And that, | think, was the handle—that sense of inevitable victory over the
forces of Old and Evil. Not in any mean or military sense; we didn’t need
that. Our energy would simply prevail. There was no point in fighting — on
our side or theirs. We had all the momentum; we were riding the crest of a
high and beautiful wave. . . .

— Hunter S. Thompson,
Fear and Loathing in Las Vegas
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Sin-Eaters know that their strange existence is a complicated one. They stand at
the crossroads between life and death and endure all the complications of both.
But there are others, desperate for something to believe in, who believe that a Sin-
Eater’s bond with her geist is a blessed state of unification and a triumph over
the limitations of the human form.

These souls make up the brethren of the Glorious Church of the Unified Spirit.
They have been told that their path lies not in life or death, but in a divine state
somewhere in between. Those who have only experienced one life cannot achieve
true enlightenment. The sacred symbiosis of spirit and flesh must be achieved to
take the next step. Sin-Eaters are their saints, their bodhisattvas. The brethren
are told that they must step through the black gate to reach their potential. They
are told that this is humanity’s next step — humanity’s destiny.

They are misled.

ntrodaction

Through the Ebon Gate is a Storytelling Adventure System story
Geist: the Sin-Eaters. It’s essentially a kit to running this story for you
troupe, which means only you, as the Storyteller, should read it. Like a
kit, Through the Ebon Gate contains all the parts to build a story. The
tools you use to build it are the World of Darkness Rulebook and
the Sin-Eaters, as well as the usual pencils, paper and dice. Whe

your troupe together, you'll use these parts and tools to build a s
how you put everything together is up to you. It depends o
trying to do, whether it’s a stand-alone scenario deﬁgned for a
or two of entertainment or a story in an ongoing
only right way is whatever ends up being fun for y:

reatment

Through the Ebon Gate opens at a carpii

ing chaos and death on th:
investigates, they find a str
a vulgar corru

ember of the Black Gate cult
in-Eater and impress those in
suicide bomber, is distraught over
ilt over what he’s done. He was misled.
for the rest of the cult, they run across
Marci, another member of ¢he church who has been deftly manipulated
i ateo, whom she loves. She’s wearing an

extremely unstable vest of explosives, putting herself, the krewe, and innocent
bystanders at risk. After the krewe deals wit
they approach the church’s meetmg place,
storefront. Agents of the Los
his own ends, ambush the cha

Once there, the leader,of the cu

The characters have t

ookstore in a strip mall
ing the Seekers for

that crashed in the beginning,
rld, where they are attacked by
a swarm of the mi
Minister in a cha

hen Death’s cold hand brushed them. The Event was, in nearly
tentional. Geists are not summoned. And yet, the brethren of the
the Unified Spirit dream of becoming essentially the same
y, in their own warped way, to help others become like the

ranscendence over life and death. The horrific acts they commit
ne for what they consider to be the right reasons, but they don’t really un-
the essence of being a Sin-Eater. So why do they act as such a temptation
for Sin-Eaters! Worship, adoration and admiration are hard things to shake off.
More than one of the Bound has found herself surrounded by sycophants who
expect great things from their unwitting leader. Remember, though, nothing is
more dangerous than a disillusioned follower.

ABOUT THE STORYTELLING ADVENTURE SYSTEM

If this is your first Storyteling Adventure System (SAS) product, you've chosen
a fine place to start. To keep this story kit lean and focused, though, we
haven't included a lot of the core premises and Storyteller suggestions that
are at the heart of the SAS. Whether you're a new Storyteller or an old hand,
be sure to read the free SAS Guide, found at the SAS website:

www.white-wolf.com/sas
Here are some of the features available in Through the Ebon Gate:

¢ |nteractive links. Clicking on anything in blue will take you directly to the
section referenced, or to an appropriate character sheet or prop. It may
also take you to an external website that could be useful.

e Scenes. Clicking on a scene name in the scene flowchart or the page
number in the scene card will take you to the full write-up of the scene.

e Bookmarks. This PDF is fully bookmarked, so you can jump to major
sections at any time when the file is open.



. Sin-Eaters are popular among the dead because they have the potential to act

Od' Tn”cr as agents among the living. To these ghosts, don’t have the skills to

The ghostly world of Geist is a mix of many moods. Through the Ebon pierce the veil or exist in fear of the Kerberoi ire a kind of grey-market
Gate is designed to be a thriller. The characters are trying to follow a trail beacon of hope, a weird an maong the other ghosts,

of death back to its source, a cult of misled humans who worship ghosts those who have forsaken the a in favor of directly
and see Sin-Eaters as the spiritual culmination of mankind’s divine poten- possessing or otherwise i ivi -Eaters are generally
tial. Over the course of the story, the krewe will have to negotiate with a more of a nuisance. T i ed and interfere with
suicidal girl who holds the fate of hundreds of people in her grief-stricken vengeful plots and

hands. They'll have to fight guardians of the Underworld on a train of Among the livi i wn. There are those whose lives
the dead, and they’ll confront a maddened ghost in his inner sanctum, have been touche i o received a final message from
a twisted and shifting chapel of bones. All the while, the mood should her husband via an i e grateful homeowner who is no longer
remain tense and urgent. The clock is ticking, and there’s no telling what haunted by viciou i s cop who knows she saw a perp die,
will happen or who these deluded and desperate people will kill next. only to see him alive an weeks later. Most of the time, these incidents are

isolated and quickly forgotte t under the carpet or just ignored. Sometimes

. Y‘ . though, there’s a brush with the underworld - just enough to sweep the cobwebs

(hapter )] oar ChrOD lde Watching a Sin-Eater at work or simply being haunted by a ghost can
Through the Ebon Gate is perfectly suited as a chapter in an ongoing e s ne forever changed in subtle, insidious ways. It is not enough to attract
chronicle. Existing inter-krewe relationships can be augmented or trans: i e time comes, but the knowledge that something lies on the other

formed, depending on the characters’ actions throughout this story. T i : d is bigger than the box modern society tries to fit it into — is
Black Gate cultists can be set up here as recurring foils for your troupe ymeone onto the path.

characters, or they can be a small group that is cleaned up and never heard
from again, depending on your needs. For that matter, depending on
how your troupe handles the story, Uriah Long might himself beco
Sin-Eater. If he escapes, whether it be by becoming Bound, sheer
mercy on the part of the troupe, he could become a dangerous a
powerful long-term foe or an erstwhile ally seeking redemp

Rjtorg By ltself

Conversely, Through the Ebon Gate can easily
starting in medias res, with the characters
carnival, you neatly sidestep the awkward

g 'to prey upon them. Shades who whisper sweet and opportunistic
hosts who build cults of willing vessels and agents from the broken detritus

he Black Gate

Nobody in the cult calls it the Black Gate. Followers are “Seekers” of the Glorious
Church of the Unified Spirit. The Black Gate is a symbol to them, the doorway
we pass through when we step from this life into the next. Once the Gate is
opened, the brethren of the church believe that the soul is diminished by its
transformation into the spiritual realm. One spirit, one soul, is not capable of
of the story. The carnival itself is a g returning to physical existence. To return, once you have crossed the threshold
into the skin of their characters before of the Black Gate, one must find equilibrium with another spirit, unifying and
the local, active cultists are defeated an ve won, you forming a stronger whole from the two parts. Once the spirits have melded and
can fade to the closing credit : the person has returned, he is enhanced, augmented, better than he once was.
This is the next step of human existence, the Seekers teach.

In a way, this portion of the religion reflects the Orphic traditions. Orpheans
revered the mythical Orpheus, who travelled into the underworld and returned
to write a series of hymns teaching humans how to overcome the travails of the
dead and transcend the underworld. Devotees carved these instructions onto
The Ol een the living and the dead, but golden leaves, which they had buried with them, to remind their forgetful spirits
that do ppen with frightening regularity. Shades of the loopholes and rules they could exploit in the afterlife. The Seekers of the
on dire warnings, to protect their loved Unified Spirit may have similarities to the Orphic Circle, and may even trace
nvoluted plans of vengeance upon those their roots to a radical splinter sect of the Orphean path, but they are no longer
imply to alleviate boredom. ideologically related.

ones, to execute vicious a
who have wronged the



A Seeker believes that he is at a spiritual dead end as long 4§ there
is only one soul inhabiting his body. To move on, to move forward, he
must die and find his literal soul mate. Seekers often begirl by opening
themselves up to possession, allowing shades to take control.To some,
this takes on an addictive quality. The abdication of xespensibility isiib-
erating, and they have an excuse for their lack of gontrol. After a while,
though, the temporary “bond” they create with the possessing spirit
isn’t enough. Suicide among the inner circle§'ofithe church is not only
common; it’s expected. But suicide is a selfish act.Toumove on and leave
so many others trapped in this life is just wrong. Manydmembers of the
church choose to help others along to the next path, those who would be
too frightened to do so themselves. So many Seekers try to take as many
of the unenlightened along with thém as they ¢an. It’s the only way to
show them, to make them bélieve.

Once they have been initiated as Séekers, members are taught about the
Bound as if theyaresthe ultimate xpression of what they may become. To
them, a SinsEater is a nearly perfect expression of their goals: a seamless,
symbiotigftelationship between a'ghost arid a physical host. Many members
spend their lives tryin@'to béeome Sin-Eaters. Most of them are missing
a few key ingredi€nts, however) They are not mediums or psychics, nor
are they infused by deathly energy. They just don’t have what it takes to
attract a geist. It’s not theigffault, of course: most Sin-Eaters don’t even
know how they attractedstheir partner.

But that doesn’t stop the cultists of the Black Gate from trying to transform
themselves by bargaining with ghosts, givingshemselves up for possession and
worse, or (for those with the most dangerdus kind of incomplete knowledge)
even trying to orchestrate elabdtate near-death expériencesdto attract a ghost at
the critical moment. Worse, their belief systemyig'such that/they often try to help
others free themselves fram their limited mortalstate at.the same time, with or
without their cooperation. A Black Gatexcultist may'€ause a large pile-up on the
freeway. Another mdy gatherdhis friends ot family and “free” them, one by one,
before killing himself. Another eultist may hide a bomb in the bag under his
chair in a mall food couft, blowing himself and everyone near him into oblivion.
Each of them leaves a sigil, reversed ashin Tarot symbolism, burned into a piece
of paper. The symbol means “shattering”in the Old Tongue, and is usually ac-
companied by a ramblingnote filled with death imagery.

There’s something darkly‘tempting about the idea that the Seekers worship
Sin-Eaters. It’s an ego trip to know that someone thinks you're special, and all
too easyitonfall into the trap of letting it go to your head. But when atrocities are
doge in your name - to please you - how do you extricate yourself? The sorts of
péople whefadvance into the upper echelons of the Black Gate are not the type
tq take itflightly wihen their “angel” isn’t having fun anymore. A Sin-Eater may be
the object of their adoration, but that can quickly turn into a prison (or worse)
when theSin-Edter doesn’t live up to the cult’s expectations. When normal people
who ignore the existence of ghosts and ignorantly prefer to live are reviled, how
mueh worse is the Sin-Eater who values life over death and squanders the gifts
they'vébeen given by the “Shining Ones?”

PORTRAYING THE SEEKERS

There's adifficult line here. We're talking about domestic terrorists and, what's
more, we're talking about them as if they're flawed but ultimately misled and
pathetic souls. This adventure does not exist to glorify or apologize for the
actions of the few to hurt and drive fear into the hearts of the many.

Mainstream media has a tendency to make our villains shallow. We're not
comfortable seeing ourselves in the bad guys. But this is the World of
Darkness, and here we're allowed to look deeper, to find the squirming human
soul at the heart of darkness. If you absolutely cannot stomach the idea of
portraying the brethren of the Glorious Church of the Unified Spirit as normal
people who have made a mistake, feel free to portray them as unrepentant
murderers, or submerge their personalities and choices beneath a malicious
possessing shade. The Seekers have a habit of allowing ghosts to possess
them, similar to the vodoun cheval. It's always possible that one of the Lost
Minister's agents is literally driving Mateo or Marci to murder.

Nobody’s going to tell you you're doing it wrong. The ultimate goal here is
for you and your friends to have a good time for a few nights.



ocks. Her cruel and wrinkled
she wasn’t a dream or

for months. Her breath was like blood sloshing ove
lips dripped with black, cancerous discharge,

he C St a hallucination. Eventually he moved, but ,
d Then he met Marci, a girl w i ' hurch of the Unified
Spirit. She introduced him to t : lateo finally found
7 i others who would listen and beli i time, Mateo moved
atco Ortlz’ thc Fall) Bomber up through the ranks. &h i s the Lost Minister had
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Quotes: “I was supposed to become like you told him, and eve
“No, this can’t be right. Why did I fail?” senger train by o
“I didn’t hurt them, I gave them a chance.” Description: I oung man, with tightly curled
Virtue: Justice. Mateo believes that we all reap our just rewards. black hair and a s ’ e. In death, the force of the explosion

Vice: Sloth. Mateo tends to wait for things to come to him. that killed him . and burns have turned Mateo’s face
Background: Mateo has never known where he belonged. A talented into a map of failed inte
athlete, he loved playing soccer, but lacked the drive and determination Storytelling Hints: You shock. Everything was supposed to change
to turn pro. A handsome man, he was too shy and socially awkward to - you had a sense of purpose he first time in your life, and yet you failed.
approach anyone he was attracted to. He worked one dead-end job at a S en occur to you that you might have been manipulated, or that the
sporting goods store and another at a gas station near his apartment. ave the wrong answers. You failed the church. You are at fault.

Mateo watched his life become a mediocre, tepid thing. He spent all hi are yourself and wonder how things might have gone wrong. You're
time working, just barely making ends meet. He had his own apartme ation, and you're definitely not worthy to speak to the player
but he worked so much that he only was only really there when he wa
asleep.

Then, the insomnia came. He couldn’t sleep, no matter what he tried.
He tried pills, roots and homeopathic remedies - nothing worked.
time he closed his eyes, he saw her standing there. The hag hau s
find him. I'll bring him back.”

“I won’t look back.”

Virtue: Hope. Though she has none currently, she prefers to see the light of
hope in the world.

Vice: Envy. Marci has always secretly wished that she was more like the
normal girls.

Background: Marci grew up in a pretty standard household: She lives with
a stay-at-home mom, older sister and younger brother, both of whom got more
attention from her mother than she did. Her father, though, taught political sci-
ence at the local university, and doted on his middle child. She spent a lot of her
formative years prowling the stacks at the university and listening to the college
rock that she heard on the quad while her peers were shopping and obsessing
over boy bands. When she actually got to college herself, she majored in English
and worked as a barista in the campus coffee shop.

She was a grad student teaching Composition 101 in a classroom a floor
above her father’s when he had his heart attack. After his funeral, she bottled
up, ignoring her family and becoming defensively snarky, afraid of getting close
to someone else and losing them, too. She began spending her free time during
the day at the university in her father’s old office. The room, even stripped of his
pictures and books, felt right to her in a way that her mother’s house didn’t. She
felt like he was there for her, even though he was gone. Other members of the
faculty didn’t have the heart to kick her out, so she began to decorate the vacant




Uriah LQDg, the Condait

Quotes: “You have been touc ivi uld keep others from
having the same chance?!”
“I'm only trying to he
“I'm afraid you don’ .
Virtue: Faith. Usi i nd the next are connected by faith
and belief.

Vice: Lust. Ur den knowledge.

Background: in the backwoods of southern Florida,
es of the highway known as Alligator
ary Constance raised him in a rotten,
is parents died. He was home-schooled by the
ped version of the Gospel.

”

e looking for.

URriaH'S DEATHLY ABILITIES
seeker (eee Mediumist Merit)
quisites: Death Sight

Similar to Dowsing (see p. 38 of Second Sight), a Gateseeker is a medium
who, by concentrating, may be drawn to an Avernian Gate. Once it is found,
the character does not necessarily have any idea how to actually open the
gate unless they have previously researched it or have been told how to do
S0 by a Sin-Eater or ghost. The procedure is similar to dowsing. The medium
must concentrate and enter a trance, wherein they wander blindly, drawn to

Mateo into the church. The two of them spentalo
of them carrying a torch for the other but both t

Description: Marci’s a cute girl, in that

a round face, framed by dark hair cut j ' he kind of girl thelGate. Somle mediums use props, suph asa dowsing rod made of bone,
who wears a pair of thickframed glass though she while others simply roll their eyes back in their head and lose themselves
has perfectly serviceable contacts. She te wear clothes that don’t in the trance.
match ina qu1rky way, and irg i logos of forgotten (or Cost: 1 Willpower
' ; girl at the best of times Dice Pool: Wits + Occult

When the ch | ( ost in the depths of a vast Action: Extended. The Storyteller determines the number of successes
grief. Ther e ex oing what the Lost Minister has required, based on how well-hidden or distant the Avernian Gate is. A Gate
promise ish€s. You just have to do this one hidden in a cemetery might require three successes, while one hidden in
thing, ) therls ack Gate fmdA get your message to the boiler room of an old mall might require 10 or more. Each roll represents
the two ng to you. You give l:p s.er\.nce to the”ldea 30 minutes of seeking.
of comin ough you call them “Shining Ones,” like

Roll Results

the rest of the Seekers) b
care as long as you're wi ateo and your father. Dramatic Failure: The medium is led on a wild goose chase far from his
desired goal. He also loses all accumulated successes.



