Guardian Angels

They want to be your best friend; they help you when you are in trouble, but they always have your best interests at heart.  They are the Guardian Angels, sent to aid ghosts in trouble – absorbing Spite and awarding Vitality.  It’s almost too good to be true – and it is…!

The Guardian Angel is a subtle Spectre, gently and relentlessly guiding its ‘mark’ down the path to Spectre-hood – without the target ever even noticing.  The Guardian’s unique powers allow it to hide the effects of Spite on a victim until it is far too late.  The ghost builds up a huge reservoir of Spite and hatred, being kept at bay by the will of the Guardian, before the dam bursts and the hapless ghost finds that he is the hate-filled product of Spite alone – irredeemable and violent, like the rest of his brethren.

The Guardian is a being of pure, bright light – beautiful to look upon – when it manifests its glory fully.  Beneath the almost-blinding light, however, is a grotesque an ugly creature…  Tall and broad-shouldered, it has twisted limbs, and moves with a shuffling gait as best it can (thanks to the effects of the light, this makes the creature seem to ‘glide’ along).  Its head is a mass of seething, writhing slug-like creatures, crawling over each other, slimy and sticky.  It does not seem to possess facial features of any kind, but still manages to produce sounds and can see and hear perfectly well.

The Guardian appears before a ghost, and offers its help and advice.  Whilst it has no persuasive powers (such as Unearthly Repose or a Spectre equivalent), it can be very persuasive and silver-tongued.  This, coupled with its angelic appearance is usually more than enough to convince others at the very least to listen to its proposals.  (It is a very rare and paranoid individual that will suspect this beautiful apparition of being a Spectre…)

If its help is accepted, the Guardian will remove all Spite from a ghost, by intensifying its radiant light, and bathing the character in a warm glow.  Whilst the light becomes blinding during this process, it is not harmful or dangerous; merely beatific.  When the ‘cleansing’ is complete, the ghost will find himself clear of Spite and Stains – a new beginning, as it were.  The Guardian offers further help: whenever the ghost is in trouble or needs assistance, he only need call out to his Guardian, and it will appear.  As the need arises, the Guardian can offer various Benefits to the ghost in order to fulfil his tasks or defeat his enemies.

[Benefits described here… Note that each benefit will add at least one Spite point to the hidden ‘pool’.]

There is a most horrible catch to all of this, however; the Spite remains – it is merely hidden.  And every time aid is granted to ghost, more Spite is added to the ‘pool’.  The pool grows and grows until such time as there is enough to turn the character into a Spectre, and then the dam bursts, flooding the ghost with enough Spite to drown his previous self, and allow the horrid Spectre within to emerge – as befits the actions and personality of the ghost.

When the Guardian first ‘rids’ a ghost of all his Spite, it plants a Mind Slug in the victim; one of the slugs making up its head is placed within the gauze of the victim.  From that point on, when the Guardian wills it, it can travel to wherever the slug is by tapping two Spite (using the same travelling arrangements as Storm Wending).  This allows the Guardian to respond when help is called for, and appear in time to aid the ghost with whatever he needs.

The Mind Slug is the Guardian’s link with the victim, and soaks up all Spite gained by the ghost, draining it into the ‘pool’ held in reserve by the Guardian.  Storytellers may use the Mind Slug as a conduit for effects in the other direction as well; tracking the Guardian using certain abilities, or attacking it through the Mind Slug.  Of course, characters will need to discover the thing first – and it does its level best to remain hidden…

Terrel & Squib have managed to ‘capture’ one of these Guardian Angels, and keep it safely ‘locked away’ in a Ghost Cage.  They use it to free certain high-Spite agents from their burden, thinking that they have free reign to garner as much Spite as they want with no disadvantages.  T&S are blissfully unaware of the eventual outcome of this practice, however, as they are unaware that the Spectre can vanish from the cage at will (using its own form of Storm Wending), and even the fact that they have a Spectre at all (they are still trying to classify the thing).

Note that that Guardian Angel is actually quite weak physically, and can easily be defeated by a determined crucible (or even a lone spook).  It is, however, very devious and clever, rarely putting itself in any dangerous situations.  It much prefers to stay back and manipulate people – and turn them into Spectres while it is at it…

Willpower: 8+
Spite: 8+
Offensive abilities: Mind Slug, Mind Skip, Hive Mind.

Mind Slug: It doesn’t take any rolls to implant the slug into the gauze of a target – the only requirement is that the victim needs to ask for the Guardian’s help.  Once help is granted, the slug is in place.  However, the victim gets a Wits + Alertness roll (difficulty 7) to discern that something is wrong.  With one success, he will get a discomforting ‘sliding’ feeling.  Two successes lets the victim know that the Guardian is responsible for this feeling, and three successes allows the victim to actually see the slug as it glides through his gauze deeper into his being.  Of course, knowing it is there means nothing if you can’t get rid of it…

[Rules for finding and destroying mind slugs here…]

Mind Skip: By expending two Spite points, the Guardian can travel through the Stormwall to any of its victims that carry a mind slug.  The victim needs to call for the Guardian’s help first (the call is transmitted to the Guardian via the mind slug), and the Guardian then has the option of tapping its Spite to travel almost instantaneously to the victim’s location.  The mind slug ‘guides’ the Guardian to an appropriately dramatic spot to appear from.  Spooks with Storm Wending may make a Wits + Alertness roll to recognise the Guardian’s arrival as a form of Storm Wending.

