


It may seem appealing to run an immortal
in a Storyteller Chro n i cl e, e s p e c i a l ly as it is, i n
way s , an ex t re m e ly powerful ch a racter type.
H oweve r, in my opinion, it is more difficult to
c re ate an immortal ch a racter than any of the
others created so far. When you are generating a
M age, G a rou or Va m p i re ch a ra c t e r, t h e re are
plenty of traits such as gi f t s , b a ck gro u n d s ,
disciplines, spheres and so on to play with, and
the mythos is already set out in the rule-book. In
effect, the whole thing is presented to the player
in a neat little package, and all they have to do is
fo l l ow the ru l e s , w rite down a few fi g u res and
they can play their character.

I m m o rtals are diffe rent. Each one is
unique. There is no pre-designed background for
immortal characters. Their very nature prohibits
the type of society that holds so mu ch of the
ro l e - p l aying potential for Garo u , M ages and
Kindred. Like these characters, the immortal  is a
n o rmal person who discove rs that he has a
special destiny. Howeve r, u n l i ke Garou and
K i n d re d, t h ey can see no reason why t h ey a n d
not someone else, h ave been chosen to be
i m m o rtal. In some way s , t h ey are similar to
M ages in this re s p e c t , but the one major
d i ffe rence between immortals and other
ch a ra c t e rs is time - often, i m m o rtals discove re d
their heri t age hundreds or even thousands of
ye a rs ago. Deciding how this ch a racter spent
those ye a rs , and wo rking out the beliefs,
knowledge and outlook that he has brought with
him from this time.

One might argue that this has already been
ex p l o red with Va m p i re and Mummy.  In

Va m p i re, h oweve r, one is encouraged to begi n
with a young vampire, so as not to unbalance the
ga m e : elder va m p i re s , while a curi o s i t y, do not
often “ a dve n t u re ” with their yo u n ger bre t h re n ,
but instead are embroiled in the politics of the
C a m a rilla.  Th ey also tend to be mu ch more
p owe r f u l , and less human than their yo u n ge r
Kin. Likew i s e, although Mummies are in many
ways human, their thoughts and desires are
nothing like the mortals around them.    

Storytellers should make it a condition that,
for an immortal ch a racter to be accepted as a
ch a racter in a Chro n i cl e, their back ground and
past should be at least summari ly documented,
an their character should be developed. This will
often deter players who wish to play an immortal
simply because he is immortal. Immortals are a
ve ry unique ch a racter cl a s s , due to their
h u m a n i t y : despite the centuries behind them,
they are still human... alone among the mortals,
h i dd e n , but still human in mind and soul. Th i s
humanity makes them unique and intere s t i n g
characters to explore.

To begin the creation process, settle on the
c o n c ept for the immortal. Why have they
s u rv ived?  When we re they born , wh e re have
t h ey been and wh at have they seen thro u g h o u t
the centuries?  Pick a strong nat u re, s o m e t h i n g
t h at drives them and makes them cling to life,
rather than just let go.  Th ey do not age, bu t
without a will to survive they most certainly will
lose their head...

“I am immortal, I have inside me blood of kings...”
-Queen



Immortals are shown to be in superhuman
h e a l t h , s t rong and fa s t , and also intelligent and
p e rc ep t ive.  Th ey are almost always fi t ,
attractive, and charismatic... so, in the World of
Darkness, they are far superior to the mortals in
all their at t ri butes.  Give them 7 Pri m a ry, 6
S e c o n d a ry, and 5 Te rt i a ry at t ri bute points,
instead of the “ n o rm a l ” 7/5/3 split that Garo u ,
Kindred and Mages all receive.

I m m o rtals s tart with 13 Pri m a ry, 9
Secondary, and 5 Tertiary abilities provided they
a re “ yo u n g ” (less than 100 ye a rs).   Older
immortals will have more abilities; fighting this
to ach i eve “ p l ay balance” is a wasted effo rt in
the Storyteller system.  The storyteller is the
ultimate judge; if he doesn’t want 2000 year old
i m m o rtals ove rp owe ring his ga m e, then he
s h o u l d n ’t allow 2000 year old immortals at all:
a l l owing them but re s t ricting them to 13/9/5 is

l u d i c rous.  A l s o , as they age, their maximu m
ability score (5 for mortals) will incre a s e,
a l l owing scores of 6+ for va rious ab i l i t i e s .
P l aye rs should be allowed to choose A b i l i t i e s
from any of the games, but obviously, there are
re s t rictions. For ex a m p l e, it seems unlike ly that
an immortal would have the Pri m a l - U rge or
Rituals Abilities from Werewolf.

P l aye rs should be encouraged to think up
their own ab i l i t i e s , thus helping make their
ch a racter unique. For ex a m p l e, the Know l e d ge
H i s t o ry might be a common one among
i m m o rtals (and is in fact included on the
character sheet) - remember Connor relating the
significant events of 1798 to Brenda?

Use the ch a rt below for a re a s o n able split
of abilities based on age.

Age Primary Secondary Tertiary Max
0-100 13 9 5 5
100-250 18 13 8 5
250-500 23 17 11 6
500-1000 28 21 14 7
1000-1500 33 25 17 8
and so on...



“You cannot die, MacLeod... accept it!”
-Ramirez

The Quickening ch a ra c t e ristic is the most
important to an immortal... it defines their power,
and is ve ry useful in battles with other
i m m o rtals.  Beginning immortals begin with 1
Q u i ckening; this may be increased by spending
Freebie points, as discussed below.

I m m o rtals have no “ v i rt u e s ” in the
Va m p i re / We rewolf sense.  Like Mage s , t h e i r
only characteristic is Willpower, and like Mages,
they start with a base Willpower of 5.

I m m o rtals begin the game with points in
Backgrounds, according to the chart below.  See
the section on A b i l i t i e s to see the arg u m e n t s
regarding age vs. play balance.

The fo l l owing back grounds are
possibilities for immortal ch a ra c t e rs.  See
Va m p i re for ex p l a n ations of most of these
b a ck grounds (ex c ept for A rc a n e, wh i ch comes
from Mage).
A l l i e s - Friends who can be counted on to help
the ch a racter out. Th ey pro b ably know of his
immortality.
C o n t a c t s - The number of info rm ation sourc e s
the character possesses.
Fa m e - The ch a ra c t e r ’s re n own in the mort a l
world.
I n fl u e n c e - The ch a ra c t e r ’s political or social
sway or power in the mortal world. 
Mentor - An older immortal who advises and, to
a certain extent, looks after the character:

Age Background Points
0-100 7
100-250 9
250-500 10
500-1000 11
1000-1500 12
and so on...



• Mentor is less than a hundred years older than you.
•• Mentor is between 100 and 300 years older than you.
••• Mentor is between 300 and 600 years older than you.
•••• Mentor is between 600 and 1000 years older than you.
••••• Mentor is between 1000 and 1200 years older than you.
•••••• Mentor is over 1500 years older than you.

S t o ry t e l l e rs should bear in mind the
possibility that an immortal ch a ra c t e r ’s mentor
might be killed, unless they have “retired”.
R e s o u rc e s - We a l t h , b e l o n gi n g s , and monthly
income.
Arcane - ( See Mage: the Ascension ) Immortals
tend to have a tendency to scatter headless
bodies around them, yet they don’t seem to draw
attention to this fa c t : hence the A rc a n e. A l s o ,
i s n ’t it stra n ge how they manage to hide such
large swords inside those trenchcoats of theirs? 

I m m o rtals get 18 fre ebie points to spend.
Again, this gives them more points in attributes
and abilities than their fellow players, but this is
balanced by their inability to raise Quicke n i n g
ex c ept through killing other immortals.  A l s o ,
their ve ry nat u re makes them hunted by the
Te ch n o c ra cy, fe l l ow Immort a l s , and of cours e
the Wat ch e rs / H u n t e rs (these are outlined in
Chapter Five).

Point Costs
Quickening 7 points per dot
Attributes 5 points per dot
Abilities 2 points per dot
Willpower 1 point per dot
Backgrounds 1 point per dot

“Ya talk funny, Nash... where ya from?” “Lots
of different places...”

-Garfield & Nash

This is a ve ry important part of ch a ra c t e r
c re at i o n , a n d, u n fo rt u n at e ly, one that is skipped
over far too often. This is a ro l e - p l aying ga m e,

and the Storyteller system is designed so that
p l aye rs can immerse themselves  in their
ch a ra c t e r. Howeve r, you cannot do this if yo u
don’t know your character.

• Background & History

Where was you character born? What was
his childhood like? How did he “die”? What was
the reaction to his miraculous revival? How did
he find out about his immortality - Did a mentor
( l i ke Ramirez) tell him about it , or did he
gradually find out for himself? Did he leave his
home and fa m i ly, or did he stay around and
watch them grow old and die? If so, how did it
affect him? Where has he been in the intervening
years? Was he involved in any famous historical
incidents? In the present day, wh e re does yo u r
ch a racter live? Or is he a wa n d e re r, m ov i n g
around continuously?

• Appearance
“ Who cut your hair?” “I am in disguise... this
way, no one will recognize me.”

- MacLeod and Kurgan

What does your immortal look like?  How
does he dress?  Is he a classic member of the
“ t re n ch c o at bri ga d e ” , or has he settled on
another method of carrying his weapon (like the
Ku rgan and his  briefcase)?  These sort of
decisions help determine a look, and also are
useful for game play later.

• Contacts
“ H i , B renda. I did wh at you aske d. I spent all
night going through the old deeds to Nash’s
house on Hudson Stre e t , right back to the
original owner, Montague, in 1798...”

- Rick

H ow long has your ch a racter been in his
c u rrent home?  Wh at friends has he made?
Unlike Vampires, Garou, or Magi, immortals live
amongst the humans and (for the most part) treat
them as equals.  Hence, t h ey make connections



with the human race, which will come up during
game play (either for help or for hostage s ,
depending on Storyteller mood).

• Outlook
“Love is for poets.”

- MacLeod

Wh at kind of personality does yo u r
i m m o rtal have? Is he dark , m o o dy and
unfriendly, or bright and extrovert? What drives
them, keeps them going? Is the ambition to win
the Prize the thing which consumes their lives, or
do they revel in life ge n e ra l ly? The things that
have happened to an immortal down through the
years can often affect his outlook on life - love
and war are probably the most common ones, but
other things can gre at ly influence the way a
person views life. 

• Quirks
“I have something to say... It’s better to burn out,
than to fade away!”

- Kurgan

I m m o rtals are often unusual indiv i d u a l s .
Note from the seri e s : G rego r ’s tendency to put
mortals into danger to get a secondary rush from
i t , or A m a n d a ’s tendency to doubl e c ross her
partners.  These things help define the character,
and yet aren’t shown in the characteristics above.
Perhaps your character has a phobia or a hatred
of some particular thing. Perhaps your character
is afraid of heights , and has a hat red of
Va m p i res...  Pick interesting quirk s , and wri t e
them down; they will add gre at ly to the ro l e -
p l aying ex p e ri e n c e. See also the M e rits and
Flaws section below.

One of the most important things to
remember when writing up your ch a ra c t e r ’s
b a ck ground is that , u n l i ke the Garou and the
K i n d re d, (and the Mage s , to a certain ex t e n t ) ,
i m m o rtals are human. Th ey may live fo r
ex t ra o rd i n a ry lengths of time, but they are still
ve ry human, with the ve ry same feelings and
thoughts as us.

Va m p i re i n t roduced Pe rs o n a l i t y
A rchetypes to help define ch a ra c t e rs ’
p e rsonalities. A ch a racter has two archetypes -
his Nat u re and his Demeanor, and the key to
using Archetypes effectively is understanding the
difference between the two.

A character’s Nature is her true personality
- that which she is, but will not necessarily reveal
to other ch a ra c t e rs in the Story. People do not
b a re their soul to eve ryone they meet, and thus
they  develop false fronts. 

A character’s Demeanor is this false front.
While a character’s Nature would only change in
exceptional circumstances, her Demeanor can be
as consistent as their Nat u re, or it may ch a n ge
f re q u e n t ly. A l s o , if the player so ch o o s e s , a
ch a ra c t e r ’s Nat u re and Demeanor may be the
same.

Personality archetypes are also a method of
( re ) gaining Wi l l p owe r, as the Storyteller will
awa rd Wi l l p ower when a ch a racter lives up to
their Nature/Demeanor.

Va m p i re also introduced the Merits and
F l aws system, wh i ch is a method of re a l ly
making your character seem alive and individual.
Merits and Flaws are purchased just before you
spend your fre ebie points. Th ey cost or give
b e t ween one and five fre ebie points -  ie.
p u rchasing a five point merit would mean yo u
had five less freebie points to spend, while taking
a five point fl aw would mean  that you had an
ex t ra five fre ebie points to spend. Merits and
Flaws are also tied to Willpower, but less so than
the Natures and Demeanors.

The full rules for Pe rsonality A rch e t y p e s ,
and Merits and Flaws can be found in the
Vampire and Werewolf Players Guides.


