Anonymous
Mortal

“Everything you can imagine… is real.”
- Pablo Picasso
To express the inexpressible and immaterial. To escape the limits of the physical, the practical,
the mechanical. To impress a boy. To prove yourself to yourself. To find some seemingly more
fundamental truth to it all. To touch the face of god.
Whatever the reason that drives your art, and by whatever of myriad forms it might manifest,
be it in music, poetry, sculpture, song, be it by brush or pen or camera or carving knife…
… be careful, as they have always told you, what you wish for.

Setting & Themes
Supernatural - Philosophical - Mystery - Thriller - Conspiracy

It’s hard to market a mystery. There is, understandably, far more that we can’t say than we can, but in broad strokes,
the game starts with a group of ordinary people, members of an unassuming online artistic community, brought
together in person, discovering the initial threads of a secret that will rewrite not only their world, but also their
place in it.
The world of Mortal: Anonymous is neither the new nor the old World of Darkness, although it draws on elements
from both, along with other settings, folklore, myths, and original content. Whilst set in the modern day of the
twenty- rst century, it also re ects a certain aesthetic of the ction and media of the nineteen-nineties.
Each game session will have its own focus, but will also form part of the ongoing story - a story that will involve
unravelling conspiracies, confronting urban legends, and, ultimately, making the kinds of decisions that will change
this broken world.
Some of these elements may not be immediately obvious on the surface, but we hope that you trust us that they are
there - we don’t want to spoil any surprises.

Gameplay
Mortal: Anonymous is an "IoD-style" game - that is, a blend of live action and tabletop play - using the 1st Edition
New World of Darkness rules, much like the current IoD Chronicles.
Starting characters will be created as per the guidelines in the Word of Darkness core rules, however a variety of
lesser templates and other options will become available to characters through roleplay as the narrative progresses.
Downtimes will play out between monthly sessions, using a slightly streamlined variant on the IoD's existing
downtime system.

“How shall we comfort ourselves, the murderers of all murderers?”
- Friedrich Nietzsche

