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Once upon a time…

Hidden history

Earth is one of the most beautiful worlds in the Galaxy. The Galactic Federation decided it was worth protecting it against interference by setting a permanent contingent of scientists and warriors. The chosen guardians were recruited among Elohim and Kerubim.

And Earth has become a battlefield for the Lemures, coming back to defeat the Elohim.

Lemures and Elohim

Many thousand years before, there was a great war between 2 races : the Elohim, small humanoids scientifically gifted, and the Lemures, a race of polymorph dragons. With the help of the Seraphim, a race of ‘living energy’ which was thought to be non-sentient, the Elohim won ; the surviving Lemures either fled to the distant stars or allied with the Elohim, taking the name “Kerubim”.

The Lemures wandered far away, and now they come back, bringing with them new allies and new technology.

The recent past
0: Christ

Christ is born from Mary, a Medium.

[to be continued]

500: The Schism

Gabriel, the common ‘Sentience’ of the Seraphim, now seems to have.

[to be continued]

1000: The turn of a millennium

Around the year 1000, nothing special seemed to happen in the world. To the mundane historian, things starts to get interesting in the 1030’s, because for the 1000th anniversary of the death of Christ, there was a considerable increase in the number of pilgrims to Jerusalem, which will spawn crusades.

But there’s a hidden war: The 

The near future

1500: The Witch Hunt

The Lemures have been eradicated, and now the Elohim are manipulating the humans to hunt down the last Cherubim, Titans and Mages. The magic civilisations of Africa and America are broken; the magic societies are hunted, in Europe by the Church, in China by the bureaucracy.

2000: The Legacy

The Elohim have ruled the Earth for centuries, thinking their old enemies have disappeared … But the Lemures were hiding in the DNA of mediums, whose secret societies kept ancient secrets. And now, the young Mages give birth to Titans, and soon, the Dragons (the Cherubim) will be reborn…

And from the stars, other enemies are coming…

Will there be a new bloodshed? Will the Nephelim ally with their former tormentors to oppose a new threat?

Words

Other names for Alien(im)

Eloh(im)

Gnome(s), Elf (Elves), Goblin(s), Fairy (Fairies), Fae(s)...

Modern times: the Grays

Cherub(im)

Sphinx(es), Dragon(s), Pegasus (Pegasi), Angel(s)...

Seraph(im)

Ghost(s), Djinn(i), Spectre(s), Spirit(s)...

Other names for Nephel(im)

First generation Nephel(im)

Titan(s), Giant(s), Troll(s), Ogre(s)...

Second generation Nephel(im)

Mage(s), Vampire(s), Werewolf (Werewolves)...

Modern times: Awakened

Third generation Nephel(im)

Medium(s), Sorcerer(s)...

Modern times: Psychics

‘Diluted’ Nephel(im)

The Chosen, The Keepers...

Other names for robot(s)

Golem(s), Living Statue(s), Ghost Knight(s)...

Some Secret Bases

Atlantis / Ys, Agartha, Thule, Mu, The City of Brass…

Abilities useful for M I L

Shape-shifting (7 points)

Flux Affinities associated (3 points each): 

Morphing*: makes you change your body to gain a given function (flight, claws, etc.)


Adaptation*: makes you change your body to survive an environment (water, sandstorm, vacuum…)


Regeneration*: makes you loose a wound level


Mimic*: makes you imitate the appearance of a given person / creature

Imitate*: makes you imitate sounds / voices


Blend*: makes your (naked) body blend into the background

*: requires you burn a descriptor

Magic (7 points)

Flux Affinities associated (3 points each): 


Sense: see / hear / feel the presence of seraphim


Listen: hear what seraphim are telling you


Speak*: give orders to nearby seraphim

*: requires you burn a descriptor

Hearth Magic Affinities


Seance: perceive seraphim (like ‘sense’ and ‘listen’ magic, but less efficient and very long)


Herbalism: base pharmacology

Great Arts (Scientific affinities)


Alchemy (Chemistry)


Exorcism (Psychiatry)


Telepathy (Psychology)


Astrology (Astronomy)


Numerology (Mathematics)

Character Creation

Introduction

Characters for M I L are slightly more powerful than Standard character for Story Bones and the Story Engine. If you use point-based character creation of Story Engine, M I L characters are built with 30 points, instead of the standard 25.

Note that Cherubim and Nephelim are heavier than they look.

Human

One primary affinity (7 points)

4 Descriptors (average: 10 points)

4 affinities (12 points)

1 quirk (1 point)

1 story point (1 point)

Height: 1,50-1,90 m

Weight: 50-100 kg

A human will never have access to Magic or Shape-Shifting

Eloh (Elohim)

One prime affinity (7 points)

3 Descriptors (average: 7 points)

5 affinities (15 points)

1 quirk (1 point)

Height: 1,20-1,40 m

Weight: 35-50 kg

An Eloh can have access to Magic, but not Shape-Shifting

An Eloh is impaired by a bright light (sunny day, for example)

Seraph (Seraphim)

Not available as PCs

Cherub (Cherubim)

One prime affinity (7 points)

One Power: Shape-Shifting (7 points)

2 Descriptors (average: 5 points)

2 affinities (6 points)

1 flux affinity (3 points)

1 quirk (1 point)

1 story point (1 point)

Height: 3-4 m

Weight: 500-1500 kg

Cherubim have 6 limbs (generally 2 leg, 2 arms plus 2 wings or another 2 legs or arms)

A Cherub is impaired by the light of the sun or a strong fire

Lemure (Lemures)

See “Cherub”

Nephel (Nephelim):

Titan

Choose “Cherub” or “Mage” archetype

Height: 2-3 m

Weight:  300-1000 kg

A Titan is impaired by the light of the sun or a strong fire

Mage

One prime affinity (7 points)

One Power: Magic (7 points)

2 Descriptors (average: 5 points)

2 affinities (6 points)

1 flux affinity (3 points)

1 quirk (1 point)

1 story point (1 point)

Height: 1,80-2,50 m

Weight:  200-500 kg

A Mage can have access to Shape-Shifting

A Mage is impaired by a bright light (sunny day, for example)

Medium

Choose “Mage” or “Human” archetype

Height: 1,70-2,30 m

Height:  100-300 kg

A medium will never have access to Shape-Shifting

Using Magic

The Invocation

First you will have to find Seraphim, and know where they are.

For that, you will have to be sure where they are: you need Magic (Sense), a special device (such as a helm/visor of vision) or another method.

You make a roll whose difficulty depends on the situation.

For those using The Story Engine, this is a Chaos based Quick Take.


In the desert
Easy


In a thick forest
Hard


In a big town
Very Hard


During the day
1 step harder


Under the sun
2 steps harder

The success number of the roll is named the Density of the Seraphim for these effects.

Then you will have to explain them what you want and why they should obey you: you need Magic (Speak*), a special device (like a chromatic flute) or another method.

For those using The Story Engine, this is a Spirit based Quick Take.

The difficulty depends on the ease and complexity of the task.

The success numbers of the roll is named the Conviction of the Seraphim for these effects.

The Powers of the Seraphim

The Seraphim are a collective mind; “Gabriel”, “Lucifer” and other “personalities” are more something like philosophies than real individuals.

Seraphim can produce light (and illusions), heat (and fire), wind (and sounds) and have been known to use subtle effects such as invisibility, levitation…

Seraphim are composed of plasm (called plasma in their energetic, burning form and ectoplasm in their ordinary, almost invisible form), which is an electrified gas. They can coalesce into a liquid form, but (almost) never into a solid form.

Seraphim have a very hard time communicating with physical beings. The use of Magic (Listen) is highly advisable, if you don’t want to burn a Descriptor every time you want to be given some information by the Seraphim (to use the Speak* flux affinity to explain them how they must produce a sound you can hear).

The Effect

The success of the seraphim shall be automatic, unless they have to oppose a being who can sense them, in that case, the difficulty to detect them is their Conviction; then that defender is allowed some kind of defensive reaction, opposed by the Density + Conviction of the Seraphim. If they would like to fight those Seraphim, they have to oppose against Density + Conviction and use a special device involving energy (such as fire, laser and electricity).

An example

Rachel, an experienced Medium, wants to be invisible. She looks for some Seraphim, this is night, but we are in a town, the Narrator considers this is a Hard task. Rachel rolls dice and gets 3 successes above what is needed: this is great! The Density of the Seraphim she has found is 3. She explains the effect she wants to obtain, which is Very Hard, burns a descriptor to call the effect, another descriptor to have 1 more die to roll, rolls the dice and obtains 2 success: this is good and the Conviction of the Seraphim is 2.

Invisible, she approaches the doors of the palace, but doesn’t know the guard is a Medium. He roll some die for perception, beats the Conviction of the Seraphim and realises there’s something creepy approaching. He blocks the entrance and tells “Whatever you are, go away, unholy djinn”. Rachel, discovered, slowly retreats and flees into the night.

Using Shapeshifting

Regeneration*

This effect makes you lose 1 wound level; the difficulty depends on your current wound level.


Impaired
Hard


Out

Extremely Hard (the effort is unconscious, but possible)

You can also grow back a limb or organ, this costs a story point.

Blend*

This is an Easy task, unless the background is really unnatural (blending on a tartan cloth, or a metal wall would be Very Hard) or there is a very bright light directed to you.

The number of Successes is the difficulty to spot you, if someone is looking attentively.

Adaptation*

The difficulty depends on the extent of the adaptation, which is needed.


Adapt to a sandstorm, cold, heat
…
Hard


Adapt to water breathing, fire …

Very Hard


Adapt to vacuum, tremendous heat …
Extremely Hard

Mimic*, Imitate*

The difficulty depends on how different the copied person is from the transformed person (Easy if they are the same sex and the same size). The number of successes is the difficulty for someone to spot a difference. Some acting affinity is also advisable.

Morphing*

The difficulty is equal to the function you try to gain. The success rate tells you how efficient is the transformation (i.e. a marginal success with creating wings means the flight will be awkward, with bulky and ugly wings, whereas a great success will give you a beautiful set of wings to fly fast and reliably).

Note that growing new limbs is possible but Extremely Hard.

Devices of the Fae (Elohim)

Items of Power

Helm of Vision (Plasma Lens Helmet)

The user has to put the visor down upon her face and stroke a jewel (push the button) to activate “spectral vision”.

Magic (“Sense” affinity only)

Protects the head (Matter)

Diadem of Vision (Plasma Lens Visor)

The user has to put the diadem down upon her nose and stroke a jewel (push the button) to see through it.

Magic (“Sense” affinity only)

Looks great (Spirit)

Chromatic flute (Ultrasonic flute)

Communication is not perfect (one step more difficult)

Magic (“Speak” affinity only, you need to burn a descriptor)


Makes silly noises (Chaos)

Chromatic Organ (Ultrasonic Portable Keyboard)

Quite precise if you know how to use it

Magic (“Speak” affinity only, you need to burn a descriptor)

Magic Weapons

Thunder Stick (Blaster rifle)


Makes big holes (Matter)

Wand of Light (Laser Pistol)


Makes big burns (Matter)

Screaming Sword (Vibrating-Blade Sword)


Makes a lot of noise (Matter)

Whip of Pain (Neural Whip)


Makes a lot of pain (Matter)

Roaring Scimitar (Combat Chainsaw) 


Good for cutting wood (Matter)

Other Artefacts

The Elohim make use of many things from the 21st century, including cellular phones, motorbikes, techno music, skateboard, surf ... They generally try to keep these anachronisms secret, but not every Eloh is able to pose as a medieval gnome for days.

They use advanced flying devices (the ‘saucers’), speedy and silent, and also really advanced nano-computers and genetics, but they won’t use cybernetic enhancement (there are some alien races, allied with the Lemures, which make a heavy use of it).

Campaign Ideas

Old Europe

The Vatican

The Dark Lords of Central Europe

Holy Lands

Miles Davis

This sect of Nephelim warriors was created by King Solomon centuries ago. They have few contact with the Elohim, and have no knowledge of the Hidden History of the Galactic Federation.

The Sons of Astaroth

Some humans allied with he Lemures, finding it really kewl being cyber-enhanced and using funky devices of destruction. These are mostly violent madmen, though some of them have a greater purpose.

Land of the Tigers

The Naga

The Rakshasas

El Dorado: the forsaken jungle

The Dark Swine

People of the Sun

