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The world of WitchCraft is a place of
mystery, danger and dark secrets.

The magically aware all know that a major change is approach-
ing, a new era that will be preceded by terrifying, catastrophic
events. But the transitions brought on by this Time of Reckoning
are unknown. Great power, great destruction, great anguish -- all
or none may arise. 

The threat of the Reckoning is not limited to humans. It has also
stirred beings from the Otherworlds, and creatures that once
were human, but now live on as Spirits or the Undead. Some of
them are willing to work openly, side by side with the Gifted and
the Mundane. Others prefer to operate in secrecy. Still others have
hidden agendas that they pursue ahead of any common purpose. 

Only time will tell what lays ahead.
Time . . . and your choices.

Mystery Codex is a supplement for the WitchCraft roleplaying game.
In it, you will find:

Two new Character Types, the Spirits and Undead, with accompanying character creation rules, powers, vul-
nerabilities and background for Ghosts, Phantasms, Vampyres and the Relentless Dead

New Associations: shunned Pariahs, dedicated Iscariots, elite Storm Dragons and death-obsessed Thanatoi

New Invocations and Necromancy, the gruesome Disciplines of the Flesh, and the mystical Tao-Chi

Background on Geburah, the Sephiroth of the Dead

New Character Concepts, Qualities and Drawbacks, Skills and Rules
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A Word to the Wise
As I did in the WitchCraft main rulebook, I would like to state expressly that the contents of this

book are purely fictional and meant to entertain, not to enlighten, guide or suggest any real life
behaviors. Some of the themes of WitchCraft may not be appropriate for younger readers, and par-
ents should exercise their best judgment when reviewing this material.

As always, those who think any of the material here is anything other than fantasy intended for
storytelling purposes are mistaken. Those who belittle, degrade and fear this and other roleplay-
ing games may wish to seek psychiatric help and get a prescription for some happy pills.
WitchCraft is no more a handbook for the occult than Monopoly (tm) is a manual of business
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Reference material for your WitchCraft cam-
paign may be found at www.llewellyn.com.

Produced and published by Eden Studios, Inc.
under exclusive license.

No part of this book may be reproduced with-
out written permission from the publisher, except
for review purposes. Any similarity to charac-
ters, situations, institutions, corporations, etc.
(without satirical intent) is strictly fictional or
coincidental. This book uses settings, characters
and themes of a supernatural nature. All ele-
ments, mystical and supernatural, are fiction and
intended for entertainment purposes. 

Reader discretion is advised.

Comments and questions can be directed via
the Internet at www.edenstudios.net/witchcraft,
via e-mail at Eden Prod@aol.com or via letter
with a self-addressed stamped envelope. 
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“We are very close,” the tall man in the tuxedo said. Even in the weak light of the flash-
lights, he looked utterly out of place. Although he was dressed like he was going to the opera,
he was guiding a small group through the sewers beneath the city. He even wore a cape, for
Crissakes! And a silly-ass cane, richly carved with gold inlays. The guy looked like a refugee
from something on A&E or public television — not that Harold would be caught dead watch-
ing either channel.

“I don’t trust him,” Harold muttered angrily. The hasty summons, the meeting with the
stranger, and now this expedition into the cold, damp and above all stinking sewers had complete-
ly ruined his mood. Fear of what lay at the end of the tunnel made it even worse.

Sally stared strangely at him. Her thoughts touched his mind telepathically. YYoouu bbeetttteerr sshhuutt
uupp,, HHaarroolldd,, she sent. YYoouu ddoonn’’tt wwaanntt hhiimm ppiisssseedd ooffff aatt yyoouu..

WWhhaatt ddoo yyoouu mmeeaann?? he telepathed back.
II ddiidd aa ssuurrffaaccee ssccaann ooff hhiimm wwhheenn DDaavviidd iinnttrroodduucceedd uuss dduurriinngg tthhee mmeeeettiinngg.. MMiinndd aanndd

bbooddyy ssccaann.. HHaarroolldd,, hhee’’ss nnoott eevveenn aalliivvee!!
WWhhaatt?? Harold started to telepath more, but then David broke into their psychic chat. He

was the oldest member in the team, and was in charge of all the operations of the Cabal of
Psyche in the city and surrounding areas. His Mindtalk was the strongest Harold had ever
encountered. KKeeeepp tthhee nnooiissee ddoowwnn ttoo aa dduullll rrooaarr,, kkiiddss,, David sent. YYaakkoovv iiss aa ggoooodd ffrriieenndd
ooff mmiinnee.. II ttrruusstt hhiimm,, eevveenn iiff hhee iiss ssoommeetthhiinngg ooff aa bbllooooddssuucckkeerr..

Harold and Sally exchanged looks but said nothing. Harold had never suspected David kept
company with that kind of creature. Tuxedo — Yakov — bloodsucker. The guy was a vampire!
Three Seers and a vampire — or Vampyre as the occultists prefer to call ‘em — crawling into
a sewer looking for a monster. Harold didn’t know what the punch line would be to this joke, but
he had the feeling he would soon find out.

They reached a corner. At their feed, the unending stream of waste had slowed to a weak
trickle, but the smells had become even worse. The tuxedo-clad Undead did something to a sec-
tion of wall, and it slid open with a grating, grudging noise. “These sewer tunnels are very old,”
Yakov explained. “I was involved in some stages of their construction, and made a few minor
modifications that do not show up in any map.”

“So how did that . . . thing find it?” Sally asked.
“An accident. It was prowling the sewers, and a section of wall must have collapsed during

last year’s floods. When I became aware of its presence, I knew something had to be done.”
“And here we are,” David finished for him. “So less chit-chat and more walking, all right?”
Yakov smiled. “Still impatient, old friend,” he said, but led the way once again.
Old friend? How old did that make David? Harold wondered. Some psychics could slow

down the aging process. David appeared to be in his thirties, but he might be a hundred, two
hundred years old. II mmiigghhtt lliivvee tthhaatt lloonngg,, Harold unintentionally projected. IIff II ssuurrvviivvee tthhee
nneexxtt ffeeww mmiinnuutteess..

Sally chuckled nervously. She must have picked up his thoughts.
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