Beneath a Harvest Moon

A.20.PLAYER.FREEFORM by Scott Beattie

This is an Industrial Gothic Melodrama, set somewhere in the American South.  It concerns the struggle between supernatural creatures, once once known as the forces of hell and faerie for the favour of the Ancients. These Ancients are buried in key earth and the factions struggle for control of each.  No one knows much about the ancients, they seem to be some kind of sleeping gods, immensley powerful.

The site under contention in this freeform is a cornfield near a small town called Mayfield. Until a hundred years ago it was controlled by the Lost (the fay) through their earth religion.  Then a massacre destroyed the worshippers and shifted the balance toward The Profane (hell).  

In this freeform, there are 4 zones which represent different worlds.  Some characters can travel between them, others know secret paths.  Because it is a special night of the year (Halloween) the barriers are weakened and will come down during the session, allowing free access.  It is best if this freeform can be run in four rooms, one to represent each zone.

It is suggested that the freeform needs 2 moderators - 1 for the Domain and 1 for the other worlds.  The creatures are invisible in the real world, so the mortal characters who are caught up in the events can't see them to begin with.  This will need guidance from the moderators.

This is a character driven freeform and is fairly light on structured plots.  Much of the outcome will depend on the alliances forged in the course of the freeform.

There are four groups:

THE LOST:  The fay

THE PROFANE: The demonic

THE MAYFIELD KIDS: Mortals stumbling onto the conflict

THE BONEYARD CURS: Other drifters

There are no direct references to the faerie or demonic origins of the factions.  They have evolved past these medieval constructions and can no longer be reduced to these stereotypes.  The closest that you can generalise about them is that the Lost represent dreams and the Profane the flesh.  They are locked in conflict but do not yet realise how much overlap they have

The players need the following:

 A character sheet

 An introduction sheet, relevant to their group

 A description sheet:The Boneyard for Joe & the kids

 A description sheet: From Beyond for the others

 When Joe and the Kids first enter the Interim, they get the Interim description sheet.

 When any character drinks the moonshine or granted grace by Linda Lee, they get the True Shapes sheet which details the supernatural creatures real forms under the disguise of their mantles. LINDA LEE starts with this sheet. 



Written by Scott Beattie

Original premise by Louise Pieper and Scott Beattie.

SOURCES: Tennesse Williams, Clive Barker, Ray Bradbury, Nick Cave, David Lynch and just a touch of A Midsummer Night's Dream

The 4  Zones

These Zones should be represented by four separate rooms. It is best if there is a central room to use as the Interim, which joins the other three.  Each door should have the symbol for the joining Zone, so players know which ones they can cross.

THE DOMAIN 
The world of mortals.

 Church

 Junkyard

 Black Cornfield

 Remains of crosses in cornfield, bones

 Hidden in the cornfield is a moonshine still which is a lament configuration.  Creates a brew which allows anyone imbibing to cross the boundaries and see true forms

The access to the INTERIM is an obscure path through the Junkyard. ????

THE INTERIM 
The shadow world outside of our own, leads to other places. It is the crossroads for other 3 zones. It is a spooky place, close to domain, but has carnival and industrial elements creeping in from the Carnivean and Metal Priory.

 Church is full of tormented dead

 Has old mad gods on crosses in cornfield,

To gain access to the CARNIVEAN, one must walk widdershins around the mad gods

To gain access to the metal priory, one must perform a bloodrite on the altar (sex or blood)

THE CARNIVEAN 
Dark carnival, posters and freaks, the world of Sorrow

 The church is

 The cornfield is filled with creatures made from corn or leaf or earth.  They are sick and crying

THE METAL PRIORY
Industrial monastic structure, the world of Jest

 The church is a grand guignol tunnel of love, the entrance a red gasping mouth.  Jest's throne is atop the altar. 

 The cornfield is constantly burning

Times:

The freeform begins at nightfall. At first the zone boundaries are set, unless the character sheet allows multiple zones.

At moonrise, the boundaries between the domain and the interim come down.  If you have access to effects, a strobe and loud noise (slowed down whalesong, industrial noise) can signal this change. 

At midnight all boundaries may be crossed.  Again effects may be used.

The moderators decide when each of these events occur.

Introduction:

The Mayfield Kids

Halloween is supposed to be a time of fun for kids, dressing up in costumes and pretending to be scary.  In Mayfield, Halloween is an event to be dreaded for the young.  Many of the adults spend the Lodge downtown, leaving their children to their restless, terrible dreams.

Every few years a kid disappears on Halloween. The adults try to play this down - Mayfield is a country town, lots of kids run away to the big city, St Cloud.  But the kids aren't dumb, they've started to figure things out...

Rather than lie sleepless in their beds, a group of four kids have decided to get out of town.  They have fled to Crane's Boneyard, a junkyard at crossroads out of town.  With stolen booze they want to wait out the storm. They are not sure if they want to return to Mayfield at all, the crossroads meets up with the main road to St Cloud.

No one goes to the Boneyard, it has a sinister reputation even among the adults. The kids were not expecting to find the abandoned church behind the towers of scrap metal, or the field of black corn behind it.

Approaching the grim whiteboard edifice, they discovered that it was not empty at all.  There were people inside, shabby, quiet, waiting around a small fire as if they were waiting for the storm which will bring about the end of the world.

There are other things here. Things unseen moving about. Things just outside of your vision.  You like to pretend that it is just your imagination.

1 TODD TYLER: 15 Years old but he looks older. Since his father, the Preacher,  died the weight of family responsibility has rested on his shoulders. 

2 PEGGY TYLER: Todd's 12 year old sister. She has a fragile beauty but is very dreamy and distant.

3 DWIGHT ASHBURN: Todd's best friend.  He is also 15, sneaky and the school freak.  He likes to experiment on animals. His father runs the drug store, his mother is a notorious town 'personality', given to strange moods and rowdy behaviour.

4 MAYBELINE FOSTER: Peggy's best friend.  She is well developed for 13 and already knows some tricks.  Her parents are separated.  Shep Foster is the town sherrif and Ma Foster runs the Trailer Park and Tearoom.

1Todd Tyler 

ZONES: 

APPEARANCE: 15 years old, white trash. Handsome, looks much older than he is.

Todd knows all about pain and cruelty. Seem enough for a lifetime or two. Since he was a small child, he was beaten by his father, the local preacher.  Todd has six younger siblings, including pretty Peggy and all of them have had broke bones or lost a tooth or two to the man's fist.

A week ago the Preacher died.  The police fished his body and the body of some whore out of a car wreck.  They could only tell who they were from their dental charts.  Now Todd is expected to be the man of the family, but he yearns for freedom.  He wants to get drunk at the 7-11 with his friends and throw bear bottles into the Clay River.

Todd checked out the wreck of the car.  It weren't no car accident.  The burnt shell was found at an abandoned roadside diner.  Someone torched the car and the Sherrif was either covering up something or was a damn fool.

A few months ago, Todd had an affair with Francine, the strange wife of the the town pharmacist (his best friend Dwight's mother).  She comes from the big town of St Cloud and is very exotic and wordly.  Then she told Todd that she was pregnant.  He wanted her to leave her husband and they could both move to St Cloud. She just laughed and said she was run outa St Cloud and the only reason she was goin back was to get an abortion. 

Todd was devastated at the death of his child.  He had pinned his hopes for the future on Francine, she made him feel like a man. Now he has sunk as low as can be.  Todd has caught a whore's disease from her but won't get it treated cos Doc Havish would soon let the whole town know about the great shame.

One reason why Todd has come to the Boneyard tonight is to contintue the search for  his grandfather's still. It is a mythical contraption but was said to brew the best shine in the four counties.  If Todd could find it, he would have a way of getting together some money and maybe then getting out of Mayfield.

When he was younger Todd was abducted by doctors who performed strange experiments on him.  He doesn't know if this was memory or nightmare but he has had recurrent dreams about it this last few days.

CHARACTER HOOKS: Proud, Rough, Bleak, Crushed, Grim, Mendacity, Disgust

GOALS:

Coming of Age

Youth soon withers or else turns sour. The becoming of an adult is a terrible time of change - obligations of responsibility and smouldering sexuality battle each other in the will and in dreams.  The young must find their own path in life lest they be overwhelmed or consumed by these forces.  In order to provide for his family, Todd needs to find a way of making money.  Maybe the 'shine still is still out there.

White Church, Dark Secret

Who would hide a church in a junkyard?  Perhaps Crane's Boneyard was built to hide the church?  This is a mystery to tempt the curious into places where they ought not go.  Perhaps that is its purpose after all.

Personal Goal

Preacher Tyler was an ornerny sonofabitch but he was blood.  And blood calls out for blood.  That car accident was no accident and his death calls out for justice.

2Peggy Tyler

ZONES:  
APPEARANCE: 12 years old, white trash, beautiful in an unearthly way.  Delicate like glass.

Peggy knows what it is to be hurt so bad that you crawl into your shell and never come out again. For years she has been beaten and abused by her father, the preacher. Worst was when he got his Lodge buddies, like Sherrif Foster round to join in.

The Lodge hall is in the old Mason building in Mayfield.  The brothers are all good Christian folk on Sundays, but on weeknights they worship some metal woman.  She sure ain't the Holy Virgin.

Peggy has a fragile beauty, quite unlike the coarse hill-stock of the rest of her family. Pa Tyler claimed that Peggy was not of his blood and that her Ma was a loose slut (or else consorting with devils).  Therefore what he did to Peggy is no harm in God's eye.

He's dead now.  He was in some carwreck with an unknown woman.  Peggy feels relieved but guilt gnaws at her gut that this was somehow her fault.

Peggy dreams of being a model, running off to a big city like St Cloud.

When younger she was abducted by witches who made her drink potions.  She can't recall is this was real or just a nightmare but she has been dreaming about it the last few nights.

CHARACTER HOOKS: Fragile, Damaged, Wistful, Broken Glass, Dreaming, Distant

GOALS:
Coming of Age

Youth soon withers or else turns sour. The becoming of an adult is a terrible time of change - obligations of responsibility and smouldering sexuality battle each other in the will and in dreams.  The young must find their own path in life lest they be overwhelmed or consumed by these forces.  Peggy wants to be important, to have people take notice of her.  She's sick of being the delicate invalid that everyone creeps around for fear of breaking her (except, of course, Pa Tyler).

White Church, Dark Secret

Who would hide a church in a junkyard?  Perhaps Crane's Boneyard was built to hide the church?  This is a mystery to tempt the curious into places where they ought not go.  Perhaps that is its purpose after all.

Personal Goal

Peggy wants to escape from Mayfield, festering with its dirty little secrets.  She wants a fresh start, for everything to be clean again.  She wants to go to the big city, to St Cloud.  Maybe even  further.

3 Dwight Ashburn 

ZONES: 
APPEARANCE: 15 years old, white trash.  Goggle eyed.

Every family has one. Dwight is the peculiar son of the Mayfield pharmacist.  His father blames his mother, says its the family madness.  She was not too stable herself, given to bold behaviour and her big city ways. She was a stranger to Mayfield, turned up one day with nothing but a pink valise.  Pa took her in and then rued the day forever more.

Dwight's grandmother has another explanation, she told him that his bloodline was special.  She told him of the old religion, said that he would have to go into the earth one day. He likes to think she was talking about being dead and buried but suspects she means something else.

To be frank, Dwight is weird. He likes experimenting on animals and collecting things in jars.  Dead things. When he was younger, he was abducted by aliens who experimented on him.  Dwight kinda figures that 'as above, so below'.  He heard that somewhere.  Anyways, he has been dreaming about those aliens, last few nights.

At present, his mother and father are tense.  Mother had to have an abortion which went wrong and ended up butchered inside and barren.  Dwight found this out by spying, a favorite hobby.  Mother was supposedly visiting family in St Cloud but was having the whore's operation.  She now claims is dead as the dead moon inside.  She always was given to histrionics.

CHARACTER HOOKS: Sneaky, Careful, Sly, Giggling, Odd, Frog-Eyed, Collector, Sharp, Curious

GOALS:
Coming of Age

Youth soon withers or else turns sour. The becoming of an adult is a terrible time of change - obligations of responsibility and smouldering sexuality battle each other in the will and in dreams.  The young must find their own path in life lest they be overwhelmed or consumed by these forces.  Dwight's rampaging hormones give him one immediate drive, to taste the nectar of sexuality.

White Church, Dark Secret

Who would hide a church in a junkyard?  Perhaps Crane's Boneyard was built to hide the church?  This is a mystery to tempt the curious into places where they ought not go.  Perhaps that is its purpose after all.

Personal Goal

Dwight fancies himself a scientist, an experimenter and a pioneer.  He wants to take part in a great experiment, "to bodly go" as they say on the tv show.

4 Maybeline Foster 

ZONES: 
APPEARANCE: 13 years old, white trash. Makes her self up to look older, but usually just looks cheap.

Since the very begining, Maybeline wanted it all.  Unfortunately she got nothing and when she stopped being a cute little kid, she got even less.

Maybeline's Mother runs the Blue Bayou trailer park and tearoom, her father is the sherrif.  They split when her brother Billy (or "Biff") went missing six years ago, at Halloween. Maybeline can still remember part of the conversation:

Ma:  I don't believe this, you're the Sherrif. Tell them NO.

Pa:  I don't have no say, hon.  It's what THEY want.  We can't just pick up some transient kid like usual...

Ma:  You and your goddamn boys club.  If you'd let him go to St Cloud with John Gallows when he wanted to, he wouldn't be faced with..

Pa: It's already done, nothin I can do.

Billy had not come home that day and Maybeline never saw him again. Ma had moved out to the trailer park, where she later became the manager.  Once, when drunk, Ma said "May it was you they shoulda took".

Maybeline is best friends with Peggy Tyler, the daughter of the Preacher who battered and abused her. She never said nothing but Maybeline knew.  She secretly followed the reverend Tyler to his Lodge meeting one night and saw what he did to her and allowed his Lodge brothers to do to her, including Maybeline's own father.

A little voice has been speaking to Maybeline, calling itself the 'Bad Lily'.  It urges her to do bad things.  She is a sadist and a cunning killer under the guidance of her little friend. She killed old man Tyler for what he did to Peggy. Maybeline was filled with rage but is also jealous of Pa Foster's attentions.

A week ago she followed Preacher Tyler to an abandoned roadside diner he saw the preacher meet a whore. Maybeline doused their car in petrol while they were engaged in carnal pleasures and they were consumed in an inferno. That has not been the only murder.

Since an early age, Maybeline has had ecstatic visions of angels.  Last week they took her away and operated on her soul.  She was returned to her bed the same evening.  Perhaps Bad Lily is really an Angel. Anway, for the last few nights she has dreamed of the angels on a regualr basis.

CHARACTER HOOKS: Carefree, Tawdry, Lethal, Husky, Wilful, Angry, Covetous

GOALS:

Coming of Age

Youth soon withers or else turns sour. The becoming of an adult is a terrible time of change - obligations of responsibility and smouldering sexuality battle each other in the will and in dreams.  The young must find their own path in life lest they be overwhelmed or consumed by these forces. For Maybeline it is the power of life and death which occupies her attentions.  People can be squashed like bugs.

White Church, Dark Secret

Who would hide a church in a junkyard?  Perhaps Crane's Boneyard was built to hide the church?  This is a mystery to tempt the curious into places where they ought not go.  Perhaps that is its purpose after all.

Personal Goal

Bring down the Lodge amidst hellfire and damnation.

Introduction:

The Boneyard Curs

Shelter in hidden church at crossroads, on the road to the big city St Cloud.  Everyone's hiding from something.  Cowering in the darkness, hiding from life or 

 Noone comes here because  a junkyard hides it from view.  Black corn whispers to the dark.

A group of local kids have showed up.

Invisibility.  Place touches the otherworld and is full of invisible creatures

5 HENRY CRANE - mad hobo been here for ages

6 SCARECROW - mad hobo also long term

7 HOLY JOE - young man on the lam, has preacher's collar but is no saint.  He and Linda Lee have been holed up in the church for a few days.

8 LINDA LEE - mongoloid who follows Joe devotedly

5 Henry Crane 

ZONES: 

MANTLE: A hobo, dishevelled and deranged

APPEARANCE: A charred skeleton

GAMENOTE: Your Mantle is the Illusion which hides your true form.
Ghost of the priest who killed his flock  over a hundred years ago by poisoning the communion wine with rat poison.  Transferred here from the city when he found out about the old religion they practiced, human sacrifice and new that it had to stop.  Found the ring of corpses on crosses in the cornfield.  When the other townsfolk (few that were at the city or not of this religion) found him praying to the dead and took him out to the cornfield and hanged him, then burnt the bodies and the church.  Some heard screaming in the church and pounding on the doors as though they were not dead.  The locals built dump to hide the charred earth, today they call it 'Crane's Boneyard'. Over the years the church has come back, rebuilding itself from the junkyard and Henry Crane has returned.  The corn has grown back black. He and another mad ghost calling himself the scarecrow have lived here for a hundred years and are like an old couple, bickering and totally dependant on each other.

He exists both in the real world (the DOMAIN) and the spirit world (the INTERIM).  There are worlds beyond that are perceptible but not able to be reached.  Because of this, he can see the creatures which move around, invisible to the others.

See strange creatures in the Interim, including one which looks like Francine Pritchard (15) a notorious folk villainess who killed two husbands then threw herself to her death in the Clay River.

Crane has heard whispers about a creature called the Ancient.  It abducts sleepers and performs experiments on them, altering their internal mechanics by putting parts of itself into them.  Lots of townsfolk have had it done, thinking that they were just having a bad dream.

CHARACTER HOOKS:Raggedy, Anguished, Hateful, Betrayed, Torn, Rotting, Perdition 

GOALS:

Curse of the Black Corn

The evil that has been wrought here has soured the earth and turned the corn black.  There must be a way to lift this curse and restore fertility to the land.

Lord, why have you forsaken me?

They say that God is dead.  He sure as hell hasn't been to Mayfield recently.  Faith was once a nourishing thing, a blanket which kept out the cold.  Now it seems to be nothing but a crutch for a cripple. Still, redemption for pasts sins cannot be impossible, can it?

Personal Goal

Crane wants to find peace and pass over into death.  He hates being trapped here, with the wails of the damned ringing in his ears.

6 Scarecrow 

ZONES: 

MANTLE: A hobo. The Scarecrow cannot remember who the man was or what he did.  His Mantle is a blurred indistinct memory.

APPEARANCE: Man constructed of rotting fruit, ala Archimboldo

GAMENOTE: Your Mantle is the Illusion which hides your true form

The Scarecrow was once the man but he left his life behind when he became the protector of the earth.  He was, however, certainly a follower of the the old religion.  Every nine years a new protector replaces the old and a willing sacrifice becomes the corn god. He thereby earned the patronage of the LOST, the old gods, for Mayfield.  The scarecrow was bled to death on a cross in the cornfield.  He was brought into the arms of Angel, the goddess who looked just like a debutante, Francine Pritchard who had gone missing years before.  She had joined with the Goddess and reassured the man that death was only the beginning.

It has been a hundred years since the corn god awoke amidst flames to discover that a priest had killed the followers of the old ways and burnt down the church and the field.  The church, rebuilt itself over the years, with scraps from the junkyard (locals call the Boneyard) built on site.  A field of black corn has replaced the old field and an infertile scarecrow has gone mad.  He and a mad ghost, Henry Crane live together here.  They bicker and squabble like and old couple but are, likewise, totally dependant on the other's company.

He exists both in the real world (the DOMAIN) and the spirit world (the INTERIM).  There are worlds beyond that are perceptible but not able to be reached.  Because of this he can see the creatures which move about invisble to others in the Domain.

CHARACTER HOOKS: Shabby, Decayed, Gangling, Unhinged, Corrupted, Weak

GOALS:

Curse of the Black Corn

The evil that has been wrought here has soured the earth and turned the corn black.  There must be a way to lift this curse and restore fertility to the land.

Night Paralysis

There is something in the cornfield, an ancient malevolence.  It lures folk here, abducting them in their dreams for its own terrible purposes.  Discovering what it does and what it means to achieve is the first step in stopping the monstrosity.

Personal Goal

To find peace, see the traditions restored and find a replacement Corn God.

7 Holy Joe

ZONES:  
APPEARANCE: 30 years old, sallow and pale. Lank dark hair and sunken eyes.

John Gallows was the golden boy of his home town.  In football and acting he excelled.  When he was 16, the men from the TV company saw him in the school play and offered to take him to the big city, St Cloud, and make him the star of a show.

John's first regret was leaving behind his oldest friend, Billy (Biff) Foster.  He wanted to take Biff with him, but Biff had to stay because of family responsibilities.  Biff's father was the Sherriff and it was thought that he would become a deputy when he turned 18.

John became very successful but had some regrets. Soon Biff stopped replying to his letters and he lost touch altogether. Success lead to the lifestyle of the successful.  One day on a cocaine high, John bottomed out.  He felt as though he had contracted a wasting disease of the soul.

He couldn't work, he consumed more drugs and made enemies at the same rate as he lost friends.  His appearance began to change as this spiritual rot consumed him. No longer the handsome football star, he withered as his outwar appearance transformed to match his inner decay.

Four years later he was not welcome it St Cloud. A junky he dresses like a preacher and goes by the name of Holy Joe. He was given to robbery to get quick cash to buy drugs. Tonight he is on the run after accidently killing a guard.

He tried to kill himself but Linda Lee (8) a sweet mongoloid girl saved him from the wreckage of the stolen car that he drove off the covered bridge. She seems devoted to Joe and he can't bring himself to tell her to go away.

A week ago, at an abandoned roadside diner he saw a preacher and a whore murdered. Their car was doused in petrol while they were engaged in carnal pleasures and they were consumed in an inferno.  Joe saw a young girl toss aside a petrol can and run giggling off.  He did not get a good look at her through the smoke. 

They have returned to Mayfield, his home town. It is almost as though he was drawn here.  They only made it as far as the junkyard outside town, when they sought shelter for the night. It has been a place of sanctuary for the last few days.

CHARACTER HOOKS: Hollow, Tired, Yearning, Guilty, Angry, Wintery, Scarred, Defeated

GOALS:

White Church, Dark Secret

Who would hide a church in a junkyard?  Perhaps Crane's Boneyard was built to hide the church?  This is a mystery to tempt the curious into places where they ought not go.  Perhaps that is its purpose after all.

Lord, why have you forsaken me?

They say that God is dead.  He sure as hell hasn't been to Mayfield recently.  Faith was once a nourishing thing, a blanket which kept out the cold.  Now it seems to be nothing but a crutch for a cripple. Still, redemption for pasts sins cannot be impossible, can it?

Personal Goal

To find a purpose in life, something to stop the terrible waste.  Time is waste, life trickles away and nothing is built to last.

8 Linda Lee

ZONES:  
MANTLE: Jolly plump mongoloid girl

APPEARANCE: Same as MANTLE but built of light

GAMENOTE: Your Mantle is the Illusion which hides your true form

Mongoloid angel and protector of Holy Joe.  Child of a human impregnated by the Intercesionary (the Lightbringer or the Redeemer). He bears the spirit of the intercessionary which is so powerful it wastes his soul and body.  Intercessionary seeks to keep the factions fighting over the ancients and not combine forces.  The intercessionary is on the side of the mortals and wants to keep the creatures from beyond the veil in conflict.

These are THE LOST, creatures of dream, echoes of another place and THE PROFANE, beings manifesting the corruption of the flesh.  They seek control over earth sites where the fragments of the Ancients are buried.

The intercessionary is the grace of spring rain, the sum total of what mankind will be, projected from the future to the present. It seeks the end of the tyranny of the Ancients and the outsiders who squabble for their bones.  It is the Redeemer and the Lightbringer, that brings hope where there is none, cleans away corruption and rot. Regrowth and renewal.

The Intercessionary can even gain influence among the Profane and the Lost, it has sent signals to Linda Lee, humming along the power lines. Jest of the Profane (10) has been converted to the cause and Ergot of the Lost (20) seems receptive to its ideals.

The intercessionary is hard on its hosts, its holy fire consumes their bodies and souls like a spiritual wasting disease.  It is the role of creatures such as Linda Lee to protect and give aid to these martyrs.  Holy Joe (7) is one of these.  Linda Lee pulled his body from the wreckage of a car.  He had tried to kill himself by driving off a covered bridge.  She has to give him succour while he fulfills his destiny.

Linda Lee may grant grace to anyone who does a truly selfless act, a small dose of enlightenment which brings peace and helps to heal the soul.  It also allows one to see through the lies and perceive the true forms, the soul behind the Mantle.  Linda Lee can do this at any time.

Linda Lee can move among the realms of earth and spirit as she wills.  Unlike most creatures from beyond, she is anchored to the Domain and is visible there.  She can see the beings which are invisble to others in the Domain.

CHARACTER HOOKS: Serene, Watchfull, Protective, Ribald, Optomistic

GOALS:

Night Paralysis

There is something in the cornfield, an ancient malevolence.  It lures folk here, abducting them in their dreams for its own terrible purposes.  Discovering what it does and what it means to achieve is the first step in stopping the monstrosity.

Curse of the Black Corn

The evil that has been wrought here has soured the earth and turned the corn black.  There must be a way to lift this curse and restore fertility to the land.

Personal Goal

To sow discord among the Profane and the Lost.  If they fight each other, they will never udnite and become a real threat to the Intercessionary.

Introduction:

The Oddfellows of Jest
Part of The Profane, elder beings of lust, sensation and corruption - the pains and the pleasures of the flesh. Known as The Apostates, The New Flesh, The Colibri, The Fallen, The Unwritten Creed, Malus Corporeous. They represent worldly evils, cruelty and the exercise of will on the world.  

Seeking influence over sites where the ancients are buried, ancients are fragments of the fallen one, the loser in a war of gods.  

The METAL PRIORY under the Dead Moon is this group's world.  The tunnel of love as designed by Piranesi.  It is a world of hierachy and order, supervised by the Panoptican which adminsters the Word from the great book of unwritten law, the Enchiridion. This volume contains all the great lists and nomeclature of all the things in the world of Flesh.

The Profane seek out mortals as mantles and control the world through direct influence (compelling or suggesting evil deeds) or through patronage of secret societies and cults like the Great Opuscule.  They may reward followers by making them Sorcerers who, contaminated by new flesh may change the laws of reality around them.

A MANTLE is the clothing of flesh which a Profane adopts in order to interract with the world of mortals, they usually come from dead people.  They gain a more human appearance but often gain traits of the dead and some distant memories.  A mantle host  rebelling against it's Profane parasite is almost unheard of. 

The Profane's primary rivals are THE LOST, creatures of dream and sorrow, lost in nostalgia from a world known as the Carnivean.  Their time has gone yet they seek to retain control of the Ancients' sites.

There is another force at play, a mysterious entity known as THE INTERCESSIONARY which seems to protect mortals from the manipulations of outsiders.

The site under contention is black cornfield in a midwestern American town.  It was under the sway of the People of Sorrow, a hundred years before.  They established a corn god, mortal who protected the fields and the folk.  Balanced swayed to the Oddfellows of Jest when the worhippers killed by a mad priest by poisoning communion wine.  He was lynched by locals (not members of the church or old religion) who burnt down the church and the cornfield, building a junkyard on the ruin.  Over the years the church has rebuilt itself from the junk and the cornfield has grown back black.

In the town of Mayfield, the IRON MANNEQUIN patronises the LODGE - a cult which many townfolk belong to. It is under her instruction that they sacrifice a youth every Halloween which her Profane bretheren may take as a Mantle or make their slave beyond death.

There are 4 Zones in this freeform.  The DOMAIN is the world of the mortals.  Unless they possess a mortal, creatures from beyond are spirits, invisible to most mortals. The INTERIM is the shadow world between the Domain and the worlds beyond, the Carnivean of the Lost and the Metal Priory of the Profane.  

THE ODDFELLOWS:

 9 JEST: The Black Abbot of Mirth.  Archon and leader

10 THE RED BUTCHER:  Jest's beautiful adopted son

11 BUFFOON:  A hollow puppet and slave to Jest's will

12 THE WANDERER: A killer, gunfighter of the crossroads

13 BAD LILY: Flower of Corruption

14 IRON MANNEQUIN: Lady of Rust, Patron of the Lodge

9 Jest 

ZONES: 

MANTLE: Lithe contortionist. Bald and balletic. 

APPEARANCE: Lace and barbed wire.  Perfumed filth.

Black Abbot of Mirth. Made leader by Buffoon.  Artist of Cruelty.  Lustfully embraces The Red Butcher as his beautiful adoptive son.

Inspired preacher's murderous rampage. Used the Wanderer (12) to implant suggestion in his mind.  Preacher Henry Crane is now a ghost (5), bound to the corrupt earth by his villainy.

Jest is concerned at how much power he actually wields.  Most important suggestions come from Buffoon.  They are good suggestions but its seems as is the slave has most of the real power.

Jest has become disenchanted with the Profane. He has been tempted by the Intercessionary, a creature of enlightenment which seeks to free humanity from the tyranny of outsiders and the Ancients.  It is the redeemer who is to come and the lightbringer.  It is time the Lost and the Profane minded their own affairs and let the mortals guide their own destiny.

The Lost have some breeding program involving the mortals. Little do they know it, but the Intercessionary is using them to breed itself.

CHARACTER HOOKS: Decadent, Austere, Filthy, Blasphemous, Stately, Regal, Perverse, Pandemonium, Operatic, Jewelled, Festering, Luxurious

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

The Interimlovers

For most of their lives, the mortals live in blissful ignorance of the Interim and the worlds beyond. It is usually impossible for them to cross the veil unless they walk the secret paths or the veils weaken at special times (like tonight).  Some beings create devices such as magic mirrors or puzzle boxs to make the transition easier.  It would be a matter of great prestige to invent (or discover) new methods to ensnare mortals.

Personal Goal

Jest wants to look after his own kind, but not at the expense of humanity's growth.  He has true fondness for the Red Butcher (inconstant as he is) and seeks to help him in advancement.  The other Profane are like children to Jest - to be kept out of trouble and protected.  Particularly with the coming of the Intercessionary.

10 The Red Butcher

ZONES:  
MANTLE: An elegant scultpure of flesh, mostly perfect, but. His current Mantle is Billy Foster, a handsome football hero. His heart was broken by the loss of a love and when the Lodge killed him, it was a welcome release.  His bitterness at being abandoned fuels his ambition.

APPEARANCE: Beautiful boy of razors.  He is filled with clattering machinery like a razor typewriter, an unindentifiable lump of meat rolls around inside the machinery being eternally grinded and mutilated by gears and levers.

The Knave of  Razors, Saint of Mutilation, Scion of Jest. Hates his master, Jest but plays up to his decadent fondlings.

Has been engaged in lustful pursuits with Bad Lily (13) and secretively with Ergot of the Lost (20).  Must have a thing about flowers.  It is sacrilege to be involved with the Lost, partiucarly so intimately.

Looking into the Ancients.  Found a reference in a book of law that the ancients can modify humans for some purpose.  It is clear that it is not the same thing as adopting a Mantle, the mortal is not possessed but is changed in some way.

CHARACTER HOOKS: Mercurial, Blithe, Vicious, Charming, Corpus Delicti, Mendacity, Ordained, Angry Wound, Carnal, Hedonistic, Balletic

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

The Conspiracy of Mirth

Jest's time as archon of the Oddfellows is at an end.  He has grown careless and lax in his position of power.  He should be toppled and replaced by the Red Butcher, a dynamic leader who would take the Profane on to greater glories.

Personal Goal

To find a new Mantle, the bitterness of the present one is clouding Red Butcher's judgement.

11 Buffoon

ZONES:  

MANTLE: A crouching dwarf, neatly attired.  Has no hands, but metal claws.

APPEARANCE: A hollow puppet with shrieking voice like tormented bridge girders

Jest's slave.  Actually the real power in the Oddfellows, the puppet guides the hand.  He was originally a mortal, taken as Jest's servant but has gradually assumed the power of the Profane.

  Realm is self-deception, delusion, the untruths that lead to evil.

CHARACTER HOOKS: Foul, Shrieking, Sinister, Rustling, Macarbe, Gallows Humour, Vulgar, Scuffling, Naughty, Void

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

Seize the Lightbringer

The Intercessionary is a thorn in the side of all those from beyond the Interim.  As a result, many seek to expose the machinations of the intercessionary.  It wants to bring about an end to the power of the Ancients.  It may send a spy to this event, perhaps influencing someone within one of the factions.

Personal Goal

Relinquish command and find a worthy replacement.  Jest is just not up to the task by himself.

12The Wanderer

ZONES:   
MANTLE: Brooding stranger 

APPEARANCE: Darkness

Gunfighter of the crossroads, lord of murder.  Has worn many human forms to compell their killing hand and fought the Traveller throughout the millenia.  Each time they meet in mortal shells, they kill each other. Guided the hand of Crane when he killed his parishoners (suggestion of Jest but the Wanderer suspects that Buffooon really pulls all the strings).  Crane is now a ghost(5), bound to the church until he releases his guilt.

CHARACTER HOOKS: Righteous, Demanding, Silent, Vengeful, Violent, Brooding, Tempest, Lamentation, Retribution, Apocalypse

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

The Interimlovers

For most of their lives, the mortals live in blissful ignorance of the Interim and the worlds beyond. It is usually impossible for them to cross the veil unless they walk the secret paths or the veils weaken at special times (like tonight).  Some beings create devices such as magic mirrors or puzzle boxs to make the transition easier.  It would be a matter of great prestige to invent (or discover) new methods to ensnare mortals.

Personal Goal

The Wanderer is consumed with hatred for the Traveller.  Each Halloween they meet at the crossroads and fight out their dual to their deaths.  If he could only win one time, he may destroy the Traveller forever.

13 Bad Lily

ZONES:  
MANTLE: Sultry, pale beauty. Homecoming queen of Mayfield.

APPEARANCE: Fleshy plant, dripping juices of corruption

Flower of corruption.  Saint of Debased Sexuality. Lady of the Black Jelly. Inspired the murderous activities of Maybeline by whispering obscene suggestions in her ear. A week ago, Maybeline killed Preacher Tyler while he was engaged in carnal pleasures with a whore. She doused the car in petrol and they were consumed in an inferno.  That was not the only murder. Foster was an agent of Iron Mannequin who would not be impressed if she found out why he was killed.

She has shared her carnal pleasures with the Red Butcher (11).  She has also been involved in a forbidden tryst with Princess Jack (16) of the Lost. She wants to exploit this secret to get information damaging to the Lost.

CHARACTER HOOKS: Sultry, Overripe, Cloying, Heady, Intense, Thrilling, Disgusting, Lacerate, Viscera, Another reason to cut off an ear, Rotten, Decadent, Erotic, Velvety

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

The Conspiracy of Mirth

Jest's time as archon of the Oddfellows is at an end.  He has grown careless and lax in his position of power.  He should be toppled and replaced by the Red Butcher, a dynamic leader who would take the Profane on to greater glories.

Personal Goal

Bad Lily is consumed with jealousy of Iron Mannequin.  While maintaining a civil demeanour, she cannot understand why that cold bitch gets to run the Lodge. Bad Lily wants to usurp her or create a rival cult, dedicated to indulgence.

14 Iron Mannequin

ZONES: 
MANTLE: A tight lipped, weathered woman.  Used to hard work.  Her face is covered with an uneven grid of deep scars and seams.  Her voice is impossible deep, like rolling thunder.

APPEARANCE:  Rusty Iron Mannequin, a salamander crawls through her innerspaces giving heat and flashes of flame through the joints and eye sockets

Lady of Rust.  Saint of Alienation.  Build a shell to keep out the world.  Runs secret society (Mayfield Lodge) in town which is ostensibly a chamber of commerce.  Includes sherrif and had included the preacher Tyler (now dead). Pissed off at this.

The Ancient has been abducting the children of Mayfield as they sleep and doing something to them.  They sleepwalk out into the fields and returned, changed.  What part this has to play in the plans of the inscrutable Ancient cannot be guessed at.

CHARACTER HOOKS: Hard, Cautious, Callous, Forceful, Corrupt, Doubting, Relentless, Lament, Dead, Distant Thunder

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

The Conspiracy of Mirth

Jest's time as archon of the Oddfellows is at an end.  He has grown careless and lax in his position of power.  He should be toppled and replaced by the Red Butcher, a dynamic leader who would take the Profane on to greater glories.

Personal Goal

The Lodge is a difficult responsibility.  Iron Mannequin wants to recruit a slave to help her.  This will involve the permission of Jest and the death of a mortal.

Introduction: 

The People of Sorrow
Part of the Lost, creatures of dreams from another place. Create inspiration and change great artists, visionaries, genocidal lunatics.

Represent entropy in the world of nature.  Once were creatures of spring and growth or summer and plenty.  Now late autumn slips into winter.

Seeking influence over sites where ancients are buried, anceints are the first of the Lost, the stranded dreamers from another place who dream the world.

The Carnivean is their world a fondly remembered Penny Arcade with darkened shadows, a toyshop of secrets.  It exists in a dreamscape, a junkyard of the collective unconscious buried deep in the soul of humanity.  It is full of discarded dreams, nightmares, the erotic and the sadly beautiful.

The Lost seek out mortals to use as mantles. A MANTLE is a clothing of soul which a Profane adopts in order to interract with the world of mortals, they usually come from dead people.  The souls are fused but the Lost are the controllers. They often gain traits of the dead and some distant memories.  A mantle host  rebelling against its Lost master is almost unheard of.

Sometimes the Lost select souls of the dead to serve them in the Interim or their own world, such as the earth kings of old.  Living mortals may be given the powers of dreaming and visions.  They can be given the gift of sorcery - powe over the hearts and minds of their fellows.  This has been used, particularly by the Gameplayers (18 & 19) to turn the tide of history.

The Lost's primary rivals are THE PROFANE, painbringers and creatures of lust and corruption that seek to exploit the flesh over the dreaming.  There is another force, the mysterious INTERCESSIONARY which seems to be striving to protect humanity from the Lost and the Profane.

The site under contention is black cornfield in a midwestern American town.  It was under the sway of the People of Sorrow, a hundred years before.  They established a corn god, mortal who protected the fields and the folk.  Balanced swayed to the Oddfellows of Jest when the worhippers killed by a mad priest by poisoning communion wine.  He was lynched by locals (not members of the church or old religion) who burnt down the church and the cornfield, building a junkyard on the ruin.  Over the years the church has rebuilt itself from the junk and the cornfield has grown back black.

There are 4 Zones in this freeform.  The DOMAIN is the world of the mortals.  Unless they possess a mortal, creatures from beyond are spirits, invisible to most mortals. The INTERIM is the shadow world between the Domain and the worlds beyond, the Carnivean of the Lost and the Metal Priory of the Profane.

While in the Domain, the Lost are invisible to most mortals.

15 ANGEL: Queen of Sorrow.

16 PRINCESS JACK:  The bestial Princess.

17 THE TRAVELLER:  Cardsharp and dandy gunman

18 & 19 THE GAMEPLAYERS: Identical twin chessplayers

20 ERGOT:  Flower spirit of visions

15 Angel

ZONES:  

MANTLE: A decadent Southern Belle. Francine Pritchard was also a notorious nineteenth century folk villainess who killed two husbands then threw herself to her death in the Clay River.

APPEARANCE: White, fleshy worm thing which flouresces in the moonlight, a will o the wisp which leads men to their deaths in the swamp

Queen of Sorrow. Lady of Lost Laughs and Forsaken Joy.  Languid, disinterested.  Without hope.  Her realm is decay.

Knows old Earth God (6) who is long past his time.

CHARACTER HOOKS: Regret, Shimmering, Mothlike, Regal, Dreamy, Distant, Forsaken

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

Seize the Lightbringer

The Intercessionary is a thorn in the side of all those from beyond the Interim.  As a result, many seek to expose the machinations of the intercessionary.  It wants to bring about an end to the power of the Ancients.  It may send a spy to this event, perhaps influencing someone within one of the factions.

Personal Goal

To restore the old earth religion that once idolised Angel as a goddess.  To turn back the clock to an era where magic and beauty were appreciated, not scorned.

16 Princess Jack 

ZONES: 

MANTLE: Deformed freak

APPEARANCE: A woman with a head that shifts through bestial shapes, never one particular animal.  Always howling and hungering.

Princess of Sorrow. Realm is shapes and the wildness of beasts. Jack may adopt the shape of any animal.

Jack has been involved in a scandalous affair with Bad Lily of the Profane (13).  If the others found out, both would be outcast from their people.  Jack was pleased with the diversion and enjoys taking risks. She is cany enough to realise that the Bad Lily is just taking advantage of her and has no real interest.

Jack is fascinated by the mythology of the Ancients.  Everyone has a different theory as to what they are and what they seek to achieve.  One disturbing myth tells that the Ancients are waiting for all of the sites to belong to either the Lost or the Profane and this will bring about the end of the world.  Yet another theory would say that they are waiting to see which of the two factions is the strongest and then they will crush it.

CHARACTER HOOKS: Change, Inconsistency, Forward Looking, Cunning, Masks beneath masks, Secrets, Raw Sexuality, Vigourous, Scent, Heat, Coming into Season, Musk,

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

Dark Dealings

Some of the Lost seek a union with the Oddfellows of Jest. The Lost are dying and need to attach their future to a dynamic and proactive force.  There are plenty of mortals who have become interested in the forces beyond in recent times.  It seems foolish to conflict over scant resources when unity brings power.

Personal Goal

Jack seeks influence over the Domain, a realm which she cannot walk.  She wants to found a line of mortals with Lost blood which would be her eyes and ears in the Domain.  She needs to concieve these monstrous children with a mortal and may change her sex to be the mother or the father.

17 The Traveller

ZONES:  

MANTLE: Charming dandy cardsharp

APPEARANCE: Mass of worms

Gunfighter of the crossroads.  Embodiment of death.  His cards show your dirty secrets and possible deaths of you and your loved ones.

CHARACTER HOOKS: Charming, Sly, Wicked, Hearty, Slick, Personable, Conniving, Secrets

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

Dark Dealings

Some of the Lost seek a union with the Oddfellows of Jest. The Lost are dying and need to attach their future to a dynamic and proactive force.  There are plenty of mortals who have become interested in the forces beyond in recent times.  It seems foolish to conflict over scant resources when unity brings power.

Personal Goal

Every year on All Hallow's Eve, the Traveller and the Wanderer fight out their last gunfight.  Each time they mortally wound each other and skulk away for another year.  The Traveller is sick of this blind hatred and feels trapped in this bloody cycle.  He wants to find a way to break it, to get off of the carousel.

18The Gameplayer 

ZONES: 
GAME NOTE: Name Badge has "18 or 19"

MANTLE: Colourfully dressed chessplayer. Wears a mask.  Dressed identically to twin.

APPEARANCE: Tightly twisted veins vigourously pumping blood.

Twins of heart and mind.  This is heart. Controls the emotions and gives power to demagogues and fools.

CHARACTER HOOKS: Jolly, Distant, Secretive, Mischeivous, Uncaring, Vicious, Playful

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

Seize the Lightbringer

The Intercessionary is a thorn in the side of all those from beyond the Interim.  As a result, many seek to expose the machinations of the intercessionary.  It wants to bring about an end to the power of the Ancients.  It may send a spy to this event, perhaps influencing someone within one of the factions.

Personal Goal

This Gameplayer hates the other Gameplayer, while maintaining an air of conniving civility.  He will do anything to thwart his brother's schemes.

19The Gameplayer

ZONES:  
GAME NOTE: Name Badge has "18 or 19"

MANTLE: Same as twin

APPEARANCE: Stolen breath

Twins of heart and mind.  This is mind.  Creature of inspiration.  Progress going backward. Creates wars, turmoil, systems of thought and isms.

CHARACTER HOOKS: Same as twin

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

The Interimlovers

For most of their lives, the mortals live in blissful ignorance of the Interim and the worlds beyond. It is usually impossible for them to cross the veil unless they walk the secret paths or the veils weaken at special times (like tonight).  Some beings create devices such as magic mirrors or puzzle boxs to make the transition easier.  It would be a matter of great prestige to invent (or discover) new methods to ensnare mortals.

Personal Goal

This Gameplayer loathes the bond to his unpleasant twin and wants to break free of it, to forge an identity of his own.  He would kill his brother but fears that this will bring an end to his life too.

20 Ergot

ZONES: 
MANTLE: Haunted, pale fortune teller

APPEARANCE: Fungus mandrake woman, knotted and twisting.

Fertility turned to fermentation.  Hallucination, vision, change.  The wilderness overgrows all.  Time destroys ego, the self is an illusion.  Once all plants and flowers had their Lost mistresses. Now poor Ergot is alone.

Knows experiment of the Ash families (Ashly, Ashburn and Potash) to breed a god.  Interbreeding and inbreeding program set in place under old religion but still carried out by some adherents.  These families do not marry for love, but to breed a god.  This was a program of the Lost by which they wanted to create something capable of fighting the Intercessionary. Sometime Ergot wonders why we do fight the Intercessionary, perhaps mortals should be free to choose their own destiny.

Has been involved in a forbidden tryst with The Red Butcher (11) of the Profane.  Ergot is defiant of the laws and customs, she sees that there is little difference between the factions aims and wonders why they play the Ancients' game at all.

CHARACTER HOOKS: Seductive, Light Headed, Vague, Fermented, Quiet, Humid, Ripe, Hot, Pliable

GOALS:

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

Dark Dealings

Some of the Lost seek a union with the Oddfellows of Jest. The Lost are dying and need to attach their future to a dynamic and proactive force.  There are plenty of mortals who have become interested in the forces beyond in recent times.  It seems foolish to conflict over scant resources when unity brings power.

Personal Goal

Ergot seeks freedom from the foolish conflicts that shape their lives.  Individuals should chose their own destinies and not be bound by the machinations of others.

Moderator's Stuff
Every character has two plots and one personal goal.

Stir the Ancient

The time has come that only the Ancient may decide who lays claim to this part of the Domain.  It is dormant beneath the earth and no one knows how to rouse them. Still this must be done, whatever the consequences.

(all Lost and Profane)

The Mayfield Kids are the avatars of the Ancient.

Coming of Age

Youth soon withers or else turns sour. The becoming of an adult is a terrible time of change - obligations of responsibility and smouldering sexuality battle each other in the will and in dreams.  The young must find their own path in life lest they be overwhelmed or consumed by these forces.

(Mayfield kids)

The Conspiracy of Mirth

Jest's time as archon of the Oddfellows is at an end.  He has grown careless and lax in his position of power.  He should be toppled and replaced by the Red Butcher, a dynamic leader who would take the Profane on to greater glories.

(Red, Lily, Mannequin)

?? Information which makes Jest vulnerable.  May be achieved by an alliance with the Lost need renewal because both factions are stagnating.

Dark Dealings

Some of the Lost seek a union with the Oddfellows of Jest. The Lost are dying and need to attach their future to a dynamic and proactive force.  There are plenty of mortals who have become interested in the forces beyond in recent times.  It seems foolish to conflict over scant resources when unity brings power.

(Jack, The Traveller, Ergot)

Both factions are stagnating and need a renewal, a stimulation which might come from a mixing of power.

Seize the Lightbringer

The Intercessionary is a thorn in the side of all those from beyond the Interim.  As a result, many seek to expose the machinations of the intercessionary.  It wants to bring about an end to the power of the Ancients.  It may send a spy to this event, perhaps influencing someone within one of the factions.

(Gameplayer, Angel, Buffoon)

Discover more about the intercessionary

The Interimlovers

For most of their lives, the mortals live in blissful ignorance of the Interim and the worlds beyond. It is usually impossible for them to cross the veil unless they walk the secret paths or the veils weaken at special times (like tonight).  Some beings create devices such as magic mirrors or puzzle boxs to make the transition easier.  It would be a matter of great prestige to invent (or discover) new methods to ensnare mortals.

Find new ways of introducting mortals to the interim worlds (ie the still/meat machine). Puzzle boxes, buildings, mirrors have been used in the past.

(Gameplayer, Jest, The Wanderer)

White Church, Dark Secret

Who would hide a church in a junkyard?  Perhaps Crane's Boneyard was built to hide the church?  This is a mystery to tempt the curious into places where they ought not go.  Perhaps that is its purpose after all.

(Mayfield kids and Joe)

Curse of the Black Corn

The evil that has been wrought here has soured the earth and turned the corn black.  There must be a way to lift this curse and restore fertility to the land.

(Linda Lee, Scarecrow, Crane)

Night Paralysis

There is something in the cornfield, an ancient malevolence.  It lures folk here, abducting them in their dreams for its own terrible purposes.  Discovering what it does and what it means to achieve is the first step in stopping the monstrosity.

(Linda Lee, Scarecrow)

The Ancient. has been constructing avatars.  Something is happening.

Lord, why have you forsaken me?

They say that God is dead.  He sure as hell hasn't been to Mayfield recently.  Faith was once a nourishing thing, a blanket which kept out the cold.  Now it seems to be nothing but a crutch for a cripple. Still, redemption for pasts sins cannot be impossible, can it?

(Crane, Joe)

Need to earn the Grace of the Intercessionary by performing a selfless deed.

DESCRIPTIONS-BONEYARD 
Beneath a Harvest Moon

Crane's Boneyard was no place for a church. A citadel of rusting metal, discarded bones of buildings, skins of cars, teeth of obsolete machines. But still, there it was - the whiteboard church, stark in the starlight.  Behind it the black corn rustled and whispered.

Inside the forsaken wait.  Rememption is at hand, tonight a bloody moon will rise on the sleeping evils of the past.

In another place, they are moving.  The veils are coming down.  The People of Sorrow and the Oddfellows of Jest. Tonight they stir the Ancient

A FREEFORM for 20 players

Adults only

ZONES:
.

Crane's boneyard. The derelict whiteboard church, the junkyard and the black cornfield beyond.


CHARACTERS:
1: A

2: A

3: A

4: A

5: A

6: A

7: A

8: A
Characters 9 to 20 are invisible.

DESCRIPTIONS-FROM BEYOND:
Beneath a Harvest Moon

Crane's Boneyard was no place for a church. A citadel of rusting metal, discarded bones of buildings, skins of cars, teeth of obsolete machines. But still, there it was - the whiteboard church, stark in the starlight.  Behind it the black corn rustled and whispered.

Inside the forsaken wait.  Rememption is at hand, tonight a bloody moon will rise on the sleeping evils of the past.

In another place, they are moving.  The veils are coming down.  The People of Sorrow and the Oddfellows of Jest. Tonight they stir the Ancient

A FREEFORM for 20 players

Adults only

ZONES:

.

THE DOMAIN: Most beings from beyond are invisible to mortals in the domain.
 THE INTERIM:  The souls of the dead wail inside the church, trapped by some great evil.
THE CARNIVEAN:
THE METAL PRIORY:

CHARACTERS:
1: A

2: A

3: A

4: A

5: A

6: A

7: A

8: A

9: A

10: A

11: A

12: A

13: A

14: A

15: A

16: A

17: A

18: A

19: A

20: A
TIMES:

Tonight is Halloween, the time of the year whthe barriers are at their weakest.  When the moon rises, the boundary between the Domain and the Interim comes down amidst much shrieking and rejoicing, allowing free access to all.  At midnight, the Metal Priory and the Carnivean become as one with the Interim and the Domain.

DESCRIPTIONS:

NTERIM.SUPPLEMENT
The world is truly a strange place. You have crossed the veil into the Interim, a shadowland similar to the real world but alive with strange spirits and beings, previously invsisible.

ZONES:

 The Interim. A mirror or shadow of the real world.  But darker shadows extend from the world beyond, warping and twisting the shapes of the Church and Junkyard. The church is full of spectres, the moaning spirits of the damned.
A world beyond, visible but unable to be touched.
 Another inaccessible world beyond.  This one is like 


NEW.CHARACTERS:

9: 

10: Biff

11: A

12: A

13: Homecoming Queen

14: A

15: This.

16: This woman looks like Francine Pritchard  a notorious folk villainess who killed two husbands then threw herself to her death in the Clay River.

17: A

18: A

19: A

20: A

TRUE.SHAPES:
Creatures of the other worlds keep their true forms well hidden.  The strange brew which you have consumed lets you see through the illusions as well as cross the Zone barriers.
1: A

2: A

3: A

4: A

5: A

6: A

7: A

8: A

9: A

10: A

11: A

12: A

13: A

14: A

15: A

16: A

17: A

18: A

19: A

20: A
