Where Do We Start?
This game is set in medieval England, January 2nd of the year AD1212.  

Who You Are

You are a group of characters that have known each other – in one way or another – for at least a decade.  When you create your personal character backgrounds, feel free to affiliate yourselves with each other in meaningful or creative ways.  For example, some of you may be related to each other (brothers, cousins, uncle/nephew, etc.).  Some of you may be co-workers in a guild or profession.  Some of you may be priests/penitents – perhaps one character is a monk and another among you a parishioner and have struck up a friendship.  Some of you may supply goods or services to others among your group (such as a merchant/craftsman and a noble that buys the goods).  Remember that this is set against a real historical backdrop (northeastern England in the middle ages), so if you need any reference materials to help you know the era and environment better please check the game website for them or let me know. 

How you slice all of this is up to you as a group, and I encourage you to chat among yourselves (via email or however you prefer) to work out ways to integrate your characters with each other, to draw lines from one character to another.  You may have opinions about each other (and even suspicions) and none of you are required to fully trust others in your group.  Your level of affinity with each other should vary and be as realistic as you can make it.  
All of these connections with each other are important for two reasons:  One, your group will more easily come together with a level of trust and integration.  Two, this will allow you to know your capabilities and special strengths (and weaknesses) and thereby be able to work more effectively together.  You may keep secrets from each other (that is always encouraged in this kind of game), but you also know a good deal about each other.  None of you are strangers to the others.

Your Special Powers
Once you complete your character, you will have selected a set of powers and written them down.  In terms of gameplay, your characters have developed these powers only over the last month.  Each of you had a series of vivid dreams, in which you would see versions of yourself manifesting powers.  In the light of day, you discovered that you were able to actually do the things that you saw yourself doing in your dreams.  What you did from that point is up to you – you decide:  Did you tell your friends?  Did you tell your Abbot?  Did you tell your family?  Did you keep it to yourself?  Figure something out – roleplay it with yourself and your character background.  Let me know if any questions.  The consequences of what you decide here will come into play once the game starts.    

How Special Powers Are Viewed
In this medieval world, the power of God is known and accepted.  The powers of mystics and witches is known and accepted as well. Those who do not possess special powers tend to look upon the demonstration of such powers in one of two ways:  with suspicion and fear, or with awe and reverence.  How a commoner may respond to a character casting an obvious ritual will depend on the circumstances (what the character looks like, the character’s profession, what the character is trying to do, where the character and observer are located, etc.).  In one instance, the observer may believe the character is performing a true miracle from on High.  In another instance the observer may believe the Devil is at work.  You each feel that manifesting your special powers in public may not be something that will get you into immediate trouble.  But given the superstitions of the time you know you should be covert about it.  At the start of the game, none of you have yet manifested your powers to anyone else but yourself.
For those who possess the ability to manifest Faith or Magic based powers (i.e. your characters), they do not necessarily view each other with instant fear or friendship.  Few can produce miracles or heal the sick.  But when you are in the presence of others that can do as you do, there tends to be an immediate sense of familiarity.  From that moment on there could be suspicion and distrust to be sure, but at least you know you are in proximity to someone that has powers similar to your own, and you know this is rare.  
You each understand that the energy to manifest these powers comes from God and nature.  Remember, this is a highly religious and unscientific society, so supernatural explanations for mystical phenomena tend to be the norm.  If you possess powers based on your True Faith, and you observe one of your friends (fellow characters) displaying a power that comes from a Magic Ritual, you will not instantly believe your friend is channeling the power of Satan. Rather, you will have an instinctive, underlying understanding that while your associate’s power may be channeled thru nature or local energy, it ultimately comes from God.  From your associate’s point of view, his Magical abilities are indeed from nature and he may also believe that the powers in nature come from God.  It’s just that he isn’t counted among the select few that God favors most – only those select few come to possess True Faith.  All of the rest must settle for Magic.  

So think of it in that way:  True Faith as the most direct expression of God’s power being channeled thru an individual.  Magic as the secondary means for a mortal to channel God’s power by making personal effort.  Not everyone can be given a nod from God.  Those that aren’t will find ways to stay in his good Graces nonetheless, they are just confined to other means.   
From a players’, metagaming standpoint, this game is not going to be about evangelism or Christianity or the Bible – I do not plan to have adventures that are Biblical or overly-referenced to Christian beliefs.  All I am saying here is how your characters should view the world from the perspective of their special powers.  

What You Know

All of you are aware that there is a shadow, night side to the world.  There are numerous tales of dark creatures that skulk in the night and prey on others.  There are rumours of actual events happening even as recently as several months ago.  There is a plethora of folklore and superstition surrounding the supernatural and creatures of the damned – the dead rising, the ghosts haunting.

Each of your characters has had an encounter with the supernatural one time in his life.  Each of your characters had a brush with the dark world and it made an impact on you.  For background purposes, come up with a situation in which your character came upon a creature of the night.  Here are some examples: 

· Your character was 7 years old and late one night saw out his farmhouse window one of the sheep being grabbed and carried away by a hideous, humanoid creature (perhaps a ghast or a wraith, in game terms).

· Your character was 12 and when walking out of church one morning looked over at the church cemetery and clearly saw a ghost-like creature hovering over one of the graves.  It pointed towards you then faded.
· Your character was 18 and out drinking with some friends at a local tavern, and when stumbling home spied dimly a dark figure in an alley biting into the neck of a female.  When it saw you it had a face more terrible than anything you could ever imagine – either before or since.
You get the idea.  Come up with a story about what you saw and when.  It could have happened in your far past, or more recently (as in the past year).  This incident is something that you have never forgotten.  Something about it startled and shook you so deeply that it left a permanent imprint.  You know what you saw was evil – against God – and sense that somehow your future life would be tied into that shocking incident.  From that moment on, you felt as though you had a role to play in knowing more about the supernatural and somehow dealing with it.  Maybe you didn’t go out of your way spending all waking hours trying to figure out everything you could about such things (for those of you that did, you would probably take a lot of dots in certain Knowledge abilities), but the thought of it has always been at the back of your character’s mind.  
Your characters would not be coming together to adventure if they did not have some form of pre-knowledge or affinity for the mysterious and the legends.  Each of you is extraordinary in some way – above your peers.  When the game starts at the first adventure and the first scene, you will come to understand how your group comes together all at once and why you have (almost suddenly) developed mystical powers.    
Where Are You?
As a game resource, two starting maps will be provided.  They will also be posted on the game website.  One is a generalized map of central Northumbria – the northeasterly portion of England where the game will start.  The other map will be of Lancaster Shire (or Lancashire) – the county where your characters have lived all of their lives up until now.  (The name Lancashire was derived from its old capital town of Lancaster – the Roman castrum or camp on the Lune, from which the names Loncastre and Lancastra afterwards changed to Lancaster.)
On your character sheet write down the name of the town or village where your character currently lives.  (The choices are on the Character Creation Handout.)  It does not matter so much which one you pick – none will be any better or worse than any other.  It is simply the place where you live now, likely where you were born, and where you probably believe you will spend your days.
All of you have been to the town of Lancastre at least once.  It is the second largest town in the shire.  All of you have been to the city of Preston as well – it is larger and is a minor city.  But Lancastre is the prominent town because the Baron of Lancastre (the feudal ruler of the shire for the King) lives there.  Because of such prominence, at some point in your lives you have travelled to both places – perhaps only a time or two, perhaps frequently.  During the game, one of the first places your group will visit will be Lancastre.  This means you know how to get there and you will already know a lot about the place – when you arrive you will not have to ask the guards at the gate to show you how to get to the local tavern.  Also, you will not be traveling thru unknown, strange or foreign lands.  You are familiar with your shire, but you may not know all there is to know about it.  None of you are worldly travelers, so there is still some things about your region that are unknown to you – places you have not traveled to, places you may have heard strange rumours about.  You may hear the name of a place and be able to point to where it is on a map, but this doesn’t mean your character has necessarily been there.  As always, please chat with the GM for any questions or guidance.  
A Last Word

Each of you is responsible for coming up with your own character backstory and history.  However, since we are playing a new style of WoD game – mortal hunters hunting the immortal hunters – mortals seeking out the supernatural, creating a mundane backstory may present some challenges.  This game is set within a real period of history, and some of you may need some guidance as to that history in order to better write up your story.  If anyone would like assistance or guidance in crafting your backstory and history, please feel free to chat with me about it and I will help.  Otherwise, hopefully you will have fun with the process of creating your character.  This should be a different, if unique game.    
