


w60 MORIP KRG

ardboiled Horror Investigation in an Old World Metropolis
By Mauro Longo

Additional material: Umberto Pignatelli, Piotr Korys, Pawet Jasinski
Editing: Andy Slack, Piotr Korys, Umberto Pignatelli

Playtesters: Antonio Agnello, Francesco Arcifa, Demetrio Battaglia, Marzia Bianchini, Mattia Bianchini,
Cordelia Bonforte, Andrea Borzi, Alfio Cardillo, Serena Celi, Francesco De Luca, Luca Di Gennaro,
Cristina “Eowyn” Fagone, Giuseppe Salvatore Fazio, Ivan Fighera, Giulio Guerrera, Carlo Spinelli,
Alberto Tagliavia.

Thanks to: Samuel Marolla, Piotr Korys and Umberto Pignatelli for believing in the project, which
means a lot to me. Quia homo sine pecunia est Imago Mortis.

R4

Cover: Ania Jarmotowska \@
Layout & typesetting: Irek Winnicki s\\

Art: Ania Jarmotowska, Nina Garncarczyk, Igor Mys(i/eyicz, Bartek “Fedek” Fedyczak, Mark Wester,
SADE, Nikola Avramovic, Miguel Santos, ScouNya Ferrand ©2011, Alexandre Benhossi, David
Lewis Johnson, Luigi Castellani, Joyce MaureitsNDvid Sharrock NUELOW Stock Art Collection #14:
Starkest Terror is Copyright ©2015 Steve Jay ©2006 Bradley K McDevitt. All Rights Reserved,
Publisher’s Choice Quality Stock Art ¢ Rick Ngrshey / Fat Goblin Games, Some images copyright Louis
Porter, Jr. Design and Skortched Urf? SLL@'used with permission

Imago Mortis is a Savage Setting directly inspired b%%he works of the lialian horror writer Samuel Marolla.

Although you Ul find elements and ideas from his other works, together with some from other horror and hard-bodled books, the main
inspiration comes from the novel Imago Mortis itself.

However, this is not the roleplaying game of the Imago Mortis novel, but a game set in the world of Imago Mortis, or in one particular
wvision of it. Most of the elements in the game are therefore original and created for it. It is not essential to read the novel to play the

game, but it is strongly recommended.

This game references the Savage Worlds game system, avalable from Pinnacle Entertainment Group at www.peginc.com. Savage
Worlds and all associated logos and trademarks are copyrights of Pinnacle Entertainment Group. Used with permission. Pinnacle
makes no representation or warranty as to the quality, viabiity, or suitability for purpose of this product. ©2015 Gramel , Tropicana,
Beasts and Barbarians, Dread Star Dominions and all related marks and logos are trademarks of Gramel. All Rights Reserved.

Produced under license by Studio 2 Publishing, Inc. The Studio 2 logo is a trademark of Studio 2 Publishing, Inc. All rights reserved.



CHAPTER1

ENTERING A ROUGH,

GHASTLY WORLD........... 9
CHAPTER 2

THE BUREAU:

CHARACTER CREATION .... 33
CHAPTER 3

THE DEPOSITORY:

NEWGEAR .....ccovveunnn.. A7
CHAPTER 4 \Q)

SETTING RULES.X.......... 63
CHAPTERS QD

GAME MASTEPQECTION 77
CHAPTERG

GHOST FILECOA GRITTY GHOST STORY
GENERATOR FORIMAGOMORTIS .... 91
CHAPTER 7

PHENOMENOLOGY........... 101
CHAPTER 8

SOMETHING WICKED

THIS WAY COMES... .......... 119







Hewis P ANDALTTE z)mzzvké'ﬁffé*‘\Q)

Wil SHIKEPERE: THE TEWPET
“THE SREET WERE PIRK WIFH %M&%Q@WN NIHT™
_ymaND CHNPUER

A SMPEA G+ MURPER.

HHE (L2 WORDS M,fﬁ%ﬁ JREGETING WICKED: NIGHTAHTER. Nl THERE P MORE™
CORRYPTION, MORE” VIOLENCE, MORE~ mpoNESs TN TR, #NP FIE CRIMINAZARE BECOMING
PIEARE SHRIIG T SEE PREIPFILTAING

HEINOVZ .
I TRE MEINTIIE AROUNP PARK CORVERS,PET)
10N, HHINTINGS -

WNUEML:M/W PO
TERE 15 AN UNDERUNG PP
NP ClUE

IND A TEW PEGPIE FINK
PROPHECIES NP INVESTRATONS PONT IN THE SME DIRECTION, N
ARE BOF| PED TO 0UE EPE poveHics NP PRAHIE BE ARE SHRINVG 4

co-OPERJIE-
AND TERE SOMETAING UMV RisINVG +ROM THE- NETHERWREL:--

pRolGEUE

TERN TT LT




Imago Moriis is a paranormal hard-boiled
Savage Setting, focused on the classic ingredients
of hard-boiled crime fiction, mixed with chilling
clements from modern ghost stories.

Who the Heroes Are

In /mago Mortis, every hero is an “Occult
Detective” that knows something is going wrong
in the city. Every Detective has a foot in cach
camp: investigation and paranormal. He could
be a cop that has seen w0 much in the sprawl,
a medium operating as consulting detective, a
hacker using the “GhostWeb,” connecting via
secret places, a private eye specializing in “very
particular cases”, a vengeful victim of a weird
menace, a spiritualist with a gun, a scoundrel who
has had enough of his creepy, atrocious boss, or a
Lombrosian doctor working as a profiler.

What They Do

In /mago Morts Occult Detectives face

together, where crime, decay and abandonment
rule, where modernity shows its dark side... there
the Slits to the Netherworld open up.

And there you’ll be.

What's Going On

Something is happening. Everywhere.
Something obscure and evil. You probably used
to think of these Things Man Was Not Meant to
Know as a joke or a game of any sort. Well, now
the game has changed. Now you’ve seen w/hat’s
going on.

The majority of people and the media are not
yet aware, but something wicked this way comes
in the very heart of the modern world: the greatest
metropolises of our age.

Something is rising from the Netherworld
and thg=$lits in the Curtains between life and

.‘*\@xpanding and spreading, day by day.
SK\"ay the End of Days is coming. Some say the
countown to the Apocalypse has started. Some
flj it the “Midnight of the Century”. I don’t

dess
v
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gangsters,  robbers,  kidnappers, corrup[\(now about that. I just see that Entities are real

officers, terrorists, mobsters, serial killers an®
ruthless secret service agents. They solve ¢Res
in a very hard-boiled style, in the rotten N Ngrt
of contemporary cities or in their_eifofn)ous
suburban sprawls. But, in all of theii{cz#€Y there
is something weird, paranormal and twizfed, and
a dark plot from the Netherworld is coming out.
Entities are real, places and people are being
haunted and the Unhuman is preparing the
Midnight of the Century.

Every case will be one part investigation,
one part action and one part paranormal, and
everything is going to get more evil, dark, and
chilling as the story goes on...

Where They Are

Imago Moriis is primarily set in darkest
Europe or, to be accurate, in its largest, most
contaminated and modern cities. Forget desolate
moors, deserted mansions and cemeteries
corroded by saltiness; nowadays Entities emerge
from the rotten and polluted heart of the modern

metropolis.  Where millions of people live
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and they are invading our cities, driving people
crazy, planning dark schemes and opening the
gates of our Earthly World to their armies. From
the inside.

So, it’s time for you to take your gun and
your flashlight and descend into the darkest pit of
ourmetropolis.

Hunting for Entities.

The Bureau

After the first phenomena occurred in
different European cities, a lot of countries
started investigating the Entities, opening
Special Agencies and Departments in their
Secret Services, to clarify the situation. When
they understood that something bad was really
happening, the local agencies and Home
Offices asked for a pan-European program of
investigation into what was going on.

Then, two years ago, the EU started the
“Vallum Program”, as a special and classified part
ofits Security and Defence Policy. This program
mainly resulted in the creation of the European



Burcau for the Management of “Internal
Infiltration™, as they call w/ar’s going on in their
legalese. The Burcau has now its Headquarters
in Amsterdam and branch offices in every EU
city with a relevant number of phenomena.

The default assumption of this Setting
Book is that every player character Occult
Detective is an “EU Inspector”, working for
the Vallum Program. However, Inspectors use
more colloquial terms: they call themselves
“Detectives” and their office “The Bureau”.

In future releases, you will find more
possibilities and backgrounds for Detectives.

Milan

Right now, you are Detectives assigned
to the Milan office and you will operate in this
[talian metropolis until your next deployment.
You can be from any country and any
background, if it’s congruent with the setting
and the Bureau.

Milan is the second city of Italy, a foggy,

I¢s the beating heart of Italian businessy
commerce, finance and fashion... and s
tainted by criminals, traffickers and dands
moving to and from every part of Euréyéc)
Not to mention Entities, of{CoZy...

You fell in love with Milan at fi=# sight.
Now you hate it deeply. With good reason.

and cold city in the north of the counlry.\:
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1. WHERE WE@ THINGS HAPPEN

“The sky hung low over (LN, bloated and sodden like a rag wiped over-a Jilthy floor The
™ didn 1 have anything peuter to do, so 1 drove around fora while.

der construction. the working ata standstill for years dueto the
i1 all looked like the ruins of

the apocalypse. Black water

ent was i 1wo figars

With the massive housig N ves un

infiltration of the ‘ndranghetd ( mafia) or because the money had run-ott=
an alien society without @ hint of good taste that fled the planet right before

d beyond thefences and barbedwire, browrn puddles connected ingugling

closed-down factories pillowed in the bitter breezé;

rety red-tile roofs of the

drippedon dead trees plante
wrickles, trade union banners o the grey walls of
of satellite dishes, the p
unsold attic rooms; the walls resembling

appointin

black smoke on a coral reef

chimney pots belched out
by the infestation of new and

old Milan were ravaged

asbestos-painted dung. 7
Samuel Marolla, /mago Mortis
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