NOTE: A LOT of this material was taken directly from articles written by Anders Sandberg and Paul Strack. I am not attempting to take credit for their work in ANY way. This document is incomplete (as you can tell). It originated from the desire of a player (Tommy Gunther, who also contributed heavily to this document) to play an Umbral Spirit in a World of Darkness campaign we were starting. The parts of the document that are marked out were our original ideas. I left them so that you could get an idea of our line of thinking when we created this. I would LOVE to see someone take this and do a complete “net source book”. I think they would make GREAT characters to play!
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Spirit PC’s in the World of Darkness
-Let’s assume that the other PC’s start with Attribute points as 7/5/3 and Abilities of 13/9/5.

 If the Materialize Gift allows a spirit to spend one point of power for one dot in an Attribute, then the a starting PC’s would get 5 dots to place in Mental Attributes, purchase Abilities as normal, and have a base power of 10. The PC would also have the standard amount of beginning dots to assign to Abilities and may trade Ability dots for freebie points at character creation.


A PC will be given 15 points to divide between Mental and Social Attributes and Power. A PC will also have the standard 13/9/5 for abilities but may trade those dots for more freebie points at a one for one ratio.

-A PC can purchase more power at a rate of 1 power point for 2 freebie points.

-Experience cost for power will be 1 power for 3 experience points.

-Each spirit would have a Rage, Gnosis, and Willpower rating.


A PC would have 10 initial dots to divide between the three traits.

-Assign each charm an experience & Freebie point cost (Oh, boy)

The cost to purchase equals power cost to use. Charms, which have a variable cost to use, are purchased for an amount equal to their maximum power to use cost. Variable cost charms, which have no maximum, are purchased for 10 times their basic cost to use.


Freebie cost for charms will equal power cost to use. For charms with a variable cost, the amount of points spent on each charm will determine its maximum (eg. A PC wants to buy a charm that allows her spirit to cause one die of damage per power point spent. If she spends 5 Freebies on this charm, she can cause a maximum of 5 dice worth of damage).\

-Experience cost for charms will be 1.5 times the freebie cost rounded up 

-Spirits will use the Abilities from The Bygone Beastiary

-Spirits have natures and demeanors which are usually similar

-Per Axis Mundi pp. 28-29, spirits all have:


-A common name that they are referred to by


-A True Name that they are controlled by


-Taboos which limit their abilities


-Don’t die


-Have a purpose

-Know where they belong in the grand scheme of things but may not 

understand the signifigance of their roles


-Have families or Broods

ALSO

-They loose power when they suffer damage in the umbra or while manifested

-CANT change the aspect of their being or adapt as quickly as living 

beings to changes in the world and have difficulty understanding the Importance of events in the physical world

-The hierarchy of Lesser Spirits is:


-Celestines



Greater



Lesser

-Aeons / Incarna



-Lords



Totem Avatars



Demon Lords

The Court of Shadows- Western, Eastern, and Egyptian courts and possibly the mysterious Sky Lodge


-Preceptors



Jagglings / Pack Totems- servants to Incarna or Celestines

Court Servitors


-Minions



Court Servitors

Gafflings / Epiphlings- near mindless servants of the Incarna or Jagglings


-Odd Spirits (who do not fit into any particular rank)

Elementals (Range from Incarna to Minion)- mindless bits of animated essence to god-like beings



Naturae- spirits of dead animals and the beauty of a certain place



Banes- the embodiment of darkness and corruption

. Spirits move at a speed of 20 + Willpower yards per turn (or double that speed in Miles per Hour).

Spirit Power and Healing 

All spirits have the ability to feed on some form of energy to replenish the Power they have lost from using their Charms or taking damage. The exact kind of energy depends on the nature of spirit: elementals spirits derive Power from large and strong manifestations of their element, banes and demons feed often feed on suffering, pollution or hatred, ghosts feed on strong emotions in the living, spirit animals feed off of spirit plants and so forth. 

If the spirit is in the presence of the energy it feeds upon, it may make a Gnosis roll (Difficulty 7) every hour, and regain that many points of Power. Many weaker spirits do little else other than hover around some "food" source and feed. Spirits can also feed on the different kinds of supernatural energy. Gnosis, Quintessence, and Glamour are all the same to Spirits; they all equal Power (on a point for point basis). Spirits do not normally have a natural ability to feed on this energy, however, and some sort of channel is needed. It is a Spirit 2 Prime 1 Rote for Mages to channel Quintessence to a Spirit. Garou, being half-spirit themselves, have the natural ability to feed their Gnosis to a spirit. Spirits can have the Power taken from them as well, to provide other supernaturals with energy, but this is a more difficult process. The spirit must normally be defeated in battle before any power can be taken from it, and thus its reserves are usually very low. A defeated spirit may only have one fifth its normal power taken from it. Again, the mystic must be able to form some siphon to remove this Power. The repeated rape of spirits for Power will garner the mystic a nasty reputation in the Umbra. 

Failing all else, a spirit can heal itself by dropping into a state called "slumber". While in slumber, the spirit is immaterial, and thus immune to any attack. However, it is also helpless, and can be easily trapped and bound will in this state. Power return at a rate of one per hour while in slumber. If a spirit is "killed" by losing all its Power from damage, it immediately fades into slumber, until is completely healed (after a number of hours equal to its Power). Greater spirits return automatically to whatever Umbral Realm it calls its home when "slain". It is a major feat to permanently destroy a spirit.

Spirits and the Physical World 

For the most part, spirits are native to the Umbra. Many weaker spirits are not even aware of the existence of the physical world, in much the same way that people are not aware of the existence of the spiritlands. Even if a spirit knows of the world of flesh, this does not mean it can affect it. A spirit must know some special Charm that allows it to transcend the Gauntlet and alter the physical world. 

There are several common variations on this. A spirit can manifest physically, or possess a living creature. Some spirits have special abilities that cross the Gauntlet, allowing the spirit to affect the Realm. Failing that, many mystics have some ability that allows them to draw the spirit into the world of the living. Materialization One useful talent a spirit may possess is the ability to Materialize, i.e. enter the physical world. This is a Level 3 Charm, similar to Stepping Sideways, so usually only Preceptors or more powerful spirits know it. The spirit must make an Gnosis roll to cross the Gauntlet, just like Garou or Mages. Once across, the spirit manifests in a body that can interact with the physical world as any living creature can. If its physical body is slain, it is forced back into the Umbra, and may not rematerialize for (20 hours minus its Gnosis). 

Spirits are creatures of ether and ephemera, and they are not limited to a single form. They can manifest however they chose, and are limited only by the amount of power they have available. While manifest, the spirit will have the Physical traits of Strength, Dexterity and Stamina. It will also have Skill and Talents as well, but only those related to physical activities. It uses these Traits instead of Rage and Willpower while embodied, but it continues to use its Gnosis for mental tasks. The spirit may have any rating in its abilities that it wants, so long as it has the Power. Each point of Power spent while manifesting gives the spirit one of the following: One dot in a Physical Attributes Two dots in ”physical”  Talents or Skills Seven Health Levels (as a normal human) One Health Level beyond seven (this also increases size) One die worth of "natural weaponry", added to Strength (a bite is one die, claws are two, etc.) The spirit may spend one Power per turn to strengthen its material body if it runs into difficulty; this can also be used to "heal" damage it takes, by giving itself additional Health Levels. If the spirit uses some sort of natural weaponry, it will do aggravated damage to supernatural creatures. 

The spirit takes aggravated damage from all the usual sources. Each Health Level of aggravated damage a spirit takes will make it lose a point of Power in addition to the normal damage. The spirit may chose to "dematerialize" and return to the Umbra at any point, unless something binds it to the physical world. Returning to the Umbra costs no Power, but the spirit does not regain any Power by dissolving its physical form either. If it wishes to rematerialize, it must spend the Power over again. Many spirits weaken after extended sojourns in the physical world (losing Power at a rate of 1 per day), so most will limit their time in the physical world. This waning may be from the force Mages know as "Unbelief" or the disconnection of the spirit from its natural home - the Umbra. 

While spirits may alter their physical body as they please, most have some sort of  "prime form" in which they normally manifest. If a spirit has such a prime form, its statistics (and Power cost) should be noted in its description. This prime form should not cost more than half the spirit's Power to manifest. In Umbral Realms to which the spirit is native, it may manifest in its prime form "for free", without spending any Power. It may then Spend power to increase its Traits, at a rate of one per turn. Even when not materialized, spirits are completely "solid" with respect to each other. They reside in a separate existence that is slightly out of phase with physical reality. Mystics that enter the spirit lands will be "solid" to spirits and each other, though they become invisible and immaterial to the physical world.

Possession
Another common way for Spirits to affect the physical world is by possessing the body of some living creature. A spirit may not possess a living creature, unless it has some sort of Charm that grants it the ability to do so. Unless the victim of possession has some sort of spiritual senses, she will be unaware that she is influenced from the spirit world. 

There are several degrees of possession, each granting larger amounts of control. 

Influence (Level 2, 2 Power per use): The weakest possessive Charm is Influence. The spirit does not fully possess its victim. Rather, the spirit looks into the physical world, and feeds subtle impulses to its target, encouraging the victim to perform a single action, or feel a particular emotion. The Spirit makes a Gnosis roll (difficulty 6) while its victim resists with a Willpower roll (difficult 7). If the victim is already inclined to perform the action, the spirit's difficulty drops to 4, while if the person is by nature opposed to the action, the difficulty rises to 8. This charm costs 2 Power per "nudge". 

Skinride (Level 2, 4 Power per use): A different form of possession is known as "skinriding" to the spirits of the dead. The spirit enters and "rides" within the body of the its victim. The spirit has no control over the victim, but sees what she sees, and knows what she thinks. Clever spirits have used this Charm to "hide" within a body, and slip into places that they have been warded from. A spirit is more difficult to spot while it is riding in the body of another; the "aura" of the victim must be carefully examined to notice that it has a spirit hitchhiker attached. Possession (Level 3, 5 Power per use): 

True possession grants the spirit total control of its victim. The spirit must make a Gnosis roll (difficulty equals the victim's Willpower). The number of successes indicates how long it takes the spirit to possess its victim. With only a single success it can take hours, while with five successes it is nearly instantaneous. A spirit must remain in the Penumbra near its victim during this period, concentrating solely on possessing his mind. If it is attacked in the spirit world, it can be easily driven off (though it may have allies in the spirit world to protect it). If undisturbed for the necessary time, it gains complete control over the victim, riding within his body as described above. 

Joining (Level 4, 10 Power per use): The greatest form of possession allows a spirit not only to possess but to alter the very body of its victim. The spirit grants its victim the power to use any of its Charms (except possession), as well as giving the victim a few other abilities appropriate to the spirit's nature (water breathing for water elementals, keen vision for eagle spirits, etc.). Certain spirits, called Banes, exist only to possess the living, and turn them into twisted creatures called Fomor. Joining requires the same time as ordinary possession, but many mystics submit willingly to this Charm from benevolent spirits, making the possession immediate. In fact, some mystics have the knowledge necessary to induce this sort of possession, even if the spirit itself does not have this Charm (this is a Spirit 4 Effect for Mages). The spirit can ride quietly within the body of the possessed, granting power by its presence. The spirit has the option of taking full control at any moment, however, so this is a dangerous situation, even if entered into willingly. 

Many mystic specialize in dealing with possessing spirits. There are various rites of exorcism know to mystics, for driving away possessing spirits. The most effective exorcisms attack the spirit directly. If no other option is available, though, the spirit may be harmed by attacking its host: each wound the host takes also causes the spirit to lose one Power. This can be a rather drastic way of driving a spirit out of a body.

Projecting Charms into the Physical World 

Unless a spirit has the Materialization or Possession Charms, it may not enter the physical world without aid. All spirits have the natural ability to "peek" into the physical world (if it occurs to them to do so) by making a Gnosis roll. A few spirits have Charms that allow them to "reach across the Gauntlet" and affect the physical world. Unless a Charm *specifically* say that it grants this ability, it cannot be used in this way. Spirits using these charms do so with some trepidation, however. In order affect the physical world, the spirit must "draw near" the Gauntlet, close to the physical world. Though the spirit is still immune to attacks from mundane physical objects, it is close enough to be vulnerable to attacks of a supernatural nature. The claws and teeth of supernatural creatures, magickal powers and enchanted weapons will all cut the spirit from the physical world. (Note: this is also true of mystics in the Umbra using their power on the physical world). It cannot use its Charm without making itself vulnerable to return fire of a mystical nature, so to speak. Its victims must still use some ability to perceive the spirit.

Drawing Spirits Across the Gauntlet 

If a spirit has no Charm allowing it to enter the physical world, it may still be drawn across through the power of some mystic. The spirit cannot enter the living world without some sort of body, and if the spirit cannot make one, the mystic must do so. Mystics must carefully craft these bodies, making them a suitable house for the spirit. This can be done by hand, or some sort of mystic art. Mystics of a darker bent are willing to use the body of sacrificial victim instead. It is easier to draw a spirit into a physical form with its cooperation. For Mages, this is a simple Spirit 3 Rote, in conjunction with either Matter or Life (depending on the nature of the body). If the spirit (or the body) is unwilling, the spirit must be bound into the physical world, restricting its power. This is a Spirit 4 Effect for Mages, and requires the Rite of Binding on the part of the Garou. A bound spirit cannot control its body unless the mystic allows it to do so. Spirits bound into inanimate objects are called Fetishes, and imbue the object with mystical power.

Pacts

Spirits use a “Boon” like system of favors called pacts.

Spirit Forms 

One of the greatest mysteries of spirits is their form. Spirits come in a bewildering variety of shapes and sizes. Some of them appear in different forms at different times, and others change shape even as the mystic watches. What does and does not govern the appearance of a spirit, and what, if anything, is the "true form" of a spirit, is a matter of much debate amongst mystics. 

There are some mystics who believe that the way a spirit is summoned influences the form it takes. Such mystics go on to say that the form a spirit takes is largely shaped by the summoning mystic's attitudes and expectations. This would go a long way to explaining why certain mystics tend to encounter certain spirits more frequently than others. Many Celestial Chorus Mages deal mostly with Angels and Demons, while the Garou and Dreamspeakers encounter more nature spirits and servants of the Wyrm. Hermetic Mages tend to meet with more elementals, while Techno-Mages meet more Technological spirits. This seems true even for the greater Spirit Lords. 

It is said that the Lord of Dreams, when he appears, take on a form appropriate to his viewer's culture. To the Akashics he has a more Oriental appearance, to African Dreamspeakers he seems black, and so forth. It is even said he has different animal forms when he deals with non-human creatures, such as a great black cat, or the mighty dream-wolf known to the Garou. 

There are a few mystics who go so far as to say that a summoning mystic completely shapes a spirit's being. According to this theory, spirits have no independent existence until summoned. The Rite of Summoning, rather than calling a spirit, actually creates the spirit out of whole cloth from the raw material of the Umbra. Any semblance of an independent existence is added by the mystics expectations. While few mystics are willing to go this far, it is becoming a popular theory amongst Techno-mages, particularly certain members of the Sons of Ether and the Technocracy.

Communication with Spirits 

Since times immemorial, mystics have sought to communicate with spirits to learn the deeper mysteries. Such mystics are often frustrated in their attempts. Only the most intelligent spirits know the languages of men. There are simple powers that allow mystics to speak to spirits, though, such as the Spirit Speech Gift of the Garou or a Spirit 1 Effect for Mages. Speech may be easy but comprehension does not necessarily follow. 

Spirits are well known for their perverseness when it comes to revealing information. The simpler spirits are difficult to talk to because they are not very bright. It can take a great deal of time just to get the spirit to understand the mystic's question, and even more time for it to formulate a sensible answer. The mystic must often filter through the spirit's alien perception of existence as well. Such weak spirits know little of consequence in any case. A tree spirit can tell the mystic all sorts of things about the sunlight or the soil quality of the area, but it is unlikely to have noticed people walking nearby. 

More powerful spirits are more understandable, but are more likely to have ulterior motives to any answer they give. Some spirits refuse to answer certain questions because they are "forbidden" by higher powers. Other spirit delight in lying for the simple joy in the confusion this brings. Infernal spirits are particularly nefarious liars, but even seemingly benevolent spirits are not above bending the truth, "for the mystic's own good". 

Spirits seem to be particularly resistant to attempts to force information from them. Many having the knack of completely believing anything they say while they say it, so that they appear sincere to any truth-scrying spells. This is true even if they contradict themselves mere moments later. Mentally probing spirits is especially dangerous. The minds of spirits are often alien labyrinths from which a mystic is lucky to return with her sanity intact, much less learn anything. Even the most well-meaning spirits tend to couch their answers in riddles and incomprehensible metaphors. This, more than anything else, accounts for the negative reputation of spirits in this area. There is some evidence that this style of answering is not motivated by some malignancy, however. Spirits are creatures of emotion and metaphor. To them, a metaphorical answer expresses a more fundamental truth than a straight response would. To a spirit, the true meaning lies in the metaphysical context of the question. Spirits are simply confused when asked to answer directly, having already given the best answer they know how.

Spirits in the Umbra 

In modern times, spirits only rarely enter the physical world. Not so with the Umbra. The Umbra, not too surprisingly, is swarming with spirits, seeing as how it is their home. Spirits reside through-out the Umbral depths, and some mystics go so far as to say every part of the Umbra is a spirit of one sort or another. The Penumbra is the region mystics are most familiar with, and the spirits that reside there are also comparatively well known. 

More powerful spirits find it difficult to get too close to the physical world, however, so most of the Penumbra is inhabitant by spirits of a weaker sort. What they lack in power they make up for in numbers. The Penumbra is swarming with spirits of a bewildering variety, that are as numerous and unavoidable as peoples and animals are in the physical world. 

Most weak spirits in the Penumbra reflect the nature of the nearby physical world, and are capable of feeding off their surroundings. This may be because the spirits are attracted to regions where they can feed, or that changes in the physical world alter the nature of nearby spirits as well. Such spirits have a vested interest in the status quo, and will protect their territory from those that would harm it. 

The Spiritlands can occasionally erupted into violent turf wars between opposed groups of spirits, and the Penumbra is especially dangerous at such times. Most of the time, however, weak spirits will ignore those traveling through their territory, so long as they are not provoked. More powerful spirits, Preceptors and Jagglings, are as rare in the Penumbra as powerful supernatural creatures are in the physical world. There will be perhaps a few dozen of them in a small city, and in rural areas they may be no more than a handful in a large area. Such spirits will usually stake out some territory in the Penumbra. Many of these powerful spirits will know of each other, and they will often seek to learn of the mystics of a region as well, as potential enemies, allies or pawns. 

In addition to the native spirits, visitors from the Umbral depths will occasionally pass through an area. Spirit Lords rarely enter the Penumbra. It is as if their spiritual power is too great to be contained within it. Within the Near Umbra, the more powerful spirits are more common. Rare is the Umbral Realm that does not contain a spirit of at least the Preceptor Level of power. Most have a horde of weaker spirits as well, but there are always spirits of a considerable level of power to control the Realm. 

Spirits in Umbral Realms are more "physical" than spirits of the Penumbra. While within their Realm, they may seem as real and solid as normal people, indistinguishable in any way. Mighty Spirit Lords rule a few of the most powerful Near Realms, but even here they are rare. The Spirit Lords that reside within the Horizon often have some powerful tie to the Earth. Some them are able to remain within the Near Umbra only by dint of sheer power. Others stay because they are not quite as powerful as the greater Lords of the Deep Umbra, and their presence is not as "offensive" to the fabric of the Near Umbra. 

The Spirits of the Deep Umbra are the most powerful, and the most inhuman. It is here the majority of the Umbral Lords reside. The Celestines, spirits of incomprehensible power, also exist beyond the Horizon. Here, literally any sort of being may be met. Even those spirits that are favorably inclined toward a mystic are likely to be exceedingly strange.

