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“This first stage of the life of the whole race is savagery, raw nature: a condition in which man enjoys 
the most exquisite goods, equality and freedom, in full abundance, and would also enjoy them forever, 
if he would follow the hint of nature and understand the art of not abusing his powers and preventing 
the outbreak of his excessive passions.”

-- Adam Weishaupt, Die neuesten Arbeiten des Spartacus und Philo in dem Illuminaten-Orden
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Overview
“Shadow Parliament” is a Catalyst campaign to be directed by you: the Game Master (GM). 
The Catalyst manual defines the universe’s general lore and rules. This campaign gives specific 
characters, locations, and plot lines for your players to experience. Ultimately, this is a guide; as the 
GM, you lead players through this world. The details here are suggestions; you and your players tell 
the story you want.

This guide is for a GM, not the players participating. Let them experience the story through gameplay, 
not reading this document. You, however, should read this campaign in its entirety before starting. 
Immerse yourself; understand how characters react to the players. Keep in mind what information 
is appropriate to share with your players. You know the outcomes of decisions and motivations of 
characters; players learn for themselves.

“Shadow Parliament” follows the players’ secretive new lives after joining the Shadows. This 
clandestine organization protects humanity from an interdimensional war between superpowers. 
Though they start in New York City, the players’ humanitarian work takes them to Britain, Ireland, and 
the Vatican.

The campaign is designed for Catalyst’s recommendation of three to five player characters. Notes are 
given for fights needing to accommodate differing party sizes.

This is a longer campaign, expected to span around seven sessions. The narrative is semi-linear. The 
story branches at times and allows some flexibility in player decisions with differing consequences. 
“Shadow Parliament” is recommended for GMs who are familiar with role-playing games, but not 
necessarily experienced leading campaigns. 

History
Humanity is trapped in the middle of an interdimensional 
war. Two superpowers have been battling for supremacy 
since time immemorial. On the one side are the angels: 
an enigmatic race focused on discipline and order. Their 
opposition is the demons: brutish, ruthless creatures bent 
on gaining glory through bloodshed.

Both sides dwell in a realm far from Earth. They harness 
mystical forces to power them and their wars. Though 
humans did not manifest magic on their own, the Earth is 
a fount of energy. Both angels and demons recognize the 
strategic advantage in controlling this untapped resource. 
The demons wish to control Earth’s energy and subjugate 
its native species. The angels merely seek to deny the 
demons this power.

Crossing through to our world is an extremely costly ordeal, exceedingly prone to error and fraught 
with danger. Aid is required from our side for any reasonable chance of success. The angels and 
demons have a few undercover agents in our world helping achieve their goals, but they rely on 
human assistance.

To help facilitate cross-dimensional travel, select humans were gifted magical powers by their 
respective sides. This process unlocks the latent energy present in an Earth creature. Unlocked 
humans tap the vitae and vigor in their bodies and manipulate the world through spells.
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Illuminati

While the Shadows hide humanity from mystical war, the Illuminati want to gain the demons’ power for 
worthy humans. The average person would not appreciate such a gift and fears the repercussions of 
a superior race’s migration. These weaklings deserve to be culled like cattle as their superiors exploit 
the world’s magic. Despite having no trepidation towards the demons’ arrival, the Illuminati keep their 
agenda out of the public eye. The horde is not yet here and a peasant army could still ruin millennia of 
planning. 

Early demon worship was confined to small, occult sects scattered in the hidden areas of the world. 
A series of successful summonings gave the proto-Illuminati the drive to expand and mobilize. In the 
heart of the Holy Land, surrounded by spiritual energy, they attempted to destroy the barrier between 
worlds.  Improper technique and Shadow interference cost the cultists dearly, both in lives and magical 
knowledge.

While the interdimensional spells were lost in the violence, the near-success spurred on the desire 
for power. The Illuminati became a world-wide organization. Globalization let them gain resources 
and support from merchants and businessmen operating in unregulated frontiers. As corporations 
exceeded states’ powers, the Shadows lost their fiscal and legal advantages.

Illuminati enchantment research is at an all-time high. The techniques for opening portals into our 
world have been rediscovered. The key components are specially imbued runestones from the demon 
realm. Shuttling them across dimensions requires ludicrous amounts of vitae to be shed on both sides.  
In addition to that hurdle, the artifacts arrive in unexpected places and often end up in normal humans’ 
hands. Illuminati agents are constantly searching for these relics. When they get enough, they win this 
war.
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Once past the secretary, the players find themselves in the secure area of the 39th floor. Several offices 
and conference rooms line the hall, with Illuminati guards pacing around. Players are not hassled by 
security as long as they keep moving. Acting suspicious or lost causes the armed magical guards to 
ask questions. Vents lead above Rockefeller’s office. Anyone waiting outside hears the Illuminati figure 
talking to a German man. They are discussing using the Bilderberg conference to further destabilize 
the EU’s connections to Britain, lessening Shadow influence in mainland Europe.

If confronted, Rockefeller is not keen on talking. Meta spells sense only the people in the wing, no 
artifacts. Information has to be extracted from either a captured Rockefeller or the office of a dead 
man.

Battle Notes – Omnicom Illuminati Wing

• Opponents
o Justin Rockefeller
o Bilderberg Representative
o 4 Omnicom Guards

• Terrain
o The luxury office has elegant furniture in a clean layout
o A full-wall window looks over Manhattan
o The ventilation system runs through the ceiling (4 meters above the floor) with exits over 

the office
• Setup

o Rockefeller is seated at his desk, confident in his abilities
o The Bilderberg rep is seated in a comfy chair to the side, though does stand when the 

hostile MAJI agents enter
o Guards are separated from each other in the other parts of the wing, between 15 and 45 

meters away
• Tactics

o Rockefeller starts the fight by casting sentiency spells on the players 
o Guards attempt to trap the players by blocking the exit
o Since the guards are running from so far away, it takes them between 4 and 12 turns to 

reach the office
• Special

o Omnicom guards only enter the fight if they hear gunshots or similarly loud noises
o The window takes 10 damage before collapsing the subsequent turn (if someone is 

forced into it, it takes the same damage as the character)
o Rockefeller dies if he goes 5 below his drop point, unless the players are explicitly trying 

to preserve him
• Resolution

o Success: If he is alive, Rockefeller mumbles about a key in his desk. He is half-
conscious, but when the key is picked up he begins laughing, claiming his servants will 
finish the MAJI off there. Otherwise, being implicated in this murder dooms them in the 
public eye. They must sweep the office for clues and do so quickly.

o Failure: Illuminati cleaner squads remove the players’ corpses and any evidence of their 
break-in. Any police sniffing around would jeopardize the demons’ arrival.

The only distinct item in Rockefeller’s office is a safe deposit box key wrapped in a receipt. Players 
gain 100 experience when they find it. The Illuminati member stored something earlier this morning. 
His bank is only a few blocks away. This lead is the best clue players have.
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Non-Player Character Stats
The underground world of these secret societies is not safe. The players struggle against rival agents 
and vicious demons as they protect humanity. These brief descriptions of characters provide quick 
reference during battle. These stats are not concrete. Please adjust them as you see fit, since your 
party may be balanced more or less towards combat. The fights should be challenging, but winnable 
without miraculous luck.

When players defeat opponents, they are free to loot the fallen corpses. Roll fragility checks for all the 
listed equipment. Include other items you want to provide your crew, particularly money, potions, or 
any random equipment adding interest to the narrative. 

Civilians

Bank Robber
Strength: 7 Willpower: 7 Vitae Capacity/Drop Point: 0/-10 Speed: 3
Dexterity: 7 Perception: 7 Vigor Capacity/Drop Point: 0/-10 Spell Capacity: 2
Fortitude: 7 Charisma: 7 Firearms Check: 1d6+1 Acrobatics Check: 1d6
Intelligence: 7 Reaction: 7 Melee Check: 1d6 Vein Check: N/A
Weapons (Damage): Pump-Action Shotgun (1d12) --or-- Revolver (1d8)

Feng Yun
Strength: 6 Willpower: 4 Vitae Capacity/Drop Point: 4/-8 Speed: 4
Dexterity: 9 Perception: 6 Vigor Capacity/Drop Point: 10/-10 Spell Capacity: 
Fortitude: 8 Charisma: 6 Firearms Check: 1d6 Acrobatics Check: 1d6
Intelligence: 6 Reaction: 7 Melee Check: 2d6+2 Vein Check: 2d6
Weapons (Damage): Martial Arts(1d6+1)
Spells: Push(1), Throw(1)

Police Officer
Strength: 8 Willpower: 7 Vitae Capacity/Drop Point: 0/-11 Speed: 3
Dexterity: 7 Perception: 7 Vigor Capacity/Drop Point: 0/-10 Spell Capacity: 2
Fortitude: 7 Charisma: 6 Firearms Check: 2d6 Acrobatics Check: 1d6
Intelligence: 7 Reaction: 7 Melee Check: 2d6+1 Vein Check: N/A
Weapons (Damage): Semi-Auto Pistol (1d4*2), Baton (1d6+2)
Abilities: Takedown

Yun’s Boyfriend
Strength: 8 Willpower: 5 Vitae Capacity/Drop Point: 0/-10 Speed: 3
Dexterity: 6 Perception: 6 Vigor Capacity/Drop Point: 0/-9 Spell Capacity: 2
Fortitude: 6 Charisma: 6 Firearms Check: 1d6 Acrobatics Check: 1d6
Intelligence: 5 Reaction: 6 Melee Check: 1d6+1 Vein Check: N/A
Weapons (Damage): Screwdriver (1d3+2)


