Aquarius


The New World Order.  Aquarius is a small group of powerful individuals within the US government aligned with the United Nations to bring about a new age and one world government.


In mystical terms, Aquarius is harmless.  However, some are entirely ruthless in pursuing their goals.  They will think nothing of releasing nerve gas, killing children, or bombing shopping centers to bring the country under their sway.


Aquarius and FEMA (the Federal Emergency Management Agency) go hand in hand.  Anytime things reach the point where martial law has to be declared, FEMA is called in and Aquarius gets to sink its tendrils in deeper.


Origin: Dark*Matter


Use in a Campaign: Well, villains would be obvious.  I like to have them as secondary villains, working in the background.  Whenever people start panicking, Aquarius will try to bring it up to a raging inferno, then take control of the area for a time.


Aquarius should be run with a few terrible members and a few utopians on the steering committee.  So anytime Aquarius shows up, their methods can vastly change.  Running the psychotic person on the steering committee as part of the Final Church can create some interesting plots.

The Bilderbergers


The wealthy and powerful in the world gathering under one roof to keep themselves rich and the masses oppressed, all the while slowly destroying the world; fits right in.  As noted in the D*M setting book, they are obviously a huge target for corruption and infiltration.  


Many of the U.S. members have MAJIC clearance and more than a few from all nations are part of the modern Cthulhu cult.  And if Stephen Alzis isn’t officially a member, he certainly controls more than his fair share of the members through various means.


The D*M book also says they have direct dealings with Greys and Sandmen.  I would restrict this by saying some of the membership has dealings with them.


Origin: Dark*Matter


Use in a Campaign: This is sort of a conspiracy of conspiracies.  Regardless of what they’re doing it’ll point back to a member’s self-interest or another conspiracy.  The power plays of various conspiracies to control this group would be vicious and subtle, leading to a great mystery scenario.


On the other hand, if Senator Johnson (an Cthulhu cultist) is eliminated by a vampire assassin (working for the Giovanni) to swing a key argument at next year’s summit, what are you players going to think?  If played right, it could raise the paranoia a notch or two.  The idea that the dark powers are using the Bilderbergers as their playground is an idea to give you pause.

The Brotherhood of the Yellow Sign


In ancient history, the “Sky Devils” began modifying mankind, reducing our vision and our psychic abilities.  A few exceptionally advanced humans realized what was going on and fled to an underground kingdom known as Kn’Y-an.


Now, the descendants of these few are known as the Brotherhood of the Yellow Sign.  Those who choose to leave the safety of Kn’Y-an, spend their time hunting the Mi-Go and others attempting to weaken humanity.


The BoYS know the Grey/Mi-Go connection and will often be found near Grey sightings with black suits and out of date black sedans, trying to track the Greys.  Other entities the BoYS tangle with include the Elohim and Garou.


The Brotherhood’s primary goal is its own continued existence.  A little after this is educating the rest of humanity.  Of course, they don’t realize that their second goal speeds the EndTimes, making it rather inimical to the first.  


Origin: Call of Cthulhu


Use in a Campaign: Well, they’re ready made MIBs.  And they have an agenda many characters would find sort of foul, but perhaps compelling.  “Return humanity to its roots” and “Remove the taint of the Skydevils” both sound rather reasonable.


A member of the Brotherhood would make a good recurring NPC.  They don’t talk much, will only help in certain specific types of missions, and will likely be opposed to others.  If the PCs get in very deep, the Brotherhood may assign a permanent tail to them.

The Center for Xenological Study


The CXS (known as Xenogen Labs to those not in the know) is deep, deep black within the US government.  It remains poorly funded and undermanned.

In reality the CXS is an arm of Majestic-12 under the auspices of Project DANCER (MJ-8).  The collect samples of xenological interest, catalogue them, and send them to the appropriate projects within MJ12.  The CXS is kept undermanned and overworked by its coordinator, chosen by the steering committee to keep them occupied.  After all, if they weren’t so overworked, they might start figuring out the internal structures of MJ12 and then they’d have to die.

When something comes in that just doesn’t make any sense, they’ll send it to a random sub-program, citing obscure procedures, and let them sort it out.  This results in a frightening number of samples in storage, with subprograms trying to lever data out of them.

Origin: Dark*Matter

Use in a Campaign: This is where all the evidence the party can’t hold onto gets routed through.  This is interesting in itself, but when the good doctors start having their eyes opened to the Mythos any number of things could happen.  An alien plague is definitely an option, but the concept of a cadre of insane sorcerers with the resource gathering of Majestic at their back is frightening.

Delta Green


A secret society drawing its members from the United States government, with no formal existence since 1970, Delta Green seeks to destroy threats to humanity from the supernatural.  This takes many forms, but began with the raid on Innsmouth in the ‘20s.  


With a friendly relationship with the Hoffmann Institute (some say one controls the other) and an ongoing conflict with Majestic-12, Delta Green is still charging in, guns blazing.


Delta Green’s resources are often stretched very thin.  Funds seem nearly non-existent and personnel are a constant problem.  A-cell struggles to make sense of it, to correlate varied occurrences, while the field agents try to stave off the darkness for one more day.


Source: Delta Green


Use in a Campaign: Delta Green was originally intended to be the entire framework for a range of campaigns.  This is still completely reasonable, although there will be other pinpricks of hope.


An important detail you have to decide is their relationship with the Hoffmann Institute (if you choose to use them at all).  Is Hoffmann an old acquisition from the glory days, a DG front, part of the same uber-organization, using DG as a recruitment tool, or are they just allies?  Of course, you don’t have to decide immediately.  The players may very well never find out.


The Fate


Lurking under layers of crime and corruption, the Fate owns the soul of New York City.  But their interests are broader than that, collecting knowledge on the Mythos for their own ends.


In many ways, the Fate is this century’s greatest cult.  Worshippers of Nyartholtep (and Stephen Alzis), the Fate commands enormous power and respect.  Few even know they exist, but only a few have slipped through the cracks of their perception.


Ruling the Fate are an unknown number of Lords, each a powerful sorcerer.  Each has their own dark secrets.  Things that should not be dwelt upon or uncovered lightly.


Source: Delta Green


Use in a Campaign: The Fate try to be everywhere, with their fingers in everything, and they come frighteningly close to succeeding.  Unlike Alzis, they don’t have enough power to allow pleasantries or deal making get in the way.  They see what they want and they grab it.


The Fate are most interesting as an occasional enemy and a counterpoint to Alzis.  Where Alzis is prone to showing up in the strangest places, the Fate are prone to hiding in the strangest places.  Where Alzis is always ready to make a deal, the Fate are always ready to take what they want, when they want.

The Hidden Order of St. Gregory


A secret order of priests dating back to the tenth century, the Hidden Order is a dedicated group of demon hunters (as they would see it).  They hunt and destroy anything that reeks of magic or the supernatural.  Unlike Delta Green, however, they take a subtler route.  By manipulating religions and governments, the Hidden Order brews conflicts that will see the supernatural destroyed in its wake.  The Order also walks among the people, performing occasional exorcisms and similar rites.


During actions in the United States, the Hidden Order has repeatedly had run-ins with Delta Green, with widely varying results.  At least two operations resulted in misunderstandings leading to deaths.  In general, the Order has begun leaving America more or less alone, manipulating events from the shadows but taking little direct action.  The results of this can be seen in the recent increase in possessions and the spread of warped versions of mainstream religions.


Source: Dark*Matter


Use in a Campaign: In many ways, the Hidden Order can be a wonderful sacrificial lamb.  Set them up in rivalry to the PCs in a few stories, just trying to get there before them, putting their own spin on things.  Then, things go wrong for the Order.  

Several churches are burned to the ground in quick succession.  Spread out over a few of them are most of the members of the Order they knew.  The last member is called back to Europe, but never makes it. If the PCs don’t get involved its passed off as a heart attack.  Over the course of the next week, a number of Catholic churches in Europe and Russia get attacked.

Or you could just use them as reoccurring creepy guys.  Those guys that you’re pretty sure you’re on the same side with but still make your skin crawl.  Show up after a climatic battle to sprinkle the area with holy wafers.  That sort of thing.

The Hoffmann Institute


The Institute was created for research purposes, but ended up being on the frontline of mankind’s war against the Others.  Seeming to all observers to be a legitimate think tank, the Institute works quietly to fight back.


Although thought to be allied with the government, they have found more corruption there than anywhere else.  They are also on good terms with Delta Green (See Delta Green for what this means).


The Institute is led by Itohiro Nakami.  Dr. Nakami is a several times removed clone of one of the original Greys serving the Elder Race.  As far as he knows, he’s the last of such things, as the later clones tended to break down rather quickly.  Nakami would like there to be a future for his people but he knows that his DNA/TPA is no where near stable enough for another cloning.


Dr. Nakami is extremely curious about the new Greys and is bending all of the Institute’s resources to getting a better understanding of them.  His dream now that he has learned that the Greys have returned is to discover the technology involved and create a new race of Greys to coexist with humanity.

Source: Dark*Matter

Use in a Campaign: Much like Delta Green, this organization is designed to have a campaign built in it.  In the Institute, the agents have more flexibility in who they are, but less authority.  Although the idea of a think tank with a “shoot to kill” policy regarding sandmen is entertaining.


Also, the relations between DG and the Institute have to be decided (See Delta Green).

When it comes down to it, Delta Green has a more paranoid world-view attached.  You leave work for a “Night at the Opera” and likely end up fighting people hired from the same agencies.  With the Hoffmann Institute, investigating is your job.

The Illuminati


Created by Adam Weishaupt, the Bavarian Illuminati claim to have roots stretching back as far as time.  This isn’t untrue, but the organization itself is comparatively recent.


The Illuminati focus on two things.  Temporal power and Enlightenment.  The first is for a comfortable life, the second is to make that life last forever.  Temporal power was originally gained through manipulation of the Masonic Lodges.  This is still somewhat the case, but the Illuminati have broadened their horizons.  They now indirectly control most of the world’s economy.  Strangely, so do several other groups.


Enlightenment was chased through any means possible.  At first it was through the studies of Gnosticism and the Knights Templar.  As time passed, they began to realize true enlightenment through the Mythos.


It is said the Rosicrucian's’ Secret Masters are the Illuminati.  It is said the Illuminati still rule the Masons.  It is said Stephen Alzis is an Illuminatus.  


What is certain is that while they are not the oldest, the Illuminati have had the record of being the most vicious, conniving, and underhanded conspiracy to ever exist.  Anyone who doubts them deserves to die in some obscure way.  Through this and certain mind altering practices they have gained a huge block of the Bildebergers.  As a whole, their power is absolute throughout the Mediterranean region and Continental Europe.  However, they have serious problems with the UK and they’re worming their way back into Russia.


Source: The Illuminatus! Trilogy by Robert Shea and Robert Anton Wilson


Use in a Campaign: From mission to mission, the Illuminati will oppose, favor, and ignore investigators.  Specifically anyone going up against the Shan in England can expect covert assistance, as can anyone investigating the Sandmen in Russia.  Added to this strange list of threats are Llogior, European Vampires, and European Werecreatures.  


The strange nature of the Illuminati is that they don’t think twice about trying to kill someone one day and feeding him valuable information the next.  They bring all the tools they have to bear on every problem, even if those tools are enemy agents.

The Invisible College


An unorganized group of rabid anarchists, the Invisible College attempts to tear down all signs of oppression and order.  They are found in small cells scattered all over the globe.  There are some connections internally, but in general it is believed that the “College as a whole” does not exist.  Their structure simply does not allow for a chain of command or even a matrix of contacts.


Source: Dark*Matter

Use in a Campaign: Their goals often runs skew to that of investigators.  They may assist on a mission to help bring down a corrupted corporation one day and bomb federal buildings the next.

It is key to remember that each cell has a completely different agenda and different means of attack.  Befriending one cell, even a very powerful cell, does not mean having the next one care.  Similarly with enemies.

Karotechia


Once, the Karotechia were among the most powerful groups in the world, simply by virtue of being a state-sponsored mystical society.  Organized by Adolph Hitler, the Karotechia existed to collect information on the Mythos and win the war.  They almost did.


Now all that’s left are a few scary old men, teetering on the brink of immortality.  Around them has formed a loose organization of Neo-Nazi pawns and, more importantly, apprentices.


Source: Delta Green


Use in a Campaign: They are a nemesis, pure and simple.  They exist to bring a Fourth Reich with themselves at its head.  Almost any group of players would like to see them crushed and their dreams of power shoved down their throat.


That said, they are sort of easy to take out once one is on the trail of the center.  If you get past the layers of random racist idiots, the rest of the power structure is rather condensed.  One climactic battle in Brazil and its all over.


Of course, if you want a more protracted battle, make the Karotechia’s apprentices something to be feared.  Make the party hunt them down and pick them off one at a time.  Let them track down Galt (the cannibal) and then go to the climactic battle in Brazil.  A somewhat more fitting end to one of the greatest evils mankind has perpetrated upon itself.

The Knights of Malta


A group of knights dating back to the Crusades, the Knights of Malta want nothing more than to protect Christendom.  However, they take this to the extreme.  This protection includes seizing control of as much of the Western world as possible and wiping out heresy whenever they can find it (and get away with destroying it).


Source: Dark*Matter


Use in a Campaign: The Knights are a good group to show humanity in.  If the players point out evil to them, they’ll help as much as is in their power.  However, they also violently assimilate holdings in an attempt to gain more power.


In general the Knights should have little knowledge of the “real evils.”  They’re very good at ferreting out heretics, but they don’t know what’s really happening.  However, their average agent is quite stalwart and will stand up well to mind-shattering horrors.  At least as well as can be expected.

The Knights Templar


The Templars are the fathers of almost every conspiracy today.  They brought back many different teachings from the Middle East, including some Hermetic Magic and a large body of Mythos Lore.  Only a few select members within the order were allowed to see and understand the Mythos’s teachings.  The rest were kept in the dark or fed Hermetic magics.


Eventually, the church realized what was going on and began a terrible inquisition against the Knights.  Offering up a few choice prizes to the Inquisition, the Inner Circle scattered on the winds.  


The remnants of their teachings can be found in the Illuminati, many Masonic Lodges, and even within many schools of True Magic.  Only a bare handful know the true teachings (the Illuminati), but many others have the lesser secrets.


It is believed that a few members of the Knights may still be alive today.  Comte de Saint Germain is believed to be one of them.  Many also believe that at least one member of the ruling council of the Illuminati is also an ancient Templar.


Source: Me


Use in a Campaign: Two ways come immediately to mind.  Inserting Templar texts in various places will give a nice sense of continuity of magic.  A few people figured it out, then distributed it.


The other use is having the Ancient Masters still be alive.  I’d say have five.  One is on the Illuminati council.  One has ascended to existence entirely in the Dreamlands.  One is a god-awfully powerful vampire (likely Tremere or Tzimiche).  One is a near-god of the Mythos (Stephan Alzis?).  And one is Comte de Saint Germain.


Each of them is immortal and immensely powerful.  And each of them is trying to ascend into a higher form.  They can singularly, or together, be masterminds or ultimate enemies for a campaign.

Majestic-12


MJ-12 is a secret agency buried deep within the US government.  Virtually no one knows about it, often not even the president.  Ever since the crash at Roswell and their subsequent Concord with the “Greys” (see Greys), MJ-12 has been working night and day to unravel the secrets the Greys have given them and keep the Concord afloat.


Majestic is split into many branches which function almost autonomously.  Even if the Steering Committee was destroyed, the arms could continue functioning for the foreseeable future.  

The most often encounter branch is MJ-3, Project Garnet, responsible for covering up evidence of MJ-12 and Grey activities.  Under them is NRO Delta, MJ-12’s strong-arm team.  Another oft-used section is Sub-Project ARC DREAM.  They are responsible for the Cookbook (see The Cookbook) and its affects.  It constantly spins off lesser sub-projects.

Source: Delta Green

Use in a Campaign: MJ-12 is most likely to be used as a villain, or at least a rival.  Most of the members of MJ-12 are selfish, but few realize what they’re really doing.  It would be possible to convince sections of MJ-12 to rebel from the Greys, leading to a vicious series of covert strikes that could serve as the backdrop for an entire campaign in itself.

Anyone searching for the truth will run upon MJ-3 and NRO Delta.  They are brutal and efficient.  They want to keep everyone as far away from the truth as possible.  A surprising amount of information has leaked from inside MJ-12.  It is often believed on of the members on the steering committee may be a traitor.

On that note, the Steering Committee itself should never become involved in a campaign.  They’re NPCs, and their actions are very important, but they shouldn’t physically show up until MJ-12 is going down in flames.

The Masons


For the most part, the Masons are a harmless series of fraternal organizations, no more threatening than the greek letter frats on campuses or the Elk lodges.  However, a few of its central members in a few of the most powerful lodges understand what the rituals actually do.  They are Hermetic Mages of varying powers, originally taught by the Kinori themselves.


The highest members distribute fragments of true rituals as Masonic rites, to test the initiates for aptitude in the arcane arts.  These members can and do pull strings to reach their own arcane goals, but only a few Masons at any time are involved in such scheming.


Also, deep within the orders are another group, the Order of Hermes, true Mages that use similar methods.  Even within the two groups, few know enough to tell the difference.  The two internal forces remain separate, along with several other darker cabals strung through the lodges.


One of the darker cabals is the Illuminati itself, still holding control over several lodges.  And many other organizations have used the Masons as a recruiting ground.  


Source: Dark*Matter, World of Darkness (for the Order of Hermes)


Use in a Campaign: A villain, hiding behind a sea of innocent faces can be a glorious tool.  Always two steps ahead, because he has allies in every city in the western world.  Mixed with some magic, a small group could evade the party and slowly gain in power as the party is slowed by their friends.


This is also a decent organization for the party to join, as normal members or as agents.  Working for an old Hermeticist (of either type) who is trying to root out corruption or just bring down the Mythos, could be an interesting basis for a campaign.

New World Order

See Aquarius

Odessa

See Karotechia

Pentex


A small company unearthed a monstrosity from under an island in the South Pacific.  The thing took over the company, then slowly began taking control of other corporations all over the world.  This entity is now known as the Final Church (see the Final Church).  It usually maintains control of the President of Pentex, whomever that is at the time and periodically seizes control of others on the council.


Pentex has thousands of subsidiaries all over the globe, but is fighting a constant battle to hold them.  The Mi-Go fight it in South America, the Shan fight it in England, and the Garou fight it everywhere.  It is not nearly so overwhelming as the Garou would like to think, but it does send a representative to the Bildebergers and maintain a small private army under the guise of a security force.


Source: World of Darkness, The Final Church is Dark*Matter, this interpretation of the Final Church is mine


Use in a Campaign: This Pentex is much less powerful than the Pentex of the World of Darkness.  It also has a more sensible goal, to my eyes.


The majority of Pentex employees are perfectly normal people.  The council members are generally sort of foul individuals, but aren’t all supernatural.  The President is entirely under the Church’s control.  His special projects are given top priority, but everyone makes their share of money.


Pentex still encourages corruption, but not for its own sake.  It encourages corruption to frighten other humans.  Think of urban legends and other such pain.  Only a truly malicious individual would do most of those things, unless manipulated by an outside force.  The Final Church is that outside force.  They poison pills and modify soft drinks to turn children slowly into Fomori.


The Fomori can stay as they are.  I would suggest saying they are warped through mystical and chemical processes instead of being possessed by Banes, but that’s your choice.

The Rosicrucians


A conspiracy of magic, the Rosicrucians have stayed in existence for thousands of years.  They saved thousands of important scrolls from the fire in Alexandria and went underground at the urging of the Master.  Much later, the Master revived the order under its current name.


The orders goals are multi-fold.  Initiates are told the organization exists to collect and distribute mystical knowledge.  Agents are given a straighter line, that the order exists to destroy gates and forces that present a threat of contamination to the earth.  Only the Master knows the true purpose, being to seal off the Earth from other worlds so the Great Old Ones sleeping here will not be able to escape when they awaken.


The Master is a truly ancient Grey, from the original stock.  He is the only one remaining that still knows of others.  He knows of Nakami (see Hoffmann Institute), and a few others, but has chosen not to speak with them.  He saw myriad worlds while on missions for the Elder Things and wants to preserve them from destruction through the Great Old Ones of Earth.


The strangest piece of the order is the Great Builders.  They are a handful of Grey-Human hybrids created by the Master’s magical and biological knowledge.  They lack the Grey’s immortality, but do have certain abilities gained from their heritage.  When the Master believes the time is right, he’ll reveal this knowledge to Nakami.


Source: Dark*Matter


Use in a Campaign: The Master is doing what it thinks is the right thing.  Of course, the PCs may disagree.  The Rosicrucians can actually turn up as useful allies, especially against invaders (after all, many Doorways function in both directions).


Certain PCs may think what the Master is doing is completely fine or even a necessity.  It just depends on how much hope they have.

The Technocracy


Behind humanity’s greatest advancements is a small shadowy group who believe in the power of logic and technology.  They are also behind mankind’s slow enslavement to technology.


Although Magi often believe the Technocracy’s inventions are magical, they really aren’t right. What they are doing is Hard Science, it just hasn’t hit the mainstream yet, and it is sort of unstable.  The old adage “Any sufficiently advanced technology is indistinguishable from magic” certainly applies here.  And if it was Magic, they’re certainly not going to admit it.


The Technocracy has only begun to see the cracks in their worldview.  They are drunk and fat on their command of science, but cannot accept the sheer power of the Mythos.  


Source: World of Darkness


Use in a Campaign: They believe they have found the answers.  They have the technology.  They can reach immortality; they can level cities.  In the shadows, the Mythos stands as a mocking reminder that everything they believe is wrong.


The Technocracy makes decent villains.  They have a massive array of weapons and servitors to make their visions come true.  In the end they want to control the world, but in the meantime their purposes seem nice enough.


On another hand, they can serve as allies against the Mythos or other foulness.  They want to exterminate “Reality Deviants” and will stop at nothing to do it.  They can even be at the center of whatever organization the party serves.

The United Nations


The fledgling world government.  They are heavily affiliated with the Aquarius (see Aquarius) conspiracy and generally are trying to bring things under their control.


Noone ever explains why they want to do this, so it's probably because they think its right.  They think a true world government will solve a lot of problems.  They want to give the world a fighting chance against itself.


Of course, they're not going to just sit there and hope this works.  This leads to lots of squabbling and probably some deaths.  And black helicopters.


Source: Dark*Matter


Use in a Campaign: Good people.  Bad people.  Sort of mediocre people.  The best use for them is possibly a moral dilemma.  They're not really the enemy and they want to do the right thing, but they're not huge on being great people while doing it.


Another option would be to have them as patrons.  The same dilemmas come up and it gives you an excuse to shuttle the PCs all over the world.

