get a payment, 

you can “bank” it to pay others, or you can “eat” it to try and boost your 

own life, moving your Life Force spectrum one to the right. 

 6+ for loose change, 5+ for small purchases, 4+ for big purchases. 

Automatic for bigger purchases. 

 

Loose Change. Drinks, cab fare, tips, modest entertainment. 

 Memory of a morning, afternoon, evening, or night. 

 Memory of watching a performance (movie, play, song, dance, etc.) 

 

Small Purchases. Gifts, bribes, restricted entertainment, weapons. 

 A kiss, flavored with passion. 

 Memory of a powerful moment; anger, despair, love, victory, etc. 

 Memory of putting on a performance or a skilled presentation. 

 Memory of a date or a family outing. 

 

Big Purchases. Services of a henchman, a living space, special weapon. 

 Sex. 

 All memories of a loved one. 

 All talent in an expressive art form. 

 Your training. 

 

All In. Mercy from the merciless for someone else, a way out. 

 Your entire life force. If you survive, your eternal service.  
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Everybody Else 
 

Player characters are human shadows caught between the living realm 

and whatever is next. They got sidetracked into this near afterlife, but 

they are still caught between those points. 

 

Not so, most of their foes! Assign a rating for each trait (Life, Death, 

Drive, Peace). Foes get 1 Spectrum Skill for each point above 3 in a trait.  

 

Scale Rating Success on: Uses Skills 

Equal 1 6+ 1 0 

2 5+ 2 0 

3 4+ 3 0 

4 3+ 4 1 

5 2+ 5 2 

Greater 6 1+ 6 3 

7 0+ 7 4 

8 -1+ 8 5 

Awesome 9 -2+ 9 6 

10 -3+ 10 7 

 

Non-player characters (NPCs) can use Drive to boost rolls, and use traits 

to boost trait rolls, just like characters can. When all Life uses are gone, 

then they fall to Sheol too (unless something worse happens to them.) 

 

An average human shadow has 2 in everything. A shadow driven or at 

peace may have 3 in one or all of their traits. 

 

Only supernaturally powerful shadows or creatures rise above 3. 
Some characters may already be there at generation, or get there through 

play. However, that power comes at the expense of balance. 
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Bending Stars 
A scenario for Garden City 

 

Summary 

Characters fall into Garden City, receive brief orientation, and are 

immediately immersed in the Hidden War in a microcosm, Oasis. 

 

Part 1: With a Bang 

 

A flaring white sear of sensation, then a sharp bang. The characters 

tumble onto concrete, in a lot of pain. There is shouting, and gunfire, 

confusion all around. 

 

People in dark coats and cloaks are running, and four men in trench coats 

are firing after them. One of them, tall and handsome, runs to the 

characters and tells them to follow to a safe place. 

 

Then a monster attacks. It has a dark-cloaked rider urging it on. The 

monster focuses attacks on the men with trench coats at first, but will kill 

characters if they get its attention. (The man on its back is useless.) If the 

characters want weapons, several were dropped by those who ran. 

 

The Beast. Great wings, black leathery hide, fanged maw. Horrifying big 

beast with razored claws, about 20 feet long. 

Life: 5 (2+) 

Death: 1 (5+) 

Drive: 5 (2+) 

Peace: 1 (6+) 

Claws and jaws, better than normal weapons (+1 against 

armed foes, or +2 against unarmed foes). 

 Life. Vengeful Healing. When it injures another, regain 1 Life use. 

 Life. Sturdy. Hit for more than 1 Life damage at once, only take 1. 

 Drive. Tough. Take injuries to Drive and/or Life instead of just Life. 

 Drive. Resilient. Add 1 use to Life to clear off all Drive. 

 

The men in trench coats and in black coats are all 3 (4+) in traits. 

 

They are on a plaza, about 50 feet to a side and surrounded by a lush 

garden on two sides (streets on the other two.) Behind one garden is the 
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forbidding face of a massive apartment building, 12 stories or so. On the 

other side of the garden opposite is a breathtaking view of Cinder Cliff, 

Golgotha, the river of fire, and the sky’s display of shooting stars. 

One of the men in trench coats will try to get the characters to follow him 

down an alley too narrow for the beast to fly down, then through a side 

door he can lock behind them. 

 

 If everyone dies (or even most characters) you can start over. Or, if 

some get away, you can have some shooting stars hit nearby 

buildings, sending new characters toppling down to the street white 

hot for a few seconds before they rise, disoriented. 

 

 If they want to strike out on their own, that’s fine; stalk them with 

cloaked figures and with the trench coat men. The first refuge they’ll 

see is the Oasis, a bustling nightclub. If they refuse to go in, 

Orderlies can arrive and pick them up. Off to the Institution! 

 

 If they look for an authority figure, they find an Orderly who decides 

to take them to a safe place. Off to the Institution! 

 

Part 2: Somewhere Safe 

 

One way or another, they are likely to talk to one of the trench coated 

figures that fought the monster in the plaza. (Need some names? 

Jefferson, Snyder, Wilks, Dorian.) 

 

They need to get to Cora, who can lend further insight. Their guide uses 

a key on a belt keyring, opening an iron door and leading them down to 

the glowing tunnels. 

 

 The walls have luminous lichen on them in various colors, and there 

is gently flowing kelp below the surface of the water. The structure 

of the “sewer” tunnel is no-nonsense, square, with a channel sunk in 

the middle that is shoulder deep. It does not stink. The water is dark, 

but clean. 

 

Their guide sticks to lighted areas, and answers any questions that seem 

easy enough as he leads them. 

 

 They reach a balcony with a waterfall beside it, down into a big 

circular chamber. Descending, they go through a door.  
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 The basement office is lit by a many-fronded plant hanging from the 

ceiling like a chandelier, there are vines down some walls like 

cables. The center of the room has a round table for six. A woman is 

pacing. 

o Redhead, official looking black uniform, bright eyes, mid 

forties, athletic. Armed with a large pistol. 

 

If necessary, Cora can receive them at the Institution when the Orderlies 

bring them in. She will shortly be joined by one of the men from the 

ambush, who can fill her in as she reviews the new characters. 

 

Cora is glad to see them. 

 Informed of casualties, she hopes they make it “back up” (from 

Sheol). 

 Their guide tells her that Donrow was bending stars, and she frowns 

at that. It is not a good sign. 

o She looks them over closely, pulling those with spectrum 

talents off to the side. 

o She can explain to them that “bending stars” is a way 

warlocks pull shooting stars down to Garden City using 

demonic power. The shooting stars are souls, like them. He 

is looking for something, they may have it. 

 She can answer questions, if they are manageable. 

 

Part 3: We Need a Plan 

 

Regardless of their attitude, Cora has already decided to use them as bait. 

She wants to capture Donrow and Enroll him in the Institution, to break 

the Horde’s power over him and to negate the danger he represents. 

(Sending him to Sheol may be counterproductive.) 

 

Cora’s plan is to send the characters to the Crimson Oasis, where her 

agents report Donrow is hiding. They can draw him out, and her agents 

can pounce. She will put one of her agents, Furrow, with them if they 

want. 

 

 Helpful. If the characters are allies with Cora and her people now, 

then she’ll “deputize” them to help bring him in. 

 

 Hostile. If the characters demand to be freed and feel anxious about 

all this, distrusting Cora and the trenchcoated shadow warriors, Cora 
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will sigh and reluctantly free them. Then she’ll have them followed, 

still serving as bait for Donrow. 

o If they are really hostile, she’ll warn them to stay away from 

the Crimson Oasis altogether. Then she’ll have an agent 

dressed like a punk in their path, ready to take them there. 

 

 Shaken. If they don’t want to help, but aren’t hostile, she’ll suggest 

they’ve had enough and they should get some rest. She will suggest 

the hotel across from the Crimson Oasis, Starkley Arms. She will 

mention offhand that they can unwind in the club. No charge. 

 

Things they may notice by now. 

 Time is untrustworthy. No clocks, no watches, it flows strangely. 

This strongly reinforces the disconnect they feel from reality. 

 No money here. Little things are services provided. Bigger things 

will cost—but not cash. 

 No hunger, thirst, or going to the bathroom. No sleepiness.  

 

Part Four: The Crimson Oasis 

 

This is the main part of the scenario. Organizing play here is about 

meeting needs. You do not need to bring in all of these characters; as 

conversation slows down, or as characters scan the crowd, here are some 

inspirations to give them a good time at the Crimson Oasis. 

 

 Shadow Warriors. Cora wants to lure Donrow into conversation so 

her people can snatch him, taking him to the Institution. 

o The club has a quick-escape back door at the bottom of the 

nightclub, and Cora’s agents want to subdue the guards, slip in, 

and spirit Donrow out the secret passage. 

 

 Tempters (Lords of Darkness) will seek out that “fresh star smell” to 

see if they can sell messages back home, or other products. In 

exchange for small things, they’ll want memories. In exchange for 

large things, they’ll require the character to board the ferry. 

o Leysavia is a succubus, a proper demon, and she owns the Oasis. 

She dresses in a provocative-yet-professional little black dress, 

her dark hair in finger waves. Her eyes and mouth are dark, her 

skin cool, her breath (and insides) very chilly. Rarely, she shows 

that she has gorgeous black bat wings. (She can retract them, 
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impossibly, at will.) She has an army of bouncers (all 3s, 4+ 

success). They are armed with pistols and hand weapons. 

 Sex with Leysavia moves Life Force 1 to the left. Those who 

cannot endure become frozen husks, lost to her hunger. 

o Sylrex. He has a booth on the first balcony. He is colorless, 

dressed like a pimp in black leather and pink. He manages about 

twenty agents who approach likely targets, get them interested, 

and find out what targets may want. Any who fail are savagely 

beaten by one of his guards, in the privacy of a back room, often 

to Sheol. Once a target is receptive, the target is brought to 

Sylrex, who can make a deal. Any clever person who tries to get 

out of going on the ferry (if that’s the price) loses 1 Life a day, 

and when the last one goes, the debtor does not fall into Sheol… 

 

 The Damned. Drawn here as a hunting ground, then constrained by 

the rules of the establishment, these hunters sometimes get so hungry 

they whine in pain. If they ever lose control and feed publically, they 

are not allowed to return for a while. Many have booths on the 

balconies, with small private rooms behind them. Those they 

consume do not fall to Sheol; their shadowy energy feeds the hunter. 

o Sierra. She is a werewolf, and she needs to eat shadows to 

survive. Slinky grace and animal magnetism; she’s full of needs. 

 She gets +3 in combat for her werewolf power. Traits 2, 

except Drive 4 with Tough. 

o Albert. He is a vampire. He will not bother to fight; if 

challenged, he will boil away in mist and leave. He relies on his 

smoldering charm to seduce a man or woman into his thrall. 

 Feeding Albert moves Life Force 1 to the left. Those who 

cannot endure are drained. He can lower one of his traits by 

1 to reanimate the slain Lost Soul as a vampire. 

 

 Lost Souls. The needy, addicts, and monster toys abound. 

o Drinkers. Drinks laced with demon ichor are available for a 

memory: a morning, afternoon, evening, or night of your past 

life per drink. Some patrons have nothing left to pay for drinks, 

but still need them. The more you forget, the more dimness 

intrudes in your memory of past lives.  

o Crooners. It starts with the charming management awed by your 

talent and eager to secure you. For a while you are a feted king 

or queen of the stage. Then someone new comes, and someone 



Draft, 3.1.13 23 

else new, and to get the attention you must do more for less until 

you are abased past shame. Crooners in all phases are available. 

 Pavel. His smooth voice murmurs sweet songs about 

trust, love, betrayal, suffering, and delight. He is 

handsome, confident, and a darling thronged with 

admirers between sets. Nothing can go wrong for him. 

 Gina. The husky tint of too much ichor and cigarettes 

that leak damnation has touched her voice. She has a 

certain melancholy, and between sets she holds court in 

a corner. Jackals pursue where the lions have finished. 

She accepts sycophants as a substitute for admirers, but 

she is touchy. If disrespected she gets mean. 

 Seline. Now she is a cigarette girl. Her looks have faded 

all the way down to a step above death. She will 

desperately tell anyone who will listen that she used to 

be on that stage. She coughs puffs of damnation. If 

anyone encourages her, she requires them to be a 

sycophant or she breaks down emotionally. 

 

 Donrow. He will ask them to follow to Golgotha. He will promise 

them anything, but he is lying. He is supposed to feed them to his 

master, Molanchia, a hugely fat terrifying demon. 

o Why them? Donrow isn’t sure, he doesn’t ask Molanchia 

questions. He honestly has no idea. 

o Donrow has a number of Lost Souls as backup, 3 in traits (4+). 

They have no armor. They have basic weapons or pistols. 

 

 Shepherds are out of their element here, but some few are looking 

for people who are interested in what they have—a way to return to 

the land of the living, or pass along. All they have to do is sign on to 

help with the Work and when they’ve served for a while, their case 

will be considered. 

o Vanessa. A portly middle-aged woman, very motherly, she 

knows the pain and suffering and doubt that afflicts people. She 

knows they couldn’t let go, and she knows how to help them find 

peace. The Work is so important. Trust the angels. 

 

 Purifiers have a couple agents watching everything to try to build 

intelligence about the movements of the Horde agents. 
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o Easter. He quietly takes notes and chews on toothpicks, his eyes 

flicking around and watching for deals, for tensions, for intrigue. 

He’s the brains of the outfit, Derrick his bodyguard. 

o Derrick. He is sullen and dark, hunched in a corner and refusing 

to enjoy himself. He has excellent custom weaponry, and he 

wants to kill everyone in here. Lost Souls, demons’ potential 

recruits, that damn bandmaster—everyone. He’s done it before. 

 

Part 5: Wrap Up 

 

It is possible that several characters have moved on—back to life, or on 

the ferry. Other characters may be connected in purpose to the shadow 

warriors, or pledged to the Host. 

 

If players are attached to these characters, then they can keep them for 

future play. If not, they can become NPCs in the setting, and another 

group can come in later. 

 

Ideally the player characters will have formed some mutual assistance 

agreements, and some of them will stick together. By now it is natural 

that some of them may have drifted away. You can help new characters 

fit in with the existing group as they are created, for future play. 
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Describing “The Crimson Oasis” 

 

The door is a modest red double door with two neckless bouncers, the 

only door in a long concrete building. No sign announces its presence. 

 

Inside, stairs go down to a basement with couches and a jukebox, a red 

carpet, and ferns growing from cracks in the wall. A few pretty people 

lounge here to sniff fresh meat. Then a 20 foot across stairwell descends, 

curving, into the Oasis. 

 

The nightclub is 3 stories tall, built into the back of the cliff, and the wall 

opposite the cliff is all glass to take in the view. Below is the river of fire, 

Golgotha and the ferry are clearly visible from here (but not the far side 

of the river.) The falling stars illuminate the sky. 

 

The dance floor is thick glass, and you can see down; the floor glows red 

with the light of the river of flame. 

 

Music is peppy and slightly sinister, shades of the 1920s big band music. 

The bandmaster is slick and suave, the musicians very skilled, and 

several seductive crooners perform and mingle over the course of a visit. 

 

The only light is from table lamps and the windows, which let in falling 

starlight and the river’s glow. The stage is occasionally lit by spotlights, 

but all the musicians can play in the dark if need be. 

 

So many dark corners for trysts and private conversations… 

 

Small curving stairs lead up to a balcony along the second floor, and one 

along the top floor, only accessible from stairs rising from the floor. 

These are reserved for friends of management, and their friends; lots of 

tempters (a few proper demons, and their many agents) and the damned 

(shapeshifters, vampires, altered shadows.) 

 

The club has the lushness of opera box seating combined with the 

modern functionality of the 50s. Hairstyles are slicked back for most, 

men and women gleam or glitter in their finery. This is an elegant place. 

Rich dark wood, burgundy trimmings and gold flash, gentle curves. 

Plants grow everywhere, and they are beautiful. Orchids, hydrangea, 

climbing ivy; an explosion of botany dresses the club in finery. 

 


