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chapter  one
over view

“IT IS THE CUSTOMARY FATE OF NEW TRUTHS
TO BEGIN AS HERESIES AND END AS SUPERSTITIONS.”

—THOMAS HUXLEY

“I DON’T KNOW WHAT TO BELIEVE ANYMORE.
SO I BELIEVE I’LL HAVE A DRINK.”

—DIRK ALLEN
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Welcome to Unknown Armies—
UA for short. This is a roleplaying game about transcendental
horror, which is another way of saying that we’re going to ex-
plore the heights of human potential and find that everything
isn’t sweetness and light. We’re going to see behind the mask of
reality and examine the clockwork of existence, and find that ev-
erything isn’t bearded gods and Thou Shalt Nots. We’re going to
look at what makes people tick, and find that our neuroses, ob-
sessions, and fears define us just as strongly—if not moreso—than
our aspirations, ideals, and conscience.

Is this a negative vision? Yes and no. It is a negative vision in
that we’re going to kick loose the rocks of the collective uncon-
scious and find some nasty, squirming bugs underneath. It is not a
negative vision in that there is still room for personal heroism.
When characters can acknowledge and even embrace the terrible,
naked face of reality and yet not lose sight of their personal goals
and beliefs, when they can see the worst that the cosmos has to
offer and still persevere, when hope can be maintained and even
strengthened despite the lessons life has to teach, then we know
life is worth living, even if it faces seemingly overwhelming odds.

This is also a roleplaying game about furious action, which
is another way of saying that philosophy is all well and good but
sometimes you’ve just gotta kick some butt. To put it less bluntly,

your characters and the people they meet in the game all have
goals that are important to them, and when those goals are in
conflict a common result is violence. By all means, negotiate
whenever you can. But in UA the stakes are so high that you never
know when danger is going to rear its ugly head. (Of course, the
butt you kick isn’t necessarily physical; it might be magickal, or
even psychological.)

Design Goals
It’s worth noting in brief a few of the design goals we had for this
game, and some of the things that led us to create it, so that you
know what you’re in for and why we’ve made the choices we’ve
made. We hope that you will adopt these as campaign goals as well—
these are goals we think you should aim for in the course of play.

Accountability. Typical gaming campaigns have the charac-
ters committing murder, burglary, and any number of other acts
that most societies—even the societies in the campaigns them-
selves—would consider reprehensible. Yet there’s usually some sort
of dubious justification for almost any crime the characters might
commit. Kill three people in a bus station? They had the devil’s
taint! Break into a mansion and steal valuable old books? Their
owner was an evil sorcerer! Burn down a building full of expensive

What is a Roleplaying Game? (John’s Answer)
If you don’t know, or you’re just curious to see what I’d say, here’s how I describe what a roleplaying game is. The analogy here comes
courtesy of game designer Greg Stafford.

A roleplaying game is like improvisational radio theater.
It’s theater because each player in the game portrays a single character, just as an actor on stage does. Each player creates his own

character, and each time he plays, the character becomes more and more believable because of the time invested in portraying him.
(Much as in a television series: the main characters in the first episode of the long-running comedy Cheers became a lot richer and more
entertaining as the series went on, as the actors and writers got to know them better.) Also like theater, the game presents a story, rich
with drama, mystery, excitement, and all those other things that the Greeks bequeathed to the western world through theater.

It’s radio theater because unlike a stage play, the game’s players don’t walk around or use props, and there is no set. (Yes, there
are exceptions, but let’s keep this simple.) Typically, a roleplaying game is played around a table, which means that players mostly use
their voices, faces, and gestures to portray their character. Instead of seeing a stage set with furniture, walls, and props, the locations
and items in a roleplaying game story are described verbally and are often assumed to be there without being described. If a scene
takes place in a warehouse, you don’t need to be told that there are large crates, forklifts, and similar stuff. You can just get a simple
description and move on.

It’s improvisational radio theater because there is no script. Dialogue is made up on the spot, improvisationally, by the players.
The story for the game will have been created, but it’s a rough outline of events, not a moment-by-moment description like a script for
a play or movie. The players all work together, through their characters, to both follow and lead the story. They follow it when events
occur beyond their control—for instance, it could start raining, or someone the characters haven’t met before could knock on their
door—but most of the time they lead it, by making decisions and taking action to pursue their goals. No one knows for sure what’s
going to happen in the story of the game, and in particular the ending is very much up for grabs. The story is told improvisationally,
which is both the major challenge and the core entertainment of roleplaying games.

Although the players only play one character each, there is a different kind of player. This player is like the director of your
improvisational radio theater. He works out and presents the story, he plays the role of all the characters in the story besides the
players’ characters, and he guides the flow of the game. He also is responsible for judging the rules of the game, which are used to
introduce an exciting random element to the story, and also to resolve what happens when characters come into some form of
physical, magickal, or psychological conflict. This different kind of player is often known by a lot of different titles, including referee,
narrator, game master, storyteller, dungeon master, and on and on. We’re going to use game master—or just GM for short—but you can
use whatever title you want.

If you’ve never played a roleplaying game before, it can be tough to learn on your own. The best way to learn is to find people who
play roleplaying games and either watch them play for a while or, preferably, join in and play with them. Hobby shops often provide ways
to meet up with other players, and many universities and schools have official groups that meet regularly to play roleplaying games.

CHAPTER ILLO BY MATT ROACH



Abel, Alex, 20
as GMC, 190
see also New Inquisition, The

adepts, 76
becoming an adept 76
character creation, 38, 44
defined, 22

alcohol, see impairment
Allen, Dirk, 20

as GMC, 202
see also dukes

Apoida, “Dr.” Henrietta, 203
see also dukes

archetypes, 168
Demagogue, The, 168
Executioner, The, 169
Flying Woman, The, 170
Fool, The, 171
Masterless Man, The, 172
Merchant, The, 173
Pilgrim, The, 173
Savage, The, 173
see also Invisible Clergy

artifacts, 180
astral parasites, 147

detection by Aura Sight, 43
attacking, 53

and GMing, 10
see also firearms attacks, hand-to-hand attacks

attack shifts, see shifts
attributes, 35

what they mean, 36
avatars, see Invisible Clergy
Barberry, Monica, 197

see also Mak Attax
blasts, see magick
BOHICA, 27

and firearms damage, 55
and hand-to-hand damage, 59
and initiative, 52

boozehounds, see dipsomancy
Brownstone, Louis, 206
Brownstone, Minerva, 207
cabalists, 22
Carillo, Fr. Jose, 201

see also Order of St. Cecil, The
car-wreck damage, 62
cattle mutilation, 161
chaos mages, see entropomancy
cherries, 43

hand-to-hand, 60
magick, 83

Claws of the Tiger, The, 111
Clay, Jordan, 204
cliomancy, 84
clockworkers, see mechanomancy
cobweb farmers, see cliomancy
combat summary, 135

see also attacking, damage, initiative
Cooper, Darla, 193

see also True Order of Saint-Germain, The
Crowe, Cletus, 198

see also Sleepers, The
damage, firearms, see firearms attacks
damage, hand-to-hand, see hand-to-hand attacks
damage, healing, see healing
DeGhoule, Rebecca, 200

see also Satan’s Chosen Temple

demons, 147
dipsomancy attack (Soul Sipping), 89
dipsomancy control (Ghost Vintage), 90
dipsomancy summon (Party Like Hell), 88
entropomancy control (Cage for the Dead), 92
entropomancy summon (Pierce the Veil), 91
see also Satan’s Chosen Temple

Deutsch, Andrea, 189
see also Sect of the Naked Goddess, The

dice, 26
dipsomancy, 87
dodging, 54

as skill, 40
Douglas, Randy, 21

as GMC, 193
see also True Order of Saint-Germain, The

Dover, B.D., 209
drowning damage, 61
drugs, see impairment
dukes, 22

sample GMCs, 202
Duopoulous, Harvey, 196

see also Mak Attax
enforcers, 22
entropics, 149
entropomancy, 91
epideromancy, 93
Eponymous, 20

as GMC, 191
see also New Inquisition, The

exceptional skills, 134
experience points, 44
falling damage, 62
firearms attacks 54

brief primer, 56
bulletproof vests, 58
damage table, 55
full-auto, 55
multiple shots, 55
special ammo, 58

firewalking, 162
flesh mages, see epideromancy
flip-flops, 27

and obsession skill, 43
Forsythe, Angela, 198

see also Sleepers, The
Freak, The, 21
Ganz, Hiram, 188

see also Sect of the Naked Goddess, The
ghouls, see revenants
godwalkers, see Invisible Clergy
golems, 150
Greene, Chloe, 190

see also Sect of the Naked Goddess, The
hand-to-hand attacks, 58

cherries, 60
damage table, 59
obsessed, 59

Hauser, Michael, 195
see also True Order of Saint Germain, The

healing, 62
hoaxes, 162
House of Renunciation, The, 16

members described, 186
hunches, 27
impairment, 137
initiative, 51
Invisible Clergy, 16

archetypes of, 168
avatars of, 168
deposing archetypes, 16
godwalkers of, 168
role in the cosmos, 13

Jackson, Derek, 20
as GMC, 195
see also Mak Attax

Jeeter, 204
see also dukes

Lee, Daphnee, 20
as GMC, 187
see also Sect of the Naked Goddess, The

love pirates, see pornomancy
lycanthropes, 151
Mabsut, Daoud, 199

see also Sleepers, The
madness, 67

and GMing, 136
and roleplaying, 108
five stresses, 67
permanent, 69
sample stress ratings, 68
short-term, 67
what the stresses mean, 71

magick, 76
see table of contents for spell lists
and GMing, 135
blasts, 78
cherries, 83
creating schools, 102
random, 79
rituals, 80
schools, 83

Mak Attax, 17
Lesser Correspondence ritual, 196
members described, 195

matches, 27
and demons, 147
and hand-to-hand attacks, 59
and magick, 83
and mental help, 69

McIntyre, Violet, 192
see also New Inquisition, The

mechanomancy, 96
mental help, 69, 70
Morgan, Lili, 21

as GMC, 186
see also House of Renunciation, The

Naked Goddess, The, see Sect of the Naked
Goddess, The

narrative structures, 117
New Inquistion, The, 16

members described, 190
as a narrative structure, 117

non-combat actions, 62
nonentities, 152
OACOWA, 27

and firearms damage, 55
and hand-to-hand damage, 59
and initiative, 52

obsession, 32
and roleplaying, 107

obsession skill, see skills
Order of Saint Cecil, The, 19

members described, 201
passions, 34

and roleplaying, 108

Peons, 22
plutomancy, 97
pointblanking, 61
pornomancy, 100
psychic senses, 162
Ramirez, Selena, 205

see also dukes
Reed, Josie, 201

see also Satan’s Chosen Temple
revenants, 153
Rhinegold, Mabel, 206

see also dukes
rituals, see magick
Saint-Germain, the Comte de, 19

role in the cosmos, 14
Saint-Germain, The True Order of, see True Order

of Saint-Germain, The
Satan’s Chosen Temple, 18

members described, 200
Sect of the Naked Goddess, 16

members described, 187
Naked Goddess videotape, 183

shifts, 27
attack shifts, 53
from impairment, 137

skills, 35
exceptional, 134
free skills, 37
governing stats, 37
obsession skill, 43
sample skills, 42
what they mean, 40

Sleepers, The, 18
members described, 198

snowfallen, see revenants
ritual against (Snowblinding), 81

spells, casting, 77
see table of contents for spell lists
and GMing, 136

splits, see revenants
spontaneous combustion, 163
Statosphere, 6, 16
stats, see attributes
strangling damage, 62
tenebrae, 154
True Order of Saint-Germain, The, 17

members described, 193
UFOs, 163
Unnatural, The 144

role in the cosmos, 15
unspeakable servants, 155

ritual to summon, 82
vampires, 164
Walters, Thurston, 200

see also Satan’s Chosen Temple
warbucks, see plutomancy
Watts, Henry, 210
wound points, 44

and GMing, 134
and healing, 48

Zarcia, Lucius, 189
see also Sect of the Naked Goddess, The

zodiac personalities, 32
zombies, 164

Index

“CAN ANY PLAUSIBLE EXCUSE BE FURNISHED
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