


DONNIE RHODES, SCION OF APHRODITE
Born and raised in Olympia, WA, Donnie Rhodes 

has led what casual observers would consider a charmed 
life. His father, Donald Sr., is a wealthy shipping 
magnate, so Donnie’s never wanted for anything... 
except perhaps love. Like many before him, the elder 
Rhodes loved Aphrodite not wisely, but too well. Her 
leaving after their whirlwind romance devastated the 
man. The appearance of their son on the doorstep 
nine months later merely added insult to injury.

As a result, Donnie was neglected by his father. 
Yet to those outside the household, it seemed Donnie 
enjoyed an enviable childhood, which made his 
descent into delinquency and tabloid headlines 
harder to fathom.

His activities led to 10 arrests on three continents 
and rumors of romantic links to two pop stars, a model 
twice his age and a famed hotel heiress. But Donnie 
took little joy in his actions, only using them to try to 
gain the attention of his estranged parent. He finally 
succeeded, though not with the parent he expected.

Making a play for the girlfriend of a young 
Mafi a thug in a New York nightspot, an inebriated 
Donnie was nearly killed. Fortunately, his mother 
was at the club in disguise and snatched him away 
to safety. Donnie later returned to twist the hearts 
of the criminal’s wiseguy associates into a Gordian 
knot of love and hate, destroying the thug in one 
long night of betrayals and spiteful reprisals. Donnie’s 
since reserved his cold rage for titanspawn, eventually 
hooking up with his Band in Vegas.

With a tanned muscular body, sandy blond hair 
and piercing blue eyes, Donnie moves with the sinewy 
grace of a jungle cat and tends to set fashion trends 
rather than follow them with his casual-chic style. In 
dangerous situations, he’s always girded for battle, 
bearing his twin automatics Eros and Anteros in 
paired shoulder holsters hanging from the harness to 
the fantastic Daedalus Device.

Roleplaying Hints: You come off as cold and 
aloof but crave genuine friendship... though you’d 
never admit it. After years of disappointment, you 
aren’t willing to take a chance at being shot down, 
so you play it cool, heaping scorn and sarcasm on 
friends as often as enemies. Woe betides those who 
harm the people you care about, though. Your fury in 
such cases is cold, and your vengeance sure. Because 
of your wealth, it’s often up to you to finance your 
Band’s adventures.

Nature: Cynic (Donnie recovers one point 
of temporary Willpower when his pessimistic 
expectations are proven correct by the actions, or 
inaction, of others)

Join Battle: 7

Dodge DV: 7 (9 with Daedalus Device)

Birthrights:

The Daedalus Device: Crafted by the legendary Cretan 
inventor and improved by Hephaestus himself, this 
device allows Donnie to channel the Sky, Animal and 
Sun Purviews. It also adds +2 to his DVs as if he wore a 
pair of independently mobile shields on his back.

Eros and Anteros: A set of supernal Berettas, the 
former gold, the latter matte gunmetal.

Each pistol also has a unique power. When Donnie 
shoots someone with Eros and activates its power, 
his victim suffers no damage but falls madly in love 
with the next person he or she sees. The attack roll 
to shoot the victim must still succeed as per a normal 
attack with a pistol, and a bullet is still used up. This 
bullet’s passing and impact leaves no physical sign, 
however. If Donnie shoots a person with Anteros 
instead, and activates its power, the victim develops 
a deep, venomous hatred toward the next person he 
or she sees.

Activating either pistol’s power requires spending one 
Legend point per shot, as well as making a successful 
(Charisma + Presence + Legend) roll. The victim 
resists this effect in a contested roll of his (Willpower 
+ Integrity + Legend). The victim feels no impact from 
the bullet, and, if unaware of Donnie’s attack, may 
not even realize he’s been targeted. If Donnie’s player 
scores more successes than his target, the love or hate 
effect lasts for a number of days equal to the number 
of successes he scored in excess of his victim.

KNACKS:
Trick Shooter: Donnie doubles his bonus from taking 
Aim actions with a ranged weapon. He can also make 
ranged disarm attempts with no penalty after taking 
an Aim action.

Untouchable Opponent: Donnie can spend a point of 
Legend to increase his Dodge DV by 2 for the scene.

Overt Order: Donnie can spend a point of Willpower 
to force someone to perform a single action. This 
order must be performed immediately, but may be 
interpreted differently depending on the way the 
order was phrased.

Center of Attention: Donnie can spend a point of 
Legend when entering a room to make everyone in the 
room take notice of him for at least three minutes,

Come Hither: Donnie can spend a point of Legend 
to make any single person who sees him, or a picture 
of him, do everything within their power to be in his 
presence as soon as possible.

Rabbit Reflexes: When an unexpected attack targets 
Donnie rather, than reduce his DV to 0, Donnie 
instinctively defends himself with double his highest 
applicable DV. Donnie cannot preemptively attack his 
attacker or even shout out a warning to his comrades, 
as he’s reacting to an attack that’s already taking 
place, but he is much more likely to dodge or parry 
that attack.

BOONS:
Arete (Marksmanship) 1: Donnie adds a single die as 
a magical bonus to any marksmanship rolls he makes.

Arete (Presence) 1: Donnie adds a single die as a 
magical bonus to any presence rolls he makes.

Wind’s Freedom: Donnie can spend a point of 
Legend and one Willpower per scene to fly. Donnie 
can move at his normal movement rate while flying 
vertically, but cannot jump while in midair.

HORACE FARROW, SCION OF HORUS
Horace Farrow grew on a farm in the small town 

of Thebes, deep in the Little Egypt area of Illinois. His 

father, Cyrus, was a hardworking man who instilled in 

him a strong work ethic, an infallible moral compass 

and a love of the outdoors. Likewise, his mother, 

Isola, was a quiet, kind-hearted woman who instilled 

in him a respect for life and a contemplative character. 

Unfortunately, Horace also had an uncle—a bad seed 

named Seth.

When Horace was only 14, Seth showed up one 

night with a gang of toughs. He explained that there’d 

been a “misunderstanding” with the police and that 

he needed a place to hide out until the heat died 

down. Cyrus, however, didn’t want to put his family in 

danger because of Seth. The altercation that followed 

saw Horace’s parents gunned down by Seth.

After completing his bloody work, Seth looked 

up, .45 pistol in hand, to see Horace pointing Cyrus’s 

shotgun at him, vengeance in his eyes. The two fired 

simultaneously. Seth was hit in the groin; Horace in 

the left eye.

Darkness followed, and lasted a long time. Then, 

a light appeared, and from that light issued a voice, 

telling Horace it was not his time to die. There was 

work to be done; the vengeance of two fathers to be 

visited. The voice was that of Horus—his true father. 

Horus told his son he’d come to Isola in the shape 

of Cyrus to sire a son, born to be the God’s agent on 

earth. Seth had likewise been sired by the God Set to 

sow chaos and tragedy. It was Horace’s job to stop him 

and others like him. Vowing revenge, Horace agreed 

to do as his father asked.

Healed and gifted with his Birthrights, Horace 

prepared for his mission, finishing high school, then 

trained for a career in law enforcement. Eventually, 

he served as a US Marshal, and though he quit the 

service, he still uses his badge and contacts to help the 

Band he’s formed.

Horace Farrow is a tall, slim man who dresses in 

jeans and buttondown shirts, with cowboy boots, a 

cowboy hat and a duster. Though he usually wears a 

patch, the socket of his missing eye is fitted with a 

whitemarble sphere inlaid with the Eye of Horus. On 

his hatband is a relic known as the Falcon Amulet. 

When expecting trouble of the supernatural variety, 

Horace wields a khopesh, the Fang of Apep, seemingly 

carved from solid ivory and accented in gold, and he’s 

always armed with a .45—the same one that killed his 

father. Horace often tools around on an Indian Chief 

motorcycle, wearing aviator goggles and gloves when 

he does so.

Roleplaying Hints: A sharp customer, your eye 

takes in the details of a scene in a moment, and your 

body reacts appropriately. You’re a tactical planner 

and a clever improviser should a plan fall apart in 

the field. In most circumstances, you’re the voice of 

restraint that keeps your Band from rushing headlong 

into danger. The only time you show faulty judgment 

is when Seth Farrow is involved. In the past, you’ve 

thrown caution and planning to the wind in attempts 

to take him down, something your Band has yet to 

experience. Hopefully, your friends will be able to 

stop you from getting yourself (or someone else) killed 

when the inevitable occurs.

Nature: Architect (Horace recovers one point of 

temporary Willpower when he successfully executes 

a major plan of action, whether it’s a raid on a 

cultist hideout or organizing a social event for several 

hundred guests)

Join Battle: 6

Dodge DV: 4

Birthrights: The Eye of Horus allows Horace to access 

the Moon and Sun Purviews. The Falcon Amulet 

allows Horace to access the Sky Purview.

KNACKS:
Holy Bound: This Knack doubles a Scion’s vertical 

and horizontal jumping distances.

Damage Conversion: Once per story, Horace can 

spend a point of Legend for this Knack to convert all 

damage from one attack from lethal to bashing,

Benefit of the Doubt: Horace can spend a point of 

Legend to make a person he is talking to not dismiss 

anything he says regardless of how strange it sounds.

Predatory Focus: With this knack, you may roll 

(Perception + Awareness) for Horace to track an 

opponent by scent alone.

Subliminal Warning: Horace receives two extra dice 

whenever rolling to notice a hidden opponent.

Instant Investigator: By spending a point of Legend, 

you can make a (Wits + Investigation) roll. If successful, 

Horace absorbs all available information in the crime 

scene with a single glance.

Opening Gambit: Horace can spend a point of Legend 

to always go on tick 0 at the beginning of combat.

BOONS:
Ren Harvest: Once per story, whenever someone 

speaks of Horace’s exploits, you may roll (Charisma + 

Empathy) to regain a number of Legend points equal 

to the successes rolled.

Sekem Blaze: Horace can spend a point of Legend 

to make any mortal or Titanspawn of lower Legend 

flee from his presence. Titanspawn of equal or high 

Legend may spend a point of Willpower to resist.

Sky’s Grace: Horace can spend a point of Legend to 

double his jumping distances for a scene. In addition, 

he is immune to falling damage for this time.

Smoking Mirror: Horace can spend a point of Legend 

to get a birds-eye view of everything within a three-mile 

radius around himself for a scene.





ERIC DONNER, SCION OF THOR
At 18 years old, Eric Donner is the youngest 

Scion in his Band, but he’s experienced a lot in that 

short time. Born to an unwed mother who took sick 

and died by the time Eric was 10, he was raised in a 

small Midwestern town by his maternal grandfather, 

Randall. Randall taught him the ins and outs of 

automobile repair, as well as what it means to be a 

stand-up guy. Eric learned those lessons well.

Unfortunately, Randall passed away of a massive 

stroke in Eric’s 17th year, leaving Eric alone— though 

not for long. With the aid of his grandfather’s ghost 

and the ravens Hugin and Munin, Eric learned he is 

the son of the Norse God of thunder. In short order, 

he received his Birthright from the dwarves Brok and 

Sindri and ended a frost giant plot to unearth the 

great wyrm Jörmungandr, though he was nearly killed 

thanks to the betrayal of Sly Guiler, Scion of Loki.

Since then, Eric has traveled the continent in 

his GTO, led by Fate (and occasionally the ravens of 

Odin) to upset the plots of various titanspawn. In the 

process, he’s come to work with the other members of 

his heroic Band, a diverse group featuring Scions of 

six separate pantheons. Now, with his Band or solo, 

Eric continues to fight the good fi ght and to help 

those in need.

At six foot five and a muscular 220 pounds, Eric is 

handsome, though not supernaturally so. He inherited 

his father’s red hair and steel-gray eyes, but unlike 

Thor, he keeps the hair cut short. He usually dresses 

casually, like the blue-collar boy he is, in jeans, a denim 

jacket and a flannel shirt with a white T-shirt beneath.

On his right middle finger, he sports a 

bloodstone ring etched with the Germanic rune algiz 

(“protection”) and when he’s expecting trouble, he 

carries, Giantbane—quite possibly the largest revolver 

ever made.

Roleplaying Hints: Like your father, you’re a 

brave and likeable lug who strives to smite evil and 

protect the weak. Unlike Thor, you’re both more 

clever and slower to anger. When something does 

rile you, though, the familial resemblance is uncanny. 

You’ve never met your father in person, but you crave 

his approval and work hard doing things you think 

will make him proud.

Nature: Gallant (Eric recovers one point of temporary 

Willpower when he successfully protects or aids 

someone in need at significant cost to himself.)

Join Battle: 5

Dodge DV: 5

Birthrights: Eric’s bloodstone ring allows him to 

channel the Guardian Purview. Giantbane is an 

oversized, supernal Peacemaker, and allows him to 

channel the Sky Purview.

KNACKS:
Holy Rampage: Eric halves the hardness of any item 

he tries to break.

Uplifting Might: Eric can spend a point of Legend to 

double the amount of weight he can lift. In his case, 

he can lift just over 2,000 lbs by spending a point of 

Legend.

Damage Conversion: Once per story, Eric can spend a 

point of Legend to convert all damage from one attack 

from lethal to bashing.

Self-Healing: Eric can spend a point of Legend to heal 

a single level of bashing or lethal damage instantly.

BOONS:
Aegis: Eric can spend a point of Legend and a point of 

Willpower to give a person or object divine protection 

for the scene. After spending the points necessary to 

activate this Boon, Eric rolls his (Stamina + Fortitude). 

The recipient gains Hardness equal to the number of 

successes rolled.

Vigil Brand: Eric can spend a point of Legend to 

mark an object or person as under his protection. At 

any time, he can make a (Perception + Empathy) roll 

to know the location, condition and situation of the 

branded person or object.

Storm Augmentation: Eric must spend a point 

of Legend to activate this Boon. Then, you roll his 

(Appearance + Presence). The Boon’s duration is one 

action per success.  While this Boon is in effect, Eric 

can spend a point of Legend to augment an attack 

with thunder and winds: if the attack does even a 

single level of damage, the player of his opponent 

must roll (Stamina + Fortitude) at a difficulty equal to 

([the attack’s raw damage] – [victim’s Legend]). If Eric 

wins, his opponent looses two dice from all of her rolls 

until Eric’s next action.

DR. AARON TIGRILLO, SCION OF TEZCATLIPOCA
Aaron Tigrillo was born in a small New Mexico 

town called Aztec. He was always driven, even as a 

child. From a poor family and with five siblings, he 

knew he was going to have to work hard to succeed. 

So he did, graduating valedictorian of his high 

school class and winning a full scholarship to Emory 

University in Atlanta, where he went on to gain his 

doctorate in medicine.

After completing his residency, the young, 

idealistic Dr. Tigrillo volunteered for the Doctors 

Without Borders organization. While operating in 

Iraq, the doctor was kidnapped and very likely would 

have died had not the God Tezcatlipoca, his father, 

come for him. Apparently, the God had seduced his 

mother during a visit to the Aztec Ruins National 

Monument for which his town had been named 

and he was the result of that union. Tigrillo used his 

newfound power to escape the kidnappers and has 

worshiped his father ever since.

Returning to the States, Tigrillo quickly 

established himself as a gifted cardiac surgeon. His 

surreptitious sacrifice of his transplant patients’ 

defective hearts to his God came to light, however, 

and Tigrillo very nearly lost his medical license and 

did lose his position. Since then, the good doctor has 

taken a sabbatical in order to serve his God in an even 

more visceral way.

Aaron Tigrillo is a dashing figure, with sleek 

shoulder-length black hair, a well-trimmed goatee 

and eyes the color of mahogany. Dr. Tigrillo dresses 

impeccably. Usually, he wears designer suits, Versace 

and Armani being his favorites. He’s always armed 

with an array of obsidian scalpels, which he uses to 

great effect given his knowledge of where they’ll do 

the most damage. He also keeps a translucent Crystal 

Skull in his medical bag. If he knows he’s going into 

trouble, he’ll sometimes go for something more 

substantial, like a maquahuitland-Aztec-shield combo 

or a tepoztopilli. Tigrillo drives a Jaguar S-Type.

Roleplaying Hints: You feel blessed that your 

father is the great Smoking Mirror, Tezcatlipoca, and 

you do all in your power to please him, offering him 

sacrifice after sacrifice of both yourself and of those 

titanspawn or Titan cultists who fall into your expert 

hands. You understand that it is your father and the 

other Gods who stand between the world of man and 

total annihilation, and you’ll take whatever steps are 

necessary to ensure victory. You appreciate everything 

the members of your Band do to mitigate the Titan 

threat, but if the blood of heroes is what Tezcatlipoca 

demands, you will not hesitate to sacrifice them and 

yourself to save all humanity. These are the sorts of calls 

you made every day as a surgeon, just on a larger scale.

Nature: Fanatic (Dr. Tigrillo recovers one point of 

temporary Willpower when he furthers his cause in 

a significant way)

Join Battle: 5

Dodge DV: 5

Birthright: Doctor Tigrillo’s Crystal Skull relic allows 

him to channel his Magic, Mystery and Prophecy 

Purviews. It can also speak to him, offering him sage 

advice and counsel.

KNACKS:
Cat’s Grace: Dr. Tigrillo will always land on his feet in 

a fall or if tripped by an opponent. Also, he takes no 

penalties for running on difficult or unstable terrain.

Holy Fortitude: He is able to go without food, water 

and sleep twice as long as any normal mortal. Also, the 

amount of time he is able to work at strenuous tasks 

before feeling exhausted is also doubled.

Blurt It Out: Dr Tigrillo can spend a point of Legend 

to force a mortal to admit to him damning secrets.

Serpent’s Gaze: Dr. Tigrillo can spend a point of 

Legend to force a mortal of lower Legend to lock eyes 

with him, rendering his victim to the inactive state. 

This can work on being of equal or high Legend but, 

they can negate its effects for the scene by spending a 

point of Willpower.

Know-It-All: Dr, Tigrillo is a wealth of obscure 

information. In-game, this allows him to act as a 

Storyteller plot device if the group gets stuck on a 

question, clue or puzzle.

Meditative Focus: Dr. Tigrillo automatically negates one 

point from any distraction based penalties on his actions.

BOONS:
Maguey Sting: Once per scene, Dr. Tigrillo may deal 

himself a single level of lethal damage to regain a point 

of spent Legend

Magic: Allows Dr. Tigrillo access to spells.

Mystery (1) : Once per story, Dr. Tigrillo can roll 

(Intelligence + Mystery) to makes leaps of intuitive 

thought. Each success allows the player to ask the 

Storyteller about events that have occurred previously 

in the game. The Storyteller must answer truthfully, 

but his answers can be as brief as he feels is necessary.

Prophecy (1): Once per story Dr. Tigrillo can 

roll (Intelligence + Prophecy) to gain a clue about 

upcoming events in the game. The “prophecy” can 

be about a single upcoming plot point or the story as 

a whole, with successes determining the importance 

and clarity of the answer.

Spells:

The Unlidded Eye: Dr. Tigrillo can spend a point 

of Willpower to see any supernatural effects within 

his line of sight for the scene. Also, this allows him 

to automatically see the connections of fate between 

people as well as their Legend scores.





YUKIKO KUROMIZU, SCION OF SUSANO-O
Yukiko Kuromizu came to the States fairly recently 

to attend school in Hawaii. Born in Shirahama, Japan, 
to a single mother (an ama diver named Sakura), 
Yukiko endured a lot of taunting as a child about 
her mother’s lack of virtue and her own illegitimacy. 
This only worsened when Yukiko’s mother failed to 
return from a dive in calm seas, leading townsfolk to 
assume the woman had committed suicide in shame. 
Yukiko became a ward of the state, and her treatment 
at the orphanage was no better than her treatment 
at home.

Despite these hardships, or perhaps because of 
them, Yukiko grew up strong, excelling in physical 
activities, such as jujitsu and kendo, as well as more 
creative outlets such as photography, which she grew to 
love. Although her grades weren’t the best, a professor 
at the University of Hawaii was impressed with her 
work and suggested a career in photojournalism, even 
helping her get the financial aid she needed to attend 
the school and arranging for her to travel via cruise 
ship to Hawaii working on the ship’s service crew.

Those dreams were dashed when a powerful 
typhoon struck the ship en route. Yukiko was hurled 
overboard when an enormous wave struck the ship. 
She hit the water hard and sank like a stone. Looking 
up from the depths, she thought of her mother diving 
so deep daily... how strong she must have been. 
She awoke in the bedchamber of a fabulous palace. 
Miraculously, her mother was there, standing beside 
a strong man with fierce eyes. The man explained he 
was her father, Susano-o, and he’d saved her life—just 
as he’d once saved her mother’s. In return, Yukiko 
now owed him that life, and he would use her as a 
weapon. He explained that horrors once contained 
had escaped and now wreaked havoc. The storm that 
struck her vessel was evidence of that, in fact, and 
only his intervention had saved her. Now, it was her 
turn to do the saving. Gifting her with Birthrights, 
he transported her to Hawaii, where the trail of 
titanspawn eventually led her to the American West 
Coast and her Band.

Yukiko is a young Japanese woman with black 
hair, green eyes and a beautiful smile she seldom 
shows. Having discovered a love of motorcycles since 
her Visitation, she often wears leathers where feasible, 
since they also afford her a degree of protection from 
what she battles. About Yukiko’s neck dangles a blue-
green jade magatama, and she wields the Kusanagi, an 
ancient sword of green-tinted metal.

Roleplaying Hints: Though obligated to your 
father for saving you, as well as for trusting you with 
your mission, you hope one day to be able to pursue 
your own dreams. Still, you love the excitement of 
what you do and aren’t sure you could return to a 
“normal” life. Inexperienced in the ways of love, you 
tend to make a fool of yourself around handsome 
men—especially Donnie, who graciously pretends you 
don’t exist when that happens. In battle though, you 

focus like a laser and are a frighteningly talented fighter, 
making up in finesse what you lack in raw power.

Nature: Visionary (Yukiko recovers one point of 
temporary Willpower when she finds a way to tackle a 
major challenge or crisis in a new and inventive way)

Join Battle: 6

Dodge DV: 8

Birthrights: The Kusanagi allows Yukiko to channel 
the Sky and Water Purviews. The blade also has a 
unique power that allows Yukiko to attack a distant 
target without having to throw the blade or close 
the distance. This attack shares the combat traits of 
a close-combat attack with the Kusanagi, but Yukiko 
cannot parry with it. She can attack a target thus out 
to a distance of 15 yards.

KNACKS:
Lightning Sprinter: Yukiko doubles the distance of 
any dash action she takes. Also, as long as she keeps 
taking dash actions, she can run on water or similarly 
unstable surfaces

Untouchable Opponent: Yukiko can spend a point of 
Legend to increase her Dodge DV by 2 for the scene.

Rabbit Reflexes: When an unexpected attack targets 
Yukiko, rather than reduce her DV to 0, Yukiko 
instinctively defends herself with double her highest 
applicable DV. The character cannot preemptively 
attack her attacker or even shout out a warning to her 
comrades, as she’s reacting to an attack that’s already 
taking place, but she is much more likely to dodge or 
parry that attack.

BOONS:
Sky’s Grace: Yukiko can spend a point of Legend to 
double her jumping distances for a scene, and she is 
immune to falling damage for this time.

The Wakeful Spirit: On a successful (Charisma + 
Presence) roll, Yukiko can speak with the spirit of 
an inanimate object. The importance of the item 
determines the general intelligence and helpfulness 
of the spirit.

The Watchful Spirit: Yukiko can spend a point of 
Legend to have her player roll (Charisma + Presence). 
Each success rolled is one day the spirit of an object 
must serve Yukiko’s wishes to the best of its ability.

Water Breathing: Yukiko can breathe water like air.

Water Control: By spending a point of Legend, Yukiko 
can take control of up to 15 cubic yards of water. For 
the rest of the scene, she can do any conceivable action 
with the controlled water, including making it hard 
enough to stand on and using it for defense. If used 
for defense, the water adds +3 to her dodge DV as long 
as that is all she does with the water for those actions.

Other Notes: Yukiko’s guide “Kono” is regrettably not 
able to be used for this adventure as he is currently 
living in Hawaii. More information on Yukiko’s Guide 
can be found in the Scion: Hero rulebook.

BRIGITTE DE LA CROIX, 
SCION OF BARON SAMEDI

Brigitte De La Croix was born in New Orleans, 
LA, of a maryaj loa between Baron Samedi and a mortal 
serviteur named Aimée. Brigitte’s father was a constant 
presence in her life, often visiting her in dreams or 
riding a horse. Regardless, although her childhood was 
odd, she didn’t grow up in a broken home like many 
of her fellows. Her mother married a mortal funeral 
director named Jack De La Croix when Brigitte was 
five, but this was not unusual. Baron Samedi had 
many wives, after all, and demanded Aimée’s attention 
only a few days a month. In fact, Brigitte’s stepfather’s 
occupation intrigued the girl, and when she was old 
enough, she went to work for him. She only drove the 
hearse at first, but she later learned the embalmer’s 
art, for which she has a natural talent.

Two other talents she inherited from her father 
were the ability to smoke and drink more than anyone 
on the Mississippi Delta—talents she exploited during 
her off hours in various bars and pool halls in the Big 
Easy. After a long bender, Brigitte returned home to 
find her parents dead and the funeral home overrun 
with zombies. Thanks to a timely Visitation from her 
father and the Birthright he provided her, Brigitte 
was able to fight her way to the man responsible, a 
twisted bocor attempting to use the recent unrest in the 
Underworld to his advantage. She sent him straight to 
Guinee, gaining a handful of his zombies for her own, 
but the battle burned her home to the ground.

Taking only the clothes on her back and the 
zombies in the family hearse, Brigitte hit the road. 
Following the advice of her father, she’s been traveling 
the South, putting the dead back where they belong 
and fighting weirder things besides. She’s only 
recently joined up with her Band after a misadventure 
at Georgia’s Etowah Indian Mounds.

Brigitte is a long and lanky woman with eyes 
the color of grave soil, skin like dark chocolate and 
curly black hair. She typically favors black vests, jeans, 
denim shorts, miniskirts, fishnets and the occasional 
swallowtail coat, all accented in purple. Regardless of 
her other accoutrements, she always wears her black 
top hat and a pair of cheap sunglasses missing one lens, 
with the veve for Baron Samedi etched on the remaining 
lens. When she’s out to make an impression, be it on 
other Scions or titanspawn, she paints her face to 
resemble a skull. Invariably, Brigitte carries with her a 
pack of cigarettes, her custom pool cue (which doubles 
as a coco macaque) and a bottle of Captain Morgan’s. 
She travels in a tricked-out 1941 Cadillac hearse.

Roleplaying Hints: You are a sultry woman with 
a tomboy streak. You like to drink and shoot pool 
and brawl and make love—always to excess, rarely 
simultaneously. Those who are put off by your morbid 
dress are usually won over by your gregarious, balls-
out nature. As someone who’s well aware of both 
how short life is and how long death is, you live every 
moment like it might be your last, which with the 
Titans free and the dead roaming the World, might 
well be true.

Nature: Gambler (Brigitte recovers one point of 
temporary Willpower when she takes a significant risk 
or gamble that pays off for herself or her allies)

Join Battle: 7

Dodge DV: 4

Birthrights: Brigitte’s top hat allows her to channel 
the Darkness Purview. Her ghede glasses allow her 
to channel the Death and Health Purviews. Her 
coco macaque/pool cue allows her to channel the 
Psychopomp and Earth Purviews. She can also use it 
to summon her zombie followers up out of the ground. 
When necessary, Brigitte can sometimes summon one 
of her father’s retinue, the ghede, to offer his advice.

KNACKS:
Crushing Grip: Brigitte can choose to deal lethal 
damage while in a clinch

Inner Furnace: Brigitte can survive off of any organic 
material and any quality of water.

Charmer: Brigitte can spend a point of Legend to 
suppress any negative emotions against her for the scene.

Dreadful Mien: Brigitte can spend a point of Legend 
to force any mortal to run from her in absolute fear.

BOONS:
Assess Health: Brigitte automatically knows the health 
and medical status of anyone she sees; this includes 
health levels of damage, disease and poisons.

Death Senses: Brigitte can see unmanifested ghosts. 
Also, if she looks at a dead body she automatically 
know how it was killed.

Night Eyes: Brigitte can see perfectly in pitch darkness.

Rada’s Eyes: By spending a point of Legend, Brigitte 
can experience another person’s perceptions as if they 
were her own. These perceptions include input from 
all five senses. To use this Boon, Brigitte must have a 
token from the Person, a picture or lock of the person’s 
hair is normally appropriate, and her player must make 
a successful (Perception + Empathy) roll at difficulty 1. 
Success means that Brigitte can experience the person’s 
perceptions in addition to her own. While using this 
Boon, Brigittie automatically fails any roll requiring 
Perception or Awareness. This Boon lasts for a scene.

Safely Interred: Brigitte cannot be harmed by falling 
rock or by being buried alive. The Earth itself will not 
allow her harm, though she can still die from hunger 
if she is buried for too long.

Unerring Orientation: Brigitte never feels lost. If she 
is reasonably familiar with an area, achieved by lived 
there or studing a map, she can find any location she’s 
searching for. With a point of Legend, Brigitte can 
automatically know how to get wherever she considers 
“home”. For the purposes of the adventure, “home” 
is her hearse.

Other Notes: Brigitte’s Followers Birthright gives 
her access to five zombies, which are currently in her 
hearse. Also, her Guide is an ancient ghost, called 
a ghede, which serves her father. His identity and 
appearance is entirely up to the player and Storyteller, 
but he is conceivably a very powerful ghost who will 
normally be used to carry information between Brigitte 
and her father.


