So You’ve Never Run Promethean Before...
Ok. Stop panicking. It’s Sunday morning, you’re tired and hungover and a rather evil-looking gentleman in a beard has handed you a Promethean scenario. Con as usual. Not to worry, however, because I’m going to give you everything you need to know about basic Promethean backgrounds and physiology in order to run this awesome and rather underappreciated game. Promethean, not the scenario. Everyone’ll appreciate the scenario... Sure...

I’m going to include the upsides and downsides to being one of the Created in the World of Darkness here, as well as a little note on some terms and stuff you may want to know. If you know all this already, skip it, use it as a handy reference, or make a paper aeroplane out of it and peg it at the rules lawyer when he gets too annoying! Alternatively show it to your players so they know what they are too.

Knock back your coffee. We’re going on a Pilgrimage.

Promewhatnow?

Within the World of Darkness, patchwork men and women walk the earth. Abominations against nature, rejected by the very earth they tread, these poor beings walk the hardest path of all: the road to Humanity. Dead flesh taken and given a mockery of life, these revenants are neither living, dead, nor undead; trapped in a half-state between the three until the Fire that drives them burns out or they manage to burn the dross of their souls away and become real, mortal humans at last. Damned from their first shuddering breath, these rough beasts know themselves as Prometheans, or the Created. Of all the supernaturals that walk the night, only they were never human. And of all the supernaturals that walk the night, only they can become human. They are an alchemical process in motion, the base matter of dead clay and stolen breath transformed by experience and understanding to the gold of humanity.
All in all, they have a very, very rough time of it.

We Are The Dead

Prometheans are made in two ways: the first way, and the rarest, is when a human demiurge is gripped by the inspiration of the Azoth or Divine Fire and attempts to resurrect a dead person. The resurrection fails, but the Azoth still gives life to the corpse, sort of. The being born in this way is not the person who died (indeed, no Promethean is the person that lived in the body (or bodies) they now call their own) but an entirely new entity. Each Promethean created this way is unique and often go on to found Lineages as they walk their own paths to humanity. There are five Lineages known (and one rumoured) to exist in the modern nights. They are:
· Nepri: It’s debatable whether the Nepri or the Tammuz are the oldest of the Lineages still walking the earth, but they claim descent from Osiris himself and the rituals for making an Osiran echo the tale of Osiris’ resurrection at the hands of Isis. They’re associated with the element of water and the phlegmatic humour, meaning Osirans tend to be unemotional, quiet, stoic and introverted.

· Tammuz: Claiming descent from the lover of Ishtar in Babylonian myth, the Tammuz are also known as Golems. Indeed, they are associated with the Jewish golem legends closely. Tearing their way from the earth where they are buried, Tammuz are tough as nails and prone to black moods due to their melancholic humours. Tammuz often suffer periods of intense destructive rage followed by helpless lethargy.
· Galatea: Beautiful the way an anatomically correct doll can be beautiful, the Galatea claim descent from the statue of Pygmalion in Greek myth. Alluring and repulsive at once, the Galatea are associated with the element of air and the sanguine humour. This makes the average Galatea emotional, passionate and sensual. This can often run to extremes of obsession and the like, however. Galatea are the most drawn to humanity and human contact, and combined with their ever-changing moods and desires disaster often follows.

· Ulgan: There are places where it was believed that shaman must undergo a ritual dismemberment of their spirit body by hungry spirits and be put back together to attain true power. Sometimes, the spirits tear the physical body apart too. Ulgan Prometheans claim descent from these myths. Ulgans are mystics and seers, associated with their imbalance of ectoplasmic humour (a humour unknown to the ancient world). Spirits are often drawn to Ulgans, who rarely enjoy the experience.
· Frankenstein: Dating back to the early 19th century, the Frankensteins are the youngest Lineage by far, and the only lineage who know for a fact the identity of their progenitor (and that he’s almost certainly still out there somewhere. Last reports suggested he was in America and using the name Varney. He always had a twisted sense of humour.) The book got some details wrong (having apparently been told to Mary Shelley by an enemy of Victor’s Son) but the essentials are basically true: a Frankenstein is made by stitching parts of corpses together and then supercharging them with electrical current. The Frankensteins are associated with the element of fire and tend to be choleric in humour, meaning they’re surly, short-tempered and easily brought to anger.
· Zeka: Sir Not Appearing in This Game.

The most common way a Promethean is made is by another Promethean however, following a general blueprint of the ritual that gave them life and sharing the metaphysical properties of their maker. The reason this is done (i.e. the only reason anyone would damn someone else to this hellish existence) is that it’s generally agreed that while everyone’s Pilgrimage is different, the only step everyone must undertake is to successfully create a new Promethean to take their place. Some make several successfully, some... fail. More on that in a bit. In general terms, all Prometheans wake up with a fully adult consciousness and the ability to speak the local language or the language their body spoke before it died. They lack emotional context (or, for that matter, true emotions).
Being A Promethean Is Awesome Because...

Believe it or not, there are some sweet bennies to being one of the Created  (they’re outweighed by the drawbacks, sure, but let’s be positive for the moment, shall we?) Prometheans are fundamentally different from people in several ways and not all of those ways are bad. Being a Promethean is good for the following reasons:

· Azoth: The fire of inspiration and intelligence, the Divine Fire, this mystical substance is what burns in the Promethean body and drives it in place of a true soul. All Prometheans have an Azoth rating, indicating how brightly the fire burns. Having an Azoth trait allows Prometheans to spend Pyros to fuel their alchemical powers. The Bestowments and Transmutations which are the supernatural powers of Prometheans are described individually and in detail in each character’s writeup.
· Superlative Endurance: Being animated dead flesh has its benefits. Prometheans need to both eat and sleep, but require far less of both than humans. A Promethean can function for several days without sleep before taking any penalties to fatigue. In addition, they can eat any organic substance they can physically chew and swallow and gain nourishment from it (though he may not enjoy it all that much.) Also, Prometheans are not knocked unconscious or inhibited by injuries until they’re effectively being dismembered. A Promethean can function without penalty with a full health bar of bashing or even lethal damage; only aggravated damage can take one down permanently. Beating a Promethean to death will probably tire you out before you actually hurt him. Prometheans almost never get sick. As a final note, Prometheans may even cheat death. Assuming a Promethean has an Azoth rating of two or higher, death is a temporary setback. The following sundown after their untimely death the Promethean’s Azoth flares and burns down, with the end result that the Azoth rating drops to one and the Promethean comes back to life. This is a one-shot though; even if they raise Azoth again no Promethean (except Nepri, and once again more details in the character writeup for Alex) can cheat death more than once.
· Electroshock Therapy: All sources of energy carry the Divine Fire to some degree, but in electrical energy it is at its purest. As such, Prometheans are healed instantaneously by contact with electricity at the same rate that it deals damage to others. For reference, see below:

	Electrical Source
	Damage 

	Minor, e.g. Wall Socket
	4B

	Major, e.g. protective fence
	6B

	Severe, e.g. junction box
	8B

	Fatal, e.g. mains feed/subway rail
	10B


Damage values are per turn and in bashing damage. Bashing damage is healed on a one to one basis. It takes two points of electrical ‘damage’ to heal a level of lethal and three points to heal a level of aggravated. Bashing heals first.

· Transhuman Potential: A Promethean can stoke the Azoth within themselves to achieve truly superhuman mental or physical feats. A Promethean can increase their ratings in any attribute (or combination of attributes if they can afford to spend multiple points of pyros per turn) at a cost of 1 point per dot increase. The only limit is the number of pyros a Promethean can spend per turn.

On the Other Hand, This Really Sucks

Of course, as I’ve indicated already it’s not all sunshine and awesome alchemical superpowers. The Pilgrimage to attain the Golden Dawn is hard, and a lot of the obstacles along the way come from the Promethean nature itself. Prometheans are more unnatural than anything else in existence, even the other supernaturals in the world. The Divine Fire should not exist in the concentrations that it does in Promethean bodies. This has several rather unpleasant side effects.
· Disfigurements: Prometheans are all walking corpses. In some cases, they are corpses that have been taken apart and put back together. This means that as a rule they aren’t very attractive. The Galatea’s skin is like glazed porcelain, shiny and unnaturally white. Her skin is traced with delicate black silk stitching and her perfection falls square in to the uncanny valley. The Tammuz is covered in a thin crust of clay and filth that seems to have grafted to his skin; no matter how hard he tries the dirt on his skin and under his nails never goes away. The Osiran is in some ways the most unsettling, because they just look like a corpse that’s desiccated and browned or blackened in bogwater. The Frankenstein is a patchwork of body parts all held together with rough stitching and metal staples, skin tones jarringly different from one piece to the next as static arcs between electrodes in his fingers. Ulgans are covered in black rents which seep the night, and their eyes are black pools of terror that see beyond. Fortunately, the Azoth hides itself – it generates a thin veil that covers the Promethean’s body in an illusion of normalcy. This isn’t perfect, however; there’s always something a little off about a Promethean’s appearance, and when they use their powers or allow electrical current to pass through their bodies to heal it fails completely, revealing the true appearance beneath.
· The Earth Rejects Thee: Prometheans are, through no fault of their own, total abominations. The Divine Fire is a natural force of inspiration and creativity, but in the concentrations it exists in within the bodies of the Created it spiritually frays and burns the world around it. This damage is not physical at first, though it does manifest physically later. This damage comes in two forms: Wasteland and Disquiet. Wasteland only occurs when Prometheans stay in one place for a long time, so going in to it in too much detail won’t really be necessary for this game. Disquiet, however, will.
All living things can sense the innate wrongness of the Promethean. Animals shun them completely, but the reaction from humans is far worse. If a human interacts with a Promethean for longer than briefly, they become filled with irrational fear and loathing for the Created they are speaking to. As this is usually unnatural and out of character, most people try to suppress it at first, but eventually it burns through, usually violently. A Promethean who tries to live among humans can expect to be shunned, scorned, subject to violence and eventually lynched. There’s a rather intricate system for this, but for the purposes of this game we’re going to go with something simpler. Every time a Promethean and a human interact, apply a cumulative -1 penalty to any and all social rolls as the human becomes more and more angry and upset. Should no roll be called for, roleplay this deterioration as growing mistrust and anxiety, an obvious eagerness to end the conversation and leave the Promethean’s presence. Once the roll is reduced to a chance die, the human is openly hostile to the Promethean, and must roll Willpower not to assault the source of their inexplicable hatred. As before, this roll takes a -1 cumulative penalty after the first.
· Foul Humours: As alchemical beings, Prometheans don’t have true emotions the way mortals do. Rather, the four alchemical humours exist in their body (along with a fifth that was unknown in the classical system), and the interactions between these humours create a simulacrum of emotion. This, combined with Prometheans being adult minds with no emotional context for the things they encounter until they learn some of their own, means Prometheans can have pretty bizarre reactions to stressful emotional situations. On top of this, the humours of the Promethean are never in balance: each Lineage is imbalanced toward a particular humour, which has the effect of skewing their emotions a certain way. This means that under extreme mental or emotional stress Prometheans can enter Torment, a virtue extremity defined by their ruling humour. More on this below.
1. Melancholia, or Black Bile: Associated with the element of earth, melancholics tend toward depression, bleak moods, and lethargy. Tammuz are often fatalists and pessimists, with a temper that’s slow to burn but is truly terrifying to encounter when roused. In Torment, Tammuz fly in to horrifically destructive rages before sinking into unshakeable depressions were even moving seems an insurmountable task. These can last for days at a time.

2. Choler, or Yellow Bile: Associated with the element of fire, cholerics tend to be surly, spiteful and vindictive, slow to let go of grudges. Frankensteins make a disgruntled lot at the best of times, and in Torment become dangerously vindictive and vicious, throwing aside all other goals in pursuit of an eye for an eye over any slight, real or imagined. Sometimes they take more than eyes.

3. Phlegm: Associated with the element of water, phlegmatics are stoics and rationalists, generally calm and emotionally unresponsive. Osirans are emotionally unavailable and reserved at the best of times. In Torment they become utterly sociopathic and callous, allowing nothing and no-one to get in the way of their goals.
4. Blood: Associated with the element of air, sanguine people are sociable, gregarious, and emotional. Galatea tend to be flighty, incautious, friendly and irrepressible, but also flaky and needy. That’s at their best. At their worst Galatea are obsessive bunny-boiling needy terrors, who’ll do anything to possess the object of their obsession.
5. Ectoplasm: Associated with the spiritual element, the element of ectoplasm is tied to more primal, baser urges and instincts. As such, Ulgans tend to run on intuition, faith and instinct, rarely thinking actions through before taking them. In torment they lose higher brain capacity completely and operate on a pure fight-or-flight level of instinctiveness until the Torment clears – an Ulgan gone feral is a dangerous beast best avoided.
· Fire Angry: The final important thing to note about being a Promethean is fire. Like electricity, fire carries the Azoth. However, unlike the pure electricity fire is impure and dangerous – instead of rejuvenating the Promethean, contact with fire causes their own Azoth to overload. Thus, fire deals aggravated damage to all Prometheans (including Frankensteins.)
That pretty much concludes the primer. Hopefully I’ve remembered everything you need to run Promethean. If not, wing it and smack me later! I’ll be the one with the thousand-yard stare in the corner, weeping over RPG notes.
