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INTRODUCTION
Vs Y

You have entered a gilded world of terrifying magick.

This is the moment when we could say, we ought to say, “Only you can save us.” That would be
empowering, but it wouldn't be true. That’s not the way the world works, and that’s not how
real heroes are born. Instead, we invite you to fight, explore, investigate—dare we say, play?—
in this place where arcane forces and human corruption come together like alchemy.

Candela Obscura is a horror tabletop roleplaying game (TTRPG), built on the Illuminated
Worlds System, about occult investigators hunting down the dangerous supernatural forces
making incursions into a world very much like your own.

Candela Obscura is also the name of the paranormal secret society charged with protecting
the world from deadly magickal phenomena. Though we’ve worked to collect knowledge of
this magick and its creatures over the centuries, our understanding is still limited. We know
they come from a realm beyond our own, but what they want and why they’re here is still

a mystery to us.

As a member of this organization, you will traverse the wide landscape of the Fairelands, the
capital of which is the sprawling, turn-of-the-century city of Newfaire—a metropolis built
atop the ruins of an ancient, fallen civilization still teeming with the remnants of powerful
magick. You will face unfathomable horrors within the crowded downtown streets of the
Varnish, investigate strange disappearances in the cornfields of Tottergrass, and even delve
into the writhing underground ruins of Oldfaire, to help us stop these powerful supernatural
beings from tearing apart our world.

WHAT IS A ROLEPLAYING GAME?

If you've never played a TTRPG before, don’t worry—we’ll teach you everything you need to
know. You're in for a series of sessions, each running anywhere between 2—5 hours, where
you'll be embodying a person in this strange and dangerous world. You will make choices
about how this character acts, what they say, how they feel—all while interacting with your
fellow players to help them tell their own stories. You'll imagine, or invent, everything you do,
and if you don’t know if something will succeed or fail, you'll pick up your dice and roll to see
what direction the story moves in next.

If you have participated in a TTRPG before, this style of play might work somewhat differently
than what you're used to. Our game’s primary focuses are investigation and social encounters,
with instances of horror and violence interspersed. This means that all character types are
useful throughout the course of an adventure and it’s not essential to consider the balance of
your party when building a team of investigators.

The game also functions primarily as a conversation—ideas, information, action, and dialogue
are exchanged between everyone until a situation arises where the outcome is unclear. When
dice are rolled to determine that outcome, the result helps ascertain whether the player will
miss, succeed, or get a mixed success—meaning they get what they want but it comes at a cost.
We'll talk more about this in detail soon.

In the meantime, know that on a miss or a mixed success, the scene should escalate—danger
could make itself known, monsters can attack, gear may break, allies might be thrust into peril, or
any number of complications will move the story forward in an exciting and dangerous way.

This back-and-forth—between players taking actions and the scene evolving based on those
actions—is the language of play in this game.

NOILDONAOYLNI
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OVERVIEW OF GAMEPLAY

Every table will have a group of players, known as player characters (PCs), as well as a
gamemaster (GM) who facilitates the world, moves the plot forward, plays non-player
characters (NPCs), and moderates the rules. GMs are not wholly responsible for the fiction
but rather present the reality of the world so that players can make choices, and then they
aid in determining the outcome of the results that come from those decisions. Building the
narrative of Candela Obscura is a collaboration among equals empowered to take charge of
different roles.

To begin, the table should have access to all of the game’s character sheets, available as a
download at darringtonpress.com/candela, and each player should have nine 6-sided dice,
called d6 for short. Three of these dice should be of a separate and distinct color from their
counterparts. These will be referred to as gilded dice, and the remaining six will be known
simply as standard dice.

Each character has a set of actions, which determine how many 6-sided dice the player rolls
when attempting to do something in the narrative that has an uncertain outcome. The GM
will set the stakes and expectations of the situation, and help the player select the action

that best applies to the roll. When determining

the outcome of the roll, the player will most often NERVE

tell the GM their single highest result. Then, the &5 = = —V—
GM will describe how the scene changes as a 00O ' S
result of that roll. O SIKE s e et o

Each character also has drives, expendable 000

resources that represent their character’s ability < Control  dnve shoot finesse

to push themselves in a given situation. They 00O

provide a means of grouping actions under three CUNNING

overarching themes: Nerve, Cunning, and Intuition. = i

But, more importantly, this mechanic provides © Sway - camince command, comsort RESISTANCE
a way for players to improve their chances of 00O

success on any roll. © Read  interprer body language spot fies. gather motives

Additionally, every character has abilities that o
provide customized skills specific to e‘ach character 00O

type, and allow you to further customize your
personal narrative.

This overview represents only a small, but O Survey  sch uack sor RESISTANCE
important, fraction of the tools you'll use to o0 O
successfully navigate an investigation. As you O FOCUS  inspect analyze. rememt
explore this book and play through the world, you 000
may rest assured: things will become clearer. < Sense  aune chanl. reveal

00O

Bure a resistance vo reroll a number of dice equal toyour actionrating. {0

THE RULES ks e

There are only a few core rules within this world that should not change.

That is to say, when reading through the rest of this book, remember: this is your game. In
nearly every case, you may pick and choose from the available rules and lore to provide the
best possible experience for everyone at your table.

That said, there are some tenets to abide by in order to navigate this strange place. So long as
the following rules remain intact, you are playing the truth of Candela Obscura.

\
\
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Rules of the World /ﬂ\

Candela Obscura takes place in a world that resembles your own. The average
citizen neither knows about, nor would believe in, magick or its effects.

There is a barrier, known as the Flare, between this realm and the beyond.

There are places where the Flare is weakened—referred to as thinnings.
These thinnings allow metaphysical energy, known as magick, to seep
through the Flare.

The myths, legends, and folktales of the Fairelands are stories created by
average citizens to explain real magickal phenomena.

Rules of Magick

Magick can become infused in mundane objects, places, or beings,
permanently altering them. If a thinning is opened wide enough, creatures
from beyond may also come through. Anything affected by magick or from
another realm is known as a phenomenon.

Bleed is the corruptive force left behind by powerful magick. This bleed also
radiates from the phenomena that have made incursions into the world.

When a person is exposed to too much bleed, they may be taken over by these
supernatural forces, become corrupted, or die. The manifestation of bleed
varies based on the phenomenon.

People with inherent magick are rare in the mundane world. Many Candela
Obscura members interact with magick by wielding powerful artifacts. These
items may also reduce, contain, or eliminate bleed.

Rules of Candela Obscura

Members of Candela Obscura are investigators of supernatural phenomena,
attempting to protect the world from these dangers by securing
and studying them.

The organization has a hierarchy that includes a council of Lightkeepers

who direct the resources of Candela Obscura. A small party sent out by a
Lightkeeper to investigate a phenomenon is known as a circle. This mission is
known as an assignment.

There are Candela Obscura chapters, local enclaves of many members,
throughout the world. Each has access, via a thinning, to the organization’s
transdimensional vault, known as the Fourth Pharos.

The Fourth Pharos is the fourth iteration of a lighthouse stronghold that
sits within the Flare. Inside, there are vaults where the most powerful books,
artifacts, and phenomena are kept for safety. The security of these vaults is
maintained by centuries-old, constantly turning magickal astrolabes.

NOILDONAOYLNI



SETTING OVERVIEW

In the northern country of Hale lies the fertile
valley known as the Fairelands, a diverse and
prosperous region currently in recovery from
a brutal six-year war. On its western coast sits
the central hub of politics and progress, the
capital city of Newfaire.

Filled with technology that resembles your
own during the turn of the twentieth century,
this civilization stands upon the ruins of its
ancient, alchemical predecessor known as
Oldfaire. With a blend of ancient and modern
architecture that resembles the integration
found in such cities as Edinburgh, Lima, New
York, Paris, and Istanbul, citizens are nestled
within historical Brutalism and the recent . -
evolution from Art Nouveau into Art Deco. — e =)

In the Fairelands, modern development
consumes arcane history, and players grapple
with both the horrors from beyond the Flare
and the great forces that rule the mundane
world. More about the Fairelands can be
found on page 87.

ROLES & SPECIALTIES

As Candela Obscura is a horror game of investigation, we recommend prioritizing a journey
of self-discovery and metamorphosis, rather than fully forming every detail of your character
before the first roll of the dice.

Character creation is an opportunity to investigate the world of Candela Obscura on two
fronts: What do you wish to explore within your character? What does your table wish to
explore as a team? As long as we make empathetic choices and prioritize the needs and health
of our friends at the table, we can use the game as an opportunity to explore the aspects of
this world that both excite and scare us.

Characters are made up of a role, the position they fill within their circle, and a specialty, the
unique set of skills and experiences they possess. You may choose from the following roles
and specialties:

Face (Journalist & Magician) characters seek mastery of the people.
Muscle (Explorer & Soldier) characters seek mastery of the body.
Scholar (Doctor & Professor) characters seek mastery of the mind.
Slink (Criminal & Detective) characters seek mastery of the unknown.

Weird (Medium & Occultist) characters seek mastery of the arcane.

Candela Obscura is a world of monsters, both magickal and human. This provides a
particularly keen opportunity to step into the skin of that which scares you. Consider playing
someone unlike yourself, imagining a new world from a new perspective. Or play someone
exactly like who you wish you could be, would never be, or are.



SAFETY TOOLS

Because you are about to embark upon missions of unexplainable horror, you must take
into account the safety of the people at your table. By understanding and respecting the
boundaries and needs of the friends you are playing with, you can dive deeper into the parts
of the world that most excite the group.

There are a number of safety tools available should you wish to use them, and you are
encouraged to explore the TTRPG Safety Toolkit, curated by Kienna Shaw and Lauren Bryant-
Monk, available at https://bit.ly/ttrpgsafetytoolkit for more information and resources.

TOUCHSTONES

There are many cultural touchstones from your world that you can use to explain the game to
friends and inspire the stories you tell.

Books: The Night Circus by Erin Morgenstern; Faeries by Brian Froud and Alan

Lee; Neverwhere by Neil Gaiman; The Ballad of Black Tom by Victor LaVelle; Scary
Stories to Tell in the Dark by Alvin Schwartz; A Darker Shade of Magic by V.E. Schwab;
Frankenstein; or, The Modern Prometheus by Mary Shelley; the Sherlock Holmes series by
Sir Arthur Conan Doyle

Comics: Hellboy created by Mike Mignola; Bizenghast by M. Alice LeGrow; Constantine
created by Alan Moore, Stephen R. Bissette, Rick Veitch, and John Totleben;
Department of Truth by James Tynion IV; The Invisibles by Grant Morrison

Films & TV: The Prestige by Jonathan Nolan and Christopher Nolan; Lovecraft Country by
Misha Green et al.; As Above, So Below by John Erick Dowdle; Crimson Peak by Guillermo
del Toro; Penny Dreadful by John Logan et al.; Ripper Street by Richard Warlow et al.;
Arcane by Christian Linke and Alex Yee et al.

Video Games: The BioShock series by Ken Levine et al. from 2K Games; Bloodborne and
Elden Ring by Hidetaka Miyazaki from FromSoftware

Candela Obscura stands on the shoulders of giants. If you enjoy
this game, we highly recommend the library of magnificent
tabletop games that influenced its creation. These include:
Apocalypse World by Vincent and Meguey Baker; For the Queen

by Alex Roberts; Kids on Bikes by Doug Levandowski and Jon
Gilmour; Kingdom Death: Monster by Adam Poots; and Monster of
the Week by Michael Sands.

In particular, we would like to tip our hats to the TTRPG Blades in
the Dark by John Harper from Evil Hat Productions. John’s workis
an incredible inspiration both in mechanics and tone, and it is our h ¢
great joy to count them as a friend. Should your investigators turn
to a life of smuggling and thievery, we encourage you to take your
circle to play among the scoundrels of Duskvol.

Additionally, Vaesen by Nils Hintze et al. from Free League
is a game of beautiful Scandinavian lore. Though set within
completely different worlds, we hope that the monsters of !
the Mythic North would find themselves at home among the

creatures of the Flare.

NOILDONAOYLNI
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THE CORE SYSTEM
iz N

A CONVERSATION AT THE TABLE

Your group’s exploration of the world will take the form of a structured conversation between
the players and the gamemaster. The GM will present the situation and give players the
opportunity to respond, and when the group reaches a place in the scene where the outcome
of a decision is uncertain and there is the possibility of consequences to the action, dice are
rolled to determine the result. Remember that there is no one person in charge of the story
you tell—you are all working together to figure out what happens next.

Though the GM'’s role is to facilitate all of the conflicts, enemies, adversaries, monsters, and
threats you face, this doesn’t mean they are playing against the rest of the table. Instead, the
GM’s goal is to provide a set of challenges that drive the narrative while, in equal measure,
providing opportunities for players to show off their character’s skills.

Within a “fiction-first” TTRPG like Candela Obscura, the narrative drives the action, rather
than the reverse. To support story development and healthy collaboration, you may hear
people use phrases like, “Yes, and...” Meaning: when someone pitches a concept, says a line,
or takes an action in good faith with the story, you should look for opportunities to support
them and use your creativity to build upon their ideas.

ON COLLABORATION AT THE TABLE

Utilizing the practice of “yes and-ing” one another should not be interpreted as carte blanche
for players to narrate outside the bounds of the fiction you are establishing together; but rather
an opportunity to foster a supportive atmosphere at the table. We encourage you to relish your
collaboration by introducing ideas that honor the truth of your shared fiction. When we balance
the equally important moments of taking the spotlight and shining the spotlight on our friends at
the table, a story emerges that is much richer than any one person could tell alone.

The rules, lore, and mechanics in this book are meant to work for you. Anything here may be
adapted, modified, or omitted based on your table’s needs and desires. Within this text, we've
introduced the Fairelands and included our guidelines for play, but the writing of a stranger
should never supersede the needs of your friends.

You may always choose to customize the world, our paranormal society, or anything else

W Y P &
you see fit to change. It is our great pleasure to have this text serve as a foundation for
your creations.
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DRIVES & ACTIONS

In Candela Obscura, three different drives (Nerve,
Cunning, and Intuition) encompass the nine
actions you can use to overcome the challenges of
an assignment.

Each action has a rating between 0—3 that
represents the number of dice you will use when
attempting that action. This reflects how well
your investigator generally performs this type of
behavior under pressure. Actions are covered in
more detail starting on page 50.

Each drive has a number of points between o—o.
You can spend any of these available points to add
an additional die (+1d) when rolling with an action
within that drive. The collection of dice you use for
aroll is known as a dice pool. For example, you may
spend Netve to add +1d to a Move roll, or Intuition
to add +1d to a Sense roll. Drives are covered in
more detail starting on page 48.

All drives have a maximum, which determines the
highest number of points your character can have
in that drive. They also have an amount currently
available, which will decrease as you spend them.

When your drive is empty, you cannot spend
any more points until you refresh that drive,
covered on page 41.

You may also spend drive to assist another
investigator in your scene. For more on helping an
ally, see page 11.

GILDED DICE

f\& Burn a resistance to reroll s number of dice equal to your action rating,

NERVE

& Move  run dodge navigare RESTSTANCE
O 0O

< Strike  punch break knock down
O 0O

O Control e shoor finesss
Q0O

CUNNING

<O Sway  comvinee
O 0O

<& Read  inteprer body tanguage spor fies. gather motives
O0O0

<& Hlde sneak. distract. skeight of hand
O 0O

command. consort

RESISTANCE

INTUITION

< Survey

O 0O0

& FOCUS  inspect. analyze. remember
O0O0

<& Sense  aune channel reveal
O 0O

RESISTANCE

e

Some of your actions will be gilded, denoted by a filled-in diamond. Utilizing this action can
help you earn back spent drive points, and narratively represents a skill that reinvigorates
your character. When you are rolling with a gilded action, you replace one of your standard
dice with a gilded die (a d6 of a different color). If, after you make the roll, you choose

Fﬁ; Nove  run. dodg nav

e ®O

& Strike  punch. break K
00O

<> CODtTOl drive. shoal. e

00O

point in Intuition.

&

the result of the gilded die, you can refresh a point in the
drive that encompasses that action. For example, if you
take the gilded result on a Survey roll, you earn back 1

Why wouldn’t you always choose the gilded result? You might
roll a 6 on a standard die and a 4 on a gilded die. Instead

of taking the full success, you could choose to take a mixed
success. You may prefer to recover 1 drive point, sacrificing a
cleaner narrative outcome for a mechanical benefit.



SETTING THE STAKES & EXPECTATIONS %'
Stakes

Before a roll is made, the GM may need to set the stakes. This gives the player an idea of the
severity of consequences that might be in store on a mixed success or a miss.

There are three levels of stakes:

Low stakes: The consequences of a miss or a mixed success won’t result in
immediate, significant danger. This might occur when you're searching a room
with plenty of time, or convincing an innocent civilian to help you.

Standard stakes: The consequences of a miss or mixed success might put you in
immediate, significant danger. This could occur when you're searching a room
while under the threat of being caught, or trying to make a deal with somebody
important. By default, every roll is standard stakes unless otherwise noted by the GM.

High stakes: The result of a miss or mixed success will put you in immediate,
significant danger or cause major narrative consequences. This might occur
when you're searching a room that contains a dangerous creature, or negotiating
with a powerful adversary.

Dani, playing a Soldier, is being threatened at knifepoint in an alleyway she is investigating.
She describes scrambling behind a dumpster to put distance between herself and her attacker.
The GM tells her to roll Move and explains that the situation is high stakes.

Expectations

The GM should also ensure that the expectations of a roll align with the player’s. If the

action is something they believe will only yield a limited result even at its most effective, this
should be communicated to the player before a roll is made—and likewise, if something will
inherently work very well even on a mediocre roll. This helps to align the player’s expectations
of how a roll will go before they decide to move forward with taking the action.

Kat, playing an Occultist, is in the middle of a dangerous encounter with a shadowy
phenomenon. Only moments ago, a member of their circle tried to shoot at the figure, and the
bullets passed right through it. Pulling out their Ghostblade, they describe how they lunge at the
entity. The GM tells them this will be a Strike roll, and because they are using the Ghostblade,
it will be more effective than with a standard hand weapon.

The Conversation

PCs should always have the opportunity to adjust their approach after receiving this
information. Only once the stakes and expectations have been aligned should an action roll
be made. This conversation allows players to spend their resources, like drive, appropriately
for the given situation. They may want to spend more, or less, once they understand

what's possible.

Carlos, playing a Journalist, is attempting to gain access to a government building in Silverslip.
He approaches the Periphery officers standing out front and asks them to let him through on
“important business.” The GM asks what he’s looking to roll here, and he answers, “Sway.” The
GM agrees, but warns him they won’t be easily convinced, so the roll won'’t be very effective:
“They may escort you inside on a success, but they aren’t just going to just let you pass.” Carlos
thinks for a moment, then decides to mark the gear Press Credentials, asking the GM if that
will make his argument more impactful. They agree; on a success, he will be free to go inside.
Carlos decides to spend 2 Cunning now that his goal of going in alone is possible.

WHLSAS 4400 dHL
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MAKING AN ACTION ROLL

The core dice mechanic of the Illuminated Worlds system is known as an action roll. When
there is a question as to whether a move you're making could succeed or fail and the
consequences are important to the narrative, the GM will call for an action roll.

1. The GM tells you what action you'll need to use, along with the stakes and
expectations of the roll. At this time, you may change your approach to adjust
expectations, lower the stakes, or modify the narrative implications.

2. You take a number of d6 equal to your action rating and add them to your
dice pool. If the action you are rolling with is gilded, replace one of your dice

with a gilded die.

3. Ifyoud like, you may spend 1 or more points from the drive that action falls
within to add additional dice to the roll.

4. Check to see if any of your abilities apply to the situation—these may let you
gild additional dice, add bonus dice, or give you other benefits.

5. Roll the final dice pool and tell the GM the highest result. If any of the
dice are gilded, you may take the gilded result, even if it is lower, to earn
back drive points.

After failing a Move roll to catch up to a suspect, Dani is running through a crowd searching
for them. The GM tells Dani to make a Survey roll with high stakes, because failing here would
mean she loses the target for good. Dani has a 2 in Survey, and she decides to also spend 1 point
in Intuition to help with the roll, for a total of three dice in her pool. Survey is also gilded, so she
replaces one of these three standard dice with a gilded die, then rolls.

She rolls a 3 and 4 on her standard dice and a 2 on her gilded die. Deciding it’s better to take
the mixed success, rather than earn back her drive on a failure, Dani chooses the 4.

The final result will guide the way the narrative unfolds.

On a 13 result, the roll is a failure. Usually, you don’t accomplish what you wanted,
and there are consequences.

On a 4—5 result, the roll is a mixed success. You accomplish what you wanted, but
it comes at a cost.

On a 6 result, the roll is a full success. You get what you wanted without
complication.

On multiple 6s, the roll is a critical success. You get what you wanted, and
something extra.

For more about consequences, see page 12.

Announcing the result of her roll, Dani asks the GM what happens next. With a mixed success
on Survey, the GM says, “Fighting through the crowd, you finally spot your target—they are

a ways ahead of you, pulling themselves up onto a cable car about to depart. Now, you know
where they are, but you won't be able to get there in time. Because of the high stakes here, take
a Brain mark from the stress of the situation. What do you do?”



AN ACTION RATING OF ZERO

If you have a rating of zero in the action you need to roll, and you decide not to spend drive to
add dice, you can still attempt the action. In that case, you'll roll two dice and take the lowest
result. Note that you can’t get a critical success on this (even if you get two 6s). If you are rolling
this way with a gilded action (or if any of your dice are gilded for another reason), you don'’t
get the opportunity to choose it as your result—but if it is the lowest outcome on the roll, you
still earn back drive. Remember that you may always spend drive to add additional dice to a
roll, and this can be very helpful on rolls where you have an action rating of zero.

Carlos jumps in: “I'm going to shout to the cable car to convince the driver to stop before the
target can get away!” The GM tells him to make a Sway roll, in which he has an action rating
of zero. He also has no Cunning left to spend, so he rolls two dice and takes the lower result. It’s
a 2—he runs toward the car shouting, but the trolley is too far, and neither the passengers nor
the driver notice. Nearby people on the street begin to react to the commotion he’s causing.

THE RULE OF SIX

There is one rule that always applies when making an action roll: you cannot use more than
six dice at any time. No matter how many bonus dice you get from assistance, abilities, or
drives, you can only ever roll a maximum of six dice in a single action roll.

HELPING AN ALLY & MAKING A GROUP ROLL

You may help an ally on a roll by describing how you aid them in the fiction, and then
spending 1 point from your own drive that contains the action they are using. This will
give them +1d on the roll. You may not spend more than 1 drive point to add additional
dice. By involving your PC in the situation, you are also opening yourself to the dangers of
consequences should the roll go poorly.

When helping an ally, remember that you are offering aid. Use this as an opportunity to
support their time in the spotlight rather than overshadowing it.

Kat steals a carriage to continue their pursuit and must roll Control to navigate the cart
effectively with their circle inside. They have an action rating of 1 in Control, so they have one
die in their pool. Dani says that she wants to help, and Kat agrees. Dani describes how she
stands on the top of the carriage to keep an eye on the fleeing cable car above the crowd, then
she spends 1 point of Nerve. Kat takes the additional die and rolls with two in their pool.

When more than one PC wants to help someone with their roll, or multiple members of a
circle want to collaborate on one action, a group roll can be made. Choose a PC to lead the
attempt—they will use their action rating on the roll, plus any drive they want to spend.
Then, any others who are participating may spend 1 drive point to add an additional die to
the pool. The roll may not use more than six dice.

Not all PCs who want to be involved in the group roll must spend drive to do so. The
mechanical benefit is only one aspect of their aid—the GM should evaluate how the
effectiveness of the action changes based on the contributions of the group, and adjust the
expectations of the roll accordingly.

Having pursued the cable car, the circle sees their target hop off and disappear into the
backdoor of a warehouse. Approaching the door, Carlos finds it locked. He says he wants to put
his shoulder into it to see if he can ram it open. The GM tells him that would be a Strike roll,
but also sets expectations, explaining that this won’t be very effective—the door is reinforced
and designed to prevent break-ins. Carlos asks Dani and Kat if they will help and they both
agree. Dani spends 1 Nerve to add an additional die, but Kat has none to give. They describe
lining up in an attempt to hit the door at the same time. The GM sets new expectations, saying
the Strike action will definitely be more effective with all of them involved.

WHLSAS 4400 dHL
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CONSEQUENCES

On a miss or mixed success, the GM introduces a consequence. This is called making a move.
Some GM moves are prescriptive and come from a particular threat (such as a monster or
villain), while others are more subtle, or narrative-based. No matter what move they choose,
the fiction will change as a result of the miss or mixed success. For more on making moves,
GMs should see page 160.

MIXED SUCCESS

On a mixed success, you get what you want, but it comes with a consequence or cost. This
is the most common dice result in the game and has the benefit of advancing the story
while heightening tension. A mixed success could introduce additional dangers or create
complications. For example: you only achieve a portion of your goal, you take marks while
performing your action, or your behavior alerts enemies to your circle’s presence. There
are any number of consequences that could fit within the narrative while propelling the
adventure forward.

On a mixed success, the GM'’s move can include:

Damage: You do what you intended, but take some damage in return. This consequence
works well when the action you are performing is physically dangerous. You might strike
at an enemy with your brass knuckles, but also take Body marks in return.

Complications: You do what you meant to, but there is a side effect. If you're trying to
sneak past someone, and you roll a mixed success, you may get by them, but you leave a
trail that they notice, or make a sound that raises their suspicion.

Concession: You make it part of the way, but something happens. In a negotiation, you
might convince an NPC of the validity of a portion of your argument, but they bring

up details that need clarification—or points they won’t budge on. If you're sneaking,

you may make it halfway there before you see an unexpected obstacle. Mixed successes
shouldn’t be used when it would completely negate the premise. Meaning: a mixed success from
sneaking shouldn’t mean you get caught. This might also manifest as a tough choice
you're forced to make; the GM says you can do one thing or the other thing, but not both.

Cost: You do what you set out to do, but there’s a cost involved. You convince the
guard to let you inside an area, but only for a limited amount of time. You negotiate an
outcome, but the NPC requires a favor from your circle in return. You successfully pick
the lock, but it takes longer than you expected.

Trouble on the Horizon: This is an announcement of future problems. It might manifest
as noticing footsteps coming around a corner, hearing an approaching creature’s roar, or
spotting something that indicates you're being followed.

An Opportunity Lost: An opportunity becomes impossible, or requires more of a
commitment than you initially thought you needed to make. You win your scuffle with a
minion, only to notice that the person you were after is gone.

Higher Stakes: You accomplish your goal, but find yourself in hot water. You're able to
open the ritual gate and shove the demon in, but it takes you with them.

Remember that you only roll when an action is difficult or dangerous. A Journalist asking
an innocent bystander what they saw probably doesn’t require a roll—the potential
consequences are low and the Journalist is inherently skilled at what they do. If they're
interrogating a suspect they've cornered in an alleyway trying to escape, the dice are
likely to come out.



MISS

On a miss, the outcome doesn’t go your way—though the GM may, in some limited cases,
choose to let you achieve your goal along with a significant consequence. Usually, you won't
achieve your desired outcome, but this shouldn’t always come from character incompetence.
Perhaps the enemy was prepared in a way you didn’t anticipate, or the surrounding
circumstances were too difficult for you to contend with.

On a miss, the GM’s move can include:

Damage: You don’t get what you want, and take significant damage because of it. This
consequence works well when the action you are performing is physically dangerous. You
try to dodge out of the way of an attack, but it’s unsuccessful and you take a Body mark.

Complications: The goal wasn't achieved in the way you wanted, and because of that,
something happens to further complicate the scene. While sneaking into a suspect’s
office, you've tripped an alarm or dropped the item you're holding.

Trouble on the Horizon: Failure to accomplish the objective leads to a discovery of
future problems you must face. You don’t get to the door in time to stop the cultist from
escaping, and suddenly the ground starts to crack below you. Their ritual worked—a
phenomenon is pulling its way into our world.

An Opportunity Lost: A previous opportunity becomes impossible. The escape route
now has a new patrol of guards, or an important negotiation doesn’t end in your favor.

Higher Stakes: You don't succeed, and this causes the stakes in the scene to escalate
further, putting you in a more dangerous position—the next roll you make will have
increasingly dire consequences. Failure means you're looking down the barrel of a gun.

If you're ever facing more powerful opponents, note that the GM might use more than one
consequence. This is often reflected in the stakes the GM set for the roll.

RESISTANCES

For every 3 maximum drive points you have, you also gain 1 point of resistance in that drive.

Resistance is a character’s way of pushing back against a consequence. Any time you don't like
the result of your roll, you may choose to burn 1 resistance point from the drive related to that
action. (Your resistance points are not affected by your drive expenditures, as resistance relies
on your maximum drive points, not your current available points.)

For example, if you want to resist the consequences of a Control roll, you would burn a
Nerve resistance. Even if your Nerve only has 1 current drive point available to spend, if your
maximum is 3, you still have that resistance available to burn.

After burning a resistance, you may reroll a number of dice equal to the rating of the action.
If you spent drive or were assisted on the previous action roll, those dice are not included in
the resistance roll. If that action is gilded, you still roll with a gilded die. If the action you are
rerolling has a rating of 0, you roll two dice and take the lowest result. You must take the new
result of the resistance roll unless you choose to burn another resistance point to roll again.

Kat ducks behind a set of wooden crates, hoping to go unseen by the fiery apparition that is
guarding the warehouse. The GM calls for a Hide roll, in which Kat has an action rating of 2.
They decide to spend 1 Cunning and roll three dice. The results are two 3s and a 1, all failures.
Fearing the repercussions of being spotted, they burn a Cunning resistance to reroll two dice.
The results are a 3 and a 6, making the new result a full success.

Resistances are automatically restored when you use the Refresh resource between
assignments. For more on Refresh and other Candela Obscura resources, see page 41.
/
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GEAR

Candela Obscura is primarily focused on the narrative aspects of the game; therefore, gear

is not intended to be mechanically complex. It is generally assumed that your character has
the tools, equipment, and money to do what they need to do. However, there may be certain
objects that are harder to come by or can give your character a distinct edge.

Gear often changes the effectiveness of a roll—meaning: the result might be more successful
when you are using gear than it would be without it. A clear example is the difference between
rolling Strike while punching with a bare hand versus rolling Strike when wielding a knife.
This can apply across the board to many different situations, such as handling a supernatural
specimen with a Bleed Containment Vial as opposed to without one, or quietly breaking into
a building using Burglary Tools instead of needing to smash a window.

In some cases, gear may even grant you the ability to roll in a situation where you wouldn’t
normally be able to; without climbing gear, you likely couldn’t roll to scale the side of a glass
building, and without a map, you likely couldn’t roll to know the way to a hidden location.

Every PC has access to up to three pieces of the gear on their character sheet during an
assignment, but you don't have to select these items beforehand. Instead, during play, you
may declare that you have a piece of gear that is listed on your character sheet and mark it.
This will keep you from having to plan too far ahead and allows your character to be prepared
for anything that comes their way. See page 52 for more about gear.

MARKS & SCARS

Marks represent the harm you incur during your investigations. There are three different
types of marks you may take:

Body: Represents physical harm—lacerations from a jagged knife, bites from a
creature, broken bones from a fall.

Brain: Represents mental strain—exhaustion from an intense conversation,
anxiety from the fear of being caught, stress from an onslaught of terrifying beasts.

Bleed: Represents magickal corruption—the chilling touch of a ghost, the venom
of a monster, the harmful energy radiating from an artifact.

A character can sustain 3 marks in each of Body, Brain, and Bleed. Whenever you would take
a mark in a category that already has 3 marks, you drop incapacitated and take the fourth
mark as a scar.

Some gear and abilities allow you to soak a mark. When a mark is soaked, it leaves no damage.
If you must take multiple marks, you can soak the amount the gear or ability allows, and

still take the rest. You can only heal your marks using Candela Obscura resources between
assignments or by using specific abilities or gear.

A scar represents a permanent change to your character, both mechanically and narratively.
Erase all marks in the category you overfilled, then come up with a scar that best reflects the
lasting effect of the damage and write it in an available scar slot. Lastly, shift a point from one
action rating to another to reflect how the scar changes the way your character interacts with
the world. You will be able to return to play when your circle gets you somewhere safe. If your
character should take any marks beyond the fourth in a category, those marks are carried over.

Carlos already has 3 marks in Body and takes 2 more. He clears his current Body marks, takes
a scar, then notes 1 Body as the carry-over. Next, he shifts one action point from Read to Strike.



EVENT

Phenomenon spit
acid in face

Arm was crushed
by monster

Pushed from a
docking airship

EvVENT

Failed to save a
friend from death

Trapped ina
burning building

EveEnT

Pulled into a mirror

by an apparition

Magickal creature

burrowed under skin

Possessed by
the spirit of an
ancient alchemist

Example Body Scars

Scar

Blinded

Lost Right Arm

Spinal Injury

REesuLr

Still learning to move with subtlety, and quick to
lash out
-1to Hide, +1 to Strike

Less aware of their surroundings, eager to prove
they're still capable and strong
-1 Survey, +1 Strike

Back brace causes slower movement, so they use charm
in times of trouble

-1 Strike, +1 Sway

Example Brain Scars

Scar

Cannot Sleep

Fear of
Enclosed Spaces

REesurr

No longer sure they want to be in Candela Obscura,
will flee dangerous situations
-1 Sense, +1 Move

Not as detail-oriented, they look out for future danger

-1 Focus, +1 Survey

Example Bleed Scars

Scar

Shifting Appearance

Body Covered
in Mouths

Ghost Trapped
within Body

REsurr

New people cannot remember them, and they can use
this characteristic to go undetected
-1 Read, +1 Hide

Hands shake when the mouths are hungry, isolate
themselves among books
-1 Control, + Focus

Has trouble communicating with this added voice
inside their head, can now channel magickal
phenomena

-1 Sway, +1 Sense
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THE LEGACY OF HARM IN HORROR

The mechanics of marks and scars within Candela Obscura are straightforward, but the legacy
of mechanizing how people experience harm and disability within the horror genre is not.
For each mark, but especially when taking a scar, it is of vital importance that players make
choices that serve a nuanced narrative over basic rules.

Carlos was injured in a fight when a monster attacked. This would be his fourth mark in
Body, so he must take a scar instead. He describes how breaking his leg and gaining a limp

has affected him.

When a PC takes a scar, we encourage the player to look deeply at their character and consider
the way they might change throughout the campaign.

Carlos now walks with

a limp, so he’s decided to
transfer a point from Move
and put it into Survey. He has
new mobility constraints and
experiences pain, so he will
be slower on his feet. Carlos
will also be more observant
of his surroundings because
he wants to avoid danger
and protect his fellow circle
members from harm.

Carlos now walks with a
limp, so he’s transferring

a point from Survey and
putting it into Move. His
character is afraid of being
injured again, so he knows
how to get out of the way of
attacks and is quick on his
feet. Because he’s experiencing
a new fear as a result of

his injury, Carlos is more
focused on moving quickly
than staying observant of
his surroundings.

When you make choices
regarding your character’s
injuries, remember: people are
affected by harm in a myriad of ways. Disability and mental illness are facets of the human
experience and are not convenient narrative beats behind evil actions, or “evil people.” Players
should build their characters with care so they can explore the world of Candela Obscura

to the fullest.

Due to the legacy of harmful mental health representation in the horror genre, we would like
to clarify: Brain marks represent mental and emotional stress. In the same way a week of long
workdays, a friend receiving an injury, or witnessing a death (violent or otherwise) would
weigh on a person in your world, Candela Obscura members face stressors and traumatic
events that impact them beyond the immediate moment.



If a character takes a Brain scar, consider how the traumatic or stressful events they've
experienced will affect them long-term.

Kat failed to save a friend from magickal harm. In their state of grief, they exhibit outbursts
when they feel out of control. At the same time, they've incredibly empathetic, and after this
experience, they've especially good at talking with witnesses. Because Kat is too distracted after
their loss to behave subtly, they’re going to move a point from Hide to Read, as they can now
connect more deeply with others.

WHLSAS 3400 dHL

Dani misused a magickal artifact to devastating effect and is now overwhelmed by high-stakes
decisions. Because of this experience, she is even more dedicated to becoming a master of
arcane artifacts, and spends all of her free time training with her Lightkeeper. Dani is going

to move a point from Control to Sense, because now she’s focusing her studies on the magickal
rather than the mundane.

Scars—especially Brain scars—should be understood as both a mechanical and narrative
change to your character and not an opportunity to engage in ableist stereotypes.

While Bleed scars may seem removed from this discussion, you should treat them with
similar care. The addition of magick does not make the experience of harm any less human.
Furthermore, we often analogize what we don’t know—rituals from other cultures, sacred
rites, and practices from traditions that aren’t our own—to be “strange” or “mystical.”
When crafting the magick in your game, we ask you to design with empathy. Every table

is different, and many may not appreciate having deeply sacred symbols, artifacts, and
rituals fictionalized.

Carlos witnessed something terrible and, in retaliation, a monster cut the pupil of his eye in
half. Now, he sees mysterious apparitions overlaid on the mundane world. He is afraid of

this change in himself, but doesn’t feel safe telling anyone about it, for fear of endangering an
innocent person. He is going to move a point from Focus to Sense, because he has a harder time
perceiving details, but can see supernatural phenomena he’s never noticed before.

In Candela Obscura, scars are, with few exceptions, permanent. The idea of “permanent scars”
does not align with the modern understanding of healing trauma. But, just like you, consider
that your character cannot begin the process of tending to deep physical, mental, and even
magickal trauma until they are in a safe place for an extended period of time. Over the

course of a campaign, your circle should experience only brief moments of respite—this is a
challenging game of horror.

If you would like to see your character heal from scars they’ve taken, you have options. You
may engage with an ally who has taken the Doctor’s ability Lifesaver, the only way to heal
scars within the mechanics of the game. You might choose to play a different character for
some time and return to this one down the road when they’ve had a chance to recover. Work
with your GM to decide which scars they could have healed during this time away.

Above all: make choices that will facilitate the story, while keeping the well-being of your
fellow players in mind. To best explore this world of magick and monsters, we urge you to
build and play your characters prioritizing specificity, humanity, and compassion.
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MAKING A CHARACTER
& e Q

During your time within the Fairelands, you'll embody a member of Candela Obscura who
is aware of supernatural phenomena and seeks to protect the world from deadly, magickal
incursions. Through this character, you will experience the world, making choices for them
that will impact the story and the others within it.

To get started, print out all of the Candela Obscura character sheets, then follow the steps
in this chapter.

STEP I CHOOSE A ROLE & SPECIALTY

First, choose your character’s role and specialty. Roles describe the function the character plays
in the group, sometimes known as their “archetype.” Each role has two specialties to choose
from, which helps further define their focus. A character’s role and specialty determine their
starting actions and drives, their choice of abilities, and some of the gear they have at their
disposal during an assignment. Each specialty has its own custom character sheet.
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ROLE: FACE

The spokesperson, heart, or charismatic member of the group, a Face character is generally a
confident individual who is skilled in acting, persuasion, or motivation.

4

Magician: You are a talented
entertainer who knows how

to deflect attention and create
illusions. Your primary drive

is Intuition, and your abilities
are focused on performing and
detecting tricks.
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Journalist: You are a bold
investigator who knows how to

get to the bottom of things. Your
primary drive is Cunning, and your
abilities are focused on collecting
and assessing information.
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ROLE: MUSCLE

The protector, fighter, or daring member of the group, a Muscle character is generally an
intrepid individual who is skilled in combat, tactics, or physical activities.

Explorer: You are a fearless
daredevil who knows how to
navigate difficult and dangerous
environments. Your primary
drive is Nerve, and your abilities
are focused on endurance and
confronting danger.
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Soldier: You are a trained warrior
who knows how to fight and make
tactical decisions. Your primary
drive is Intuition, and your abilities
are focused on combat strategy
and discipline.
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ROLE: SCHOLAR

The studious, logical, or intellectual member of the group, a Scholar character is generally an
educated individual who is skilled in academics, critical thinking, or technical activities.

Doctor: You are a skilled
physician who knows how to
conduct medical procedures.
Your primary drive is Intuition,
and your abilities are focused on
anatomy and healing.

Professor: You are a professional
academic who knows a great deal
about your chosen field of study.
Your primary drive is Cunning,
and your abilities are focused on
critical thinking and leveraging
your expertise.



ROLE: SLINK

The streetsmart, roguish, or nefarious member of the group, a Slink character is generally a

subversive and clever individual who is skilled in crime, the underworld, or clandestine activities.

Criminal: You are an accomplished
outlaw who knows how to operate
successfully in the underworld.
Your primary drive is Cunning,
and your abilities are focused

on street connections and
nefarious activities.

Detective: You are an experienced
investigator who has an outside
perspective on the ins and outs of
the criminal world. Your primary
drive is Nerve, and your abilities
are focused on uncovering the
truth and stopping malefactors.
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ROLE: WEIRD

The arcane, magickal, or supernatural member of the group, a Weird character is
generally connected to the occult and skilled in enigmatic lore, psychic abilities, and
understanding thinnings.

Medium: You are an adept psychic
who knows how to commune with
the otherworldly. Your primary
drive is Intuition, and your
abilities are focused on divination
and connecting with spirits.

Occultist: You are a highly studied
practitioner of the mystic arts who
has a fundamental knowledge of
the supernatural. Your primary
drive is Intuition, and your
abilities are focused on ritual and
knowledge of the arcane.

CANDELA OBSCURA



STEP 2. DETERMINE ACTION RATINGS

Next, you'll determine the action ratings for

your character. - NERVE i !!! !!! !!!
b ’ 3 s < Move odke. navigen V——

Your character starts with 5 points in actions that are ’l/ eeo Restochnce ‘

already determined by their role and specialty. These .

are represented by the bolded circles on your sheet. Fill ® 0O

these in with something erasable (like pencil), as they SHE] &

might shift during play. ®0O0

Journalist (Face): Read 1, Survey 2, Focus 1, Sense 1
Magician (Face): Sway 2, Read 1, Hide 1, Focus 1
Explorer (Muscle): Move 1, Strike 2, Survey 1, Focus 1
Soldier (Muscle): Move 2, Strike 2, Control 1

Doctor (Scholar): Control 1, Read 1, Survey 1, Focus 2
Professor (Scholar): Sway 1, Survey 2, Focus 2
Criminal (Slink): Control 1, Hide 2, Survey 1, Focus 1
Detective (Slink): Control 1, Hide 1, Survey 2, Focus 1
Medium (Weird): Read 2, Survey 1, Sense 2

Occultist (Weird): Control 1, Read 1, Focus 1, Sense 2

Then, choose one action with a o rating, and raise it to 1.

Finally, distribute 3 points however you'd like, in a way that best reflects the kind of character
you want to play. You may not raise any action rating above 2 during character creation.

Kailey decides to play a Doctor, who starts with 2 points in Focus, 1in Survey, 1 in Read,
and 1 in Control. She chooses to raise her Strike rating from o to 1, then has 3 more points
to attribute. She puts 1 in Move, 1 in Sway, and an additional point in Strike, raising that
action rating to 2.

Actions are covered in more detail on page 50.

ON CHARACTER CREATION

When crafting your character, it is crucial to avoid the harmful stereotypes often present in

the historical and horror genres. For instance: if you are creating an Explorer, be careful not

to appropriate another culture’s real-world history. Similarly, Mediums should not use other
cultures’ attire as a costume, and Doctors should not indulge in any historical practices that are
rooted in racist and ableist ideologies. Although PCs may be ill-disposed, tactless, or even cruel,
you should always strive to construct your protagonists with integrity.
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STEP 3: DETERMINE

DRIVES

Next, fill in the drives that your character starts with. Your character starts with 3 points in
drives that are already determined by their role and specialty. These are represented by the
filled-in notches below each drive point. Fill in the points above those notches in something
erasable (like pencil) to indicate that you currently have this resource available to you.

Drives are covered in more detail on page 48.

Journalist: Cunning 3

Magician: Cunning 1, Intuition 2

Explorer: Nerve 3
Soldier: Nerve 1, Intuition 2

Doctor: Intuition 3

Professor: Cunning 2, Intuition 1

Criminal: Nerve 1, Cunning 2

Detective: Nerve 2, Cunning 1

Medium: Cunning 1, Intuition 2

Occultist: Intuition 3

STEP 4 DETERMINE

Next, distribute 6 additional points in drives

however you'd like, in a way that best reflects
the kind of character you want to play. To

do this, fill in the bottom notches with
something permanent (like ink) and the
points above them with something erasable
(like pencil). You may not start with any of your

drives above 6 during character creation.

As a Doctor, Kailey starts with 3 drive
points in Intuition. She has 6 more to
spend, so she puts an additional point

points in Nerve.

RESISTANCES

For every block of 3 drive points, you also take a resistance in that
drive. Fill in any resistance points you have with something erasable (like pencil).

in Intuition, 2 points in Cunning, and 4

Drives i Ill III
o R

Max

RESISTANCE

Kailey has a maximum of 4 drive points in Intuition and Nerve, so she marks 1 resistance point
for each of those drives. She only has a maximum of 2 drive points in Cunning, so she doesn’t

mark any resistance.

Remember: Spent drive does not affect your available resistances. This resource is calculated
based on maximum, rather than remaining drive.

STEP & GILD ACTIONS

Your character starts with a gilded die in one action, determined by their specialty. This is
represented by the filled-in diamond to the left of the action on your character sheet.

Journalist: Survey
Magician: Sway
Explorer: Move
Soldier: Strike
Doctor: Read
Professor: Focus
Criminal: Hide
Detective: Control
Medium: Sense

Occultist: Focus

Then, gild an additional action
of your choice. Remember:

this will help you to earn back
drive during the game, so it is
best to gild an action within

a drive where you have points
to spend, so that you can

earn them back.

As a Doctor, Kailey starts
with Read gilded. She decides
to also gild Focus to help her
earn back Intuition.
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STEP 6: CHOOSE ABILITIES

Along with the opportunity to make action rolls, each investigator has their own set of
powerful abilities. Choose one ability from your role and one ability from your specialty at

character creation. If you are having a hard time choosing, take the top option in each section.

ROLE ABILITIES

Face

<© I Know a Guy: Once per assignment, ask
the GM who you know nearby that could
help you. The GM will tell you who they
are, and explain why this NPC might have
insight into the investigation.

< Sweet Talk: You know how to work the
room. After you make small talk with
someone, you may add +1d on any Read
rolls you make in which they are the target.
If your current Cunning resistance is 2 or

higher, that die is gilded.

< Cool Under Pressure: On any high-stakes
roll, you may always spend Cunning
instead of the drive the action falls under.

Mauscle

< Behind Me: Spend 1 Nerve to choose an
ally in the same scene who is about to take
a mark from a phenomenon, then describe
what you do that allows you to take
the mark instead.

< Adrenaline Rush: For each mark you take,
you may immediately refresh a drive point
of your choice.

< Endurance: When you take enough marks
to become incapacitated, instead, roll a
number of d6 equal to your current Nerve
resistance. On a 6, you aren’t incapacitated
and don't take a scar.

Scholar

< Well-Read: You're highly educated and
retain knowledge better than most. When
you spend Intuition while making a roll,
on a result of 3 or less, earn back any of the
Intuition you spent.

© Occult Researcher: Take 1 Brain mark
to ask the GM for an important occult
detail that you would recognize from your
studies, but has not yet been revealed
in the scene. If there are none, clear
the Brain mark.

< Meticulous Notes: If your current
Cunning resistance is 2 or more, add +1d
to all Focus rolls. After an assignment,
increase your Illumination track 1
additional point because of the detailed
notes your character returns with.

Slink

< Scout: If you have time to observe a
location, you can spend 1 Intuition to ask a
question: What do I notice here that others do
not see? What in this place might be of use to
us? What path should we follow?

< Saw This Coming: Three times per
assignment, you may add +1d to a circle
member’s roll without spending drive by
saying how you prepared for this kind of
situation together.

< Death Defy: Once per assignment, when
you should take 1 or more marks from
an enemy, you instead escape unscathed.
Describe how your quick thinking keeps
you safe from harm.

Weird

< Great Wards: You can inscribe and
maintain a warding symbol on one person
at a time. Describe the material they must
hold to bind it (salt, sand, etc.). They take
+1d on Move rolls against phenomena.

< Let Them In: Whenever you take 1 or more
Bleed marks, you also gain additional
information about the phenomenon that
harmed you. Ask the GM one question
about the source of the bleed.

< Ritual: When you have a few minutes to
prepare, you may take a Bleed mark to
perform a ritual on yourself or an ally:
Circle of Protection (soaks 1 Body mark for
the person within), Reinvigorate (refresh 1
resistance), or Remote Viewing (one moment).

JHLOVIVHO V DNIAVIW
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SPECIALTY ABILITIES

Journalist Abilities

<O Insider Access: Your line of work
offers you special privileges. Once per
assignment, automatically gain access to
an important person or place by using the
Press Credentials gear.

< Open Book: You can get people to open up
to you very quickly. When you attempt to
connect with others by sharing something
deeply personal, add a number of dice
equal to your current Cunning resistance
to a Sway roll. On a success, they
will reciprocate.

< Lie Detector: When you make a Read
roll in an attempt to figure out whether
a person is telling the truth, gild an
additional die. The first Cunning
you spend on the roll is worth +2d
instead of +1d.

< Press Conference: You can spend 1
Cunning to gather a large group of
people together to make announcements,
ask questions, or stage a distraction.

All Cunning rolls you make at this
assembly take +1d.

< In the Trenches: You've done enough
dangerous journalism work to know how
to keep yourself safe. Once per assignment,
you may burn 1 Cunning resistance to
soak a Body mark.

< Well-Researched: You can spend 1
Intuition to ask the GM a specific
question about a place, group, or concept
that you may have researched before the
assignment. They will tell you what you
know from that preparation.

Magician Abilities

< Misdirection: When you use your words
or actions to distract a target from what is
actually happening here, make a Hide roll.
The first Cunning you or an ally spends on
this roll is worth +2d instead of +1d.

< Escape Artist: Spend 1 Nerve
to automatically escape ropes,
cuffs, manacles, or a creature that
has grappled you.

< Practiced Patter: You've long rehearsed
for a moment like this. When making a
Sway or Hide roll, you may spend Intuition
instead of Cunning.

< Uncanny Eye: You may spend 1 Intuition
to ask the GM a question: How can I
leverage something here to my advantage?
What here doesn’t work the way it appears?
What is out of place here?

< Flourish: You know how to cover your
mistakes with flair. On a roll where you
could spend Cunning, if you fail or geta
mixed success, you may spend 2 Cunning
to push the result up one tier—from a
miss to mixed success or mixed success
to full success.

© The Prestige: Your magic is usually all
smoke and mirrors, but you have one trick
you've learned that’s real. Roll Sense when
you perform it, and on a success, take a
Bleed mark. Circle one option when you
take this ability: change appearance, levitate,
summon mundane object, teleport a short
distance, or throw your voice.

NAME: Swift (Surname Unknown) OCCUPATION: I1lusionist

ATTRIBUTES: Cunning, Charismatic, Slippery, Trusts No One

Swift is a charlatan, and good at it. Lost both their mothers in the
war and ended up on the street at fifteen, fending for themselves.
Necessity taught them sleight of hand; they became an absolf.lte master
of misdirection, developed an act, and took it on the road. Discovered a
phenomenon while performing one of their fake séances live on stage.

The most charming person I have eve

r met. Certainly masking. I have no

choice but to trust them, even though I've always considered those who
pretend to speak to the dead to be the lowest of the low.



Explorer Abilities

< Obscure Lexicon: When you encounter an
ancient or esoteric language, you can spend
1 Intuition to understand what it says.

< Field Experience: You've traveled the
world and been in many dangerous
positions before. Once per assignment,
describe to the group how a previous
adventure is similar to your current
situation and refresh 1 Nerve for everyone
in your circle.

< Mind Over Matter: When you are told to
use a specific action on a roll, you may take
a Brain mark to utilize an alternative action
instead. You may also spend the drive that
corresponds with your chosen action.
Describe how you adapt to your situation.

< Tenacious: When you have 1 or more Bleed
marks, gild an additional die on Move,
Strike, and Control rolls while in danger.

< Narrow Escape: You've been in numerous
hairy situations during your featless
exploits. Add +1d to your Move roll when
you attempt to escape a trap or ambush.

<& Not Again: Once per assignment, you
may take a scar to have an automatic full
success on an action. If you do, it’s as if
you've had this scar all along—tell your
circle how got it, and why the lesson
you learned is helping you succeed here.
Don't adjust your action ratings when you
take this scar.
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Soldier Abilities

< Basic Training: You have tactical
experience in high-pressure situations.
When you make a Survey roll in a
dangerous place, also add a number of dice
equal to your current Nerve resistance.

< Geared Up: You and one ally in your circle
may mark an additional gear slot during
each assignment.

< Sharpshooter: When you want to make
a ranged attack with a weapon, you may
spend 1 Nerve to steady your aim before
shooting, and add +2d to your next shot
at this target.

< Tactician: When you are in a dangerous
scenario, you may spend 1 Nerve to ask the
GM a question: How do I get to safety? What
poses the largest immediate threat to my circle?
Where is the target going to move next?

< Compartmentalization: You have
trained to detach yourself from the
horrors of violence. Once per assignment,
you may burn 1 Nerve resistance to
soak a Brain mark.

< Volunteer Duty: Between assignments,
instead of spending resources, you can
offer a helping hand to your Lightkeeper.
Describe how you aid the organization,
and refill 1 point in any Candela Obscura
resource on your circle sheet. You may not
spend any resources during this downtime.
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NAME: Morgan Ansari OCCUPATION: Doctor
ATTRIBUTES: Devoted, Unhesitating, Single-Minded, Grieving

He was top of his class studying biology before the war. Dropped out
after his brother was killed to join the Nurse Corps; saved countless
soldiers who would have otherwise perished. After the war, Morgan got
his MD and went into private practice. I know he sees a large number of
veterans and doest't charge them. I also know the Grand Halen Hospital
would like him in their ER, but he keeps turning down their offers. He's
quick to action and hot-headed. I carl't say that I don't admire him for it.

Doctor Abilities

< Patch Up: When you have a few moments
of calm, you can make a Focus roll to heal
1 Body mark on an ally. On a 4—5, spend
2 Intuition to accomplish this. On a 6,
spend 1 Intuition. On a 3 or less, you
may take a Brain mark to take the 4—5
result instead.

< Non-Combatant: Your pain spurs others
to action. If you haven't hurt anyone yet
during this assignment, when you take a
mark, each of your allies in the scene can
recover 1 drive point of their choice.

< Dissection: When you make a Focus roll
to dissect a piece of organic matter affected
by bleed, gild an additional die. You cannot
take Bleed marks from this inspection.

< Resuscitation: When a nearby ally takes
a scar, you can make a Focus roll in an
attempt to immediately revive them. On
a 6, it works. Though they still receive the
scar, they're back on their feet. On a 4—5,
it will cost 3 drive points of your choosing.
This cannot be used when a PC takes
their fourth scar.

< Lifesaver: Between assignments, you can
spend 1 Stitch to work on healing an ally’s
scar. When you do, make a Focus roll. On
a critical success, fill three. On a 6, fill
two. On a 4—5, fill one. When the track is
full, the scar is healed and 1 action point
may be shifted.
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< Anatomical Strike: You know where
the body is most vulnerable. When
attacking an enemy, you may roll Focus
instead of Strike.

Professor Abilities

< Steel Mind: Once per assignment,
when you should take a Brain mark,
you may instead burn 1 Intuition
resistance to soak it.

< University Resources: Your university
has alumni all over the world. Once per
session, describe a person you know from
your tenure as a professor, and ask the GM
where they can be found locally.

< Learn from My Mistakes: Any time you
get a result of 3 or less on a roll, describe
what lesson you learned from your failure,
and refresh 1 drive point of your choice.

< Better Part of Valor: When making a
Control or Move roll to flee danger, gild a
die. On this roll, the first Nerve you spend
is worth +2d instead of +1d.

< Verbose: When you make a speech or hold
a conversation to assist an ally, the die you

give them is gilded.

<© Chemical Concoction: You know how
to mix chemicals together to achieve
particular effects. When you take
Laboratory Equipment as gear, you may
spend a few minutes concocting a mixture
that is: acidic, explosive, flammable, loud,
sleep-inducing, sticky, or toxic.

(ﬂﬂﬁww Lt «Tff wwf£/
e

, & o b
Ghpproethoterntd begrrieer



Criminal Abilities

< Street Smarts: You know how to keep an
eye on your surroundings. Whenever you
make a Survey roll, you may spend any
drive instead of only Intuition.

< Leverage: On a successful Read roll, you
may ask the GM what your target truly
wants. On any Sway rolls you make using
this information, also add a number of dice
equal to your current Cunning resistance.

< Hardened: When you take a scar, you
may choose not to shift any action
points as a result.

< Born in the Shadows: When attempting
to avoid security or detection, gild an
additional Hide die.

© Tricks of the Trade: You've learned how
to navigate tricky or dangerous situations
to keep yourself out of harm’s way. On any
Hide or Sway roll you make, you may spend
1 Nerve to lower the stakes before rolling.
If this is already a low-stakes roll, you may
not use this ability.

< Sticky Fingers: After a successful melee
attack, you can spend 1 Cunning to pilfer
an item from your target undetected.
This could be their wallet, a weapon they’re
carrying, an important document, etc.

NAME: Lim Dae OCCUPATION: Thief

Detective Abilities

< Mind Palace: When you want to figure
out how two clues might relate or what
path they should point you toward, burn 1
Intuition resistance. The GM will give you
the information you've deduced.

< Interrogation: When you are questioning
someone about information they are
resistant to revealing, add a number of dice
equal to your current Cunning resistance
to your Read roll.

< Back Against the Wall: When you are
making a high-stakes roll, you may take a
Brain mark to make any Nerve you spend
worth +2d instead of +1d.

< Inspection: You have experience
examining crime scenes. When you make a
Survey roll to gather evidence about what
might have happened in this location, gild
an additional die on the roll.

< Stakeout: You are good at collecting
information while remaining undetected.
When you are tailing a suspect or
conducting surveillance, you may use
Survey instead of Hide.

< One Step Ahead: Once per assignment,
you can produce a useful mundane object
you've had with you all along. When you
do, fill in the empty gear slot and write the
object in this space. This does not count
toward your gear limit.

ATTRIBUTES: Empathetic, Fluent in Sign, Unassuming, Shy

Where to start with Dae, She's been to pPrison more times than I can count
and yet somehow always manages to wheedle her way right back out again

]

She is a thief by trade, Her parents were prominent archeologists before
the war, and though I've never met them, T read some of their work. She
came in contact with her first phenomenon in an ancient mausoleum
when she was quite young. As a child growing up in crypts filled with
traps, she mastered the defenses of Oldfairen tombs, After that, standard-
issue breaking and entering was incredibly simple for her, I'm sure

But Dae has a real steal-from-the-rich, give-to-the-poor ethos that I
find, frankly, both moral and appealing, Working with her will finally
%"orc? me to stop putting off learning Halen Sign Language. She uses an
intriguing hearing device that she's agreed to teach me more about,

JHLOVIVHO V DNIAVIW
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Medium Abilities

< Miasma: You can spend 1 Intuition to tell
if and how a person or object has been

affected by bleed.

< Bending Spoons: You can make a Sense
roll to control an object in the room with
your mind: flip a switch, knock something
over, move a small object, put out a light, etc.
On a mixed success, you may take a Bleed
mark to make it a full success instead.

< Cold Read: On a successful Sense roll,
you know what ailment, stress, or loss
a person has in their life, even if they're
trying to hide it.

<© Premonitions: You have visions of the
future. When an ally is about to take 1 or
more marks, burn an Intuition resistance
to warn them about the coming danger.
Then, soak one of these marks.

< Last Moments: While touching a corpse,
you can burn an Intuition resistance to
hear, smell, and feel that creature’s last few
moments of life. By taking a Bleed mark,
you can push yourself to see a still image of
the last thing they saw before death.

<© Commune: You can make a connection
with a nearby sentient phenomenon in
order to communicate with it. Take a Brain
mark and make a Sense roll to open an
empathetic or telepathic connection to
ask a question. On a success, you get an
answer. On a 4—5 result, the phenomenon
will ask a question in return.

Occultist Abilities

<© Ghostblade: You can attune a ritual knife
to yourself. If you coat it in your blood
(take a Body mark), it is particularly
effective against magickal beings and can
strike invisible or ethereal enemies.

< Blood of the Covenant: The first time a
dangerous phenomenon inflicts a mark on
anyone in your circle, you refresh a number
of points, in any drive, equal to your
current Intuition resistance.

< Speak Their Language: You can speak the
supernatural language of any phenomenon
you encounter. Describe what strange
or terrifying way you communicate
with each other.

< Play the Bait: You know how to draw the
attention of a phenomenon—you just
have to play the bait. Make a Sense roll to
bring a nearby phenomenon toward you.

< Extend Your Senses: When you make a
Sense roll to understand more about a
phenomenon you've encountered, also
add a number of dice equal to your current
Intuition resistance to the roll.

< Forbidden Ritual: You know a highly
complex and extremely dangerous ritual
that will achieve a desired outcome.
When you use this ritual, immediately
take a Bleed scar. Determine what the
ritual is and what its effects are: change the
environment, conjure a phenomenon, or save

a dying person.
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STEP 7. ADD CHARACTER DETAILS

Next, think about how your chosen action ratings, drives, and abilities impact the kind
of character you want to play. Use the choices you've made to inform more of their
personality and worldview.

For example:

Kailey is playing a Doctor with a high action rating in Strike. She may have honed this skill
through years stuck in one bad situation after another—she knows how to throw and take a
punch. Or she may use this skill to force her way out of bad situations—she can break down a
door, but would never lay hands on an innocent.

In both instances, the action points are distributed equally. It’s up to you to decide on your
character’s personal ethos and past experiences.

Use the following character sheet prompts to help you flesh out your PC:

Catalyst: Briefly describe why your character joined Candela Obscura—what happened
to make them devote their life to this cause?

Question: Explain what your character hopes to find out over the course of their
investigations—what knowledge are they pursuing that motivates them to charge into
danger? (This may align with your Catalyst or represent a completely different desire.)

Style: What is your character’s overall feel and aesthetic?

Name and Pronouns: What does your character call themselves, and what are
their pronouns?

Also, review your Illumination Keys at the bottom of the character sheet. These are goals
for you to play toward during each investigation and will be used to evaluate character
advancement. If any don’t fit what you're hoping to explore with your character, feel free to
replace them with others from a different character sheet or something you come up with in
collaboration with the GM. More on Illumination Keys can be found on page 54.

STEP 8 FORM RELATIONSHIPS

This is a game about magick and investigation, but the story lives entirely in the players at
the table. We encourage you to invest in deep, complicated, nuanced relationships from the
onset, then build the horror of your sessions around the emotional journeys players have
chosen to explore.

At this stage, the table should share their characters with one another. Record their names
on the left side of your character sheet in the Relationships section. Then, choose one type of
relationship and an accompanying question from the options listed in this section to assign
to each. If youd like, you can roll a d6 to help select the question, or make up your own.

The relationships here are one-sided. Meaning: it is not necessary for two characters to feel
the same way about one another, or even know how the other feels. Sometimes the most
impactful relationships are based on holding one another in different regard. In any case,
have a conversation with the other players about what relationships you are interested

in your characters navigating, and get their consent for any of the choices you make

before proceeding.

Each relationship is a guide, each question a suggestion. They are designed to create a
conversation between players to enhance both characters’ story arcs. We encourage you to
always choose the most impactful option, and explore ideas outside of this book that might
facilitate your particular group.
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RELATIONSHIP QUESTIONS

They are your...
Bully

1.

This person does something that
makes your life more difficult. What
do they do, and why do you think they
treat you this way?

What do you admire about this person,
but would never say?

You stand in the way of something this
person wants. How has this changed
their behavior toward you?

Despite the antagonism, your
relationship with this person is the most
constant of any connection in your life.
What do they do that feels reliable?

Despite the nature of your relationship,
you once did something very kind

for this person. What happened,

and do they know?

This person knows your weakness and
how to manipulate it. What is it, and
how does this change your behavior?

Champion

1.

This person protects you from
something. What is the threat, and
how do they help?

This person once spoke out on your
behalf at great personal risk. What was
the situation, and how did it affect you?

This person has told you that
you are in danger. What are they
protecting you from?

This person does something to help you
in your everyday life. What is it, and how
do you thank them?

You once did something very cruel to
this person. Why do you believe they
continue to protect you anyway?

This person makes you a better person.
In what way are you different when
they are with you?

Confidant

1.

This person keeps your dark secret.
What is it?

You are very cautious around everyone
but this person. Why?

What does this person do that lets you
know you can trust them?

You two are planning something in
the future. What is it, and why does it
make you nervous?

To the outside eye, you two have a very
different relationship. How do people
assume you're connected?

You two once got away with something
illicit. What was it, and how did it
change your lives?

Coworker
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You've employed this person for years.

Why did you hire them?

You both hate your outside job and
find Candela Obscura a welcome
distraction. What about your day job
would you change?

You both stole money from your
employer. How did you do it, and why?

Through the work you do together,
you've discovered something
wonderful about this person few
people ever see. What is it, and do they
know how you feel?

You had a new job opportunity, but
didn’t want to leave this person

behind. What was the other job, and
why did you stay?

You owe this person more loyalty
than others would expect. What did
they do for you?
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Enemy
1. You disagree on a fundamental

belief. What is it?

2. Despite being enemies, you and this
person share a secret. What is it, and
how does it bring you together?

3. This person harmed someone you
love. What did they do, and what

retribution do you seek?

4. Youwere once allies. What
tore you apart?

5. You two share a common enemy. Who
is it, and why have you both reluctantly
teamed up against them?

6. You're in love with your enemy. What
caused these feelings to develop, and
why do you keep it a secret?

Family
1. You're related by blood, but don’t like
each other. Why?

2. This person has always been your
closest family member. What do you
rely on them for?

3. This person has chosen you to carry on
a family legacy. What is it, and do you
believe you are worthy?

4. You identify with your chosen family
rather than your blood. What does this
person do that affirms that belief?

5. Your other family doesn't trust this
person. Why is this, and do you agree?

6. This person was a large part of your
upbringing. What was their role in your
life, and how did it make you into the
person you are today?
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Lover
1. You two met in an unexpected way.
Where were you, and what happened?

2. What personal difficulty have you two
recently navigated together?

3. Youlove this person but they don’t
love you back. How has this affected
your relationship?

4. You keep your love a secret. Why?

JHLOVIVHO V DNIAVIW

5. You once did something terrible to
protect this person. What did you do,
and do they know?

6. Your family doesn’t approve of your
relationship with this person. Why?

Mentor

1. You admire this person above all others.
What makes you feel this way?

2. This person once taught you a valuable
lesson. How did they do it, and why?

3. This person brought you into
Candela Obscura. How did they
convince you to join?

4. You resent your membership in Candela
Obscura. What does this person hold
over you to keep you coming back?

5. This person once saved your
life. What happened?

6. What lie did this person teach you
about the world? Do they know you've
uncovered the truth?
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Muse

What about this person drives you
to pursue your dream?

This person lights up every room they
walk into. What do they do that draws
the attention of others?

You would do anything for this person.
What history do you share that makes
you so devoted?

This person has inspired you to
change something specific about your
life. What was it?

Something about this person fascinates
you. What is it, and have you told them?

This person fuels an obsession of yours
thatyou find dangerous. What is it, and
why do you still keep them in your life?

Old Friend

1.

Growing up together, what did you two
always get in trouble for?

You've seen this person change over the
p g

years. How are they different from the

person they once were?

You once had a terrible fight with
this person. What from that fight still

weighs on you today?

There once was a third person in your

friendship. What happened to them?

You come from the same home or
background. What drove you both away
from that shared history?

There was a long period during which
you two did not speak. What happened,
and why are you interacting again?
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Rival

1.

You've been in competition for
years now. What drives you to
best one another?

There is something you secretly admire
about your rival. What is it, and why will
you never tell them?

You both share an ally that seems in
conflict with your rivalry. Who is it, and
why are you tied to them?

Your rival is much better at a particular
skill than you are. What is it, and how
does this change your behavior?

If your rivalry ended, you would
still want this person in your life.
Why is that, and what do you do to
stay tied to them?

You once grievously harmed each other.
What harm did you inflict, and how did
it change your relationship?

Sibling

1.

You're so close that you're practically
of one mind. Still, what do you
hide from them?

You two couldn’t be more different.
What's one thing you never agree on?

You two have another sibling. Why are
you estranged from them?

You two share a number of secrets, but
you protect one above all others. What
are you hiding?

This person once asked you to do
something against your morals. What
was it, and did you fulfill their request?

You call yourselves siblings, but you're
not related by blood. What is the

true nature of your relationship, and
why do you lie?



Soulmate

1.

What do you see in this person that they
don’t see in themselves?

What characteristic of this person do
you find endearing, but others find odd?

Because of your closeness with
this person, you've lost someone
else you love. How has this affected
your relationship?

You believe this person is your soulmate
but they don’t know. What keeps you
from being open with them?

You and this person belong together, but
something in your lives drives you apart.
What is the cause of this opposition?

Time with this person feels like coming
home. What about them makes
you feel this way?

Stranger

1.
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You have no history, but feel you can
trust this person. Why?

A characteristic about this person seems
so familiar. Who from your past do they
remind you of?

What about this person feels
magnetic to you?

Though you've never met, you share
something with this person. What
is the connection, and how do

you feel about it?

You have a secret this person must
not learn. What is it, and what do you
do to protect it?

This person has something you
want. What is it, and how do you
plan to acquire it?
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Ward

1.

Why did you decide to financially
support this person?

You fundamentally disagree about
something important. What is it, and
why do you care for them anyway?

You feel the need to protect this person.

What is the threat, and what actions do
you take to ensure their safety?

You once had a different ward. What
happened to them, and what does this
person do that reminds you of them?

You can no longer support this person

in the way you once did. What changed,

and how have you reacted?

For all you provide, this person does
something particularly wonderful
for you. What is it, and how has it
affected your life?

IMPLEMENTING
QUESTIONS

Use the answers to these questions to inspire

richer details in your relationships. As you

explore the facets of each connection, be as
specific as possible while still leaving room
for exploration and spontaneity.

Kailey says to Kat: “You are my ward. I
financially support you in secret because I
was in the same circle as your mother, and
I believe she died during an investigation
due to my negligence. If you knew the
truth behind her death, you might seek
vengeance, so I purposefully keep you in
the dark. I've come to love you very much
and will risk my life to improve yours.”

Kat says to Kailey: “You've become

my muse. You inspired me to leave the
religious cult known as Pyre, where I felt
like a tool of destruction. You've shown
me a better way to live, and for that I am
grateful. You lost your soulmate, and I
have a small amount of real magickal
ability. So, I'm dedicated to learning
more about death during my work with
Candela Obscura, because I hope that
connecting you with the spirit of your
lover will make you smile again.”
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REATING YOUR CIRCLE
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Candela Obscura is an organization founded upon centuries of tradition, and therefore
holds loyalty among their core values. There are many chapters, composed of many circles,
all over the world. These chapters may work closely with one another or operate in relative
isolation. Your characters are members of the Fairelands chapter of Candela Obscura, and
the details of your circle are up to you. For more on the organizational structure of Candela
Obscura, see page 74.

It is up to your group to decide how your circle operates. Are you so tightly knit that you
live, eat, and work together every day? Do you all treat Candela Obscura like a job that
must remain separate from daily life? Building off what you established with individual
relationships, answer one or more Circle Questions, or create your own. Establishing the
shared history behind your group of investigators will facilitate circle creation, and provide
additional seeds for storytelling throughout the campaign.

Remember: you don’t need to know every detail right now, and it’s often better that you don’t.

Make the choices that seem obvious now, leave open what doesn’t suit you, and always feel
free to make changes down the line.

STEP I ANSWER CIRCLE QUESTIONS

Choose one of the following questions (or create your own) to help determine some
shared information about your circle. Optionally, you can roll a d6 and select the question
from the result of your roll. Discuss the answer as a group and decide how it might affect
your character.

d6  Question

1 You have all known one another for a long time, but your circle was recently formed.
Why were you brought together, and how do you each feel about it?

2 Youall share a common goal that’s secret to the Lightkeepers of Candela
Obscura. What is it?
3 You've never met, but members of your circle are infamous. What did they do, and

how do you each feel about it?

4 Your circle was retired, but Candela Obscura recently brought you back. Why were
you all dismissed, and why did they call you in again?

5 Your circle once did something incredibly heroic. What did you do, and do other
people know about it?

6 Your circle once did something horribly evil. What did you do, and how do you
seek absolution?

Now that you've created a shared history, use your circle sheet to continue building your
team. You will all utilize this sheet to chart your starting position and track your circle’s
progress over the course of multiple game sessions.
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STEP 2 NAME YOUR CIRCLE

Naming something is very powerful. You may imbue something with intent or recognition—
you could even transform something you fear into something you love with the right name.

When you choose your circle’s name, you should consider how your team feels about their
place within Candela Obscura, or how Candela Obscura as a whole governs their circles. The
name might serve as an invitation, an oath, or a shackle.

Though you could choose anything, the name should, in some way, define your group.
Perhaps it refers to your purpose, your approach to investigations, your scope within the
organization, your location, etc. For example: the Circle of Quiet Commons, the Circle of Vim
& Vigor, the Circle of Squares.

STEP 3: CHOOSE A CHAPTER HOUSE LOCATION

Your circle is one of many investigative teams in Candela Obscura’s chapter within the
Fairelands. There are chapter houses scattered through the various districts of Newfaire and
across the many regions of the valley, where members of Candela Obscura can come together
to discuss their investigations in private and recover safely between assignments. Decide
where your circle’s chapter house is located, and what that looks like.

The Circle of Skull & Sovereign maintains a small townhouse on the Eaves. Three out of the
four members are highly educated and exceedingly wealthy. The townhouse is richly appointed
and they hire a live-in nurse to care for the frail Lightkeeper who lives within. They never want
for material resources, but must rely on their member born in South Soffit for any reliable
information about the more nefarious activities in Newfaire. No one would believe it, but this
circle loves to loosen their ties and host a night of drinking and cards.

Or:

The Circle of Loyal Malefactors has a hideaway in the Bridleborne Mountains. All five
members are also redrunners, who smuggle illegal scarlet liquor into Newfaire. They never
have trouble procuring weapons or transportation, but they all stick out like sore thumbs when
they investigate magickal phenomena in the ritzy portions of the capital. They often joke about
being “too bad to do good,” but everyone in this circle would take a bullet for one another, and
they always prioritize the protection of innocents.

Or:

The Circle of Congruence has existed within Briarbank College for decades. Its current
membership boasts only three professors, who each specialize in a different area of study. With
access to both Candela Obscura’s archives and the college’s library, there’s no information
they cannot uncover—though this group is certainly not known for charging into danger. This
group keeps a terrible secret from their Lightkeeper that, if uncovered, might cause them to be
kicked out of Candela Obscura, or worse.

Example Chapter Houses
The Empty Office: On the fourth floor of a medical building in Silverslip is an office that
belongs to a Doctor Lygon, though no such person is known to work there.

The Boot and Saddle: In the backrooms of a run-down bar in South Soffit, there is a small
but functional space for Candela Obscura members to meet.

The Rust Warren: An underground bunker in the Haven Hills left over from the war, it has
been utilized by members of Candela Obscura when needed.



STEP 4 CHOOSE CIRCLE ABILITIES

Like your own role and specialty abilities, your circle has abilities that your group can utilize
during an assignment. During circle creation, select one ability. Every time you advance, you'll
choose another.

Stamina Training: Your circle has three gilded dice at the beginning of every assignment that
anyone may add as +1d to any roll. Once a die has been rolled, it is expended.

Nobody Left Behind: When a member of your circle drops incapacitated from taking
too many marks, any roll a player makes in the scene to protect them, or get them out of
danger, has +1d.

In This Together: When you spend drive to help an ally on a roll, on a result of 3 or less, you
both earn back 1 drive point of your choice.

Interdisciplinary: When choosing a new ability during character advancement, once
per campaign, each character may choose an ability from a character role or specialty
outside their own.

Resource Management: When your circle hits a milestone on the Illumination Track, earn
back 1 Stitch, Refresh, or Train resource.

One Last Run: When you select this ability, the next assignment is your last. Everyone gets to
take all four options during this character advancement instead of only two.

STEP & ASSIGN RESOURCE POINTS

As a group, your circle has a number of pooled resources available that allows them to recover
and train between assignments.

Stitch: Clear all marks for one PC.
Refresh: Recoup all used drives and resistances for one PC.

Train: Take a d6 that may be used on any roll in the next assignment.

At circle creation, assign a number of resource points equal to 1 plus the number of circle
members. Between assignments, each player may spend up to two resources of their
choosing. While their use can be played out in-game, they can also be utilized “off-screen.”

Resources are not replenished until the Illumination Track is completely filled. That makes
them especially valuable, and means they should be used wisely. This encourages you to be
courageous during investigations and clever during downtime.

STITCH
REFRESH
TRAIN

Available
Max
Available
Max
Available
Max
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ASSIGNMENTS

Assignments are the individual mysteries Candela Obscura asks a circle to investigate.

An assignment might arise from a strange death or highly unusual situation that requires
the group’s expertise in the occult. Each assignment will generally last a single session of
gameplay, though it could last longer if you and your table decide to take a break and pick it
up at another time.

Though you may enjoy Candela Obscura in a stand-alone session (known as a one-shot), the
game is designed for you to play over the course of many interconnected sessions, known as a
campaign. In a campaign, your circle will embark on a number of different assignments in an
effort to protect the Fairelands from terrifying supernatural dangers.

ASSIGNMENT REPORT

-CANDELA OBSCURA- -
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PLAY STRUCTURE
The Opening

A GM will begin most assignments by setting
the stage for the investigation you're about

to undertake. This may take the shape of an
opening narration, presenting players with
details about the event that led to Candela
Obscura’s involvement. Think of this like the
cold opening of a television show that prepares
the audience for the rest of the episode’s
investigation, and serves as a dramatic means
to express the knowledge that Candela Obscura
provides to its investigators.

At any point, but especially at the beginning

of your assignment, you may consult your
Lightkeeper. This NPC is in charge of overseeing
your circle in the Fairelands and decides what
investigations to send you out on. The GM

will integrate them into the story at their
discretion, but they should serve as a resource
for your team and a gateway to the wider
organization. Remember: the cold open provides
a wealth of information, and the Lighkeeper’s
purpose is not to repeat this tale—only to
facilitate further exploration. For more on
Lightkeepers, see page 74.

The Investigation

The investigation is the main portion of an
assignment, where you will search for clues,
follow the paths they reveal, face off against
nefarious forces, identify the phenomenon,
and—hopefully—put an end to it before it
consumes you. This is where the mystery of
the assignment unravels and you have the
opportunity to show off what makes you a
worthy member of Candela Obscura. Take
risks, put yourself in danger, and relentlessly
pursue the truth.

Remember that the storytelling in this game is
the responsibility of every person at the table.
If you want to see a specific scene during an
assignment or have a goal for your character in a
campaign, don’t be afraid to communicate what
you're looking for with your GM. When you're
not sure what to do next, you can lean on your
Catalyst and Question to drive your character
toward their personal objective, and use your
lumination Keys to guide your roleplay. This is
your opportunity to bring your character to life.
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Closing an Assignment

Once your circle has captured or killed a creature from beyond the Flare, discovered a
thinning, or contained a source of magick, it’s likely time for the assignment to draw to a
close. In most cases, Candela Obscura has the resources to clean up the scene, transport
creatures discreetly, and get investigators back to their chapter house. If your table is
interested in taking artifacts or creatures back to the Fourth Pharos yourself, you are welcome
to play out those scenes, but it is important to know that your circle is not alone in handling
the aftermath of an assignment.

In this phase, you'll also check for any earned Illumination, discussed in detail on page 55.

Between Assignments

Once your circle has finished an assignment, you may take some time to rest before setting
off again. During this phase of the game, you'll clear all used gear slots and spend Candela
Obscura resoutces to help you recover and prepare for the journey ahead. You may each
choose up to two resources to use for yourself: Stitch (heal all of your marks), Refresh (refresh
all of your drives), or Train (take a bonus die for the next assignment).

When you spend these resources, you are encouraged to play out a scene with your other
investigators (or with the GM) that showcases what your character is doing in their
downtime. If you choose to spend Stitch, you may have a scene with one of your circle
members where they tell you about their family while they patch you up at the chapter
house. If you choose Refresh, you might describe the way your character blows off steam in
a casino in Red Lamp or by piloting a dirigible high above the city. If you choose Train, your
character may attend classes at Briarbank College, or hit the bag at the local boxing club.
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PLAY GUIDANCE

Play to Find Out

As storytellers, you should always play to

find out what happens next. This means

that everyone at the table, including the GM,
organically discovers the story together. The
decisions you and the rest of the investigators
make during an assignment, combined with
the random results of the dice, create the
opportunity for you to change the story at
any moment. Don’t be afraid to make bold
choices, try something dangerous, and embrace
the consequences. The story will always

be better for it.

Fiction-First Storytelling

Candela Obscura is a fiction-first game, meaning
you should always prioritize leading with what
your character is doing rather than what kind
of roll you want to make. For instance, if you're
looking to bust through a locked door, it’s best
practice to say “I lower my shoulder and run

at the door so I can try to break through it,”
instead of “I roll Strike to break down the door.”
This approach grounds the conversation in the
fiction of the world, allowing you to focus on
the action of the scene rather than worrying
about how to mechanically accomplish it.

Sources state that though Otherwhere’s
technological effectiveness may be meager
and their reliability uncertain, there is still no
doubt as to the implications of the
advancement., What was once a promising
snield of technology against our former
enemies is now no more than a mere parlor
trick. We find ourselves on an even playing
field.

When asked for comment, Premier
Mallingson stressed to reporters that “this
development was inevitable” and suggested
that her government has been preparing for
this day in earnest since Otherwhere signed
the armistice.

But the Star's source within the Primacy
claimed, “We were very wmuch taken by

surprise.”

“While our reports do indicate that
Otherwhere has joined the electrified world,”
said Premier Mallingson, “there is simply no

need to panic. They are years behind us
technologically, and Hale remains a world
leader in . groundbreaking invention and
machinery. No citizen of the Fairelands
should lose sleep over this news.”

But there is speculation among Primacy
chamberlains that it is only a matter of time
before Otherwhere decides to test out its
capacity to use electricity in weaponry, whirh
leaves this reporter with a question: ™
does that mean for Hale?

It is only after you say what you are doing that we refer to the game mechanics in order to see
what applies. While playing, you say what you do, and the GM narrates what happens next.
Conversations between a PC and an NPC are a great example of this. The discussion may go
back and forth until there is a point where the outcome is unclear. For example, you could ask
an NPC to act against their best interests, reveal hidden information, or back down from a
fight. This is when the mechanics are engaged in order to continue the story.

Make Choices, Leave Openings

You don’t need to know everything about your character at creation—in fact, it’s often
better to make a few bold choices to give yourself something to jump off from. This leaves

an opening for discovery during play. Your action ratings and drive points will give you an
idea of where your character excels, but sometimes the most profound and intricate personal
details will develop over the course of your campaign.

When you leave openings in your backstory, you provide the GM opportunities to integrate
personal details into future assignments. You might establish that your father was an
investigator with Candela Obscura who went missing when you were a child. The only thing
he left behind was writing about a large spider-like creature that was stalking innocent
victims. Down the road, the GM can introduce familiar elements to your story—more
journals your father kept, a colleague from his past, or the reprise of the spider-monster
now stalking somebody new. By providing strong choices with open ends, you give yourself
and your GM the opportunity to integrate your character into the plot in exciting and

deeply personal ways.



Play in Good Faith

When engaging with the mechanics, it is the expectation that you approach them in good
faith. For example, don't repeatedly use an action simply because it provides you with more
dice, don't keep the scene focused solely on you to the detriment of the story, and don’t
make decisions for other players at your table. This game system gives the players profound
influence over the narrative—that means the players must use this power for good and

in a way that aligns with the goals of the rest of the table. To put it simply: play nice and

be considerate of others.

Pitfalls of the Genre

This game is designed to provide a thrilling and, at times, unsettling experience for players.
While there are moments where it may elicit fear and unease, ultimately, it is meant to be
enjoyed. Remember that the goal is not to traumatize players, but to provide a safe and
controlled environment in which to explore darker themes and narratives. The intention is
to create a sense of anticipation and excitement, while also allowing players to feel a sense
of agency in the face of danger. Ultimately, this game is meant to be a fun and engaging
experience, and it is up to both the GM and the players to balance the intensity of the game
with the enjoyment of the players at their table.

Communicate

Sometimes, things just aren’t working. Your character’s mechanics aren’t operating the way
you want them to, you feel that somebody is hogging the spotlight, or you don’t think your
play style meshes with the rest of the table. Whenever an issue arises, communicate with your
fellow players. You can always pull the GM aside and ask them for what you need, even if that
means reworking your character or adjusting the established narrative.

Additionally, ask the other players how you can best support them in play. The GM is not the
only one in charge of making sure all players have a good time—that responsibility falls on
the shoulders of everyone at the table.

CHARACTER VS CHARACTER ADJUDICATION

It’s possible a player character will find themselves in a situation where they want to make a
roll against another player character. This kind of play is not built into the system, so when
this happens, have a discussion at the table about the purpose of the roll and the desired
outcome for both parties. Sometimes, a PC might hope to accomplish a goal the other player
has no plans to impede, in which case the fiction can move forward without the need for
one or more rolls. Whatever the situation, resist the urge to immediately utilize dice. Slow
down and have a conversation, ensuring that the conflict is truly between the characters
involved in the scene, and not the players at the table. If it is possible to make a ruling that
doesn’t involve a randomized resolution method, like dice, we recommend you take that
course instead.

If both players and the GM agree there is a narrative reason to adjudicate a PC vs. PC conflict,
it is up to everyone involved to collaborate and agree on a method of resolution. Once a
decision has been reached and the table understands the method, stakes, and consequences,
only then should play proceed.
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DRIVES & RESISTANCES

Drives are an expendable resource that you can use and replenish during a session. They
represent your character’s ability to push themselves past their standard capacity. If the
roll goes poorly, resistances are your way to push back on the potential consequences,
and represent how well a character can make split-second adjustments under pressure to
help them succeed.

Nerve

When you spend Nerve on a roll, you're physically exerting yourself beyond your usual
capacity. If you're rolling with Move, you might push your body to its maximum speed during
an escape. If you're rolling with Strike, you might take the extra moment to pull back your
swing for increased power on a punch. If you're rolling with Control, you might pay extra
attention to the movement of your fingers while picking a lock.

Carlos is attempting to pursue a mysterious figure up a fire escape. He has an action rating of 1
in Move, but decides this is an important roll, so he pushes himself by spending 2 Nerve to add
+2d to the action roll.

When you burn a Nerve resistance, you're relying on your physical aptitude to help you
push back on the consequences of a roll. Ask yourself what you do with your physical body to
propel yourself through the moment.

Carlos makes the action roll with three dice and they all land on 3 or below. That’s bad luck,
especially on a high-stakes roll like this. The mysterious figure is likely going to escape here, so
he decides to burn his Nerve resistance to try again. He only has 1 point in Move, so he can only
reroll one of his dice—but it lands on a 6, a full success! He asks the GM what happens next.

Cunning

When you spend Cunning on a roll, you're paying particular attention to the way in which
you are interacting with others. If you're rolling with Sway, you might turn on extra charm
to convince a bouncer to unlock a door. If you're rolling with Read, you might hone in on
somebody’s tells or inflections. If you're rolling with Hide, you might move carefully to
avoid detection.

Dani is attempting to convince a bouncer into letting her circle enter a private party they were
not invited to. She has an action rating of 1 in Sway, and decides to spend 1 Cunning to add an
additional +1d to the roll.

When you burn a Cunning resistance, you're relying on your social skills and acuity to push
back on the consequences of a roll. Ask yourself what you say or how you adjust your presence
to better your chances of success.

Dani makes the action roll with three dice, and her highest result is a 5. She knows a
consequence here could mean they are followed or granted only a limited amount of time
inside. Dani decides to risk it and burn her Cunning resistance to reroll one of her dice. She
gets a 3, so her attempt to push back on the consequences was unsuccessful and she must accept
this new result. She asks the GM what happens next.
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Intuition

When you spend Intuition on a roll, you're
using your natural instincts to better perceive
the world around you. If you're rolling with
Survey, you might close your eyes and listen
intently to find the source of a mysterious
sound. If you're rolling with Focus, you might
take an extra moment with the object you're
examining to study its fine details. If you're
rolling with Sense, you might open yourself

more fully to the supernatural world by burying
your hands in the soil.

Kat is trapped in a collapsing mineshaft
within the Bridleborne Mountains. With a
cave-in imminent, they are trying to find the
best escape route for their circle. They have
an action of zero in Survey, but know how
important this roll will be, so they spend 2
Intuition for a total of two dice in their pool.

When you burn an Intuition resistance, you're
relying on your innate senses to help you push

back on the consequences of a roll. Ask yourself

what you tap into within yourself to defy the
negative outcome.

Kat makes an action roll and the results are
both 1—on a high-stakes roll like this, they
know a failure could result in body marks
from the large rocks falling around them.
They decide to burn an Intuition resistance
and attempt another roll. Kat doesn’t have
any points in Survey, so they will have to
roll two dice and take the lower result. One
die comes up a 4 and the other a 5, giving
them a mixed success. They ask the GM

what happens next.
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ACTIONS
Move: Run, Dodge, Navigate

This action is all about your physical movement and how it aids you in accomplishing your goal.

You might use Move when climbing a rope, avoiding a foe, sprinting for your life, leaping
across a chasm, or leading the charge.

Kat watches as the rope bridge they are on begins to snap and crumble. They want to
sprint to the other side before the whole thing collapses under them. The GM tells them to
make a Move roll.

Strike: Punch, Break, Grapple

This action is all about your strength and how you apply it to the situation.

You might use Strike when punching an enemy, lifting a heavy object, wrestling someone to
the ground, busting down a door, or breaking an artifact.

Carlos has found the hidden door, but the keyhole has been filled in with molten steel—
somebody didn’t want people going inside. Carlos decides to ram the door with his shoulder in
an attempt to break through, so the GM tells him to make a Strike roll.

Control: Drive, Shoot, Finesse
This action is all about your dexterity and hand-eye coordination.

You might use Control when picking a lock, throwing a knife, firing a weapon, forging a
signature, or handling a vehicle.

Dani makes it to the cockpit of the plummeting dirigible, where the pilot sits motionless and
blue. She pushes his dead body to the side and grabs hold of the wheel in an attempt to keep the
flying machine from crashing into the ground. The GM tells her to make a Control roll.

Sway: Convince, Command, Consort

This action is all about your charisma and presence.

You might use Sway when intimidating an enemy, charming a stranger, ordering a crowd to
disperse, impressing someone, or convincing a person to do what you want.

Kailey is held at gunpoint; her adversary has a look of fear in his eyes. “I'm not here to hurt
you!” she says, trying to convince the terrified man that she isn’t an enemy. The GM tells her to
make a Sway roll.

Read: Interpret Body ianguage, Spot Lies, Gather Motives

This action is all about your insight into people and discovering their intentions.

You might use Read when questioning a witness, identifying who in the room is suspicious,
analyzing the behavior of a group, deciphering a spoken code, or communicating across a
language barrier.

Carlos is having a conversation with the woman who owns the flower shop where a missing
person was last seen. “He came in to order hydrangeas, paid up front.” Carlos wants to know
if she is withholding any information, so the GM tells him to make a Read roll.



Hide: Sneak, Deceive, Sleight of Hand

This action is all about your ability to blend in with your surroundings and mislead others.

You might use Hide when sneaking past a monster, disguising yourself as someone else,
creating a distraction, pickpocketing a target, or veiling the truth.

Dani is in a gallery trying to swap the Ancient Fairen artifact for the forgery she constructed
while going unnoticed by the security patrol. The GM tells her to make a Hide roll.

Survey: Search, Track, Spot

This action is all about your situational awareness and how well you can recognize important
details in your environment.

You might use Survey when following footprints, looking for the best exit, trying to spot a
person in a crowd, searching your surroundings for a clue, or navigating a tomb.

Carlos enters a politician’s office, looking for the place this person would hide important
documents. The GM tells him to make a Survey roll.

Focus: Inspect, Analyze, Remember
This action is all about your mental acuity and ability to identify the details of an object.

You might use Focus when inspecting an artifact, translating a text, recalling a phenomenon’s
weakness, interpreting a grimoire, or creating a written code.

Kailey finds alchemical symbols on the wall of a chamber in Oldfaire and wants to know if
she can deduce what they mean. The GM tells her to make a Focus roll.

Sense: Attune, Channel, Reveal

This action is all about your connection to magick and how well you can utilize it or
recognize its effects.

You might use Sense when examining bleed, channeling an arcane ability, perceiving a
phenomenon, communicating with the supernatural, or performing a ritual.

Kat is talking with a ghostly phenomenon that haunts a sepulcher within the Nekropolis of
Oldfaire. They want to ask, “Why do you continue to inhabit this land?” The GM tells them to
make a Sense roll.

CHOOSING AN ACTION

You will discover over the course of your campaign that there are numerous interpretations
for each action, and they can be utilized differently depending on your approach. On any
given roll, you could make a case for one action over another, especially if the action roll the
GM calls for doesn’t align with how you imagine your character behaving in the situation.
Equally, two characters might accomplish the same goal utilizing very different actions.

Kailey is playing a Doctor. She needs to get into a party hosted by the Premier, so she pretends
to be a foreign dignitary and makes small talk with security while standing in line to get in. She
describes the extravagant compliments she gives the NPC, and makes a Sway roll.

Dani is playing a Soldier. She also needs to get into the Premier’s party. She pretends to be
a foreign dignitary and makes small talk with security while standing in line to get in. She
describes the elaborate lie she tells the NPC about her recent travels, and makes a Hide roll.
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GEAR

Due to the nature of investigation, it can be difficult for players to prepare for any given
situation to the same degree as their characters would be able to. This means that players
should only select the gear their character uses in the moment that they need it, rather than
trying to plan ahead and finding themselves lacking.

Carlos is playing a Journalist. In the midst of a high society party, he finds that his circle needs
a distraction in order to evade a dangerous agent of the Red Hand. Carlos tells the group

that he’s selecting the Camera gear on his character sheet to use as a distraction. He describes
gathering a large crowd of partygoers together to take a group photo for the newspaper,
looking to use this distraction to allow his group to slip out the back door. The GM tells him
this adjustment will make his action more effective and asks Carlos to make a Sway roll to keep

focus off of his circle while this happens.

PCs have the capacity for three pieces of gear on their person. They may select all three in one
moment of dire need, or make each decision over the course of an assignment. Gear slots
only reset once an assignment is complete.

Whenever possible, you should tailor your gear to your character. Though all members of
Candela Obscura can carry a hand weapon, a wealthy Professor might carry an ornate revolver
and never leave home without it. Meanwhile, a Criminal might swipe anything readily
available, changing out blades and guns based on need rather than personal attachment.

Certain pieces of gear have descriptions of the mechanical effects that come into play when
the item is used:

© Soak Body/Brain/Bleed: When taking this kind of mark, you may expend one
gear slot to say you have the item instead, keeping yourself from taking the
relevant number of marks.

© +1d on rolls: Take an additional die on specific rolls when using this gear.
© Gild rolls: Gild an additional die on specific rolls when using this gear.

© # of uses: You may only use the item a number of times before it is gone. When
you expend a gear slot to use it, reduce this number by 1.

Candela Obscura Gear

Certain gear is standard issue for members of Candela Obscura—any player could have one
or all of these items. We've provided basic descriptions in this section, but you should work
with your GM to make each selection specific to your campaign, character, or investigation.

Bleed Containment Vial: A'small container that can hold the remnants of magickal
phenomena. Traditionally, investigators will gather samples, like a pearlescent black ichor,
from a crime scene to use or examine later. This item protects the user from taking Bleed
marks from anything within, though they now carry a dangerous substance on their person.

Hand Weapon: A handgun, knife, brass knuckles, or other dangerous item that’s easily
concealed. Candela Obscura investigators are not always brawlers, but they usually know
better than to charge into danger empty-handed.

Bleed Detector: A small flashlight, a spyglass, a music box, or other mechanism that allows
investigators to perceive the evidence of phenomena. You might decide to use a lamp to view
bleed like luminol, or carry a pipe with smoke that drifts toward magickal residuum. Work
with your GM to invent a fascinating arcane object that works for your character.



Specialty Gear

Each specialty also has their own personalized gear that can be utilized during an
assignment. If you have any questions about how a piece of gear works, what its limitations
are, or how you could implement it in a scene, have a discussion with the GM so they

can make a ruling.

Circle Gear

Circle gear is a collection of gear that is available to the entire circle of investigators. Just
like the gear on an individual character sheet, you should only select it as needed. When you
expend the slot next to the blank gear line on your character sheet, you can record this item
and declare that you have it with you. If you select a piece of circle gear, then it is no longer
available for another player to choose during this assignment (unless it is narratively passed
along to that player).

You can find additional gear you might acquire as an individual investigator or as a
circle on page 190.
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CHARACTER & CIRCLE ADVANCEMENT

As your circle takes on more assignments, the characters become more capable and skilled,
therefore the circle becomes more powerful and influential. These advancements are tracked
both individually and as a group.

INlumination Keys

Illumination Keys are the narrative objectives that each specialty is trying to achieve by the end
of an assignment. These keys contribute to the circle’s Illumination Track, which is responsible
for activating circle and character advancement. You can fulfill as many of these Illumination
Keys as youd like in a session, but you only need to accomplish one to contribute to the
Hlumination Track.

If you're ever unsure how your character might behave in a scene, look for ways to embrace
your Illumination Keys. They serve as a guiding light for the specialty you're playing.

The Illumination Keys are listed on each specialty’s character sheet.

Journalist (Face): Gather Statements, Hunt Down a Lead, Speak Truth to Power
Magician (Face): Perform a Trick, Spot a Ruse, Seek Out Real Magick

Explorer (Muscle): Study an Artifact, Discuss History, Run into Danger
Soldier (Muscle): Use Violence of Action, Protect Someone, Act Tactically
Doctor (Scholar): Avoid a Fight, Aid an Ally, Comfort Someone

Professor (Scholar): Mentor an Ally, Reference Research, Make a Plan

Criminal (Slink): Do Something Illegal, Make a Deal, Stand Up to Authority
Detective (Slink): Probe a Witness, Track a Target, Reveal a Clue

Medium (Weird): Connect with Someone, Sense Phenomena, Make a Scene

Occultist (Weird): Consult Arcane Texts, Collect Oddities, Act Bizarre

INlumination Questions

Evaluate the Illumination you've earned at the end of an assignment.

Did you contain or destroy a source of bleed?
Did you provide comfort or support for those affected by a phenomenon?

Did you bring something of importance back for Candela Obscura to
protect or study?

Please note: “something of importance” includes valuable information as much as it refers to
artifacts or creatures. While it might seem flashy to contain an all-consuming shadow beast,
the organization would find it equally vital to learn that a member of their ranks secretly
works with the Red Hand. Consider every way your circle can aid the organization’s efforts.



Tally Illumination

Illumination represents how much information your circle has and how influential it is. You
P b

begin the game with no Illumination points, and accumulate them through the assignments

you take. When evaluating Illumination at the end of an assignment:

Earn 1 for every Illumination question you answer “yes” to.
Earn 2 if some, but not all, players fulfilled an Illumination Key during the session.
Earn 4 if every player fulfilled at least one Illumination Key during the session.

If nobody in the circle fulfilled any of their Keys, take no additional Illumination.

For example:

The circle defeated a monster that was devouring innocents and provided support by
comforting the family of a victim, but didn’t bring back anything of importance for Candela
Obscura. They take 2 Illumination points.

Carlos is playing the Journalist. During the session, he gathered statements and hunted down
a lead. Kailey is playing a Doctor and aided an ally by patching them up after a fight. Dani is
playing a Soldier and protected someone from harm. Kat is playing an Occultist, but forgot to
focus on their Illumination Keys this session.

Because only some of the circle members fulfilled their Illumination Keys, the group earns 2
additional Illumination points.

Unlocking Advancement
The Illumination Track can be found on the circle sheet. When it fills, the circle advances,
following these steps:

@ Clear the Illumination Track. Any leftover
Ilumination counts toward your next

advancement cycle. [LLUMINATION
© Choose a new circle ability. C)OO%OO
/e O

© Each player can choose two different options
for their characters:

O 2
< Add 1 action point. (8) 8
O

< Add 2 drive points.
| : Q O
< Take a new ability. This can be from either OO ®)
the player’s role or specialty. OOO

< Gild an additional action.

The circle fills their Illumination track and has 2 points left over. They erase the track, then fill
in the remaining 2 points. They talk amongst themselves and choose Resource Management
as their next circle ability. Then, they each choose two options for character advancement:
Kat chooses to add an action point to Hide and gild Read. Carlos takes 1 drive point in both
Cunning and Nerve, and adds an action point to Sway. Dani adds an action point to Move
and 2 drive points to Cunning. Kailey takes a new ability and adds an action point to Focus.
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FULL EXAMPLE OF PLAY

The Circle of Salt and Cinders is investigating reports of exsanguinated corpses in
Hallowharbor, per an assignment from their Lightkeeper.

The Circle includes Leo the Journalist (he/him), Wyn the Occultist (they/them), Lydia the
Soldier (she/her), and Iris the Doctor (she/her). Wyn and Iris fought together as partisans in
the war, Lydia is Leo’s ward, and Lydia was engaged to marry Iris’s brother George before he
died in the mysterious circumstances that led Lydia to Candela Obscura.

OUT OF THE SHADOWS

Elise, the GM (she/her), says, “Your
investigation begins on the docks of
Hallowharbor in the early evening. Porters
are finishing up loading and unloading ships
as sailors and traders from across Hale wind
down their day. The Periphery has already
set up a cordon at the site of the latest death.
Two uniformed officers watch the street and
there are two more down the poorly lit alley
working on something you cannot see.”

Carlos, playing Leo the Journalist, asks, “Can
I distract these two to allow the others to
sneak around and get a closer look?”

On Elise’s nod, Carlos continues, “I'm
going to stride up to the two uniformed
officers to grab their attention. I say,

‘ A

Good evening officers, what do we have
tonight? Dead body?””

Elise says, “One officer responds, ‘Periphe
y! p phery
business, move along.””

Carlos smiles. “Leo nods, appreciative, then
adds, ‘Of course! I just happen to write

for the Halen Star, and thought I'd ask

for a statement.””

Elise asks, “Does Leo actually write for
the Halen Star?”

“Sure do. I'll mark gear for my Press
Credentials and show them-off.”

“Okay,” Elise says. “Give me a Sway roll.
On a success, you'll create enough of a
diversion for the others to sneak by or
around the officers.”

“I've got 1 in Sway, and it’s gilded, and I'll
spend a Cunning. So that’s two dice, and this
one’s gilded,” Carlos says, holding up two
dice, one green, the other gold.

Carlos rolls, getting a 6 on the green die
and a 4 on the gold die.

He looks up from his dice. “I've only

got 2 left in Cunning thanks to our last
assignment, so I'll take the 4 on the gilded
die and recover 1 drive in Cunning.”

Elise confirms, “That’s a mixed success. You
get a choice: either they try to arrest you for
interfering with their investigation, which
will still distract them, or your deception
isn’t going to last very long.”

Carlos says, “I don’t want to get arrested. I'll
take the limited duration.”

Dani, playing Lydia the Soldier, says, “I'm
leading the others around the corner to
climb up a storm pipe to get a look at the
alley from above.”

Elise nods. “You don’t need to roll just to
climb up one story, moving at your own pace.
What I will need is a Survey roll to get any
information or a Hide roll to snoop on the
scene without being noticed.”

“Lydia joins the others at the edge of the roof
and pulls out a mirror to peek down,” Dani
thinks for a moment. “I'd like to Survey. And
should I mark gear for the mirror?”

Elise says, “You can have a small mirror on
hand without spending gear. But the alley
with the officers is dark, so you're not going
to see a lot without adding light.”

Kat, playing Wyn the Occultist, says, “But if
we use a lamp, the two down there are going
to notice. I guess we should see what we can
get, maybe listening as much as looking?”

Catlos asks, “Do you want me to try to pull
over the other Periphery officers?”

“You're in enough trouble as is,” Kat
counters. “Lydia’s got this. Wyn will assist by
watching the cops in the alley and pull Lydia
back if they turn her way.”



Elise says, “Sure. Spend a point of Intuition
for the assist, and Dani, give me that Survey.”

“I've got 1 in Survey, plus 1 for Wyn's
assistance,” Dani says. “I'll spend 1 from
Intuition as well for another die. That gives
me three dice in my pool.”

Danirollsa 4, 6,and 6.
“Nice! That’s two 6s for a crit.”

“Excellent,” Elise says. “On a crit, Lydia

is going to get good information without
anyone noticing, even though visibility is
low. One, the body is shriveled, desiccated.
But while there are bite marks...”

“I knew it! Vampires!” Kailey, playing Iris the
Doctor, gestures to her notes.

Elise grins. “The bite marks resemble the
work of a shark more than something with
pronounced canines. The victim is wearing
laborer’s clothes, like most of the porters
you saw finishing up work when you arrived.
You also catch the logo of the OUP on one
of the officers.”

“Any distinguishing features to identify the
victim?” Dani asks.

“Since you got a crit, sure. You overhear the
Periphery officers talking a bit. The OUP guy
says, ‘Pocket contents—matchbook from the
Drowned Rat. Then the uniformed officer
responds, ‘That’s a Wharf Rats bar, in a voice
that suggests the OUP investigator should
know what that means.”

“What does that mean?” Carlos asks.

“Good question,” Elise says, “But right now,
you should be concerned with the fact that
you've attracted a crowd, and the Periphery
officers are fed up. The one you were talking
to raps a billy club on a metallic wastebin

to make a loud clatter and shouts, ‘That’s
enough of that then. You are all ordered to
disperse! Read about it tomorrow in the Star
or whatever rag you lot believe in."”

“Are they all done spying from the
roof?” Carlos asks.

“They’ve seen a lot, but the other Periphery
officer is about to turn around and notice
them,” Elise says.

“I've got this,” Kat says. “Wyn is going
to toss a stone from their pocket to skip
off the opposite roof and draw all the
Periphery officers’ attention away so they
can sneak off.”

“Smart, but risky,” Elise warns. “Jumpy
Periphery officers tend to shoot first and
ask questions later. That'll be a high-
stakes Hide roll.”

AV1d OL MOH

“Sure thing,” Kat says. “I've got 2 in Hide,
and it’s gilded. I'll spend 1 from Cunning to
get to 3 dice.”

Katrollsa 2,1,and 3.

“Yikes. I would really like not to get shot, so
I'll burn my Cunning resistance to reroll.”

“Remember, you'll only get the two dice for
your action on the reroll, not the third from
the spent drive,” Elise says.

“Right,” Kat answers, looking at the dice and
thinking of the threat of gunplay this early in
an assignment. “That’s fine, I've got this.”

Kat rerolls two dice, including the gilded
die, and gets a 3 on the gilded dieand a
4 on the other.

Kat weighs their options. “I'll take the 4 and
get my drive back later.”

Elise nods. “The 4 will get the two of

you away, but Wyn, you're so dialed in to
listening for what the Periphery officers are
doing as you withdraw that you don’t notice
the loose roof shingle. It slides off and you
twist your ankle while recovering to keep
from crashing onto the roof and making
noise. Take a Body mark.”

“Worth it,” Kat says, adding 1 mark to the
Body track on their character sheet.

Dani says, “Let’s go investigate that bar.”

Elise paints the picture, “The Drowned Rat

is just a few blocks away. Leo, you'd know
from your friends on the crime beat that this
place is aligned with the Wharf Rats. They’re
mostly into smuggling and theft from other
shipping groups. They've got a long-standing
feud with the Driftwoods, an older gang with
a similar M.O. Are you all heading right in, or
do you want to do anything first?”
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“We're just a group of friends looking for a
quiet drink, right?” Carlos asks.

Kat says, “Wyn is just going to stride in,
order some ales, and get a sense of the vibe.”

“It’s far from the nicest bar in town,” Elise
explains. “The place is a bit rough, but the
thing that stands out to all of you is that
people are on edge. The bartender challenges
Wyn before they even get to the bar.

‘What do you want?””

“Tough crowd,” Carlos shrugs. “Leo goes
over and pulls out his credentials again.
‘Good evening, sir. I'm a reporter with the
Halen Star, I was hoping to inquire about a

t2dd
patron of yours, recently deceased.

“The bartender turns and growls, ‘I bet you
are. You another Driftwood mole trying to
beat us to a score? Get lost.” Then he goes
back to polishing a glass.”

Carlos looks at his character sheet and grins.
“Elise, I want to use I Know a Guy and say I
know someone here. Who is it?”

Elise consults her notes. “That'd be Carrie
Danton, the dancer you knew at the cabaret
in Red Lamp back before the war. She stands
up from a corner booth and approaches.
Carrie’s dressed like a laborer now, though
she still wears a bold red lip and winged
eyeliner. She says, ‘Leo? I thought youd

died in the war!””

“Leo smirks, ‘A common misconception.
Don't believe everything you read in the
papers. Then he reaches out in an offer to

take her hand.”

Elise grimaces. “It’s filthy. She’s
straight off a shift.”

“We were wading waist-deep in
the sewers last assignment. This is
nothing,” Carlos says.

Elise says, “Someone give me a Sway roll and
we'll see how this move goes over after Leo
let everyone in Red Lamp think he was dead.”

“I'll take this,” Kailey says. “Iris steps up and
nods to the bartender. In his line of work,

I bet the bartender has some kind of old
injury. Is there something I would notice and
offer to help with?”

Elise considers for a minute. “Why don’t you
give me a Read for that.”

“Sure,” Kailey answers. “I've got 1 in Read,
and it’s gilded. So I'll spend 1 Cunning
for a second die.”

“And Leo will assist by giving Carrie a wink.
Hopefully, she’ll vouch for me.” Carlos marks
1 Cunning from his sheet.

“That’s fine,” Elise says. “since this is about
Iris finding a social in. Otherwise, that kind
of assist wouldn’t help a Read.”

Kailey takes one die for her Read, one for
the drive, and one for the assistance. They
come up 2, 5,and a 4 on the gilded die.

“That’s a gilded 4,” Kailey says. “Hopefully,
that’s good enough to keep things moving.”

“Carrie smiles, then turns to the bartender
and says, ‘Leo’s good people. Without Carrie
vouching for you, this would have gone much
worse. But Iris, you do notice the bartender’s
left shoulder is stiff, something you could
definitely help with.”

Kailey says, “Excellent. Iris puts on her best
bedside manner and says, ‘Sir, I happen to
be a doctor, and it looks like that shoulder of
yours could use help. I'm happy to prove our
sincerity by offering you a salve that could
help with the stiffness.”

Elise says, “The bartender eyes you for

a second, then lets down his guard and

tries to move the shoulder, grimacing with
discomfort. He waves you over to join him.
However, on a 4, this display is not going
unnoticed.” Elise pulls out a die and places
it on an index card, labeling it “Leo’s past in
Red Lamp comes calling.” Elise then says,
“I'm starting a consequence countdown die
at 4 and reducing it to 2 immediately. When
itreaches 0, someone bad from Red Lamp is
going to catch up to you. And, of course, that
will be a problem for the whole circle, not
just Leo.” (Countdown dice are covered in
Running the Game on page 166.)

“Yikes,” Carlos winces. “But that’s future
Leo’s problem. Now, let’s see what these folks
know about the victim.”



“While Leo is asking around, Lydia is going
to get a drink and try to blend in. I want to
see if I can get a sense for why the people
here are on edge.”

“That’ll be a Read roll,” Elise says.

“I've got o in that, and don't feel like taking
the lower of two dice. What if I'm trying to
pick out important details from people’s
conversations?” Dani asks.

“That would be a Focus roll,” Elise answers.

“Better, but I've only got 1 in Focus. Can
someone help me here?”

“Absolutely,” Kat says. “Wyn grabs a seat by
Lydia and makes fake conversation while also
listening for anything interesting.”

“That makes sense to me,” Elise agrees.
“Wyn, spend 1 Intuition, and Dani, go ahead
and give me that roll.”

Dani rolls two dice, one for Lydia’s
Focus and one for the assistance. They
come up 2 and 3.

“That’s a shame,” Elise says. “Do you
have a resistance?”

“No, I burned it on the last
assignment,” Dani sighs.

“Well, at least we chose the circle ability In
This Together. Since we failed, we can both
refresh 1 drive of our choice,” Kat says. “T'll
take back my Intuition.”

“I'll take an Intuition as well,” Dani says.

“Even on a fail, I'll give you a little bit of
information,” Elise says. “You overhear
several workers talking about Driftwood
territory being strange lately. Two separate
people discuss the strange atmosphere they
felt the last time they were there.”

“Do they hear where Driftwood territory
is?” Carlos asks.

“No, but you know the area—it’s dangerous,
and it’s nearby. In the meantime, the
consequence for that failure. Leo, you're

able to catch up with Carrie a bit while the
others try to gather information, but one of
the patrons sees you getting friendly with a
member of the Wharf Rats.” Elise thinks for
a moment, then continues.

“The camera follows the bar patron out onto
the street, then down a couple of maze-like
alleys, where they knock at the back door of
a restaurant, passing a message to a rough-
looking dishwasher. Your characters don’t
know it, but the Driftwoods now see you as
allies of the Wharf Rats.”

Dani groans. “That means we need to
solve this quickly.”

Elise asks, “What's your next move?”

“We could go poking around in Driftwood
territory to see if the strangeness is related to
our murders?” Kat asks.

“Works for me,” Kat says. “We need to
y:

move before whoever or whatever this is

can kill again.”

Elise says, “So, you finish up your drinks, bid
Carrie and the Wharf Rats farewell, and head
across the district into Driftwood territory,
near where your investigation began. You
mentioned wanting to investigate, but is
your goal to flush out the Driftwoods gang,
to pick up a trail, or something else entirely?”

Carlos suggests, “We could Survey to look
for evidence of recent attacks, try to track
down this culprit.”

Kat says, “Ooh! I have the ability Play the
Bait. So, I can roll Sense to bring nearby
phenomena to me.”

“You can do either,” Elise says. “But each
action will give you different information.
The risks are more or less the same—
dangerous attention from whatever might be
lurking in the area.”

“If Kat wants to be the bait, I say we let
them,” Kailey looks to the rest of the group.
“That way we can set a trap.”

Kat rubs their hands together. “This is my
first time getting to use this move. I've got 1
in Sense, and I'll spend 3 Intuition as well.
Anyone up for an assist? This should be a big
one if we succeed, right?”

Dani says, “Lydia will assist by picking a
good place for an ambush. A quiet street with
street lamps to give Wyn good lighting.”

Kat smiles, “That’s five. Can we get to
the max of six?”

AV1d OL MOH

59



60

Kailey says, “Iris can assist by coaching Wyn
on ways to move like they're in pain.”

Elise nods, “Okay, everyone spend those
drives for the assist. Kat, what does Wyn do
to draw the phenomena in?”

“Building on what Kailey said, they’re
projecting a sense of vulnerability and fear,
breathing fast to increase their heartbeat.
Wyn is hamming it up by saying, “Where
have they gone? I'm all alone!” and making it
sound as if they’re crying.”

“Are the others hiding?” Elise asks.
“Yes, but should we roll for that first?”
“I'll have Kat roll first,” Elise says.

Kat rolls six dice—two for their Sense
rating, two for their own added drive,and
two for the assists. The dice come up 5,
6,1,3,2,1.

“Six dice and no crit?” Kat laughs.

“But with a 6, your trap works perfectly,”
Elise says. “Wyn, when you look to the

end of the street, you see a twisting mass
of shadows speed around the corner, light
fleeing from its presence. Beneath the layers,
you see ink-black scales, glowing red eyes,
and so, so many teeth. You see its shadows
choke out the nearby lights, including the
one Lydia perfectly positioned you beneath.
It's coming straight for you, Wyn, but you
were all ready for this. What do you do?”

“Would we know what this is?” Dani asks.

“Lydia, I think you'd recognize this from a
story you overheard a few weeks back. Two
Candela Obscura agents from a local chapter
house were talking about encountering the
Umbralisk, a snake-like creature the size of

a large dog that manipulates shadows to
confuse its prey, then drains their blood with
an array of razor-sharp teeth.”

“So, vampire shadow serpent?” Kailey asks.

“Gross. But we've got you, Wyn,” Carlos
says. “If it doesn’t like light, the flash of Leo’s
camera should daze it. Would that be Focus?”

Elise shakes her head. “Precision
camerawork would be Control. And you're
doing this from where?”

“I was thinking we'd be on the roof. I've got
an action rating of zero in Control, and no
Nerve. Help please?” Carlos asks.

“Sure thing,” Dani says. “Lydia helps hold
the camera steady so Leo only needs to
aim the flash.”

“Anyone else?” Carlos asks.

“I have no more Nerve to be able to help,
sorry,” Kailey says.

Carlos rolls one die because of Lydia’s
assist. It comesup a 5.

“On a 5, you catch the Umbralisk by surprise,
and while the light disappears faster than
youd think, the creature roars and flails.
But unfortunately, it isn't alone. About a
half-dozen figures in dark clothing step out
onto the street behind you, cutting you off.
A tall one in a flat cap brandishes a club-
sized iron pipe and says, ‘Looks like the
Wharf Rats hired themselves some snoops.
What do we do with snoops, Driftwoods?’
The others brandish their weapons. You're
caught between some toughs and a monster.

What do you do?”

Dani beams. “Lydia says, ‘Finally, something
to punch. You handle the Umbralisk, I've
got these jerks. And then Lydia pulls out

a sledgehammer and jumps down to lay

into the gang.”

“The sledgehammer is your heavy
weapon?” Elise asks.

“Absolutely,” Dani says.

“Okay,” Elise says. “You're going to need it.
Taking on a half-dozen armed gangsters in
close quarters is going to be a high-stakes
Strike roll. And you can’t dispatch all of them
with one success.”

“I just need to hold them off, so that’s fine.
I'm going to spend 2 from Nerve, plus my 2
in Strike, for a total of four dice, one gilded.”

Dani rolls four dice and gets 5,5,4,and a 5
on the gilded die.

“That’s an easy choice,” Dani says. “I'll take
the gilded 5 and refresh 1 Nerve.”



“With a 5, you can hold off the Driftwood
toughs, but Lydia’s going to take a beating
doing it, to the tune of 2 Body marks. What's
that look like?” Elise asks.

“Lydia fights next to a wall to protect her
flank, but it’s still six-on-one. She takes a
pipe to the side as she kicks one enemy into
the wall, then knocks one of the toughs into
the wall but takes a gash to her leg. But her
work is enough to give the others some time
to corral the monster. Body Armor allows me
to soak 1 Body mark, then with Adrenaline
Rush, I get to refresh a drive for each mark

I take, so I'll regain 1 Nerve for the one I
couldn’t negate.”

“While Lydia is dispatching the scoundrels,
what are the rest of you doing with the
Umbralisk while it’s stunned?”

Kailey asks, “It’s better if we capture this
thing rather than kill it, righe?”

“Absolutely,” Carlos says. “Plus, it’s less
cleanup, and Lightkeeper Lutz will appreciate
the chance for close-up study.”

Kat asks, “Could I use my Ward, but instead
of having it protect me, I turn it into like...

a summoning circle and have it trap the
creature until backup can arrive to transport
it safely back to the lighthouse?”

Elise thinks for a moment, “Interesting. I'll
say you could do that with Sense, but it’s
going to be very dangerous, and containing it
will require finishing a three-part completion
countdown.” She puts a die out on the table
for the group to follow.

“Lydia’s the only one with good Nerve
actions and drives,” Kailey says. “So, I think
this might be our best bet, at least until she’s
done with the Driftwoods.”

“I've got 1 in Sense,” Kat says, “and I'll spend
1 Intuition as well.”

“Iris is going to help with the ritual,” Kailey
says, spending 1 Intuition.

Kat rolls three dice and gets 2, 4,and 3.

“A mixed success reduces a countdown by 1,
right?” Kailey asks.

“Yes.” Elise moves the die from 3 down to
2. “You feel the ward’s power constraining
the Umbralisk. It writhes, the shadows
expanding and contracting, creating a
strobe effect as the streetlights return for
split seconds at a time before the darkness
swallows them again. But Wyn, your Ward
isn’t meant to do this, and the strain
leaves both you and Iris vulnerable to the
overwhelming power of magick. You'll both
take 2 Bleed and 1 Brain.”

“Yikes!” Kailey says. “Dani, a little help?”
“Is this where I can come in?” Dani asks.

“Yes,” Elise adds, “but you're not in great
shape yourself.”

“These squishy folks need backup. Would
it be a Move roll if I'm trying to fight

and keep the monster in place while the
ward solidifies?”

Elise looks to Dani, “How are you using your
strength here? This sounds more like you're
attempting to hold the creature in place,
rather than out-maneuvering it, to me.”

Dani agrees. “So, I've got the sledgehammer
and I'm just going to use it to force this thing
to the ground and keep it in place while they
finish the ritual.”

“You're welcome to try, but this could go very
pootly for you,” Elise says.

“I've got 2 in Strike, it’s gilded, and I'll put 2
Nerve into it.”

Dani rolls a 2,4, 6,and a 3 on the gilded die.
“I'll take the 6. Let’s finish this!” Dani says.

Elise picks up the countdown die and puts

it away, the timer now complete with that
full success. “With a 6, you land a staggering
hit to the Umbralisk with the sledgehammer
and are able to wrestle it into position

while Wyn and Iris finish the ritual. The
circle imprisons the creature for the time
being. The Driftwoods aren’t going to be
able to rally before your Lightkeeper can get
a removal team out to help you bring this
thing in. Nicely done! Let’s take a quick break
and then tally Illumination and discuss what
you're doing between assignments.”
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BETWEEN ASSIGNMENTS

After the break, Elise pulls out the circle
sheet. “Okay, Illumination Questions. Did
you contain a source of bleed?”

“The Umbralisk, right?” Carlos asks.

“Absolutely. Next, did you provide comfort or
support for those affected?”

“Do the other Wharf Rats count?” Kat asks.
“Since they lost people?”

“Do you think theyd call that support?” Elise
looks to the group.

“We got rid of the creature and kicked the
Driftwoods’ butts, so I'd say yes,” Kat says.

“Fair,” Elise agrees. “Third, did you bring
something of importance back to Candela
Obscura to study or protect?”

“Again, the creature,” Carlos says. “That
counts, right?”

“Yes. Three Illumination so far. Did everyone
fulfill an Illumination Key this session?”

Carlos replies, “Leo hunted down a lead
about the attack.”

Dani looks at her Illumination Keys. “Lydia
protected her circle and acted tactically
when she selected the perfect position

for the ambush.”

“Iris aided an ally when she helped
Wyn with the ritual to contain the
Umbralisk,” Kailey says.

Kat adds, “And Wyn acted bizarre to draw
out the creature.”

“Four for four.” Elise puts four more marks
on the Illumination Track. “Since you

all hit an Illumination Key, that’s 4 extra
[lumination on top of the 3'from the
questions. Seven Illumination gets you a
milestone and leaves the track just over half
full. Now, let’s do downtime—be sure to
clear your spent gear. A few of you are pretty
banged up, right?”

“Yeah. Resource-wise, we've got 4 in Stitch,
5 in Train, but only 3 left in Refresh,” Carlos
says. “How are people’s drives doing? Leo is
out of Intuition, but good on Cunning.”

Dani says, “Lydia is beat up, but
okay on drives.”

Consulting her character sheet, Kailey waves
a hand, “Iris is fine.”

“Wyn is down to 2 Intuition. Carlos, why
don’tyou and I take a Refresh.”

“And is it okay if I do a Stitch?” Dani asks, to
which the others all nod.

Elise prompts, “So what does it look like as
Leo and Wyn relax and refresh their drives?”

“Leo writes up the story of what actually
happened, then concocts a reasonable excuse
for the paper that explains away all the
supernatural details as ritual killings with
mysterious cult involvement.”

Kat says, “Wyn is going to relax by helping
their colleagues study the Umbralisk, taking
copious notes to add to their collection

of arcane texts.”

“Nice. Make sure to refresh your
resistances, as well.”

“Lydia asks Iris to help with her injuries at
the chapter house,” Dani says. “Since she’s
more comfortable having a friend take care of
her than going to the hospital.”

“Absolutely. Iris used to do this for George,
back in the war,” Kailey says. “And this
provides a good opportunity for me to

do some training, so I'll take a die for the
next assignment.”

Elise nods. “Okay, that’s 1 spent from Stitch
and Train, and 2 from Refresh. You can each
use one other resource, but you won't regain
these until you fill the Illumination Track.”

“Should we leave it at that?” Dani asks.
“We’ve probably got two more assignments
before we fill the track.”

“Yeah, I think so,” Kailey agrees and casts a
mischievous look at Elise. “Who knows what
our GM is planning for the next session.”

Elise smiles. “You'll just have to come back
next week to find out.”
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QUESTIONS TO CONSIDER

© What details should Elise have provided Lydia if she hadn’t rolled a critical
success investigating the corpse using her mirror? The GM should always
aim to keep the fiction moving forward, so it’s good to consider what the bare
minimum of information is needed to move the story along, even on a miss
(consider the instance at the bar, for example).

© Elise didn't require Dani to mark gear for an ordinary hand mirror. Would
you ask a player to mark gear if they produced something similar? It’s good to
consider the types of items that would require a player to spend one of their
three gear slots.

© Should the circle have had to roll to not get thrown out of the Drowned Rat,
even with Carrie vouching for them? What other characters could Leo have
known in that scene? How would different contacts inform the way the scene
played out? What if the contact was hostile toward Leo? Should contacts from I
Know a Guy always be friendly?

© If the assignment was running long, it might make sense to allow Wyn's ward
ritual to trap the Umbralisk with a single success. Or do you think that the
climactic obstacle in an assignment should always come with a completion
countdown or take several rolls to overcome? Would you also have allowed Kat
to utilize their gear in a way that wasn’t strictly rules as written?

© What did you think of Elise’s choice to let the camera flash stun the Umbralisk?
Would you have ruled that the flash would make the creature too weak to resist
the ward, or would you say the creature’s ability to manipulate shadows would
make the effort entirely ineffective?
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THE SUPERNATURAL

INTRODUCTION

Magick

The average person in the Fairelands knows
nothing about real magick. In fact, many civilians
believe the clever tricks of stage magicians or have
no way to differentiate between new scientific
developments and the theatrical, miasma-filled
shows of spiritualist frauds.

But magick is real and it is dangerous.

This corruptive and unwieldy force has led to the
fall of civilizations. To say that magick comes ata
cost would be a reductive half-truth—magick is
inextricable from the horror of its use.

Bleed

Bleed is the destructive influence that emanates
from magick. People, creatures, nature, and objects
may all contain this corrosive power. Interacting
with something or someone emitting bleed can, and
usually will, do damage to anyone in its sphere.

Depending on the nature of the magick, it can
manifest in a myriad of ways, and investigators
should be wary of seemingly “less harmful” bleed.
This devastating radiation knows no scale but time
and exposure—toying with its incredible power
comes at the risk of your own peril.

The Flare

The Flare is the barrier between worlds, preventing the flow of magick into our realm from
the terrifying beyond. Though it typically burns away anything that passes through it, there
are spots referred to as thinnings where this veil has become permeable—and all manner of
phenomena can slip into our reality. These rifts are a central focus of Candela Obscura.

PHENOMENA

Investigators within Candela Obscura use the term phenomena to describe any and all
mysterious occurrences. This could include a terrifying flying beast, a lake of seaweed that
drowns victims, blood raining from the sky, a wardrobe that transfers human consciousness
between bodies, or even a spirit trapped within a music box.

Remember, the myths of the Fairelands can be very similar to the fables and eerie tales from
your world. With respect for various cultures and closed practices, you can use familiar lore to
create entities that best facilitate the tales you wish to tell.
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Creatures & Monsters
Creatures that defy explanation
lurk in the corners and shadows
of this world. These beings
come from across the Flare or
are born of the magick that has
already infected this realm. They
prey on unsuspecting citizens
unfortunate enough to cross
their path, or Candela Obscura
investigators clever enough to
seek them out.

Magickal fiends are driven by
their own unique desires and
goals. Some may resemble one
another, but the wise investigator
never makes broad statements
about all creatures from beyond
the Flare. Through the work of
Candela Obscura, these beasts
remain largely shrouded from the
public eye, but their impact can
be felt across the Fairelands.

Example Phenomena

© Coventis: Giant bird-like beasts with sharp, curved beaks and long talons that live deep
in the Scarlet Wood. Often confused for carrion birds, coventis are quite the opposite—
they will only feed on living flesh. There is one known to hunt from Timberway Camp.

© Chemighast: These creatures stalk the ruins of Oldfaire with bodies made of blackened
bone and flickering embers. They are the result of alchemical processes gone awry and
move with the same ferocity as an explosive wildfire. Candela Obscura recently found a
factory in the Steel that utilized a chemighast to power its machinery.

© Bilgecreepers: Small creatures that most often take the facade of severed human hands.
They feast on decay in places of ruin, waste, or neglect, such as garbage sites, or regions
where the environment has been devastated.

Environment & Hazards

Magick affects more than just the living creatures of the world. Even the environment itself
can break out into violence. Magick can unleash powerful and unpredictable forces with the
power to tear apart the very fabric of the natural world. This creates strange and dangerous
phenomena that may be deadly to those who venture too close.

Example Phenomena

® The Grim Branches: There is a willow tree near the Stentorian River whose branches and
roots drain the life force from its victims with a relentless and malevolent fury.

© The Bloodfall: In Westwreck, there are reports of rain that comes down from the sky in
an eerie blood-like deluge, burning the skin of any who come into contact with it.

© The Fatal Flora: The scent of flowers from a particular garden in the Eaves induces vivid
and terrifying nightmares, eventually stopping the hearts of its victims.
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Spirits & Entities

In the Fairelands, ghosts are an enigmatic presence some believe in, though others dismiss
them as a narrative intended to scare children and gullible Fairen citizens with money to
spend.

However, in this world, ghosts are very real and can be found in nearly every corner of the
Fairelands. Some spirits manifest as nothing more than eerie shadows flickering across
walls, while others transform into malevolent apparitions attacking unsuspecting bystanders
with malicious intent. The most piteous entities are the souls still entangled in the moment
of their death, doomed to experience their demise forever. No two spirits are the same, and
Candela Obscura believes their existence is heavily impacted by the circumstances of both

their life and death.

Once someone passes beyond our world into the realm of death, they cannot be contacted.
Although Mediums may speak to the spirits left behind in our world, it’s important to

note that not all deaths result in spirits who are unable to move on from this mortal plane.
Those in tune with the world beyond would find it exceedingly difficult, if not impossible, to
summon a specific spirit and communicate with them clearly and coherently.

Example Phenomena

© The Phantom Fiddler: An eerie silhouette found in the alleys of the Red Lamp district.
Those who listen to their melancholic music for too long are racked with grief.

© The Crimson Woman: A figure seen wandering the outskirts of the Scarlet Wood, known
to attack redrunners as they make their way through the trees at night.

© The Laughing Boy: Deep in the ruins of Oldfaire lurks the haunting figure of a child. He
is known to steal important items, such as torches, tools, and journals, from anyone who
crosses his path.

Artifacts

Even the most mundane items, once infected with bleed or tainted by magick, can become
something corrupted, deadly, or otherworldly. While many of these objects are exceedingly
powerful or even useful, members of Candela Obscura would do well to remember that
caution can be an investigator’s most valuable tool.

Still, one can employ artifacts to their advantage—but their acquisition almost always
comes with a price. Should you recover an artifact during an investigation, it is important to
remember that its use may result in further misfortune. Nevertheless, there may come a time
when the application of these artifacts could prove advantageous.

Example Artifacts

© The Conjurer’s Companion: This mysterious journal can aid the user’s ability to uncover
information. Take 1 Bleed mark and write one yes or no question inside. The GM will supply a
truthful answer.

© The Nightshade Necklace: This alluring necklace features a single glittering jewel.
Catching the light, it seems almost to enchant onlookers. +1 Sway but take 1 Bleed each
time this action roll is required. To remove the necklace, roll with Control.

© Facade’s Foil: This hand mitror can reflect moments of the present happening
elsewhere—at the cost of the user’s own reflection, corrupting their identity over time.
Make a Sense roll to use. On a mixed success, take 1 Brain and ask the GM one question. On a
full success, take 1 Brain and ask two questions. On a 3 or less, the mirror will shatter.
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ALCHEMY

It is common knowledge amongst Candela Obscura members that Oldfaire fell due to the
misuse of magick. Much like the Fairelands harnessing electricity today (though hopefully to
less disastrous effect), the people of Oldfaire harnessed magick for everyday use.

It was this use of magick that resulted in the civilization’s demise. As the upper class,
especially Empress Iomene and her council of alchemists, began to explore the powers
afforded them by magick, the lower classes of society were forced to adapt to survive. This is
similar to industrialization in the modern age. Magick became an integral part of such things
as agriculture, architecture, child-rearing, education, leisure activities, politics, and war.

With the overproduction of alchemical works and consistent misuse of their power, Oldfaire
eventually fell victim to the very creation that once allowed them to thrive and expand their
empire across the continent.

Now, all that remains of this once
great civilization are the ruins
scattered across the Fairelands,
accessible only by those brave enough
to journey underground to face

the mysteries within. Among these
historical structures lie the relics

of the Oldfairen alchemists’ quest

to harness and manipulate magick.
This includes the use of alchemical
symbols and sigils, as well as
experiments utilizing various metals
and materials to both contain and
channel magick and its bleed. Those
who visit these laboratory and ritual
sites are likely to encounter incredible
amounts of bleed and the phenomena
born of Oldfairen experimentation.

Today, numerous organizations
attempt to harness and employ
magick through the use of alchemy.
Members of Candela Obscura will study for years to achieve only a fraction of the mastery the
Ancient Fairens claim to have widely employed throughout their civilization. Investigators
who wish to study alchemical processes should be wary of anyone who suggests that the art
can offer them untold power or riches. One should begin by learning to translate Ancient
Fairen to engage in firsthand sources recovered from Oldfaire.

Example Ancient Alchemy-

© Corrupt Correspondence: During the time of Oldfaire, communication across vast
distances was established through the use of alchemical connections between homes.
This caused bleed to spread slowly with each use.

© Tainted Agriculture: Alchemy was used to enhance food production across the Ancient
Fairen empire. Over time, this infected the citizens who consumed these crops with
massive amounts of bleed.

© Decaying Decor: Alchemy was used to create intricate and ornate designs in much of the
architecture throughout Oldfaire. This resulted in the slow erosion, and even mutation,
of the underlying structures.
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CANDELA OBSCURA

Candela Obscura is a secret society of investigators whose primary aim is the survival of
mankind against supernatural forces. Your involvement with the organization begins with
the mysterious tales set in the Fairelands—however, this secret society predates even the city
of Oldfaire.

The Origins of Candela Obscura

The Tome of Lumos is considered the definitive record of the activity of Candela Obscura
around the world, going back to the organization’s beginning, before the existence of cities
such as Oldfaire. This text exists in a vast series of volumes, and it is the sacred charge of the
Conservator of the Fourth Pharos to record the organization’s affairs during their tenure.
Within these enigmatic pages, it is written that Candela Obscura originated from a guild of
hearth stewards called Lightkeepers.

In the time before electricity, during the reign of flame, people began congregating around
enclaves of knowledge that advanced the very scaffolding of civilizations—the early days of
architecture, politics, and technology. As these civilizations gained power, it was natural for
people to attempt to store the details of their discoveries in writing—first in stone and then
with increasing ease on hides, fabrics, and paper. The makings of the world were transcribed
and read under the glow of campfires, candles, and eventually hearths.

The structures that stored this knowledge, libraries that came to be known in the Fairelands
as athenaeums, were built to facilitate the study of scholarly texts or to conduct secluded
meetings in dimly lit rooms as society slept. Rulers employed Lightkeepers—stoic defenders
of knowledge and keepers of the fire—to ensure the flame did not devour the precious
writings contained in these athenaeums.
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Organizational Structure

The hierarchical framework of Candela Obscura is evidence of its roots as a diverse and global
secret society. Candela Obscura is composed of chapters across the world—each reflecting
the culture and values of its circle members, dedicated to guarding against the dangers of
magick and otherworldly forces that threaten humanity. The Radiant Order loosely governs
and coordinates activities across chapters. This administrative body seeks to maintain global
awareness of Candela Obscura’s operations by facilitating communication and sharing
resources between chapters. Only in times of global existential crisis does Candela Obscura
convene an appointed group of Lightkeepers, known as the Conclave of Luminosity, to

make important decisions for the organization as a whole. Bearing the scars of secrecy and
mistrust, Candela Obscura typically abhors any attempts to implement centralized control
over its chapters. Both a blessing and a curse, the history of the organization is riddled with
complexities surrounding its decentralized approach to protecting the world from great evils.

Chapters & Circles

Regions throughout the world are home to Candela Obscura chapters. Chapters are made up
of one or more teams of Candela Obscura investigators called circles. Each chapter operates
and claims jurisdiction over regions that reflect its members’ cultural and demographic
makeup. Chapters increase their size, power, and influence by actively pursuing the perpetual
inclusion and admission of members that represent the values of the regions they protect.
This is a cornerstone of Candela Obscura’s ethos—each chapter and its circle strive to
represent the regions they operate within. Therefore, every chapter in Candela Obscura

is unique, but taken as a whole, the organization represents the essence and influences of
humanity at large. It is not uncommon for chapters to invite circles or individual investigators
from distant regions to assist them when the need arises.

To operate effectively within their assigned regions, chapters establish multiple chapter
houses. These headquarters serve as covert bases of operation for a circle of investigators.
From the safety of each chapter house, experienced members of Candela Obscura known as
Lightkeepers, watch over, mentor, and issue assignments to their circle of investigators.

Lightkeepers & Chapter Houses

When a member of Candela Obscura acquires three scars, the risk of them gaining a fourth
and fatal scar is incredibly high. To protect their investigators, Candela Obscura will invite
them to retire from the organization or, in some instances, become a Lightkeeper—though
many choose to continue their work in the field despite the danger.

Though they may come to the position via another route, especially if they are experts in a
particular area of magickal or mundane study, most Lightkeepers are former circle members
that have relinquished field exploration. These veteran investigators are responsible for
identifying potential phenomena and using their expertise to guide the efforts of their
assigned circles. -

Lightkeepers generally operate from the safety of a chapter house—the covert sanctuaries
where members of Candela Obscura come together to facilitate work for the organization.
These locations provide a circle with a home base to plan their investigations, research
phenomena, and store artifacts if and until members can safely transfer them to the Fourth
Pharos.

Depending on the needs of the group, a circle in the Fairelands might have a chapter house in
Red Lamp, the Eaves, tucked within a cave of the Verge, or somewhere else within the valley.
Chapter houses are established in a location that best facilitates the needs of each individual
circle.



Councils & The Radiant Order of Lightkeepers

The Lightkeepers of a region are known collectively as a Council of Lightkeepers. In order to
facilitate worldwide collaboration and coordination between chapters, one Lightkeeper from
each council is appointed to serve on Candela Obscura’s Radiant Order.

Prior to its inception, chapters of Candela Obscura operated in complete isolation from

one another. This all changed when a curious Lightkeeper, Lila Patel (she/her), set off on

an expedition to visit neighboring chapters in an effort to exchange knowledge. When Lila
arrived at the nearest chapter house, she came upon the headless remains of a Lightkeeper
nailed to the ceiling, the building abandoned. Horrified, the curious Lightkeeper resumed her
travels, hoping to spread word of this heinous act to the rest of Candela Obscura.

Within the next three chapter houses she visited, Lila found more of the same—one
Lightkeeper was missing their arms, another their legs, and another their torso.

Upon arriving at the fifth chapter, Lila discovered the stitched remains of the Lightkeepers
forming a fleshy monstrosity imbued with heinous magick. The creature groveled on the

floor and chanted an occult warning of impending tragedy. The warning was erased from all
records within Candela Obscura, including the Tome of Lumos. From this incident, word
spread, and the chapters of Candela Obscura agreed to establish the Radiant Order to loosely
maintain communication and coordination with each other.

Conclave of Luminosity

In times of historic crisis, the Radiant Order convenes the Conclave of Luminosity deep
within the labyrinthine heart of the Fourth Pharos, the secret stronghold of Candela
Obscura. During this event, each region selects one of its members to represent the chapter
throughout the duration of the Conclave.
Those members gain access to Candela
Obscura’s most guarded truths and secrets,
and with this knowledge in hand, they
deliberate until the Conclave comes to a
unanimous conclusion.

While the diversity of Candela Obscura’s
membership brings forth great power

to combat the dangers of groupthink,
unfortunately, it injects regional interests
into the decision-making process. Some
have called it harsh pragmatism, others
corruption. In either case, the inner political
machinations of the Conclave of Luminosity
have far-reaching impacts and shape the way
its members arrive at each decision.

Some might ask why each chapter’s most
senior ranking member doesn’t attend the
Conclave of Luminosity. The answer is
simple—because the Conclave of Luminosity
discusses forbidden lore, its members are
barred from ever returning to the mundane
physical realm. Instead, they are sent as
emissaries of humanity to wander into the

: . infinitely terrifying magickal world beyond
= : ? : the Flare in search of information that could
\ guarantee humanity’s safety for all eternity.
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The Fourth Pharos & The Lore of Lighthouses

The Fourth Pharos is a monumental lighthouse that serves as a stronghold and a beacon of
hope for Candela Obscura. It functions as the vault for dangerous artifacts, creatures, and
knowledge, as well as the headquarters for the Lightkeepers of the Radiant Order.

Over the centuries, the Pharos has risen and fallen to powerful forces (both magickal and
mundane). Today, this citadel is in its fourth iteration. After the fall of the Third Pharos,

the Radiant Order found a way to access the Flare, the protective veil between realms, and
constructed the Fourth Pharos within its bounds. Now straddling the mundane and magickal
worlds, this vault is only accessible from specific thinnings that lead into the Flare. Chapter
houses soon began to form around these special thinnings, creating the present-day network
of Candela Obscura members worldwide.

The Fourth Pharos’ otherworldly location protects this bastion from corruption within and
without. Allowing one region to possess the most dangerous and powerful artifacts from
around the world grants a nation incredible strength and invites unparalleled corruption.
Throughout history, iterations of this lighthouse vault became valuable political and military
assets that led to a great loss of human life. Equally, Candela Obscura could not stop the
incredible amounts of bleed that corrupted the very landscape surrounding each Pharos,
harming the people that called the area home. To this day, the ruins from previous iterations
of the Pharos are infused with horrific levels of bleed.

Within the Fourth Pharos are magickal, perpetually spinning astrolabes. These arcane
sculptures power the spells that keep the Pharos stable within the Flare and its dangerous
vaults firmly sealed. This technology is repeated, to a lesser extent, in every Candela Obscura
lighthouse around the world.

For centuries, Candela Obscura built these lighthouses to hold together the thinnings of the
Flare and warn innocent civilians away from the dangerous magick that emanates from them.
The astrolabes within help to contain the bleed from these rifts, as well as hold them closed
so that the horrors from beyond the Flare cannot continue to pass through freely.

Within the Fairelands, lighthouses are found in a variety of unexpected locales: deep in
the Scarlet Wood, tucked within the snow of the Bridleborne Mountains, at the bottom of
the Vastchasm, and beyond. Their strange locations have resulted in homespun, though
inaccurate, folklore about the purpose of these structures and the surrounding geography.

Operating within the Shadow of Morality

Candela Obscura’s adherence to the principles of decentralized organizational control results
in a complex relationship with power dynamics. As self-proclaimed “protectors of humanity
and guardians of knowledge,” the organization acts as a gatekeeper for access to immensely
valuable secrets.

Many Lightkeepers perform.questionable acts in the name of the common good or the self-
interests of the regions they safeguard. The reality is these motives and agendas might come
into direct conflict with one another. As with anything that operates within the obscure
boundaries of society, the decisions that members of one chapter of Candela Obscura make
in the shadows might disturb the hearts and minds of fellow investigators operating in
another chapter.

There are Lightkeepers who dread the thought that, while Candela Obscura might one day
save humanity from the powerful evils lurking in the darkness, it may not be able to save itself
from the evils of humanity and its inevitable attempt to seize this dark power for malicious
intentions.



History within the Fairelands

In ancient times, the ruling class of Oldfaire used and abused the powers of magick, deeming
themselves alchemists. As with any development that eases the burdens of daily living, or
forces members of society to adapt, the citizens of Oldfaire embraced the technological
advancements born of this power. Out of either ignorance or irreverence, the corrupting force
of bleed soon overtook the city. Supernatural forces from this disaster tore a chasm into the
sea and a great flood overtook Oldfaire.

Before its fall, upon the first signs of this civilization’s destruction, Candela Obscura
established a covert chapter in Oldfaire. They settled their chapter houses around locations
of high magickal incursion, and this was the beginning of Candela Obscura within the
Fairelands. Almost all written records from Oldfaire were buried with the city, but it is clear
that in the centuries that followed, this chapter of Candela Obscura slowly expanded in
size and influence.

Values

Members of Candela Obscura are protectors of the people. With their wealth of supernatural
knowledge passed down through generations, they focus their work on collecting and
studying magickal phenomena.

Style
Libraries full of ancient and esoteric literature, working by candlelight, formal attire, strange
artifacts in glass cases, secret entrances, hidden passageways.

Key Assets

Ancient knowledge passed down by previous Candela Obscura investigators grants
this organization the tools and training they need to operate in the field.

© Lightkeepers: These veteran members of Candela Obscura use their extensive
education and experience in the field to assign the circles they oversee to the
assignments they are best suited for.

© The Fourth Pharos: A vault located within the Flare that houses phenomena to
keep them from corrupting the world with bleed and serves as a central hub for
the organization’s Lightkeepers.

© The Chapter House Archives: Every chapter house of Candela Obscura
contains a highly protected collection of books, artifacts, and records.

Notable Figures

© Naomi Malik (she/her): The Conservator of the Fourth Pharos, she leads the
team that protects and controls this vault. Any requests to access artifacts,
information, or other restricted resources cross her desk.

© Xander Ikari (they/them): An art dealer now aligned with Candela Obscura.
They have intimate knowledge of the underground world of magickal
artifact trafficking.

© Allison Suarez (she/her): A fellow member of Candela Obscura currently in
isolation within the Fourth Pharos. She faced intense exposure to bleed on
her last mission.
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EXOTERIC ORDER OF NEW SCIENCES (EONS)

Founded by a small faction of scientists and occultists, this insidious cohort believes in the
very public incorporation of science with magick. While EONS works in the shadows, they
own and operate numerous public-facing companies that experiment with the use of magick
in their products and processes.

Values

The first true occult power of this century, EONS adheres to a
daring set of tenets: the old societies have failed mankind, and
it’s time for bold action. EONS recruits some of the most brilliant
minds in the Fairelands, and they have a particularly strong
presence at Briarbank College in Newfaire. Their opportunistic
viewpoints and unethical behaviors have resulted in a rivalry
between EONS and Candela Obscura.

Style
Laboratories with beakers and brass, industrial spaces, upscale businesses, dense files, hastily
scrawled notes, dangerous experimentation, alchemical symbology, electricity.

Key Assets

The expansive methods and resources of EONS enable a wide variety of
metascientific research and experimentation. They devote incredible time and
resources to the exploitation of arcane inventions. EONS is the power behind a
number of dangerous companies, weapons, and even bioengineered monstrosities.

© The Devil's Well: Located under the Glass Sea, this was an attempt by EONS to
create a vault styled after the Fourth Pharos.

© Galvanica Engineering Works: Located in the Steel, this laboratory is the home
to many of EONS'’s top minds and their experimental works.

© Adjuvant: An experimental antidote for bleed, or rather, an attempt to stop the
“negative human reaction to the natural phenomena of bleed.”

Notable Figures

© Elvira Dryden (she/her): The elder and more business-minded of the twins
that founded EONS.

© Edric Dryden (he/they): Elvira’s twin brother, who rarely leaves their laboratory.
He is the engine that brings Elvira’s dark ideas to life.

© Violet Boucher (she/her): A brilliant scientist who recently joined EONS,
Violet is eager to prove herself through extreme means.

Example Assignment

Newfaire’s latest subway line has become quite the attraction for hopeful commuters and
tourists alike. But these innocent Fairens don't realize that EONS is also underground,
attempting to create their own system of travel using magick rather than electricity. This
teleportation machine is moving people, the trouble is that they arrive in their location at a
much different age than they were when they left.



OFFICE OF UNEXPLAINED PHENOMENA (OUP)

The OUP is the most underfunded and undervalued division of the Periphery. Omnipresent
but invisible to normal society, they specialize in discovering, analyzing, and suppressing
magickal phenomena. Very few government officials, even those with the highest level of
security clearance, know the true focus of the OUP’s work.

Values

The OUP’s primary goal is to keep knowledge of magickal
abnormalities from the public, and they will go to great lengths
to do so. They may collaborate with Candela Obscura, but their
bureaucracy is likely to do more harm than good.

Style
Government buildings, sterile offices, redacted files,
confidentiality, red tape, uniforms, manipulated news.

Key Assets

Due to the nature of their work, other divisions of the Periphery regard OUP
members with suspicion. Even so, OUP agents have access to mundane and
magickal classified files that span centuries.

@ The Rediker Room: Founded in 1883, this location houses a number of
magickal phenomena unknown to the public.

© The Sathe Device: Named for the person that created it, this device can detect
bleed on an object, place, or person.

© Grayslate Sanatorium: The asylum located in the Sidle. It’s often used to hide
away civilians and agents who were subjected to too much bleed. The OUP

frequently uses the slang “they’re going gray” in reference to this facility and the
effects of bleed.

Notable Figures

© Baxter White (he/him): The long-time head of the OUP. He has a soft voice and
a stern tone, and never suffers fools.

© Marcos Vega (they/them): The very long-time head secretary of the OUP. There
is no secret they don’t know and no string they cannot pull.

© Farrah Naftali (she/her): A close contact of Candela Obscura. She frequently
goes against the orders of her superiors to collaborate with circle members “for
the greater good.”

Example Assignment

When members of Candela Obscura are called to the scene of a murder by their contact in
the OUP, Officer Zukas (she/her) reveals that she called them for another reason. Acting as a
whistleblower, she reveals that there is suspicious activity at the Brinkley Penitentiary—there
are stories of a prison guard becoming consumed with rage and eating other guards and
vulnerable inmates.
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RPARE

A fanatical, secretive sect of the Ascendancy, this religious cult uses the same
powerful magick they claim to despise in their attempt to drive phenomena
from the world. Their order is split into two divisions: the Flint (the
assassins) and the Flame (the ritualists), both led by the High Inquisitor.
Every member bears the mark of Pyre, which is branded into their flesh in a
sacred ritual.

Values

Pyre believes that magick is a profanity that leads people away from the
Mother’s light of true devotion. Members of the order take on the “burden
of magick,” martyring themselves to fight off the phenomena that come
through thinnings. Pyre’s quest to stop harmful bleed sometimes aligns
with the goals of Candela Obscura—but their dark, inhuman methods

and the violent zealotry of their beliefs frequently make them the society’s
ideological enemy.

Style
Secret rituals, fanatical devotion, unyielding commandments, robes and swords, thick tomes
of ancient lore, hallowed halls, dark underground catacombs.

Key Assets

Pyre’s membership is composed of numerous high-ranking officials within the
Ascendancy, making them particularly well connected to the governing bodies of
the Fairelands. When religious zealotry cannot pull strings, they will utilize political
blackmail to allow members of their order to act with impunity.

© Swords of the Flare: Pyre holds the secret to forging swords that can harm the
otherworldly beings that pass through thinnings.

© The Sepulcher: An underground crypt that serves as a gathering place for Pyre.

© Fountains of Lustration: Hidden ritual sites, known only by Pyre, that help
them cleanse the bleed from their bodies through horrifying magickal means.

Notable Figures

© Diego Parris (he/they): A knight of Pyre, known for the use of swift and
incredible violence. He has killed numerous members of Candela Obscura.

© Acolyte Tanaka Haruki (he/him): A new member of Pyre, Tanaka is eagerly
devoted to moving up the ranks to one day become the High Inquisitor. Even so,
he believes that Candela Obscura’s ways may not be as bad as everyone says.

© Novice Idris Brand (she/her): An orphan raised in Pyre. All orphans raised
by the order are given the last name “Brand.” Since a young age, Idris has been
known for her particularly strong devotion to the order.

Example Assignment

Deep beneath the city of Newfaire, members of Pyre are performing an ancient ritual to call
forth the Divine Radiance. This force is described only as a “massive and all-consuming
light,” and Candela Obscura has no knowledge of how to stop it.
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The Sisters of Ash

For decades, beginning around 1100 CE, a devout sisterhood operated an
orphanage at the edge of the Scarlet Wood. These women displayed a cultish
adherence to the beliefs of the Ascendancy, focusing their worship on the Mother
and her embodiment of merecy and forgiveness. The sisters lovingly raised the
young children in their orphanage as pious adherents of their faith.

As the War of Embers ignited across the land, a horde of vile men, branded as
heretics by the Ascendancy, set out to sack and pillage the sisters’ orphanage to
enact vengeance upon the church. One night, as the sun set and darkness
consumed the forest, the men descended upon the unarmed sisters and their
wards.

At daybreak, the sun revealed a miracle—the sisters and the children of their
orphanage were unscathed while the band of murderers appeared silhouetted on
the horizon, each impaled upon the branch of a tree and writhing in agony. Over
the next ten days, the sisters bravely climbed to tend to the dying impaled men,
even as their blood soaked and nourished the trees. The sisters promised the men
peace if they renounced their heretical ways and embraced the church.

On the eleventh day, the men renounced their heresy and begged for baptism to
earn the sisters' mercy. Pleased and proffering forgiveness, the sisters
ritualistically baptized the repentant Kkillers in a holy fire, setting the trees ablaze.
The ashen remains of the men, sanctified by fire, rained down upon the desecrated
forest of blood-soalked trees. It was there, in the Scarlet Wood, that the Sisters of
Ash were born—their obsidian robes adorned with the charred remains of the
heretics.

1t is debated whether the Sisters of Ash continue to act as inquisitors on behalf of
the Ascendancy or as an obscure cult that sadistically murders hereties. Some
pelieve the orphanage still exists, hidden in the Scarlet Wood, though no reliable
sources have provided more than local folktales. A chronicler during the War of
Embers wrote, “Woe unto them that have angered the Church—for none can escap
the loving embrace of the Sisters of Ash.”

While the legacy of the Ascen
it became clear that.*’
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THE RED HAND

Members of this organization consider themselves great
curators of magick and will advertise this detail when

the need arises. Trafficking in the illegal and immoral
distribution of magickal artifacts, they always seem to appear
in the right place at the right time.

Values

Above all, the Red Hand seeks power and profit. Members
of this organization commonly wear gloves. Those who do
business with them must ensure they remove their gloves
when shaking on a deal—the Red Hand does not consider a
gloved handshake binding.

Style
Backrooms, dangerous luxury, museums, pawn shops, handshake deals, refined clothing,
people turning up dead, polished revolvers, fine leather gloves.

Key Assets

Red Hand members appreciate good taste and clever deals. They have a network of
thieves and merchants spanning the globe. After centuries of trafficking magickal
phenomena, there is no illicit request they will not oblige.

© The Alizarin Gallery: A well-appointed art gallery in the Varnish. Owned and
operated by the Red Hand, this location is a front used to deal magickal artifacts.

@ Corsen’s Curios from around the World and Beyond: A tacky, occult-themed
shop in Briar Green. It is another front for the Red Hand.

© The Cormorant: A smuggling ship the Red Hand uses to transport stolen
goods. Depending on the port, they may further hide their product or simply
pay off the necessary officials.

Notable Figures

© The Proprietor (they/them): The leader of the Red Hand. They are as
mysterious as a shadow, as powerful as a king, and as deadly as a viper.

© Aroha Tama-Kai (he/him): A lifelong member of the Red Hand. He frequently
appears after the dust of a phenomenon has settled and attempts to make deals
with members of Candela Obscura.

@ Captain Scott “Skip” Huntly (he/him): The ship captain who runs smuggling
operations for the Red Hand. There’s no vessel he can’t operate and nothing he
won't do for the right price.

Example Assignment

Rumor among the Owlers of Westwreck is that the Red Hand got their grubby mitts on
something truly terrifying, raised out of a bottomless pit on the cliffs of the Verge. Candela
Obscura needs investigators to intercept this delivery and learn the specifics of the artifact’s
power. But there’s more than just a minefield in this area for the circle members to navigate.



UNABRIDGED

The Unabridged are immortal humans who have perverted their
natural life cycle through magick. They are impervious to the ravages
of time but still susceptible to corporeal and supernatural harm.

This organization’s methods for becoming immortal are particularly
horrifying, and many die in the process. The Unabridged look like any
other mortal, but they do not possess shadows.

Values

Unabridged hold their order above all else. That said, members may
also exist in any other organization, or none at all. For one reason or another, they have
decided that an extension of life is worth the cost. As a consequence, many Unabridged puta
very high value on human life—for good or for ill.

Style
Ancient knowledge, mysterious rituals, unnatural preservation, the slow stretch of time, secret
meetings, a figure without a shadow.

Key Assets

The Unabridged have access to perhaps the most valuable asset of all: time.
The unending lives of the Unabridged afford them the opportunity to acquire
generational wealth and influence, and maintain dominance with relative ease.

© The Acres of the Gods: When the Unabridged pass on, their bodies are
transported to a shared final resting place. These immortals favor, but do not
require, cremation. Their remains hold incredible power.

© The Auric Tome: A centuries-old book of secrets known only to the Unabridged.
It is written in the Aphthonic Code, a language with no spoken counterpart.

© Nighthawk: This substance prevents sleep. When used for extended periods of
time, a person incurs bleed. Mortals are more vulnerable to its effects.

Notable Figures

© William Fairweather (he/him): Fairweather is considered by members of
EONS to be the last true alchemist. He created an elixir that he called “Azoth,” a
substance that possesses incredible healing abilities.

© Fatima Kofi (she/her): One of the great hidden powers behind Pyre, she is
believed by some to have founded this religious order. Many say she is the quiet
hand puppeting members of the Chamber of the Primacy.

© Clio (she/they): Their age and history are unknown. Over the centuries, her
name has become a stand-in for the embodiment of artistic inspiration. She
holds incredible power in the Red Hand and is known to frequent art auctions,
often placing exorbitant bids that are paid in cash.

Example Assignment

People in villages along the Stentorian River have fallen ill with a mysterious sickness that
steals shadows. No one knows the cause, but Candela Obscura must find the force that is
transforming innocents into Unabridged and stop it.
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THE FAIRELANDS
(2 W

SETTING INTRODUCTION

The Fairelands, one of 12 regions within the country of Hale, is incredibly diverse in its
geographic range. On the eastern side of this valley loom the treacherous Bridleborne
Mountains, at the base of which lies the vibrant forest known as the Scarlet Wood, from
which the illicit hallucinogenic substance known as scarlet is harvested. To the west, past
the wastes of Westwreck and the unforgiving Haven Hills stand the jagged cliffs of the Verge,
where standing stones from the Ancient Fairen people look over the Glass Sea. The mighty
Stentorian River leads to the verdant fields of Tottergrass in the south, while the mysterious
village of Seasway sits in the shadow of the burgeoning coastal metropolis of Newfaire

in the north.

For over a decade, the world has grappled with the effects of a fierce cold snap known as the
Shiver. While many northern countries face shorter growing seasons and incredible food
shortages, the relatively temperate oceanic climate of the Fairelands continues to provide for
Halen citizens. Because of its rich resources, the people of the region have dealt with near-
constant invasions for as long as the land has been settled. This current period of peace will
likely not last long.

That peace was hard-won through the implementation of electricity during the Last Great
War. Filled with technology that resembles your own during the turn of the twentieth century,
Newfaire stands upon the ruins of its ancient, alchemical predecessor known as Oldfaire.
This place embodies the perpetual integration of the ancient and the innovative that occurs
within such cities as Edinburgh, Lima, New York, Paris, and Istanbul. In Newfaire, citizens
are nestled within historical Brutalist architecture and the recent evolution from Art Nouveau
into Art Deco.

The stylistic war that drives fashion and architecture pales only to the political war happening
between the Triumvirate—the regional government—and its citizens. The Triumvirate
comprises three institutions—the Primacy, Ascendancy, and Periphery—which align with
citizens who uphold strict, moralistic values. Meanwhile, technological advancement forces
modern thinkers to examine the effects of mechanization on the community as they adapt to
a post-war world.
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THE TIME PERIOD

Our time in the Fairelands begins in 1907, right at the turn of the twentieth century. This is
very similar to the same time period in your world—an era of electricity, industrialization,
technological revolution, and a strong dose of spiritualism. If you can imagine art, music,
locations, fashion, and inventions that appeared anywhere from the mid-1800s to the mid-
1900s in industrialized nations, it probably also exists within the Fairelands.

What doesn’t exist here is institutionalized racism, homophobia, transphobia, or other

forms of prejudice that were so prominent in your world at this time. Though the citizens of
the Fairelands may experience infighting about religion, politics, and the rule of law, those
conflicts should remain individualized—there is no country-wide sense of bigotry. You will
certainly find bad actors here who hold terrible beliefs, but those opinions should not be seen
as representative of the culture of Hale and the Fairelands.
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HALE & THE FAIRELANDS

History

Hale occupies the western shore of the region once conquered by the Fairen people.

In ancient times, the Fairen Empire extended through Hale, across the Glass Sea into
Otherwhere, and throughout the rest of the Faraway (the Halen word for countries in the
northern region). This made it the most widespread and wealthy empire in this period of
history. Like many countries that share a common ancestry, peoples’ food, language, and
culture have traveled through communities, regardless of modern borders.

The ancient city of Farria is often referred to as the earliest major civilization within the
Fairelands, dating back to -1474 CE (Common Era). This city, and its people, fell to the
Ancient Fairens and transformed into the place now known as Oldfaire around -915 CE.
Oldfaire reigned as a wildly prosperous and technologically advanced civilization, and
became the hub of both trade and technology within the Fairen Empire. This city-state
expanded in power and influence, most notably during the reign of Empress Iomene (she/
her), until its mysterious destruction under the brief rule of Emperor Calinus (he/him). The
turn of the Common Era (o CE) is the signifier of this great fall—a time when the massive
rift known as the Vastchasm split the Glass Sea. This flooded the city of Oldfaire, burying it
beneath sediment for over one thousand years.

Hale’s modern history and
culture are shaped by three
wars: the War of Embers,
the Halen Civil War, and
the Second Great War—
later rebranded as the

Last Great War by Premier
Remedy Mallingson (she/
her). While the specter

of war has passed,
present-day competition
for resources and
technological advancement
across the northern region
threaten to invoke the
horrors of conflict once more.

To understand the full historical context of the Fairelands valley and its place within Hale,
it is important to examine the historical events leading up to its admission as the twelfth
region of the nation.

The history of the modern-day Fairelands region began in 1219 CE, over a millennium after
the fall of the Ancient Fairen Empire, and during the violent War of Embers. This religious
war, also known as “the Ascendant Inquisition,” had the public goal of driving heresy

from Hale, but served the dual purpose of consolidating political power for Hale and many
countries of the Faraway. This war forced thousands of refugees from many nations and
cultures to seek shelter within the secluded valley of the Fairelands.

At the time of this conflict, legends from the fall of Oldfaire described the Fairelands as a
desolate wasteland: cursed by the gods, flooded by the sea, and devoid of life. While this was
true for a relatively short period after the splitting of the Glass Sea, this widely accepted belief
allowed the refugees to remain hidden and safe while they established the city of Newfaire.



Following the War of Embers, Newfaire benefited from the diversity created by refugees

from all corners of the continent pursuing a common goal: to establish an accepting and
prosperous community for themselves and their children. The vibrant city of Newfaire
exploded into a kaleidoscope of culture and served as the catalyst for the larger Halen
Renaissance. As Newfaire grew, so did its needs, and thus the Triumvirate was born—the first
central government of the Fairelands.

The fierce independence of the modern Fairen people was challenged in 1822 CE, when the
corrupt and power-hungry President of the neighboring nation of Hale, Conrad Harcroft
(he/him), led a violent insutrection against his own government in an effort to seize total
power and control of the Halen nation. This act of violence cast the country into a brutal
conflict and sputred the Fairelands to action—they entered the Halen Civil War on behalf
of the rightful Halen government, fighting to defeat the President and his forces. Together,
the Fairelands and the legitimate government of Hale defeated the corrupt President and his
loyalists.

To prevent such a heinous act from happening again, the Halen government permanently
stripped the Presidency of its broad executive powers and offered the Fairelands admission
into their nation-state. The citizens of the valley accepted this offer, contingent upon the
guarantee that the Triumvirate was granted vast legal autonomy to continue to govern the
Fairelands region.

Unbeknownst to citizens, the peace following the Halen Civil War was only a brief reprieve
before the unimaginable horrors brought to their shores by Otherwhere during the Last
Great War beginning in 1898 CE.

i

il
L bl

| prantp g B : .."_\' (‘ ‘\ A 4 3

i B SICE T

My 2 z
T | Unbroken =

andga ot
e L — vl oy ] oo 2.
| / F/Q
3. | — pmmp%—w % ’7?

I . s o
27, TE o
K’\j | ”‘37“%‘“’%%& Vokoyollon
Permission Sty ‘é e Ao o %/W& To COrsiolepey Jow MZJ‘;%
Requeste e wbrk s % i 1
)\/z ;W@P%,{,‘#&Mm %K/Mg&%

=

A
Reviewe

WW e
W} %f%j e

SANVTddIVd dHL

93



94

The Last Great War

In 1894, a period of extreme cold weather known as the Shiver gripped the world, severely
cutting food production for a majority of northern nations. In response to the Shiver, Hale,
Otherwhere, and several other countries in the region established the Northern Economic
Alliance through the signing of the Treaty of Salomere. This economic union created a brief
period of prosperous international trade, boosting the wealth within this portion of the
world to an extent unseen by such a vast, unified economic alliance since the time of the
Ancient Fairen Empire.

Unfortunately, this period of prosperity ended on Mid Summer 12,1898, when an
Otherwhere naval vessel attacked and destroyed the HMS Brilliance—a Halen merchant ship
en route from Newfaire to deliver food supplies to nations within the Northern Economic
Alliance. Within weeks, Otherwhere sailed to the western cliffs of the Verge and launched an
amphibious military invasion of the Fairelands. Thus began the Second Great War.

Historians debate the exact cause of Otherwhere’s
aggression. Most believe Otherwhere invaded
Hale to seize resources, specifically the fertile land
of the Fairelands, as Otherwhere’s food supply
was wiped out in the early years of the Shiver.
Alternatively, a small sect of Candela Obscura
historians think there was another catalyst for
Otherwhere’s aggression. They point to a single
cargo manifest recovered from the wreckage of
the HMS Brilliance that listed a dark gray stone
structure containing a “specimen from D.S. #347.
Unfortunately, the cargo manifest has since
disappeared and is believed to be nothing more
than a conspiracy theory.

Nevertheless, the economic treaty was broken, and Hale immediately rallied its forces to
defend against the invasion. Though the primary focus of the attack was the country’s
breadbasket, the Fairelands, citizens from all over the country enlisted in the Halen Armed
Forces (HAF).

The war lasted for six years, costing approximately 750,000 Halen lives. The deadly battles
brought the front lines from the western coast of Hale right up to the edge of Newfaire.
Productive harvests and other natural resources allowed the people of the Fairelands to
sustain themselves throughout the grueling war. But it was a mixture of national pride,

a resurgence of religious orthodoxy, and a fierce determination to reject tyranny that led
citizens to sacrifice everything in the name of their loved ones, liberty, and the right to self-
determination.

The discovery and harnessing of electricity, first in Newfaire and then across all of Hale,
allowed the HAF to push back the colonizing forces of Otherwhere.

In the dead of night on Mid Autumn 13,1904, the Halen government deployed a highly
classified experimental weapon, powered by volatile electricity, on the battlefields of
Westwreck. The weapon generated a violent electrical storm that ravaged Otherwhere’s forces
as lighting bolts and wild electrical detonations rampaged across the battlefield. The next
morning, citizens were horrified to find nothing but the charred skeletal remains of tens of
thousands of Otherwhere’s military forces scattered across the countryside. All of the Halen
soldiers involved in this operation died during the event and there is no evidence to suggest
the strange weapon survived the blast—only rumors. Within 48 hours, Premier Mallingson
received a telegram from the Prime Minister of Hale stating that Otherwhere signed an
armistice to end the war. This operation is now known to the public as the Electric Event.



Following their victory, Newfaire, always a hub of immigration, suddenly flooded with

war refugees, particularly those from the now-ravaged western countryside. Though the
population boom was daunting for post-war infrastructure, the cultural adaptations born
from this time transformed Newfaire into one of the most vibrant cities in Hale. In the three
years following the war, the country has restored itself—but, like the wastes of Westwreck,
the collective psyche is permanently changed. While some have adopted an electric, “live
while you can” attitude, others desperately seek restitution for the loss of an entire generation
to the forces of Otherwhere.

SANVTIYIVE THL - -

In an effort to raise spirits, encourage economic growth, and brand a reelection campaign,
Premier Mallingson commemorated the lives lost and the brightening future by renaming
this conflict to “the Last Great War.” This now widely accepted title stands in direct
opposition to the increasing fear among Halen citizens that Otherwhere will develop
electricity and sail across the sea to take the Fairelands with more modern combat weaponry.
Still, the people of Hale are beginning to live less fearfully, travel more widely, and adapt to a
world transformed by war, and transformed yet again by peace.
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Government

The nation of Hale is a federation of 12 regions, one of which is the Fairelands. Hale’s
federal government communicates with its 12 regional governments via a sophisticated and
encrypted telegraph system—most citizens of the Fairelands will never live to see a Halen
government official visit the valley in person.

The Halen central government has a five-branched system of power. The major powers within
Hale are the President (elected by the Halen Assembly), the Halen Assembly (composed of
Premiers and overseen by the Prime Minister), the Judiciary (led by the Grand Magistrate),
the Ascendancy (led by the Divine Herald), and the Halen Armed Forces, including the Army,
Navy, Marine Corps, and Air Force (led by the Armed Forces Chief of Staff.)

Within the government, the Halen Assembly is the most unique and politically influential
administrative branch. The Prime Minister and the 12 Premiers serve as the sole legislative
members within the Halen Assembly and, unlike other branches of government, the
Assembly wields vast legislative and de facto executive powers. In this branch, the Prime
Minister oversees the committee of 12 Premiers, each of whom governs one of the 12 regions
of Hale and are directly elected by the citizens of those regions once every five years for a
maximum of two terms. The Assembly is responsible for electing a President every four years
by casting votes in a closed special session overseen by the Grand Magistrate.

The Prime Minister holds a particularly powerful role within Hale. They serve a maximum of
eight years in office and must have previously carried out two terms as a Premier. Every eight
years, the President, the outgoing Prime Minister, the Grand Magistrate, the Divine Herald,
and the Armed Forces Chief of Staff meet in secret to select the next head of the Halen
Assembly, imbuing this figure with unrivaled legal authority within the government.

LANGUAGE

Many of the words found within this text are English translations of the Halen language.
This is particularly apparent in the names of places. You'll notice that many regions and
districts are called exactly what they are—for example, Westwreck is the land to the west of
Newfaire that was ravaged during the Last Great War. Because the Fairelands were conquered
so often and remain so diversely populated, over time, Halen citizens found it easier to speak
frankly. Simpler names ease translation in cities filled with speakers of diverse languages. To
some, the directness of Halen speech is considered rude, while others find it trustworthy.

Within the archeological community of the Fairelands, and particularly among the
Lightkeepers of Candela Obscura, Ancient Fairen is both studied and utilized in
communications. This alphabetic language translates faitly easily into modern Halen, and

is a foundational part of spellwork. The ancient alchemists of Oldfaire developed a specific
system for channeling magick through writing by combining their language with charts,
figures, and alchemical symbols to create works known as “sigils.” This process cannot
mitigate bleed, and to say that it controls magick would be a gross misrepresentation, but the
careful scholar of the occult would do well to learn to read and write in Ancient Fairen.

ON LANGUAGE

GMs are welcome to establish their own Halen words. If you choose to go this route,
we recommend that you draw from your own language and the history and experiences
that shaped it. When developing your own vocabulary, remember that respect for real-
world languages and their speakers builds a safer playing space and encourages bolder
exploration of the topics that your group wishes to investigate.



TECHNOLOGY

Over the last decade in particular, Halen citizens have made incredible technological
advancements. With the added influx of wealth from agriculture during the Shiver, and the
desperate need for increasingly powerful tools of war, Hale was on the forefront of developing

electricity within the Northern Alliance.

In a remarkable achievement accomplished five years ago by a team of distinguished
scientists led by celebrated chemist Tendai Moyo (she/her), the Halen Armed Forces
succeeded in imbuing their weaponry with the power of electricity, thereby decisively repelling
Otherwhere’s forces. However, with other countries investing into research in the field, it’s
only a matter of time before Otherwhere’s military develops similar (and similatly deadly)

technology.

Unfortunately, electricity’s immediate implementation into the Halen war machine tainted
what should otherwise have been a miracle of modern science. Even so, it ushered in a new

era of technological advancement.

This period of innovation gave rise to magnificent inventions—appliances that aid domestic
labor, communication via telegraph, and the first Fairelands radio programs, which are being

broadcast directly into homes.

ECONOMY

Due to the onset of the Shiver roughly 13 years ago, the Fairelands became the majority food
exporter within the Northern Alliance. During this time, surrounding nations of the Faraway

faced increasing poverty in the chilling climate, and
now look to the Fairelands for agricultural support.
This brought an influx of wealth to Hale, allowing
the country’s infrastructure to flourish and people to
thrive.

Money is exchanged within the region as both paper
notes and coins. One US dollar equates to one Halen
“bill” and one US cent equals one Halen “piece.”
Halen bills are easily identified by their bright red
color, and a piece’s value is indicated by the metal
used in its crafting (gold, silver, or copper toned, with
values listed highest to lowest). Currency is noted by a
triangle with a vertical line through it.

All money is regulated by the Treasury Department of
Hale, headed by Treasurer Halston Cabral (he/him).
There are both public and private banks throughout
the city serving all levels of society. However, the
private banks traditionally serve wealthier customers,
while the public banks are accessible to those with
fewer funds.

There is a wide distribution of wealth in the
Fairelands, with some citizens struggling to make
ends meet while others enjoy incredible affluence. The
prosperity following the Last Great War has allowed
for more mobility in the social stratification, but this
certainly hasn’t helped every citizen of the region.
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TRANSPORTATION

The advent of steam power and the implementation of electricity ushered in a profound
change in the transportation landscape of the Fairelands.

Within Newfaire, the bustling streets—once navigated only by horses and pedestrians—are
increasingly filled with new motor vehicles. Recent times have witnessed the operation of
automobiles alongside traditional horse-drawn carriages, and the Transportation Bureau
spent an incredible amount of money to establish cable car lines that seamlessly crisscross
the city. Moreover, a new underground subway line plumbs the depths of the metropolis.
When finished, it will provide unrestricted access to almost every corner of Newfaire.

Railway lines are the predominant means of travel throughout the wider region of the
Fairelands. Main lines run out from Newfaire to the Bridleborne Mountains, to the fields of
Tottergrass, and to the Haven Hills. These three routes are the pillars of shipping within the
valley, and were quickly expanded to aid the war effort during Otherwhere’s invasion.

In the sky above the Fairelands, large dirigible airships carry those brave enough to travel
thousands of feet above the ground. Though they were once filled with flammable gasses,
the Halen Armed Forces used these aircraft heavily during the Last Great War, leading to the
quick development of non-flammable (but more expensive) alternatives. Many of the newer
crafts, and some of the older ones, now serve as modes of transportation for people and
goods across great distances, with docks in the Bridleborne Mountains, Tottergrass, and the
Verge, among other places.

Five years ago, in the land now referred to as Westwreck, Newfaire’s main docking station
was destroyed in an airstrike by Otherwhere. Plans for a new dock remain caught up in the
bureaucracy of the Primacy, even three years post-war. Like the more agile dirigibles used
by the military, smaller experimental aircraft have also become more prominent in the skies
after the war. They offer a more personal (and significantly more dangerous) method of
transportation for those willing to brave the skies.

Even with the new developments, a large number of Fairens rely on traditional modes of
transportation such as horses and carts. Those who raise and sell draft animals continue
to have lucrative businesses, especially in more rural areas such as the Haven Hills or

Tottergrass.

THE TRIUMVIRATE

The Primacy, Ascendancy, and
Periphery are the three major
powers within the Fairelands and
are collectively referred to as the
Triumvirate. On their face, they
operate independently from one
another, though it’s common
knowledge that they conspire
together on numerous decisions,
even if they may not agree on any
given issue publicly.




Ascendanc

The Ascendancy is the official religion of Hale. Those who follow this religion worship
the triad of the Father, Mother, and Child, and call themselves the Ascendants. Anyone
called to join the Ascendancy in any official capacity begins as an apprentice within their
local church, and through hard work and dedication, can rise up through the ranks of the
religious institution.

Each region within Hale is assigned a cardinal, a religious
official appointed from within the faith by a conclave of Elders.
The most powerful member of the Ascendancy is known as the
Divine Herald, and is similarly appointed by the Cardinals of
Hale. The Herald holds their position until they die or choose
to step down. Local churches are led by priests who are also
referred to as holy fathers, mothers, or guardians. The leaders
within the Ascendancy have incredible influence and are
highly corrupt.

The average Ascendant will attend worship once a week,
typically on the weekend or outside their usual working hours.
During a service, they will listen to a sermon performed by their
local priest and engage with their local community. However,
the more zealous devotees may attend services daily and form a
strong ideological connection to their religious identity.

The Ascendancy is a religion that highlights “purity” as a key virtue, though worshippers
are as likely to argue about the meaning of the word as they are to agree. There is a strong
emphasis on penance and forgiveness, and the familial structure of their pantheon means
that they highlight the importance of blood relatives over all other relationships. Traditional
Ascendants fear the evil influence of “demons and devils,” and it’s not uncommon for the

church to, knowingly or unknowingly, attribute the effects of magickal phenomena to these
“evil adversaries” as a way to convert members of the public.

Notable Figures

© Leslie Rahman (they/he): An elder of the Ascendancy, they're known for their
vast political influence. He is married to a chamberlain of the Fairelands.

© Henrik Olsen (he/him): The groundskeeper at Sacred Ascension Cemetery.
Candela Obscura believes he is associated with Pyre.

© Sato Ayumi (she/her): The Holy Mother at the Chapel of the Child’s Grace. She
is known for her soft speaking voice and dedication to penance.

Notable Locations

© The Constellation: A well-tended network of small Ascendancy churches that
dot the outlying regions of the Fairelands.

© Sacred Child Orphanage: An exceedingly strict school for orphaned children.
Children raised here are often adopted quickly, and are known to fear adults.

© Redemption Square: The central area where Ascendants willingly put
themselves in the public stocks to earn penance for their transgressions. It is the
responsibility of other congregants to shame them.

99
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Primacy

The Primacy is the regional government of the
Fairelands and is led by an elected official known as
the Premier. Members of the Fairelands Chamber,
known as chamberlains, work beneath the Premier
to make decisions for the region. The Premier wields
absolute executive authority within their territory.
Unless otherwise directed by the Prime Minister

of Hale, the Premier also acts as the commander

in chief of regional military forces in times of war.
Additionally, Premiers serve as legislative members
within the Halen Assembly, coming together to
make decisions for the country as a whole.

The current Premier, Remedy Mallingson, is in her second and

last term of office. Though she is considered a tough leader who is hard on crime and even
harder to negotiate with, she is widely loved for successfully leading the Fairelands through
the end of the war and beginning the work of rebuilding the region.

The Primacy oversees both the Periphery and the Judiciary within the Fairelands. While
the Commissioner of the Periphery and trial judges are supposedly elected by the people,
insidious political maneuvering means that candidates are regularly hand-selected by
chamberlains to effectively rig elections by providing only Primacy-aligned options.

Notable Figures

© Lucas Secco (he/him): A mousy secretary known for secreting the objectives of
lobbyists into the Chamber agenda.

© Alex Mbeki (they/them): A politician planning to run in the next Premier
election. They have openly opposed the construction of the subway line in order
to protect Oldfaire archeology.

© Aisha Mallingson (she/her): The daughter of the Premier, she is famous for her
work advocating for the arts, though she often collaborates with the Red Hand.

Notable Locations

© Newfaire Capitol: A beautiful Art Nouveau building, its vibrant teal dome is
considered an icon of Halen architecture. This building serves as the main seat
of the Primacy.

@ Court of Common Pleas: Known for a lack of leniency, this court hears both
civil and criminal cases.

© DPostal Service Center: The post office within Newfaire. Deliveries in the region
are famously prompt. Certain mail carriers will act as smugglers, for a price.

There are two leading political parties in the Fairelands, each vying for control of the office
of the Premier and the majority within the Regional Chamber: the Patriotic League and the
National Progress Party. In the years following the Last Great War, with no foreign enemy to
unite against, the political landscape is marked by increased antagonism and polarization.



The Patriotic League

Premier Remedy Mallingson is the regional leader of the Patriotic League, which is a
nationalist political party that emphasizes love of country and loyalty to Hale above
all else. Members of this party believe that national identity should take priority over
individual interests, and they showcase this belief by supporting policies that protect
the ruins of Oldfaire. They also believe that a strong government must involve itself
in the daily lives of its citizens in order to ensure safety, security, and economic
growth. Mallingson is in her final term in office, and there is a considerable amount
of infighting to choose the next Patriotic League Premier candidate.

SANVTddIVd dHL

National Progress Party

In opposition to the Patriotic League, the National Progress Party believes that

the government should focus on individual freedom and personal responsibility.
Members of this party feel that the best way to achieve progress is through a strong
free market economy, and that government interference in that economy should be
limited. They are committed to social progress and increased access to education and
healthcare, though members of the party disagree on the best route to pursue these
advancements. The current regional leader of the National Progress Party is a former
scholar turned political activist named Nathaniel Lemaire (he/him).

ON SYSTEMS OF POWER

The systems of power within the Fairelands are
designed to provide a scaffolding for the corruption
that has long been a facet of the horror genve. This
is especially evident in the Criminal specialty. This
character type is the foundation of a person who,
for one reason or another, finds themselves on the
wrong side of an unjust policing system. Making
the Criminal a playable member of a Candela
Obscura circle establishes that the official law of
the land is not a representation of morality.

While individuals and institutions can be worthy
adversaries just as much as any monster, both
players and the GM have the ability to modify any
part of the game to suit their needs and affect the
story they wish to tell.

Candela Obscura’s fight against the corruption of
supernatural forces is an allegory for the fight of
good, everyday people against the corruption of
the world. When you play within Hale, craft both
a hero and a world that best supports the monsters
you wish to defeat.
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Periphery
The police force within the Fairelands is known as the Periphery. In the wake of the Last
Great War, the Periphery inherited military technology incongruous with the proclaimed
goal of interfacing peacefully with Halen citizens. The Commissioner of the Periphery

is appointed by the Premier, just as the region’s judiciary is
appointed by members of the Chamber. This means that
the justice system in this portion of Hale is created and
enforced through the influence of politicians.

Coming out of the Last Great War, the Fairelands are
gaining a reputation for having a violent, militarized police
force—a reality that many former soldiers who fought to
protect civilians openly oppose. Officers in the Periphery
have been known to overzealously police citizens and use
almost any excuse to arrest and lock them away in jail cells
around the city.

There is a growing resentment between those who fought
in the Last Great War and the up-and-coming members
of the Newfairen police force. This results in clashes with
the Periphery, who are known to prioritize protecting one
another over protecting the citizens of Newfaire and the
Fairelands region.

Notable Figures

© Gabriel Olivier (he/him): The Commissioner of the Periphery. He’s held the
position for a decade and has no plans to vacate, despite opposition.

© The Executioner (unknown): The mysterious, hooded figure who runs the
gallows. Their identity is purposefully secret, though some Candela Obscura
members have a hunch who they might be.

© Malaika Das (they/them): A veteran officer known to work closely with
Candela Obscura members in times of need.

Notable Locations

© The Pit: One of the small jails used to hold scarlet drunks and those awaiting
trial. Fairens who can afford to bribe the jailer can receive one visitation
from a loved one.

© The Stonehold Outpost: The largest Periphery outpost in the Bridleborne
Mountains. It is particularly well supplied with munitions to combat the
scourge of redrunners.

© The Newfaire Morgue: The morgue used by the Periphery to showcase
unclaimed bodies. Anyone in Newfaire can visit this viewing theater, and the
spectacle of death has become more of a political tool than an effort of goodwill.



LIFE IN THE FAIRELANDS

Time & Calendar

Time in this world works the same as it does in
yours—it runs on 60-minute hours, 24-hour 5
days, and 7-day weeks. The calendar, on the A
other hand, is divided into four months— e
Spring, Summer, Autumn, and Winter. Each

month is further broken down into three o
categories: Early, Mid, and Late, P =
comprising four weeks apiece. '

Since the pre-war implementation of —“— \

gas lighting in Newfaire, businesses |
have begun to regulate their workers’ |
time more strictly, and citizens are = _

more likely to travel throughout [| |7
the city at night under gas, or more ||
recently, electric lamps. Though
time has passed since the earliest
adoption of artificial light, there
remains some discrepancy between
those who work under urban T i A 5'_ e

industrialized schedules and those N R L s
whose work in agriculture, with a :
schedule that is dictated by the rising and setting A e = /\'—‘ :
of the sun. Referred to as the “time war” within = oz - k I
the patlors of manufacturing barons, more than = S T 4
anything, this is a cultural dichotomy that offers
an opportunity for banter between farmers and sy
urbanites. | 7 7 1| JlEd S

LA e

‘\.
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Work & Play iSEIENINEENED l
Industrialization boomed after the Last Great War I : —
and created a thriving economy in the Fairelands. = i
Citizens’ jobs are as diverse as the people gy | e T ____f:_m -
themselves. Within Newfaire, laborers, factory o e .
employees, and electricians work from sunup to ; -

sundown in the district of the Steel. In the Red (;Lp,M§, Mﬁe&

Lamp district, legal brothels and gambling houses

operate at all hours, serving clientele from across the country. In the rich and fertile lands of
Tottergrass, farmers tend to the crops, selling what they can and living off what they must. In
the Bridleborne Mountains, redrunners transport the illegal hallucinogenic known as scarlet,
skillfully avoiding or paying off Periphery officers.

What time Fairens have to dedicate to leisure is often spent in dichotomy. Those who
survived the invasion of Otherwhere either spend their time carousing, now that they have
a visceral understanding of the fragility of life, or desperately search for a way to honor, or
even contact, those who died. To this day, communities continue to band together to repair
portions of the valley that were devastated during bombing and battles. Meanwhile, others
choose to fill their nights visiting restaurants, attending parties, and generally kicking up
their heels in a perpetual celebration of survival.
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Holidays & Celebrations

The holidays of the Fairelands are either long-standing (traditionally celebrating birth, death,
or the changing of seasons) or relatively new (celebrating exceptional achievements, either
national or individual).

The Belltower Chorus: An Ascendancy celebration during which Newfaire’s church bells
ring in unison, signifying harmony throughout the region. Participants engage in communal
prayers, share meals, and listen to the cardinal give a rousing speech to all Ascendants.

The Gauntlet: A race that runs through every district of Newfaire. Anyone may participate in
an attempt to win the Champion’s Medallion. In this race, participants may not touch street
level at any time; instead, they must run over buildings, bridges, and ruins in order to arrive
first at the finish line. This race is not without its dangers, and contestants have been known
to fall grievously injured or die in their attempts to win at any cost.

The Great Airship Regatta: A thrilling airship race in which the winner gets their name
and airship number listed in a grand display inside the Newfaire Capitol building. Most
participants train for years in order to qualify for entry into this famous competition.

The Festival of Illumination: This is a festival meant to honor the fallen soldiers lost in the
Last Great War. Citizens throughout the Fairelands gather with candles and small lamps in
order to honor the spirits of fallen soldiers and guide them home.

The Newfaire World Exhibition: An annual gathering during which the brightest scientific
minds present and discuss their latest inventions and discoveries. The symposium is
accompanied by exhibitions and public demonstrations in which grand (and, at times,
unbelievable) displays are presented to all citizens.

Food & Drink

Thanks to the wide variety of cultures that have found a home within the valley, an
abundance of diverse food and drink can be found throughout the Fairelands.

One common Halen meal is known as the Farmer’s Feast: a pilaf with meat, carrots, onions,
and fluffy rice, traditionally cooked in one pot over an open fire. Every citizen has a different
opinion on the proper way to prepare this dish—which meats are best, if it should be served
with or without the broth, or even the nuances of its robust spice blend. Thus there are as
many variations of the Farmer’s Feast as there are cooks in the valley.

The typical drink of choice in the Fairelands is a wheat-based beer sourced in Tottergrass. The
Primacy is particularly proud of this drink, considering it patriotic to consume a beverage that
is locally sourced, and thus encourages all adult citizens to partake.

Though illegal, the alcoholic drinks, smoking resin, and snuff known as scarlet are also found
prominently throughout the region. Sourced from the sap of the trees in the Scarlet Wood,
this substance is best known for producing a light hallucinogenic response. Though it has
generations-long religious and recreational significance, the Triumvirate regulates scarlet as

a tool to debase and imprison the lower classes, painting them as immoral and hedonistic.
Scarlet bars can be found across all portions of the valley, and illegal operations that produce
this substance are both common and profitable within the Fairelands.

Weather & Climate

The atmosphere of the Fairelands resembles parts of the British Isles, areas in the Pacific
Northwest, and the coastal regions of southern Chile, to name a few. The valley is cool and
rainy with little variance between seasons, and the bordering mountains feature shorter
summers and more extreme cold weather. Though Hale seems to grow colder each year, the
land here is fertile and allows farmers to tend their crops and livestock to great success.



Health & Wellness

Though emergency services do exist in Newfaire, the quality of care depends heavily on where
a person resides in the region. For example, those in the Eaves have access to faster and more
reliable medical and rescue services than the citizens of the Haven Hills.

As such, medicine within the valley comes in a variety of forms. While some areas have a local
folk practitioner or doctor that cares for the entire community, other areas utilize regionally
operated hospitals. The medical system within the Fairelands, and Hale at large, is known for
its advanced healthcare services. Within Newfaire, the Grand Halen Hospital became famous
for spearheading the effort for using antimicrobial copper alloys in operating theaters.
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Death & Mourning

The modern funerary tradition of the Fairelands involves arranging the dead with their hands
cupped over their nose and mouth before burial. Though the Ascendancy takes ownership of
this practice, known as “breath-binding,” it actually dates back to the time of Oldfaire.

The Ancient Fairen people believed that souls must remain with their bodies to find their
eternal rest, and that a soulless body became an empty vessel that could be taken over by
another entity. Souls that left their bodies would wander the earth in grief and anger, forever
looking for their corporeal form. Ancient Fairens thought that, one day, the dead could
awaken and live again so long as their souls were properly preserved within their remains.

To avoid this separation, and believing that the human soul was linked to breath, the Ancient
Fairen people buried their dead with their mouths and noses covered or sealed shut. The
average citizen would use ceremonial fabric tied around the lower half of the face; the poor,
those caught unaware, or those at war would bury the dead with their hands covering their
mouths; and the wealthy would use elaborate gold masks.

To dishonor an enemy, punish criminals, or ensure that someone would not rise in the
Awakening, they would bury bodies with their mouths forced open, often utilizing a special
contraption that held the jaw in place. Historians refer to this ritual as the “rictus rite.”

Those who follow the tradition in modern times will cover a deceased loved one’s nose and
mouth as soon as possible upon death, even disrupting crime scene evidence or facing enemy
fire if the situation demands.

There is also a tradition across Hale that involves “pinning” a person’s spirit to the cemetery
in which they’re buried. By pushing a sewing pin, hat pin, or needle bearing the deceased’s
name into the graveyard fence, mourners hope to catch the wandering souls of those who
were not propetly breath-bound for burial.

Pre-war, this tradition was rarely observed, and the sight of a fence-pin was unusual.
However, many Fairens who lost their children, siblings, and spouses to the Last Great War
have taken strongly to this practice. For the bodies of soldiers who were buried without
breath-binding, people will attempt to pin the spirit to the graveyard so the dead know where
to find rest and do not wander, tortured and forever looking for their body.

While some have taken to arguing that spirits lost in distant war zones cannot possibly find
the graveyard where they are interred, the tradition has merely adapted to encompass a name-
marked pin operating as a signal flare for wandering souls.

With this great national loss, a new and highly profitable market was born. Merchants host
carts along the streets outside of cemeteries selling decorated pins for grieving customers
at a steep price. There is also a passionate spiritualist movement, with local mediums, spirit
photographers, and burgeoning cults offering ways for people to try to contact their

loved ones. While some mediums offer genuine connection to those in the spirit world, the
majority are simply charlatans looking for a profit.
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The Triumvirate within the Foirelands i built upo: complex pureaucratic gystems
filled with {ndividual actors of varying moralities fhat work together 10 conceal
corrupbion. The pairelands pegional gcwermnem has codified exceptions to policy i
the form of sitver coins called “Tokens of Fairness.” From this, the term “paying the
fair" was born, as these coins grant those Who obtain them the power t0 bypass
complex buraaucrat&c processes with ease. These coIns pear the symbol of the
priumvirate and are handed out by members of each pranch as gifts and gestures of
appracia.t&on to upst.andmg members of society When a Fairen citizen peceives &
token, they can furn it in to any gcxvermnem agency 0 legally bypass any
mst.itu\:&onal pmcedures and receive gpecial penefits otherwise unaVau&ble to thert.
Over Many centuries, the priumvirate successfully codified this pcfwerful gystem of
patmnage to the extent that the mmajority of Fairens now see it a8 a keystone of the
regions political culture.

However, Triumvirate pureaucrats So0n SAW & new value o these tokens and, with
each passing ganeraticm, they have worked t@ make the governman\: mcreasmgly
inept, ensuring public dependence on the tokens, thus cementing their positions of

and leverage compliance and favors from citizens. The Triumvirateé grante Tokens of
Fairness 10 citizens under the guise of peward when, in actuality each coin gerves 8s &
mer.iculausly pecorded debt the peceiver then ogwes their pmmcal patron. The debts

are always collected; their interest 18 always yenfold.

For axarmple, the Cardinal of the Fairelands is known 10 occasion,ally grant Tokens of

pairness © devoted churchgoers quring weekly religious gervices. 1t is also common

for the Commissioner of the periphery to give & oken to the highest donor 8t charity

events dedicated to support.mg officers and families of the periphery. However, 1B

peturn, they may ask these patrons W0 1ook the other way oo falsified accounting

~goords or ack theim 1o keep 8 gye on certain pollt.lca.'l rivals in & separaté
syernment agency-

1 the distant past, there ere efforts 1o abolish this gystem of forsa
but in the modern era, ghese tokens are widely acee™
« ajpelands. For many, they are the onl¥™

vices, such as: Y

=t

When delving i
ving into the locati
ng. ation 191
may bear similarities to you.r . "ft_h‘:g“mef il
own, it is not the same. Take, for e e e
: , for instance,