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A Call to Action
Some among the human throng find the mettle to 

stand against the creatures of the night. Hunter: 
The Reckoning is a storytelling game about 

those people and the desperate measures they employ to 
emancipate themselves from the evils of the supernatural.
 It’s a dangerous path, but it’s a righteous path.
The Hunters of Hunter: The Reckoning are driven 
— personally and extremely — to pursue the monstrous 
creatures that prowl the night. The Hunter’s calling is to 
prevent monsters from harming the world.
 The player’s call to action is prompted by evocative 
utterances such as “Defy the darkness,” “No one’s prey,” 
and “Reclaim the night.” The game’s sobriquet itself, the 
Reckoning, indicates an urgency, a desire to challenge the 
way things are and escape the clutches of the supernatu-
ral — and to exact retribution. The time for monsters to 
act without consequence is over because you’re going to do 
something about it.
 Hunters form their own cells with other Hunters, for 
protection and advantage in numbers… hopefully. Think 
of cells as Hunter “start-ups.” The players’ characters 
bring specialized Edges into their own unique cells, 
which are likely cosmopolitan in makeup, with Hunters 
from a variety of ideologies, known as creeds. Creeds 
shape how the Hunter approaches their supernatural 
quarry, from the outlook they suppose to the tools 
they provide. As well, they provide a social component 
to what might otherwise be a bleak and lonely road. If 
nothing else, one can look to others of one’s creed for a 
common take on the monster-infested world and how 
and why to effect change.

Desperate Measures
One risk of being a Hunter is the consuming nature of 
the Hunt, of perseverance in the face of not just adversity 
but danger. Drive enables the Hunter to push themselves 
beyond the limits of those without it, but Drive also 
tempts the Hunter to keep going. The more they learn, 
the closer they’re pulled into the proximity of the very 
things they pursue, even when the wisest course is to 
withdraw and reconsider the plan.

 Thus can Drive instantiate its own cycle of hunt and 
consequence, as the Hunters delve into a threat, suffer-
ing the outcomes of their actions, which establishes the 
urgency to pursue the subsequent threat, and so on, until 
it reaches its climax.
 The counterpart of Drive is Desperation, the intense 
urgency that prompts cells of Hunters to do something 
now, before it’s too late! Players always choose when to 
engage their Hunter’s Drive (because there’s risk in-
volved), but Desperation grows as the threat mounts in 
any number of ways.

Distinguishing Hunters
The player-protagonists of Hunter: The Reckoning are 
philosophically and mechanically different from orga-
nized hunter antagonists like the FBI’s Special Affairs 
Division and the Society of St. Leopold by dint of their 
Drives: Other hunters take orders, but Hunter: The 
Reckoning characters make their own way following 
their Drives.
 As well, Hunters generally consider the more formal 
orgs to be ethically compromised or corrupt. Many of the 
orgs have ulterior motives beyond the actual Hunt. At 
best, Hunters might take a tip or a contract from an org 
knowing that the org has an agenda behind the cooper-
ation. At worst, the orgs are actively working against the 
Hunters, perhaps using them to reveal unknown super-
natural threats, or even using the Hunt as an opportuni-
ty to eliminate what they see as rogue elements.
 That’s important: The players’ characters have 
Drives, creeds, and Edges. The vast majority of hunters 
in the orgs (and even many lone hunters) themselves do 
not.
 The ultimate Hunter intention in this regard is to 
get shit done. Unburdened by the ethically compromised 
agendas of the orgs, Hunter cells have the advantage of 
operating with an integrity and independence that the 
larger and more structured orgs can’t.
 That means the orgs themselves often function as 
antagonists in Hunter’s World of Darkness, or as entities 
that otherwise illustrate a number of Hunter themes. 
For example, Hunters might have contacts in the orgs 
who feed them information here and there, but it’s just as 
likely that they’re using the Hunters as bait to flush out 
a nest of “unusual threats” they’ve been monitoring for 
three months.
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An ounce of prevention is worth a couple  
hundred pounds of getting torn inside out.

Visionaries, Sleuths, Sherlocks
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Not all Hunters are new to the 
mysteries of the occult. Some 
already know something of the 

secret world around them and seek 
to gain ever-deeper understanding of 
the metaphysics of the supernatural. 
Those of the Inquisitive creed are less 
likely to destroy their prey outright, 
instead opting to garner occult knowl-
edge from them or even arrange risky 
appeasements in the hope that infor-
mation gathered now will yield greater 
protections in the future. For many 
Inquisitives, knowledge is its own  
reward.

Inquisitive Hunters perceive a world shrouded in super-
natural darkness and seek to push back that shadow by 
shining the light of knowledge upon it. Discovering the 
extent and function of the secret world and the crea-
tures that occupy it is the focus of Inquisitive efforts. 
They may be tech-savvy information-raiders, skilled on-
site infiltrators, or introverted archivists, but all believe 
and share a desire to know more.
 Inquisitive Hunters might expect to research the his-
tory of their city with regard to unspeakable cults, dis-
cover the location of the quarry’s lair through indexing 
arcane telemetry data, infiltrate a shell company used to 
hide a mysterious individual’s assets, record the salient 
details of entering a fiend’s lair, and archive the methods 
and results of a successful Hunt.

Personality
Many Inquisitives take a very pragmatic approach to 
the Hunt, and their personality is marked by a desire 
to know more about a problem before attempting to 
solve it. They’re the type of people who take apart 
clocks, learn languages to read untranslated books, or 
sneak into the lab after it’s closed. Show them a lock 
and they’ll demand the key; show them a wall with a 
missing brick and they’ll find something to poke into 
the hole.

 Individually, the motives and methods of Inquisi-
tives vary greatly. Some are clever, and take personal sat-
isfaction in outwitting not only the monsters but also 
the orgs (or even the less subtle Hunters). Or they may 
be fearless information-gatherers, perhaps with military 
reconnaissance backgrounds, espionage training, or raw 
charisma that allows them to move among any number 
of subcultures, all of which might be hiding supernat-
ural intrusions. Still others see themselves as masters of 
secrets, organizers of knowledge, or even more prosaic 
fact-finders in a world that protects itself by not know-
ing what they discover. 
 Some Inquisitives grow frustrated with the seem-
ingly limitless timetable of the learning effort that can 
be the trademark of the creed. Many observers of the 
occult seem to exhibit no urgency — monsters are prey-
ing on people, and, guess what, the Hunters already 
know that, so at some point, the impetus to actually 
do something about it may come to the fore. Unsur-
prisingly, these latter individuals are the most likely to 
ignite a Drive and take up the Inquisitive cause, even if 
the creed itself has the most removed, bookworm-ish 
reputation.

Tactics
The stereotype of the Inquisitive Hunter is the bespec-
tacled intellectual, greatly outmatched by brawnier or 
better-equipped Hunters. Inquisitives know this, of 
course, and are therefore among the most knowledge-
able and prepared Hunter creeds. Taking to heart the 
wisdom that understanding one’s enemy is the best 
weapon to wield against them, Inquisitives are often 
the best-informed about what they’re getting into, or at 
least knowing the “known unknowns.” Let the hooahs 
kick down the doors and open fire — the wise Inquis-
itive will already have come in and exited through the 
basement window, taking the quarry’s journals and the 
most revealing trinkets from its lair.
 This stands in complement to Inquisitives’ motives. 
Actually destroying monsters is often far down the list 
of priorities — the most important thing is to learn, 
and the best way to pass on that learning is to be able to 
share it with someone else. No surprise, then, that In-
quisitive Hunters favor survival tactics over engagement 
tactics. This also means that most Inquisitive Hunts are 
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focused more on reconnaissance than target neutraliza-
tion, and therefore, comparatively lightly armed. The 
occult nature of the supernatural means that Inquisi-
tives know well how uninformed they are about their 
targets, so withdrawal almost always makes more sense 
than a sustained conflict.
 In general, this extends to the sorts of Hunts 
Inquisitives generally undertake against supernatu-
ral foes. Inquisitives are much more likely to rescue a 
victim, recover some sort of insight-yielding artifact, 
collect a “sample” from an inert or incapacitated target, 
or confirm previously observed data about a greater 
supernatural-creature type than they are to extermi-
nate a werewolf den with extreme prejudice. And the 
Inquisitive is probably the first one to say, “Maybe we 
shouldn’t hit the suspected vampire nest at night, since 
that’s when they’re active.” Learn 2 Hunt, n00b.

Dangers
Perhaps the most immediate danger to Inquisitive 
Hunters is that they seek knowledge of things that 
actively want to obfuscate information about their 
presence. And the second-most immediate danger 
is that many of these supernatural beings are both 
powerful and actively hostile to those who would reveal 
their presence or glean their secrets. Inquisitives aren’t 
the most martially inclined of the organization types, 
and the combination of these three factors often makes 
for short, gruesomely ended careers among Hunters. 
Without the arsenal or tactical prowess available to the 
other creeds, Inquisitives often don’t have the luxury 
of calling in “the big guns” once they’ve tipped their 
hands.
 Complicating things is that Inquisitives often pre-
pare in broad strokes, but may find themselves unpre-
pared for specific eventualities. An Inquisitive-led cell 
may know that they’re up against a vampire, and that 
garlic and crosses don’t work against vampires but fire 
does — and then the cell would be completely unpre-
pared as the vampire steps out of a shadowy alcove 
behind them, because who knew that vampires could 
walk through shadows? The impractical Inquisitive 
often ends up being their own inadvertent foil.

SUGGESTED EDGES
Library, Global Access, Beast Whisperer,  
Sense the Unnatural

COMMON DRIVES
Curiosity, Pride, Greed

DESPERATION DICE FIELDS
Gaining information while on the Hunt,  
such as research, breaking-and-entering,  
and interrogation.

Inquisitive Archetypes
Data Liberator
On a lark, the Data Liberator bought a dump of a 
Tokyo bank’s user information and dug into it for the 
lulz — and then found some eyebrow-raising entries. 
Initially, the Data Liberator assumed it was a Panama 
Papers-style tax dodge, and the further they dug, the 
more they realized that’s exactly what it was… but for 
accounts that were all hundreds of years old. Or rather, 
it was multiple accounts that all came back to a sin-
gle owner who had obviously taken pains to prevent 
someone from finding out this exact thing. Turns out, 
there are other people who found anomalies like these, 
and now the Data Liberator is in communication with 
many of them, across unknown geographical distances. 
What to do with it once they draw more connections, 
though?

Claims Specialist
Insurance companies don’t get rich by paying out on 
claims, so the Claims Specialist’s job is to make sure the 
company actually needs to cover the settlement. There’s 
a weirdly satisfying, voyeuristic element to knowing so 
much about the things people value and keep in their 
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homes, and it’s a trove of information (and no few pass-
word cues). So when the Claims Specialist discovered 
one of their accounts had insured a series of “historical 
curiosities venerating Moloch,” they knew they needed 
the help of other interested — and competent — indi-
viduals to dig a little deeper.

Adjunct Professor
The Adjunct Professor knew something was up when 
they noticed the inordinately long tenure of the school’s 
most “eccentric” emeritus. Their naturally suspicious 
nature encouraged them to look into it, but also very 
quickly to shut up about it, since any time they asked, 
reproaches quickly followed. They’ve made a few trust-
worthy contacts in the pursuit of what’s actually going 
on, but it’s taking its toll — adjunct teaching made 
for its own financial hardships and now the Adjunct 
Professor’s boyfriend has drawn the line at hearing 
any more about ancient mummies or whatever at the 
university. They’re one more argument or hostile bursar 
away from living in their car.

Route Driver
The three people who had the Route Driver’s route be-
fore them all stopped showing up without notice. Like, 
not only quit showing up for the job, just vanished. 
Sure, there’s high turnover in these sorts of web logistics 
jobs, but something about it didn’t sit right, and the 
Route Driver went searching. Turns out there’s an ab-
normally high crime index in an area that overlaps the 
route. A few other locals have twigged to the disappear-
ances, too, and the Route Driver is working with them 
to solve the mystery, each by bringing a different kind 
of observed information to the table. There’s something 
sinister about it, because it’s not just property crime, it’s 
human disappearance. And there are more than a few 
weirdos on the route who have frequent shipments of 
— medical supplies?— from far-flung senders.
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Beast Whisperer
The Hunter has a way with beasts that’s the envy of 
veterinarians and animal handlers. They can under-
stand, speak to, and inspire loyalty in certain types of 
animals, employing them as reliable companions and 
possibly even friends. Dogs are common, though some 
Hunters work with birds or even animals seldom seen 
domesticated, such as apes, depending on availability in 
their part of the world.

Edge Pool: Charisma + Animal Ken for commands 
and Composure + Animal Ken for training

System: On acquiring this Edge, the Hunter must 
choose one type of animal and which key action pools 
it possesses. (The Storyteller is the final arbiter.) The 
animal is considered utterly loyal and will accompany 
the Hunter into practically any situation, should the 
Hunter desire. They will obey simple commands such 
as “stay,” “attack,” or “hide,” though commands that 
put it or the Hunter in danger require a win on a Cha-
risma + Animal Ken test at Difficulty 4. The Hunter is 
considered to have several similar animals ready for final 
training, so if one dies they can quickly train another 
to take its place by spending the equivalent of a scene 
(and some amount of downtime) and succeeding on a 
Composure + Animal Ken test at Difficulty 4.

Beast Whisperer Perks
●	 Incorruptible: Through conditioning, medication, 

or unwavering loyalty, the animal is immune to 
supernatural powers that would otherwise sway it 
from its master’s side. 

●	 Menagerie: The Hunter can choose another ani-
mal type and add it to the available pool of animals 
they have available. Bringing more than one animal 
into the field is likely to attract increasing atten-
tion, though, so few Hunters bring more than one 
animal at a time.

●	 Complex Commands: The animal can understand 
and execute more complex commands, such as the 
retrieval of specific objects, keeping a lookout for 
certain individuals, as well as reporting to their 
master to the best of their abilities. Some can even 
count up to a few digits. Charisma + Animal Ken 
is used to give complex commands (Difficulty 
depending on complexity) while Intelligence + Ani-
mal Ken is used to understand the animal.

●	 Incognito: The animal can masterfully stay out 
of sight, hiding just out of observation range or 
blending in for practically any situation; unless 
someone looks for it, they will not know it is there. 
The Storyteller is the judge on which animals can 
plausibly employ this ability — It is unlikely that 
a horse would remain undetected in an office, for 
example.
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La Celestina,  
the Bloody Mannequin
Anyone who has ever visited Mexico City has been 
cautioned against wandering in the Colonia Roma dis-
trict after midnight. Sure, tourists hear the same thing 
about many of the barrios there, and to the uninitiated, 
it’s hard to imagine why the quiet streets of La Roma 
deserve such caution. It’s enticing to revel in the historic 
neighborhood’s apparent peace and solitude. But all it 
takes is to walk in its vicinity late at night, and you’ll 
feel it. The chill. The locals will shake their heads, 
immediately identifying you as a clueless foreigner if 
they hadn’t already. Go around it, they’ll tell you; just 
stay away. If you see someone standing there alone in 
the middle of the night, por el amor de Dios, don’t look 
away. Walk backward if you have to.
 Nine times out of 10, people ignore these warnings 
without consequence, making them seem like baseless 

superstition or a way to mess with 
tourists. And nine times out of 10, 
they might be just that — especially 
the second one. But they’re not un-
founded. Something has been hunting 
there for decades, appearing periodi-
cally over the years to cause string after 
string of brutal murders in the area, 
always leaving victims without their 
blood, but always with one or more 
missing body parts. It usually haunts 
the place for a few months before fading 

into obscurity again, and no one really 
knows why.

 Witness reports in these periods of violence are 
always the same: They describe the silhouette of 

a woman in the middle of the night, standing eerily 
still and in some cases, crying, singing, or just calling 
out for anyone that will hear it. Very few have seen it 
up close, but multiple accounts specifically call out its 
unnaturally pale complexion. The thing also apparently 
has a penchant for wearing pretty dresses, and if the 
testimonies are any indication, it never wears the same 
thing twice. Interestingly enough, the first sighting that 
focused on its clothing dates back to the 1960s, describ-
ing it as “the latest Parisian fashion.” Who would’ve 
thought?
 This thing is so efficient at what it does that almost 
no one has seen it actually move, at least no one who 
has lived to describe it. Some of the local urban legends 
have a victim running away, only to look back and find 
the creature has moved closer. Its living mannequin 
schtick has earned it its colloquial name “La Celestina,” 
referencing an old local boutique famous not for its 
fashion but for its lifelike hand-carved mannequins, 
which burned down many decades ago. It can’t be a 
literal mannequin, can it?

General Difficulty: 5/ 2

Standard Dice Pools: Physical 9, Social 3, Mental 5

Secondary Attributes: Health 8, Willpower 5

Exceptional Dice Pools: Subterfuge (Mimic human 
form or speech only, see notes below) 9,  
Athletics (Climb sheer surfaces) 8, Awareness  
(Find isolated prey) 8
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Notes / Other Traits: Despite normally moving with 
its body parallel to the ground, La Celestina can stand 
upright (or upside-down, depending how you look at 
it), pressing, twisting, and locking its mass of limbs in 
place to assume a convincing human shape — most 
commonly a feminine one. This mimetic trick works 
better in the dark, when victims can see its silhouette, 
and the creature will often wrap itself in long gar-
ments to conceal its nature more easily (surprisingly, 
showing a consistent preference for high-fashion and 
designer clothing). No matter how good this guise is, 
however, La Celestina must stand still to maintain it, 
as any movement quickly reveals it to be something 
monstrous. It can also mimic human speech, limited to 
simple sentences but used to great effect to lure victims 
toward it. In combat it will attack with a flurry of limbs 
— raking, tearing, and scratching — treated as brawl 
attacks at +2 damage. It can also grapple its victim to 
perform a blood-sucking bite. (See general vampire 
rules.) Non-critical wins do no damage to La Celestina, 
but any such attack that would normally deal at least 
two levels of Aggravated damage will sever one of its 
limbs, reducing its Physical pool (and related Special 
Pools) by one die until the part can be replaced. La 
Celestina can lose a number of parts equal to Danger 
before her original body is exposed and it gains Weak 
Spot (Original Body). If outnumbered, La Celestina will 
always try to flee, including up along a wall if that’s the 
most effective route, and it will face superior numbers 
only if cornered. La Celestina also has all the listed 
vampire traits.

G O A L S  A N D  O B J E C T I V E S :
●	 La Celestina is a blood-drinker resembling a ma-

ny-limbed mannequin, compelled to collect human 
organs and parts to maintain its body, as well as to 
assist in what it believes is the process to create more 
like itself. It doesn’t know who created it, or even 
have much of a sense of self, but if it can be coaxed 
into describing its experiences, it considers itself 
unfinished, compelled to take not just blood but 
other parts of its victims’ corpus.

●	 Guided by a set of directives and basic needs, La 
Celestina primarily operates following the instinct 
to fulfill them, but it is by no means naive. The last 
 

few decades have molded it into a predator capable 
of assuming different human shapes and poses, 
going so far as to mimic speech and sounds like 
singing or crying to draw the attention of its prey. 
Once a victim wanders too close or turns its back to 
it, La Celestina twists and unfolds its many-limbed 
body to either strike immediately or give chase.

●	 Driven by a sense of longing for companionship 
instilled by its maker, the vampire’s ultimate goal 
is to create another one like it, but it doesn’t quite 
know how. Thus, it continues to pursue this task 
endlessly, harvesting and preparing what it deems 
to be the perfect body for its “child” and falling 
dormant upon completion, only to reawaken years 
later to discard the rotten tableau and begin the 
process anew.

●	 Appearance: La Celestina has transformed it-
self over the years into a more efficient predator, 
becoming a patchwork of body parts with varying 
skin tones and textures. Its original body can still 
be seen at the center, contrasting with the rest in its 
pale marblelike complexion. Multiple arms and legs 
allow it to crawl at great speed like an insect, and it 
currently possesses a total of three heads: one where 
a normal human head would be, and two others lo-
cated toward the bottom of its original torso, fused 
at the end of smaller pedipalp-like appendages. The 
double heads are actually the creature’s sensory 
organs; it moves in the direction they face, treating 
it as its “front”, whipping the heads around franti-
cally for increased awareness. The original head is 
more vestigial than anything. Its eyes are clouded 
with cataracts and its hair is stringy and dull, but 
it’s still used primarily as the “face” whenever it 
assumes its human guise (see below).

In Stories
La Celestina is an instinct-driven creature with little 
regard for logic or emotion. While clearly a flawed cre-
ation, it is extremely efficient at doing what it was creat-
ed to do. Its single-mindedness can be as much a flaw as 
it is a strength, as it will often disregard its own safety 
to complete a task, so long as it deems it sufficiently 
important. That being said, it is very adaptable and no 
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stranger to Hunters, and will more often than not avoid 
confrontation with anything except obvious prey.
 The connection between the old Casa Celestina 
boutique and the eponymous monster goes deeper 
than most people realize. Hunters who investigate the 
history of the place can learn of an incident that has 
been all but buried: the lynching of Federico Camacho 
over 70 years back. Camacho was the artist behind the 
boutique’s lifelike mannequins, and later in his life be-
gan killing people in patterns that match La Celestina’s 
own. He used the remains of his victims to build more 
“realistic” creations, even going so far as to display some 
of them in the boutique, wearing the latest fashions. 
He got away with this for years, with customers being 
none the wiser. But after one of the mannequins’ faces 
was recognized, a group of local workers killed him 
and burned the place down before authorities could get 
there. Owing to the Colonia Roma’s rise as an aristo-
cratic district back then, this grim event was covered up 
in an attempt to keep the area’s prestige.
 What’s unclear is what Camacho actually was. Ac-
counts of him don’t indicate that he was himself a vam-
pire — so did he make one, somehow? Or was Camacho 
acting at the behest of something more nefarious that 
itself possessed the ability to bestow the vampiric state 
upon unfortunates? And even if that were true, why 
construct one, instead of working the turning upon an 
already-whole individual?
 La Celestina either doesn’t know or can’t remember. 
Between one hunting cycle and the other, it hibernates 
in a subterranean lair beneath the ruined Casa Ce-
lestina, Camacho’s old sanctuary and storage facility. 
Few things can stop it in its tracks, but the likeness of 
Camacho, be it in voice or appearance, will do the trick, 
at least until the creature recognizes it for a falsehood.
 Hunters may also discover La Celestina’s goal of cre-
ating another vampire, delving into its anguished efforts 
to bestow false life to its numerous failed creations. 
Success would finally fulfill La Celestina’s purpose, 
releasing it from the burden of existence, while risking 
the creation of another possible threat.

Encountering La Celestina
●	 La Celestina’s most recent hunting spree has been 

the longest one yet, and locals are worried it won’t 

end this time. Authorities have attributed the 
murders to street violence, with none of the inves-
tigations digging deeper than that. The Hunters, 
however, learn that multiple witnesses claim to have 
seen La Celestina’s silhouette in streets and alleys 
around the time of the murders, and residents attest 
to having observed a similar presence near their 
windows at night.

●	 While exploring the subway tunnels of Mexico 
City, the Hunters encounter a rotting stench and 
the sound of rats scampering. Illuminating the 
shadows, they find La Celestina’s latest tableau, and 
their presence awakens the “vampire” from some 
shuddersome hibernation state. It briefly resists 
them violently, but then collapses in a pile of gory 
failure.

●	 An old woman named Raquel, who was one of the 
members of the mob that killed Camacho, is still 
alive in the area. She went on to become a Hunter, 
and has faced La Celestina multiple times through 
the decades. But now that she’s old and frail, the 
vampire is out to kill her to prevent her from inter-
fering again. When the Hunters are called to meet 
her, it’s too late. Parts of Raquel have been taken, 
but her notes and leads remain for the Hunters to 
follow.

●	 Once La Celestina realizes it’s being hunted, it will 
do everything it can to trick the Hunters into vul-
nerable locations, using victims as bait and mimick-
ing the sound of other Hunters to disorient them. 
Its ultimate goal will be to lead them underground, 
where it can strike in the darkness and generally use 
the place to its advantage.

Additional Dangers and Victims
●	 La Celestina’s lair (previously Camacho’s) is located 

deep underground beneath the old Casa Celestina 
building. Heavy construction and gentrification of 
the area throughout the years have sealed its ground 
access, but the place can still be found by traveling 
through the nearby subway station tunnels. Hunt-
ers who delve into this space risk triggering the 
booby traps with which Camacho had protected 
the vile workshop. ■
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