
You See Things Others Do Not 
You are aware of things moving strangely through 
this world. 

You see patterns where others only see 
coincidence. 

You create art that reveals truths you otherwise 
would have missed. 

You see revelation of the fabric of the universe 
in the entrails of the dead and patterns of blood. 

You spread out the tarot cards and see truths 
others would miss. 

You listen to the sounds around you and hear the 
heartbeat of reality where others hear only noise. 

What you see, hear and do offers you ways of 
changing the world. You see the underlying 
structure of reality and can change it to your own 
whims. 

 

You Are Driven 
You are a man or a woman who has cracked the 
fundamental codes of the universe. You have worked 
hard to do this. You have a need. You have done 
what few have done, desperate or driven, to help 
those you love or for personal ambition. 

You are human. But you are something more now. A 
man or woman with the ability to change the way 
the world is... 

You are a Hidden God... 



Inspirations 
"Donnie Darko," "Videodrome," the works of 
H.P. Lovecraft, "Altered States," the poetry 
of William Blake, "Se7en," "Zodiac," various 
cults and cultists (Jim Jones, Heaven’s Gate, 
Charles Manson et al.), Chris Carter’s TV 
series "Millennium," the works of Philip K. 
Dick. 
 

The Setting 
A modern day setting. The Player Characters 
can come from any walk of life.  By definition 
all the characters have – in one way or 
another – willed themselves to a point where 
they can both see and shape the fundamental 
fabric of reality. 

These "Hidden Gods" are few in number. It is 
not a genetic disposition that allows someone 
to tap these abilities, nor the luck of the 
draw or some accident. What allows someone to 
do this is sheer will – a focused, 
concentrated effort that allows someone to 
break through the laws of reality as we know 
them and re-build them. 

These are not super-powers dumped onto the 
character. Such powers were sought; were 
needed. The characters have relationships or 
ambitions or desperate back-stories that drove 
them into corners or propelled them forward 
into action. They learned to see and reshape 
the structure of reality because they thought 
this path – above all others – would get them 
what they wanted, solve their problems, keep 

those they love safe, bring the glory they 
thought they deserved, destroy those they 
hated. 

 
 

 



The Foci 
The Player Characters 
use objects to focus 
their will to see and 
shape the nature of 
reality. 

Foci are varied: A deck 
of Tarot cards. A glass 
eye. An artist's sketch 
pad and pencil. Tattoos 
of occult patterns. An 
assistant travels with 
the character and 
appears as human as 
anyone else. 

These foci allow the 
character to rebuild the 
fabric of reality. A 

character starts with at least one of these 
foci and can acquire more.  

Each Focus has unique abilities. The powers 
are varied and rich. A focus can do anything 
from melting flesh with a look from the 
character to seeing the truth's within 
someone's mind to letting a character pass 
unseen through a busy room to increasing the 
character's force of personality and will. 

There is no list of powers, only basic 
building blocks of abilities; Players should 
first imagine the look and feel of what they 
want their character to be able to do, and 
then use the abilities in specific 
combinations to create that effect. 

Needs and Desires 
Foci are sentient. They have Needs and 
Desires. They have personalities.  

Thus, anyone who has a Focus has a 
relationship with that Focus. The character is 
responsible for making sure a Foci's needs is 
met. If a Focus has a Need to be near acts of 
violence or "the scent of fear" or the taste 
of blood or be present in acts of seduction 
and sex and the character does not provide for 
the Need, then the Focus might refuse to serve 
the character and might openly rebel. 

Desires are behaviors that Focus loves. The 
character is not responsible for meeting the 
Desires, but the Focus likes its Desire and 
thinks the whole world ought to tend that way, 
and might need a little help to get there. 

 

The Rituals 

The Player's Characters need the Foci to alter 
the nature of reality to their whim. Thus, 
they do not have these powers themselves. 

What the Player Character can do are rituals 
that let them Contact, Summon, Bind, Banish or 
Punish the Foci. By using rituals, the 
characters build relationships with Foci that 
let them shape the world to their will. 

These Rituals are based on seeing the MEANING 
in everything, building logical understanding 
of coincidence, struggling every second to see 
the SECRET TRUTHS revealed and patterns 



revealed. It is getting lost in symbols, 
patterns and coincidences, studying maps or 
photos for hidden meanings, gathering 
SIGNIFICANT objects and building dioramas from 
match sticks or corpses until they reveal 
their TRUTH. Art, sex, psychotropic, 
obsessive-compulsive behavior as well fetishes 
and meditation can all serve as gateways to 
the “HIGHER” order of meaning. 

The cost of these rituals is a slipping away 
from daily life. The concrete. The human. The 
character becomes so focused on the abstract 
or isolating activities that he begins to lose 
touch with those that are near to him. 

 
 

Humanity 
Humanity is a quality in the game, rated on a 
scale of zero up. It is defined as 
appreciating and focusing on the concrete — 
the day to day, the actual people in your 
life, the mundane details of the world. 

When a character takes action to threaten his 
connection to the concrete and daily life and 
human connections, he or she must make a 
Humanity Check roll, which might lower the 
value of the character's Humanity.  

If he character takes actions that is an 
affirmation of connections to other people, to 
mundane reality, to daily life, he or she will 
make a Humanity Gain roll, which might raise 
the character's Humanity. 

Thus, the very actions that often provide 
power to the character are things that 
threaten his or her humanity.  

The tension of the game is, "How far will you 
go to get what you want?" 

If a Player Character's Humanity reaches Zero, 
he or she is unable to see or perceive the 
actual world. The character has lost the 
ability to connect to other people, to daily 
life, to the mundane cares of others and lives 
only in the reality of secret patterns and 
revealed truths. The character is no longer 
human, but something else. Inhuman. And 
removed from play.

 


