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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,
behaviors. Some of the themes of WitchCraft may
ents should exercise their best judgment when rev

not to enlighten, guide or suggest any real life
not be appropriate for younger readers, and par-
iewing 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 be
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

little, degrade and fear this and other roleplay-
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“WWe ave very close,” the tall man in the tuxedo said. Cven in the weak light of the flash-
lights, he looked utterly out of place. Although he was dressed like he was going to the opeva,
he was guiding a small group through the sewers heneath the city. Se even wovre a cape, for
Cvissakes! And a silly-ass cane, vichly carved with gold inlays. 7 he guy looked like a vefugee
from something on AZ~E ov public television — not that Savold would he caught dead watch-
ing either channel.

‘S don’t teust him,” Savold mutteved angrily. 77he hasty summons, the meeting with the
stranger, and now this expedition into the cold, damp and above all stinking sewers had complete-
ly vuined his mood. _Lfeav of what lay at the end of the tunnel made it even worse.

Sally staved strangely at him. Sev thoughts touched his mind telepathically. Vou bester shut
ap, Havold, she sent. Vou dons want him pissed off at gow.

Whet do gou mean? he telepathed back.

o did @ sweface scan of him when LDavid intteduced us ducing the meeting. Tind and
body scam. Havold, he's not even alivel

Wheat? Havold started to telepath move, but then 2Yapid broke into theiv psychic chat. Se ‘
was the oldest member in the team, and was in chargeN\Q~l the opevations of the Cabal of
PIsyche in the city and survounding aveas. His VNIINENL was the strongest Savold had ever
encounteved. Veep the noise down to @ dull vegs, kide, David sent. Vakov i o good friemd
off mine. J twust him, even if be is comethidg e/ bloodsucker. l

Aavold and Sally exchanged looks but su@:thing. AHavold had never suspected David kept
company with that kind of creatuve. uxedd \-Yakov — bloodsucker. 7he guy was a vampive!
7 hree Seevs and a vampive — ov “Yamehe'as the occultists prefer to call ‘'em — crawling into
a sewer looking for a monster. Sarald® (1)n't know what the punch line would be to this joke, but
he had the feeling he would soon fles Jut.

7 hey veached a corner. At theiv feed, the unending stream of waste had slowed to a weak
trickle, but the smells had become even worse. 7he tuxedo-clad Zfndead did something to a sec-
tion of wall, and it slid open with a grating, grudging noise. “7hese sewer tunnels ave very old,”
Yakov explained. “J was involved in some stages of their construction, and made a few minor
modifications that do not show up in any map.”

‘8o how did that . . . thing find it>” Sally asked.

‘An accident. Jt was prowling the sewers, and a section of wall must have collapsed during
last year’'s floods. Y4/hen J hecame awave of its presence, J knew something had to be done.”

‘And herve we ave,” David finished for him. “So less chit-chat and move walking, all vight?”
Yakoyv smiled. “Still impatient, old friend,” he said, but led the way once again.

QU friend? Aow old did that make David? Savold wondeved. Some psychics could slow
down the aging process. David appeared to be in his thirties, but he might be a hundved, two
hundred years old. .7 might live that long, Havold unintentionally projected. JF J survive the
nEse fowy minotes.

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