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CREATURE FEATURE: MURDER WRAITH

M

ost decent people of the world revile
necromancy, and the Murder Wraiths
are a shining example of exactly why.
Combining the altered biology and neurological
makeup of a Juicer with the powers of undeath
is a nightmare recipe of epic proportions.
Unfortunately, the Necromancers of the Grim
Reaper cult within the Federation accomplished
just this terrifying feat.
It all began with the inevitable desire of
some Juicers to find a way to defeat the death
sentence their upgrades imposed upon them.
The dangers and utter loss of detoxification
were unacceptable; there had to be a way
to keep going while retaining
the unbelievable power they
were now addicted to. This
is where the worshipers of the
Four Horsemen embodiment
of Death seized an
opportunity to create
far more devastating
servants than the
typical zombie.
They designed blood
rituals and other arcane
rites to prepare the body
of a Juicer to maximize the undying
power to be placed in her. In order
to receive this "upgrade," a Juicer
must first find the Grim Reapers and
convince them to accept her. If they
do, she must spend her remaining
time alive committing countless
murders—both to serve the greater
goals of the Grim Reapers (and, very

often, the Federation of Magic, with whom the
cult is strongly allied) and as acts of faith to the
dark god known as Death. As the "Last Call"
is sensed, the chemicals within the bio-comp
are replaced with alchemical compounds that
transform the Juicer into a vessel ready to receive
everlasting life... and eternal hunger.
The Juicer's final death throes are horrible,
painful, and often maddening. What rises up is a
monster; one who remembers her humanity and
retains her personality, yet that humanity is a
thing of the past. Driven by hunger and the
inescapable need to serve the Necromancer
who raised her, she is now a Murder Wraith,
possessed of even more power than
she had in life, but no choice
other than to serve evil and
darkness for all eternity...
or until someone or
something puts her down.
Murder Wraiths are
one of the more powerful
forms of undead in the world, yet
they have their weaknesses. They
depend on both the life essence
and the flesh of sentient living beings
to go on, and their days in the sun are
effectively over. They take on the look
of someone no longer quite living—
sunken eyes, sallow or pale complexion,
and a stench to match. Whatever decency
may have existed in the mind or soul of
a Murder Wraith is gone, leaving only
the most evil and corrupted parts of
the persona left.
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Attributes: Agility d12, Smarts d6, Spirit d8,
Strength d12+4, Vigor d12+2
Skills: Fighting d12, Intimidation d8, Notice d6,
Shooting d12, Stealth d10, Streetwise d6,
Taunt d6, Throwing d8
Pace: 16; Parry: 8; Toughness: 19 (6)
Hindrances: Bloodthirsty, Overconfident
Edges: Brawny, Charge, Combat Reflexes, First
Strike, Fleet-Footed, Improved Frenzy, Quick
Gear: Juicer Plate (+6 Armor, +1 Toughness),
JA-9 Laser Rifle (Range 40/80/160, Damage
3d6+1, RoF 1, AP 3), C-18 Laser Pistol (Range
15/30/60, Damage 2d6, RoF 1, AP 2), VibroSword (Str+d10, AP 4, Mega Damage), 2 Frag
Grenades (Range 5/10/20, Damage 3d6, Mega
Damage, LBT)
Special Abilities
Bond of Servitude: Each Murder
Wraith must serve the commands of
the Necromancer who raised her. If she
wishes to deny this, she must succeed in
an opposed Spirit roll, which she makes at
–2. On a success, she gains a single round
of action to try and kill her master, while a
raise grants her three rounds. If her master
is killed, she is freed...yet she must live on
as the monster she is.
Fast Regeneration: The evil sustaining these
beings allows them to roll a Vigor check to
recover wounds each round. They also gain
+2 to recover from Shaken.
Hunger: A Murder Wraith must consume
at least a pound of sentient flesh a week or
it turns to goo and dies. It must also drain
at least 10 PPE from living creatures each
week or suffer the same fate. The latter is

accomplished by touching a victim who is
in pain (GM's call, but Shaken or wounds
from damage certainly apply). The Wraith
then makes a Vigor roll vs the target's Spirit.
Success drains 1d4 PPE, or 1d6 with a raise.
Against victims with no Arcane Background,
Murder Wraiths can only drain a single
point of "ambient" PPE.
Invulnerable: Murder Wraiths can only be
truly damaged by arcane magic and silver
(Cyber-Knight abilities count as magic for
these purposes). They can only be Shaken
by other attacks, even ones as powerful as a
Glitter Boy's boom gun or a Burster's Flame
Bolt.
Sensitive to Sunlight: Sunlight causes these
creatures great problems. They suffer –2 to
all Trait rolls during daylight hours, even
if indoors or in the shade. Direct sunlight
imposes a –4 to all such rolls.
Uncanny Reflexes: Like Juicers, Murder
Wraiths are –2 to be hit in combat. No longer
dependent on the bio-comp, they start any
combat situation with this ability.
Undead: As undead, Murder Wraiths take
no additional damage from called shots,
never suffer wound modifiers, and are
immune to disease and poison.
Weakness (Blessed Weapons): Attacks from
holy or blessed sources or weapons—such
as those by Mystics and Cyber-Knights—do
+4 damage to Murder Wraiths.
Weakness (Magic / Silver): Murder Wraiths
can be killed by magical or silver weapons.
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