NEW SPECTRE TYPE: SOULMATES 


The flesh holds many secrets and powers, the greatest of which is identity.  Beyond the Shroud that separates life and death, those powers erode, as the sense of self becomes a blurred afterimage of something that may never have existed in the first place.  In the darkness, spooks commune and subsist upon one another, and sometimes it becomes difficult to tell where one being ends and the other begins.  At the extreme, there exist Soulmates.


Soulmates are tragic, terrifying Spectres, a single malevolent entity where there used to be two.  They are brought about through various means, but always through the merging of life forces.  When two high-Spite spooks share Vitality, or when a Skinrider possesses a mortal high on pigment through Puppetry, every once in a dark while the life forces of the two beings become trapped and permanently intermingle, creating a spiritual Siamese twin.  The personalities, memories, and skills of the two beings fuse together in an excruciatingly painful process that inevitably drives the new being insane and the terror and rage that completes the transformation into a Spectre.


Soulmates are hideous to behold.  They appear as two human bodies that have been fused, stitched, and cauterised into one single entity.  Reality seems to blur in their wake, as though the universe rejects the very existence of such a wrong creature, and looking at the two bodies one cannot help but believe that they are witnessing some absurd optical illusion.


More than almost any other Spectre, Soulmates are insane, often possessing two or three derangements.  They exist as two personalities that have been fused into a single one, often leading to wild variations in the creature’s behaviour as it attempts to make sense of the kaleidoscope of fractured images and memories that it possesses.  Although attached to the Spectre Hive-Mind and subject to its commands, Soulmates make unreliable foot soldiers at best – the Spectres cannot control their shattered souls fully, and turn them loose only with the utmost caution.


There have been unsubstantiated reports of at least one Soulmate that has regained much (if not all) of its sanity and now operates as a reasonably rational, high-ranking Spectre in the local Hive hierarchy.  This appears to be the exception, however, and perhaps represents a state that these Spectres can attempt to progress toward.

CHASM, THE SOULMATE


Orpheus Group agent Tara Chas was the sole survivor of a Spectral attack that claimed the lives of the rest of her small crucible.  The young Skinrider survived only through ducking out of sight by using Puppetry to possess a nearby living woman who seemed to have been watching the battle in awe.  The woman, Ms. Deirdre Mason-Hill, was high on pigment, and the intense concentration of Spectre ichor in her bloodstream produced some highly unusual side effects.  Once Tara had possessed Deirdre and subtly fled the scene of the combat, she found that she could not get out again.


Tara managed to get herself and Deirdre back to Orpheus, but the researchers had no solution or explanation for her inability to leave Deirdre’s body.  Over the course of the next 48 hours, Orpheus medical personnel watched helplessly as her body was wracked with spasms and seizures, her howls of pain echoing through the sub-basement’s lonely corridors.  Tara became incomprehensible, spewing babble and gibberish, and Orpheus psychologists could no longer tell whether they were talking to Tara or Deirdre.  When she died painfully a little less than two days after she had dragged herself back to Orpheus, watching projectors were horrified at what they saw: her spirit rose from Deirdre’s wracked body, and the two souls had become one, fused inseparably together into one deranged being.  Dripping as it was with malice and hate, the new Soulmate immediately attacked her former friends at Orpheus, causing considerable damage before fleeing the complex.


Chasm, as the Spectre is now darkly known around Orpheus, is utterly twisted and depraved, her former intelligence now undermined by dementia and rage.  Agents have been given a fumigate-on-sight order relating to her, though at least one group of Orpheus researchers has expressed its desire to have her brought back to the complex intact so that they can learn more about what happened.

Attributes: Strength 3, Dexterity 2, Stamina 4, Charisma 2, Manipulation 1, Appearance 0, Perception 3, Intelligence 3, Wits 2.

Abilities: Alertness 2, Athletics 2, Awareness 3, Brawl 2, Intimidation 2, Melee 3, Occult 3, Stealth 2, Streetwise 3, Subterfuge 2.

Nature: Monster

Willpower: 6
Spite: 7

Offensive Abilities: Consume, Envelop, Flicker, Hive-Mind, Virus.

Derangements: Hysteria, Multiple Personality Disorder.  (Chasm typically displays only one personality, a fusion of aspects of both Tara Chas and Deirdre Mason-Hill.  However, the two personalities are in a constant state of conflict, and occasionally one of them gains temporary superiority over the other, resulting in radical shifts in behaviour.)
