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Guide to Greys

The Truth:


Originally, the Greys were created by the Elder Things for use as scouts into new lands and new dimensions.  They were forged to be highly adaptable, and proved to be such.  When the Elder Things civilization collapsed, many Greys were at far from the destruction.


The Greys remained on their missions, scouting and learning.  After a time, they began to die off from one mishap or another.  The remaining Greys returned to the ruins of civilization and scavenged what they could.  Cloning vats gave them the ability to replenish their numbers, but each generation something was lost.


So it continued for millennia.  Eventually the Greys used their psychic powers to infiltrate human civilization.  After several mishaps, the Greys have remained in the shadows, keeping to themselves.


Slowly, they died off.  Fewer remained that could use the vats every year.


In the early eighteen hundreds, an outside force traced down and destroyed all of the original vats, along with most of the remaining Greys.


The race seemed condemned to a slow fading away when new members began appearing in the 1940s.  It took some time to realize, but these new Greys were different.  They are merely the pawns of a greater force.

What People Know:


The average US citizen knows that “Greys” are involved in the whole UFO situation, and abductions and the like.  Many actually believe the Greys are real, but the theories on their origins and intents are as varied as the stars.


The high-ups among Delta Green know that the Greys are real and are involved with MJ-12.  Beyond that, the matter is under investigation.  The average agent is little better than the normal citizen, but some have had personal experience with the Greys.


Everyone dealing with the paranormal side of the Hoffmann Institute knows that the Greys are real and not necessarily hostile.


The average Majestic worker knows nothing of Greys or anything else.  The commanders know that the Greys assist MJ-12 on their own terms, with a wide-range of opinions as to why.


Celestials are about as clueless as the average person, but some can still remember the days of Atlantis.  The new Greys anger and confuse these Celestials.

What I Know:


Everyone who cares in the least can get information about abductions and the general appearance of Greys, although it varies from report to report.


Individuals with One dot in Grey Lore know the Greys have been around a lot longer than the current flaps of abduction and have interacted with humanity before.  You also know Greys rely primarily on psychic abilities.  Many UFOologists possess this level of the Lore.


Two dots tells you that the old Greys and new Greys are very different specimens.  The old Greys used psychic powers more heavily and the new Greys are reported to have something of a hive mind.  Extreme UFOologists possess this level.


Three dots tells you the Old Greys were created as a Servitor Race by someone with extremely advanced technology.  You also know the full spiel on Grey biology and that Greys are strictly better than humans.  Only the Grey themselves and a handful of humans they’ve told know this.


Four dots gives you the information that it was the Elder Things that created the Greys, and that Grey genes have been degrading since then.  You also know that a completely different force used the same technology to create the new wave.  Most Greys, but not all know this.


Five dots is basically knowledge of the important moments in Grey history (Creation, Destruction of Elder Thing civilization, Construction of Clone Tanks, Destruction of Clone Tanks, New Greys Created).  Even many Greys don’t know this.


Six dots is knowledge of the length and bredth of Grey history as told by one present.  Only first generation Greys possess this level.

The Role Greys Play:


The old Greys move among human-kind, masking themselves with psychic powers and working towards their own agendas.  Only a handful of these Greys remain, but all are very possible.


Only one group of Greys remain.  They know it as The Council, but no-one outside it knows anything of its existence.  There are approximately twenty Greys in the Council, divided into three factions. The name is something of a lie, as each generation carries one vote.  This leads to vastly disparate representation, but few are willing to oppose the matriarch.  For the most part the Council simply prods humanity towards the technological level of the elder things, in the hope of recreating the cloning vats.


Several other Greys exist alone.  The two most important are Dr. Nakami of the Hoffmann Institute and the Master of the Rosicrucians.  


The new Greys function as tools for the Mi-Go, as extensions of their bodies, and as emissaries to humanity.  These Greys have no personality or motivating force.  If the Mi-Go presence leaves them, they simply slump to the ground.

Physically:


All Greys look almost identical physically.  All stand between 4’ and 4’6”, with comparatively large heads and eyes many times the size of humans.  Their faces taper heavily towards the chin and they possess no nose, with no mouth.  The limbs seem atrophied, but both fingers and toes are extremely dexterous.


The Greys smell strongly of burning cardboard when exposed to sunlight, seemingly a bi-product of their photosynthesis.  They feel surprisingly smooth to the touch, almost slippery.  When frightened or angry, this texture becomes grainy to the point of abrading human flesh.


Their primary source of nutrition is photosynthesis, but many can survive by absorbing the psychic emanations of humans.  When deprived of both energy sources, Greys will slowly become more sluggish, then fall into a catatonic state.


Greys do not age in any human sense, but are susceptible to massive trauma.

Statistics:

Old Greys:

The Greys created directly by the Elder Things had eight as a maximum in all attributes, paths, and abilities.  The Greys cloned from them had seven as a maximum.  The generation after that had a six.  Any attempts to clone the third generation have failed, although certain other experiments have been successful.

Mental attributes are always primary.  All Greys possess at least one dot in both Path of the Mind and Path of Telekinesis.  Greys also have access to Auspex, although most do not develop it (any blood costs are willpower costs).

Average Third Generation Grey

Strength 1 Dexterity 3 Stamina 2

Charisma 3 Manipulation 4 Appearance 0 in natural

Perception 3 Intelligence 6 Wits 5

Alertness 3 Awareness 3 Empathy 5 Subterfuge 5

Survival 5 Technology 4

Computer 4 Linguistics 3 Occult 2 Politics 3

Grey Lore 3

Willpower 9

Sanity 0

Path of the Mind 6 Path of Telekinesis 4

Health 0/0/0/-3/-5/Dead

New Greys:


The Greys created by the Mi-Go are roughly equal to Third Generation Elder Thing Greys but have absolutely no free will or mental attributes.  All these attributes and all abilities are carried over from the Mi-Go.


All Mi-Go Grey are functionally identical.  With some study, imperfections in their creation allow them to be told apart, but for game purposes they are the same.


One Mi-Go can control a number of Greys at a time equal to its Wits.

Mi-Go Grey

Strength 2 Dexterity 3 Stamina 2

Appearance 0 in natural

Health 0/0/0/-1/-3/Dead

All others as Mi-Go.

New Ability:

Cloak of Form

Path of the Mind (rank 6, Old Grey Technique)


This power was developed by the Greys before the destruction of the Elder Things’ civilization.  It allowed them to pass among the civilizations of other dimensions, but is now used primarily used to blend into the throngs of humanity.


The Grey can have a number of forms equal to their Wits, and can shift between these forms by spending a willpower and a round in concentration.


The form is a mentally projected illusion, but will seem real to all viewers.  It does not physically change the light, revealing the Grey as it is to mechanical observers and unknowable minds.  It also masks the Grey’s characteristic smell and texture in similar ways.


When the Grey looses concentration, by falling unconscious, their true form is revealed.  


If the user also possesses rank 6 in the Path of Telekinesis, the light around them is physically warped into the shape.

Psychic Contagion

Path of the Mind (rank 7, Old Grey Technique)


You may use the power Possession on a number of individuals at one time equal to your Wits (including your own body if you still wish to control it).  All these bodies must be within the area of a large city, along with your body.

Extended Telekinesis


Greys merely extend the power of Telekinesis to new heights, they have never specifically innovated with it.

****** 1000 lbs

******* 2000 lbs

Important Greys:

Idan ba Tan

1st Generation Grey

Strength 1, Dexterity 3, Stamina 1

Charisma 2, Manipulation 5, Appearance 0 in natural

Perception 4, Intelligence 7, Wits 7

Alertness 4, Awareness 4, Empathy 8, Intimidation 4, Leadership 5, Subterfuge 8

Survival 4, Technology 6

Computer 2, Linguistics 4, Occult 5, Politics 7

Grey Lore 6, Mythos Lore 3, Kindred Lore 1, Garou Lore 2

Willpower 10 Sanity 0

Path of the Mind 7, Path of Telekinesis 8, Auspex 5

Health 0/0/0/-3/-5/Dead

History: 

Idan ba Tan was one of the Greys created directly by the Elder Things.  She was performing reconnaissance near the city of R’Lyeh when Elder Thing civilization collapsed.  She immediately abandoned her mission to retrieve as much knowledge and technology as possible.

She managed to secure enough technology to create a Cloning Vat.  She began producing lesser copies of herself and didn’t stop until her equipment was destroyed in the 1800s.  

Only a handful of her brood ever survived.  Most were killed in her missions to regain more technology or simply killed by hostile natives (Mythos and human).

She has not adapted well to the modern era.  Her agents and tendrils still stretch across the globe, but even as she nears reaching her goal, the connections wear thin.

Now: 

Idan ba Tan is the most powerful member of the Council and the driving force behind its policy.  “She” is never found in the field, although she has been known to astrally project herself into far off locations to scry.

Her agenda is relatively simple.  She wishes to manipulate others into reconstructing the Clone Vats that once allowed her to create the rest of her brood (now the majority of the council).  She also desires a human civilization worthy of ruling over.

Even most within the council believe Iban to be rather severe towards humans.  However, she alone makes up the first generation of the Council, giving her one complete vote, and several of the lesser members are still intensely loyal to her.

Use in a Campaign: 

Iban is the spider at the center of a vast web, but she’s not doing anything particularly foul (excepting some rather gruesome failures in the area of human and animal cloning).  She will definitely side with humanity against any larger threat and will help against the new Greys from the shadows, in hopes of recovering their technology.

The Master

2nd Generation Grey

Strength 3 Dexterity 5 Stamina 4

Charisma 5 Manipulation 5 Appearance 0 in natural

Perception 7 Intelligence 7 Wits 6

Alertness 6 Awareness 7 Brawl 5 Empathy 7 Expression 6 Subterfuge 6

Melee 4 Stealth 4 Survival 6 Technology 5

Academics 7 Computer 3 Linguistics 6 Medicine 7 Occult 7 Politics 5

Grey Lore 5, Kindred Lore 4, Mythos Lore 4

Willpower 10

Sanity 0

Path of the Mind 7, Path of Telekinesis 5

Health 0/0/0/-3/-5/Dead

History:


Created just before the Egyptian empires, the Master moved among them, gathering a group of humans and Kinori around him.  They exchanged knowledge, growing in power slowly.  


This group became the Companions of Horus and later the Rosicrucians.  In their hands is a huge reservoir of information from the Grey archives, the Kinori Alchemists, and the Library of Alexandria.


Instead of seeking to clone himself as the other Greys did, the Master mingled his genes with human genes and created strange crossbreeds he refers to as the Guardians.

Now:


The Master leads up the Rosicrucians even today.  He stays deep in the mountains of Tibet, watching and waiting.  His agents gather information to be added to the vaults, while he forms new connections and watches for the shadowy hands of other organizations.


He has decided through his millennia of research that the earth is doomed, and now he seeks to save other worlds from being dragged down with it.  To this end, his agents travel, attempting to seal those gates that lead to other worlds.  He hopes that when the earth is consumed by the dark gods that sleep within it, they will not be able to escape to destroy other worlds and civilizations.

Use in a Campaign:


The Master will very likely never appear physically in most campaigns.  However, he is the driving force behind the Rosicrucians.  His agents do not understand why they are really doing what they do, but they ultimately serve his desires.


See the Rosicrucians.

Dr. Nakami

3rd Generation Grey

Strength 2 Dexterity 3 Stamina 3

Charisma 4 Manipulation 4 Appearance 0 in natural/3

Perception 4 Intelligence 6 Wits 5

Alertness 3 Awareness 3 Empathy 6 Expression 4 Leadership 5 Subterfuge 4

Drive 2 Etiquette 3 Security 4 Survival 3 Technology 5

Academics 5 Computer 4 Investigation 4 Law 4 Linguistics 3 Occult 5 Politics 3 Psychology 6 Science 3

Grey Lore 2 Kindred Lore 1 Garou Lore 1 Mythos Lore 3

Willpower 9

Sanity 0

Path of the Mind 6, Path of Telekinesis 6

Health 0/0/0/-3/-5/Dead

History:


Dr. Nakami was created in the late 1700s to assist in guarding a Clone Vat in South America.  He learned little of Grey culture or even his own psychic abilities before the site was destroyed in 1810.  As the sole survivor he fled North and began searching for fellow Greys.


Up until 1917, Nakami met with frighteningly little success.  That year he founded the Hoffmann Institute, his own secret organization, in an attempt to find other Greys.

Now:


Nakami (having changed his given name several times) still runs the institute, but has thus far failed to locate other Greys.  He has sent his agents after many of the sightings of the mysterious new Greys, but has failed to enter contact with them.


Replacing Nakami’s fading hope to find others of his kind is a slowly growing desire to help humanity as a whole fight off the Dark Tide.  He teaches gifted humans how to use their abilities and sends his agents to help discover the extent and powers of Dark Matter.

Use in a Campaign:


Nakami is something of a father figure to the Hoffmann Institute.  Most agents meet him at some point, but few deal with him on a regular basis.


Nakami is the driving force behind the Institute.  He moves his agents like chess pieces, but he really does care for each of them.  At least as long as they stay loyal to the cause.

