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Background  
The game is not intended as a criticism of any particular 

religion or religious community. But it can be seen as a 

comment on any kind of fanaticism.  
The cult in the scenario draws on Christian sects such as the 

Amish, Jehovah's Witnesses and the Pentecostal movement, 

the cult's image of God is also based on Christian/Jewish 

scriptures. On the surface, the cult can be interpreted as an 

extreme Christian sect, but the scenario also leans on 

Lovecraft's universe, as the god is a real, terrifying and tangible 

but indescribable monster. The idea of the scenario is to 

remove the players' doubts about the authenticity of their deity 

and allow them to act with the certainty of people who are 

more than strong believers. 

The characters are supposed to act on the certainty of the truth 

of their beliefs, and therefore know the benefits and 

consequences of their actions. Over the course of the game, 

they must consciously build a bond, or love for their loved one, 

their faith, and themselves, with the background knowledge 

that they will sacrifice some of it. 
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Introduction 
A cult-like society called "The Eternals" has lived with a divine 

being for centuries. This being provides them with protection 

from disease, accidents, and external threats, but only through 

rituals and sacrifices. Every 20 years, the cult makes human 

sacrifices, whereby they receive the blessing of the God and 

enter into an unholy symbiosis that binds the cult and the 

being in a common enslavement. 

The players basically play the three selected young cultists. 

They are sent on pilgrimages outside the cult to obtain new 

blood; to the cult in the form of new members, and to their 

deity in the form of sacrifices. The cultists must each find one 

partner who must be able to accommodate being a possible 

future life partner for the cultist, a member of the cultist's family 

and a possible sacrifice to the god. For the cultist does not 

know in advance what fate will be the end of their partner or 

their own. A fate that lies not only in the hands of their god 

Asfherus, but also in their own hearts. For Asfherus always 

demands the greatest sacrifice he can, a sacrifice the cultist 

least wants to lose. 

In addition to the cult roles, players also have a role as one of 

their fellow players' future partner, and a role as the god 

Asfherus for their other partner.  

As a partner, they are either seduced, lured or forced by the 

cultist to return to the cult. As Asfherus, they are the helpful 

and greedy god who tries to give good advice to the cultists in 

their attempt to navigate an unknown world and social 

situation. 

The core scenes of the scenario are the interaction scenes 

between the cultist, the chosen partner and Asfherus. These are 

a series of date scenes for each player. In these scenes, the 

cultist and the partner learn about each other's thoughts, 

dreams and intentions. All the while, the cultist has Asfherus by 

their side, who whispers good advice to the cultist in his 

courtship, or scolds when the cultist is not honest with themself. 

Will the partner accept the cultist? Can the cultist learn to 

accept themself, and can genuine sparks perhaps arise 

between the cultist and the partner?   

The date scenes are generally sandbox scenes, where players 

are given virtually free play to explore and develop their roles. 

The other scenes in the scenario are relatively fixed, with fixed 

scenes, game-master-controlled NPC’s and clear descriptions 

of the progression of the scenes. 
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The overall function of the game master is to set and stop the 

scenes and play ad hoc supporting characters. Otherwise, the 

game master's task is to continuously instruct the players in the 

game's effects and describe the setting. 

There are two main types of scenes. One type is everything 

that goes on at home in the cult. These are relatively simple 

and straightforward in the classic game master sense. Here, the 

game master must sow the seeds of dramatic play and via the 

NPC’s fill as much pathos on the players as possible. The 

scenes at home in the cult are very tight, with very little 

opportunity for players to deviate from the story. This is the 

point. 

In the scenes outside the cult, players have far more freedom. 

Much of the drama is supported by the players. If everything 

runs smoothly, the game master's job is to start the scenes and 

otherwise step back and let the game unfold. If players end up 

playing too far off a tangent, or there is no development or 

drama in the scene, the game master can help them move on. 

First by pointing out the players' aids, but if that doesn't help, 

the game manager should guide the players more concretely 

back on track.  

The game master must support and encourage the players to 

do as much drama as possible. 
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Game Themes 

and Mood 
The Blessing works with three overarching themes. 

• Willingness to sacrifice  

• Love and desire for others or for oneself 

• Religious, sociatal and family control  

Since the players themselves choose which partner their cultist 

role wants to court, it can be different how much the individual 

themes will take up space for the individual player. The cultist 

roles generally lean differently towards the three overarching 

themes. It is up to the player to choose which way they want to 

turn their character's story.  

The majority of the game takes place as a series of dates, 

where the cultist and the partner get closer to each other. They 

show each other their strengths and weaknesses, and the cultist 

learns how the partner wants to be seduced. All this while the 

cultist has the certainty that the future partner must be able to 

be part of the cult's everyday life, their own future or potentially  

 

sacrificed to a deity. Fates they themselves are not aware of 

how little or how much influence they have on.  

The cultists must be allowed to explore and develop  

their relationship, with the consequences this may have in 

the back of their minds.  

Can they find optimism in their choice of partner,  

or do they fear that Asfherus cannot accept their chosen 

partner? Do they try to ignore the future and hope for the 

perfect result? Or are they trying to shield themselves, and not 

daring to jump fully into acknowledging their dreams for the 

future? This is where the god Asfherus comes into play. 

Asfherus always wants to pull forward the full truth, and he will 

try to open up to the cultist's feelings with support, help and 

flattery. If the cultist resists, Asfherus will use threats and attack 

the cultist's weaknesses. All this in order to find the cultist's true 

dreams and hopes, so that Asfherus can crush them. 

The mood during the game is intended to shift from being 

hopeful, romantic, and awkward, to being anxiety-provoking 

and insecure, and finally being cruel and sorrowful, with lost 

dreams and disappointment.  

When the game is over, players should be aware that it is the 

control they as Asfherus have over the cultists that means that 

they will never have any other option than to blindly follow and 

worship Asfherus.  
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The roles  
The cult troles 

Alvah "The Penitent": Alvah has killed their sister in jealousy and 

as punishment has been ordered to take her place among the 

chosen ones for the pilgrimage. Alvah is burdened with guilt 

and self-hatred. Myrat wants to purify themself. 

Lucin "The Golden Child": The cult's great prophetic hope, 

which has never earned the love the cult gives. Lucin is a 

wandering imposter syndrome and wants to bring a sacrifice 

that matches their desired view of self. 

Myrat "The Subdued": Myrat comes from a family branch of the 

cult with lower status, and has been paced by his mother. The 

mother's pressure has almost wiped out Myrat's self and needs. 

Myrat wants to find their own identity. 

The god Asfherus  

Asfherus is a Cthulhuoid creature/monster who has taken on 

the role of the God of the cult. By feeding the cult's followers 

with his blood, he keeps them tied to him, but also protects 

them from disease, accidents, and prolongs their lives. It gives 

him access to their thoughts and dreams, and they bring him 

blood sacrifices to eat. Weekly he exchanges blood with the 

adult members of the cult. Once every generation (20 years), a 

group of youngsters are sent on a pilgrimage to keep the cult's 

blood fresh and renewed, during a ritual called the Blessing. 

Asfherus acts as the good and protective god who helps his 

followers for altruistic reasons. The sacrifices during the 

"Blessing Ritual" are referred to as a necessary evil for the 

common good, and are associated with great honor for the 

chosen youths. 

 

The partner roles 

Anna: The activist who dreams of not having to fight anymore. 

Johan: The fitness coach who wants a quick-fix against 

weakness. 

Lena: The librarian who has never had the courage to truly live. 

Leo: The firefighter who has lost trust in everyone and himself. 

Lucas: The entrepreneur who sees his work and himself 

disappear. 

Malou: The influencer who fears being forgotten.  

Olivia: The student nurse who fights against the injustice of life. 

Rose: The gardener who most of all just wants peace. 

Viktor: The musician who dreams of freedom of creativity.  
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The Acts 
In the first act, the cultists are at home in the cult. The cultists 

each have a scene with their family unit, where the leading 

family members talk about their hopes for their young cultist's 

journey. A sharp pressure of expectations is established on the 

cultists from their surroundings, and this is made clear to the 

other players. The first act ends with the cultists' first blood 

sacrifice ritual, where they are marked with Asfherus' blood, so 

that he can follow and guide them on their journey. After this, 

the cultists are sent out into the world after their partner.- The 

act is to put pressure on the player. It focuses on honor and 

seriousness. 

The second act begins with a description of the world outside 

the cult and a brief presentation of the possible partners for the 

cultists to choose from. Afterwards, there is a communal scene 

with the cultists, where they can discuss their intentions and 

attitudes towards the possible choices.  

After this, the courtship starts with a series of meetings with 

their chosen partners, where they get to know the partner, as 

well as ask Asfherus and the other cultists for advice. - The act 

starts lightly, dreamily and hopefully, but later becomes more 

intense and serious for the characters. 

 

 

 

In the third act, the cultist is faced with the choice of  

how much they want to reveal about their true intentions 

and background. Do they think they know their partner well 

enough to be able to get them to join the cult voluntarily, or 

do they have to use more drastic methods? The act starts 

with a joint scene with the cultists, where they can talk about 

how their relationship works. This is followed by a scene for 

each cultist/partner where the cultist gets under the skin of  

the partner. The scene ends with a joint cultist scene where 

they discuss their final strategy for bringing their partners 

home. - In the act, the seriousness of the mission is 

rediscovered, and gives the cultists the opportunity for both 

redemption and evil. 

In the fourth act, the cultists are back in the cult, and the fate of 

the cultists and partners is decided. This fate is decided by 

another player in the form of Asfherus. Fate is the greatest 

sacrifice that the cultist can make, and thus the outcome that 

the cultist least wants.  

After this, the game ends with a short epilogue made by 

cultist/partner as a unit, where they tell Asfherus  

what they are grateful for.  
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The world  
and the supernatural 
The scenario takes place in a world that is fundamentally a 

likeness of our own in the 2020s. In the game, the characters 

can interact with the possibilities of the world as players know 

it.  

The supernatural 

In the blessing there is the supernatural. There are hidden gods 

and monsters around the world, there is sorcery and 

sometimes mystical rituals or prayer work. But it is not 

something the ordinary person is affected by and rarely even is 

aware of.  

However, the idea of wise women, ghosts, and otherworldly 

help is a little closer to the surface of human consciousness 

than in the real world. It can be compared to the curiosity that 

existed towards the supernatural around the year 1900, to 

séances and the fascination with ancient mysticism. A 

benevolence in the acceptance of the impossible.  

The fact that the supernatural is real makes the partners slightly 

less skeptical about authenticity when confronted with it. 

 

 

The world outside the cult 

There is pressure on political and religious tensions and 

disagreements about climate change. There is a massive focus 

on the self, with a pressure to live the perfect life, strongly 

staged by social media and advertising.  

The world is stressed, and you don't have to look far for an 

overall atmosphere of perdition and doomsday. In many ways, 

everything can be experienced as grey, worn out and resigned. 

Where in the world we are, is irrelevant. But overall, all scenes 

take place outside the cult in a big city in the Western world, 

the city will simply be referred to as the City. The city has 

everything a big city should have in terms of skyscrapers, an 

industrial district with a port and factories. There are slums, 

suburbs, parks, restaurants, churches, art and culture. The city 

has it all. The town is located a few hours away from nature 

reserves and more wild nature.  

If it's hard for players to define the place, then a big city in the 

northern United States or Canada won't be completely out of 

the way. 
 

 

In the scenario, no supernatural influence occurs other 

than the one Asfherus causes.  

 

Avoid factual contemporary political issues. They are not 

important to the scenario. And will potentially lead to 

genuine political discussions that could turn the scenario 

astray. 
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The cult of "The Eternals" and the ritual Blessing 

The cult has existed for about 500 years and arose when the 

first father of the cult, Father Rami, met Asfherus. Rami and his 

family became the founders of the cult "The Eternals". It is said 

that Asfherus has previously wandered as a human all over the 

Earth and found that man had become too simple, selfish and 

thought mostly about their own needs. That is why he created 

"The Eternals", where he gave the chosen people an 

unbreakable community. He sacrificed his own desire to 

wander, to give his followers a safe place to live, cut off from 

calamities, bad harvests, disease, and strife. It is also said that 

Asfherus sacrificed of his own blood so that his followers could 

live far longer than the lot humans was usually offered, so that 

they could explore their full potential as human beings. Anyone 

who regularly receives Asfherus' blood lives between two or 

three times as long as normal. 

The price of longevity and of being shielded from evil was that 

Asfherus' followers should do the same as Asfherus; Sacrifices 

of their own blood, renouncing their physical desires, and that 

they would not walk either. 

Rami's wife Eima sealed the covenant between Asfherus and 

the family by sacrificing herself. In doing so, Rami and his family 

received Asfherus' blessing and the benefits that come with it. 

The ritual of the Blessing is still performed once every 

generation (20 years), when Asfherus demands his sacrifice of 

life.  

Since the cult has renounced its desires, this also involves sex. 

But during the Blessing, Asfherus has his own lusts satisfied, 

and therefore sex is allowed while the ritual is going on, from 

the start of the pilgrimage until the ritual ends with sacrifices 

and a lavish feast and. 

Prior to the ritual, three of the cult's young people are chosen 

to wander out into the world to find partners, partly so that the 

cult can avoid inbreeding and partly to learn new things about 

the outside world. They must find new, worthy members for 

the cult who can strengthen their potential as human beings, 

and not least live up to Asfherus' demands for sacrifices. On 

the pilgrimage, Asfherus travels with the chosen ones. Their 

minds are marked with Asfherus' blood, which means that he 

can always be in direct contact with them and speak to them.   
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Asfherus has two primary goals:  

First, to find out what lies at the core of the cultist's personality, 

and force the cultist to find out if the cultist shifts focus to what 

it loves most. The cultist's partner, the community at home in 

the cult, or Asfherus himself. Basically, Asfherus does not care 

about the result of the cultist's realization. It is honesty that is 

most important. 

The second goal is to get the cultist to lure new blood home to 

himself and the flock. Asfherus knows that it is least risky if they 

come themselves. Therefore, he wants to help the cultist court 

the partner, and be a divine wingman. He has had centuries of 

experience courting people. 

The children who result from the Blessing belong to the cult, 

but will be seen above all as children by the pilgrims.  

Everyone who has completed the pilgrimage is guaranteed a 

child if they wish. Whether they have sacrificed their partner, or 

for the partner if their cult member has sacrificed themselves.  
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The actual sacrifice during the blessing 

None of the young pilgrims know exactly what they will end up 

having to sacrifice on their return, this is solely up to Asfherus 

to demand. But a sacrifice can have one of three outcomes. 

The sacrifice takes place in the sacred cave where Asfherus 

lives.  

The sacrifices are all seen by the cult's congregation as 

honorable. But some are perceived as more honorable than 

others.  

1. Asfherus demands a sacrifice in the form of the pilgrim's 

partner. It is the pilgrim's task to carry out the killing of 

this one. 

2. Asfherus demands a sacrifice from a part of the pilgrim. 

This is often a body part, but can also be a sense. This 

sacrifice is often considered the smallest and thus the 

least honorable, but can be compensated by how 

important the sacrificed part is to the pilgrim. It is the 

pilgrim themself who decides which part of is sacrificed. 

3. The greatest and most honorable sacrifice that Asfherus 

can claim is the life of the pilgrim. The cultist thereby 

becomes one with him. This part happens when the 

cultist wanders into the most sacred part of the cave to 

Asfherus and is never sees again.  

During the ritual, at least one sacrifice of a human being MUST 

be made. All sacrifices are made by the returned pilgrims with 

a ritual knife, or on the walk into Asfherus.  

 

 

  

In reality, Asfherus can do just fine with the cult's weekly blood 

sacrifices alone. The "blessing ritual" is Asfherus' way of 

gaining respect, keeping control over the cultists, and singling 

out the most rebellious elements from his flock. And they 

taste good. For Asfherus, there is no difference in how much 

honor is given to which sacrifice. 

During the game, the cultist roles mostly only know about the 

more positive sides of Asfherus. 
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The appearance of the cult 

The cult is a large, idyllic village at the foot of a small mountain, 

located a day's journey by horse-drawn carriage from the 

nearest town, the City. The village and the influence of Asfherus 

extend for miles in all directions from the center of the village, 

which is a dark rock cave in which the temple of the cult is 

located. At the back of the temple, behind a three-part altar, is 

a deeper cave in which Asfherus is located. Sometimes you can 

sense dark shadows writhing around like snakes or tentacles 

inside the darkness. Other times, you can hear the soft sounds 

of something big and mighty rumbling. Only Father Malkus can 

visit Asfherus and return.  

There is no economic system within the cult, and everyone 

shares everything with everyone. In most respects, "The 

Eternals" are a peaceful, harmonious and happy utopian 

community, where everyone is equal and "The Eternals" ARE 

truly happy. But on one point, there is still a hierarchical system. 

Those who are closely related to a pilgrim, or are close to the 

cult's religious leader, Father Malkus, have greater status and 

respect than those who are not. It is also Father Malkus who, at 

the request of Asfherus, points out which children are sent on 

pilgrimage. 

The village is inhabited by 3-400 people, all of whom are part 

of "The Eternals". The houses are made of wood and are all 

very elaborate and solidly built. The majority of the houses are 

connected to several extensions in the form of barns, 

workshops, studios, libraries or other types of buildings 

dedicated to the residents' hobbies and interests. Because 

when you live long lives, and do not have to worry about 

finances and accidents, it is important to have something to 

spend your time with and improve your skills. In addition to 

their individual expertise, all the residents share the practical 

tasks of everyday life. 

There are no cars in the town, but there are horses, bicycles 

and other objects that former pilgrims have brought home and 

have found a passion in. 

The cult's members usually dress a little old-fashioned and 

practical. They are not bombarded with advertisements or 

trends, and therefore mostly stick to their own trends and their 

own creations. There is no everyday uniform, but the style leans 

towards the style seen in the Amish or other low-tech religious 

communities. In religious ceremonies, they wear white robes, 

with red and gold embroidery, often representing the cultist's 

interests and focus. 

A peculiarity of the cult is that since several of the cult's 

members are former pilgrims, a proportion of the cultists lack 

something of themselves. A hand, their tongue, a leg or 

something else. For example, one of the cultists father figure 

(Father Malkus) is missing his nose from his own pilgrimage. It 

is perceived as a badge of honor because you have been a 

pilgrim, but also as a constant reminder that you only  

made what is perceived as a small sacrifice.  
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Game 

Mechanics 
Changing roles 

As players switch between three different roles throughout the 

game, you can make use of the scenario's name sign. The sign 

is a piece of paper that folds into a triangular standee. One 

side is printed with the player's cult role, the other is printed 

with Asfherus and the third is blank, where you can write the 

name of the role you have been assigned as a partner. Place a 

paperclip on each side of the sign's overlapping fold to 

stabilize the sign. Thus, the player can show which of the roles 

is active in the scene. 

The partner roles and the Asfherus role only become part of 

the scenario from Act 2. 

 

 

 

 

Asfherus, a shared role 

The role of Asfherus is shared by everyone. As Asfherus, you 

can see and hear everything the players say and do. Also, what 

Asfherus experiences among the other roles or in the scenes 

where Asfherus is not an active player. The player who is the 

active Asfherus is allowed to take advantage of this. Asfherus 

can't directly read the cultists' minds, but he has a good sense 

of the players' backgrounds and weaknesses. After all, he has 

known the cultists all their lives. 

Each player acts as Asfherus to another player's cultist role, and 

has their own character sheet for the Asfherus role. The role 

description is generally the same, but there is a brief 

description of which buttons for the active cultist that can be 

pressed 

A cultist role in a scene is allowed to talk and discuss with 

Asfherus. Such a conversation takes place inside the cultist's 

head, and is not something that other characters in the scene 

hear or can interact with. However, a partner player is allowed 

to use it to adapt their own role's interaction with the cultist if 

they feel it can spark drama or tension. The Asfherus player can 

interfere as much as they want in a date scene, as long as it 

leads in the direction of dramatic play. If the date goes well, 

Asfherus should stay more in the background.    
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Partnerroles 

A partner role is not a role you choose, but a role that is 

chosen by one of the other players from whom this cultist 

wants to court.  

There is a total of nine partner roles to choose from, and it is 

therefore not all the partner roles that end up being an active 

part in each run of the scenario. Before the game, all the 

partner roles' character sheets are folded in half, and laid out 

as the roles are mentioned in the Introduction Scene for Act 2. 

The role sheets are presented so that the page with their name 

is visible. The page with the name also has the role's job title, 

location and keywords for which themes the character 

proposes to play on.  

As soon as the first player has chosen a possible partner, a 

short scene "First meeting" is played, where the cultist and 

partner have the opportunity to talk to each other and see if 

there is any chemistry to play with.  Then they end the scene 

with a short goodbye, leaving the role completely out of the 

selection of partners, and letting the other players come in. 

Each player only has the opportunity to choose once, and only 

right after the first meeting. If they choose again, the other 

partner they choose is the one they play against for the rest of 

the game. They can also choose that the first one they choose 

is the right one. A "First Meeting" scene with a chosen partner 

ends with a place to be agreed on a date. A partner role must 

not opt out of a cultist. 

A partner role is initially the passive part of the courtship, but 

does not have to continue with this position later in the 

relationship. 

The art of courting 

It can be difficult enough in the real world to make yourself 

interesting to a stranger, and it is certainly also especially 

difficult if you come from another culture i.e. a cult, and you do 

not know the normal rules of the dating market. The game is 

not about whether the cultists succeed in finding a partner, but 

more about who they choose, especially how the partner 

affects the cultist, and what choices the cultist makes in the 

relationship.  

In the game, Asfherus casts a spell on the cultists before they 

leave the village. This spell means that those they meet all 

immediately have a positive attitude towards the cultist. The 

cultists thus give a good first impression, and people generally 

want to be nice and helpful to them. Narratively, this means 

that they can move around in a foreign city without attracting 

negative attention. In terms of gameplay, a longer immediate 

skepticism and wonder from the partner role, which is not 

necessarily very exciting for the story, is omitted, and drama 

can be jumped forward faster. The spell is not eternal, and if 

cultists directly injure people, or horrify their partner (or a 

possible supporting character), they will not maintain an 

automatically positive attitude.  
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Dramatic help 

A relationship between a cultist and a partner can easily 

become strange and uninteresting for the players if you have 

difficulty finding the drama in the constellation, or if you have 

difficulty reading each other – as roles or as players. The 

partner player has a slight advantage in having met the cultist 

role through the game's previous scenes. However, cold 

starting a relationship can be troublesome, especially for the 

cultist player. Therefore, as a partner, you have three pieces of 

paper on which are printed "Enchant me", "Blind me" and 

"Connect us". These are there for the partner player to signal to 

the cultist player, partly what will seem interesting for the 

partner role, what can lead their relationship forward, or what 

could provide the potential for good drama. 

Enchant Me – Shows that the cultist should be sincere towards 

the partner. Makes promises that the cultist can and will keep. 

That the cultist opens up to the partner. 

Blind Me – Shows that the cultist should make empty promises. 

Removes the dangerous and the ugly, that it can be risky for the 

cultist to be too real. Especially if the player feels that a later 

betrayal can make for good drama. This slip can also be used if 

the partner's player believes coercion is the only way forward.  

Connect Us – Shows that the cultist should seek togetherness, 

shared passion, love and potential eroticism with the partner 

role. 

The notes are not necessary to use in the game. But to avoid 

too many mistakes, prolonged unnecessary awkwardness and 

meta-games, or if the drama is about to come to a standstill. 

Then the partner player can help the cultist player towards a 

different track with the notes. Especially at the first meeting, the 

notes can be of great help.  

The notes may be used as needed, and the partner may 

exchange the notes throughout the game.  

Gender, sexuality and age 

The cultists are all around 20 years old, as they were conceived 

at the last blessing ritual. The roles are all written gender-

neutrally, and an attempt has also been made to let the names 

of the roles be gender-neutral. This is not so that they should 

be played without gender, but so that the players themselves 

can choose what they want to play. Although the roles can be 

played nonbinarily, this is not a specific theme in the scenario. 

They also determine the sexual orientation of their role. Neither 

gender identity nor sexuality will appear as a challenge or 

atypical for either partner. Within the cult, the age difference 

between adults of legal age is not something you think about. 

Therefore, they are free to choose from all potential partners.  

As for whether a partner and a cultist should be able to have 

children, biology is not a problem. (See the section on "The 

Cult of the Eternals and the Ritual of the Blessing.")  
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Dear game master, 

You have now received the thorough view of 

the world we play in, the themes the game 

deals with, the overall story and intention of 

the scenario.  

Parts of background information, especially 

in the world description, may not be included 

in the game at all. That's ok. The most 

important thing is that you feel safe in the 

overall story and that you understand the 

premises of the scenario. From here, you 

should be able to run the scenario going 

page by page, Act by Act, as the important 

knowledge for the players is retold, with 

descriptions of the necessary mechanics as 

they are presented to the players. There are 

many things for players to keep track of. 

Therefore, they get the information gradually 

as they need it. 

Enjoy 
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Before the 

game starts 
Welcome and Introduction 

Talk to your players, about their expectations for the scenario. 

Talk about your limits, both physical and for subjects. The 

scenario is not written to be played in such a way that players 

have to touch each other. However, if players agree to it, then 

a touch of a hand or a shoulder can be quite effective. The 

game doesn't encourage stronger gestures than this.   

Tell them about the game's overarching themes: 

Love, Dating, Victim/Loss, Control, Fanaticism, Coming of Age, 

and Hoping for Something Bigger or Better. 

Tell them that in the scenario they are going to be involved in 

dating/seduction scenes and you need to make sure that all 

players agree to play seduction scenes and that there could 

potentially be scenes where there could be differences in 

power relations and intentions between the partners. And that 

there is also potential for semi-erotic scenes (again without 

touching). 

 

If a player does not feel safe from the start, or during the 

scenario, then everyone is welcome to stop the scene. In that 

case, have a talk about what topic to avoid, how the story can 

be restarted in a different way, and usually the game will easily 

be able to be played on. 

 

If everyone agrees with the premise of the game, you can go 

on to describe the world you are in and how the game should 

be played. This is described in summary form on the next two 

pages, with the most important information. If players are 

curious about more details, you can get inspiration in the 

"World of the Game" section.  

 

There are many things that in the scenario do not make 

100% sense and can lead to more questions. Where do 

they get money from? How can they learn to get to grips 

with the modern world in such a short time? Why hasn't 

anyone left the cult before they turn 20? Etc. 

The questions are not essential to the story. If you can't 

come up with an answer, e.g. from the inspirational text, or 

don't think the question is important, then it's perfectly ok 

to say. "I don't know, only Asfherus knows." 
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About the setting and how to play the game (to the 

players). 

Tell about the cult "The Eternals" 

- The cult should be seen as a harmonious community. 

- The cult is really a beautiful and lovely place. 

- You share the practicalities and have plenty of time to 

improve yourself and seek your utmost potential and 

become whole people. 

- You live two to three times longer. 

- There is no hunger, war or influence from the hectic 

world. 

- You don't leave the village. Unless you are sent on a 

pilgrimage. 

Tell about Asfherus and all the benefits he gives 

- The god Asfherus is a real, factual god. He is not just 

something you think exists. Both in the game and in the 

minds of the roles. His gifts and influence are genuine, 

palpable, and evident. Even if they new saw him. 

- Asfherus was a god who loved to wander and loved 

man, but despaired over man's short life span and 

unnecessary strife over lack of resources and security.  

- Asfherus sacrifices his godly lusts and the urge to 

wander to create a safe place for a select crowd. He 

sacrifices his blood to give them long and healthy lives 

to hone their creativity and enable their greatest 

potential as human beings.  

- Asfherus only demands the same thing again. That his 

flock give up their carnal desires, that they will not walk. 

And that they offer of their own blood to Him. 

Give players the cultists' prayer to Asfherus 

- This prayer is during handouts, and is used as a kind of 

Lord's Prayer when cultists gather or pray. 

Tell about the ritual The Blessing 

- Every 20 years (each generation), Asfherus and the cult 

are given the opportunity to live out their divine and 

human needs in a 3-month long ritual. 

- Asfherus needs a greater sacrifices. And Asfherus has 

the opportunity, to walk with a group of chosen youths, 

where they must find new blood for the cult, and blood 

for himself. During the ritual, the cult is allowed to live 

out their carnal desires and thereby create new life for 

the cult. 

- The sacrifices are not a nice thing. But a necessary evil 

and an important and sacred ritual, which in the big 

picture is a small price for everything you get. 

- The three possible sacrifices are "Sacrifice oneself" (Most 

honorable), "Sacrifice the partner", or sacrifice 

something of oneself (Honorable, but to a lesser extent. 

You can compensate by sacrificing something 

important). 
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Tell about the outside world 

For cultists, the world is dangerous. Full of misfortune, hunger 

and depravity. But there are also people out there who are 

worthy of saving. 

- The world is very much as we know it today. (Anno 

2020s). But don't play into factual contemporary 

conflicts. 

- Since magic and gods are a real thing in the world, 

people are a little less skeptical of the supernatural. But 

just only a little. It is not something that fills people's 

consciousness. 

Tell them about the roles: 

Alvah "The Penitent": Alvah has jealously killed their twin sister 

and as punishment has been ordered to take her place among 

those chosen for the pilgrimage. Alvah is burdened with guilt, 

and wants to cleanse themself. 

Lucin "The Golden Child": The cult's great prophetic hope, 

which has never earned the love the cult gives. Lucin is a 

wandering imposter syndrome and wants to bring a sacrifice 

that matches their desired selfview. 

Myrat "The Subdued": Myrat comes from a family branch of the 

cult with lower status, and has been paced by their mother. The 

mother's pressure has almost wiped out Myrat's self and needs. 

Myrat wants to find their own identity, but also to find themself. 

 

There are no big secrets in the role descriptions, but don't 

directly share the characters' relationships with the other 

players. It's more interesting to play forward. 

- The game is played as much as possible in the first 

person. 

- The game is NOT an exit story. The cultists really want 

to stay in the cult. The game is NOT about escaping 

from the cult. It's about finding your place, your identity, 

dreams and desires.  

- Prepare them for the fact that from Act 2 they will have 

to play several roles, playing each other's chosen 

partner and even their own god. How will be described 

when we get there. 

- The Cultist roles is written without gender. They can 

choose their own gender. Regardless of the choice of 

partner, their sexuality will not be perceived negatively 

or uncommonly. Gender and sexuality are not themes in 

the game. The relationships are! 

- The scenario is drama – seek it, don't be conflict-averse. 

There are only a few direct scenes between the 

individual roles. Use them! 
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- Playing the relationships and playing emotional drama 

can be humorous and situations can definitely arise that 

are funny, caricatured and embarrassing. If you as a 

player happen to laugh, then that's fine. Laugh when 

you can't help it, but don't deliberately play towards the 

humor. Play towards and with the drama. It's also fun.  

- Avoid hiding your character's feelings.  

- If a character is lying to another role or to themselves, 

make it as clear to the other players that you are lying 

or hiding something as possible. Encourage your fellow 

players to force the true feelings out of you. 

 

Assign the roles as you wish and start the game 
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The actual scenario  
Acts and Scenes 
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Act 1  
Act 1 is mostly reading aloud and should not last much more 

than 45 minutes 
Introduction to Act 1  

Read or paraphrase  

You can feel the atmosphere in the whole village. Everyone is 

particularly excited. Everyone is particularly happy. Once again, 

the Eternals are to receive the blessing and the festivities will 

begin. 

Today is the first day of the three-month long celebration. At 

midnight it is the time for the Eternals' youth to become adults 

and receive Asfherus' sacrament for the first time. Something 

the young people have been looking forward to with pride and 

slightly nervous joy.  

Three of the young people are particularly excited, nervous and 

perhaps a little anxious. 

You. Alvah, Lucin and Myrat, are all chosen for the pilgrimage 

that will bring new life to the village and new nourishment to 

your mighty protector and self-sacrificing living god.  

Lucin and Myrat have been getting ready for the trip for 

months. Alvah has been rushed through the preparations after  

 

 

 

 

 

 

Alvah's sister's untimely death demanded a replacement. During 

the preparations, you have been informed about how to act 

outside the village boundaries. The rules and laws of the city, 

how money works, prepared yourselves for the idea of traffic 

and the misfortunes of the world as disease and man's brief 

indifference outside of the Eternals.   

You know your mission. Each to find a person who can 

accommodate your love, Asfherus' needs and who can 

contribute positively to the Eternals. 

Someone you can save from a world that doesn't really know 

how to use their full potential. You can lead them to a life where 

they can be allowed to become a complete human being. 

But before the first step on your journey, and before the first part 

of the Blessing ritual, the evening starts with a dinner at the 

homes of each of your families.  
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Act 1, Scenes 1 – 3 At Home with the Cultists 

The first 3 scenes are very short. 

Act 1, Scene 1: At Lucin and Father Malkus 

Father Malkus and Lucin sit in stoic prayer over dinner. The 

prayer is the cultists' prayer to Asfherus. Read it aloud as Father 

Malkus. 

In the scene, Malkus encourages Lucin to try to find themself 

on the pilgrimage. Lucin should also lead and guide and help 

the others. Especially Alvah, as Alvah entered the pilgrimage 

process later than the others. Most of all, he asks Lucin to 

follow their heart and listen to Asfherus.  

Switch to scene 2 when Father Malkus has given his instructions 

to Lucin 

 

 

  

Father Malkus is tall, skinny and almost 200 years old. He is 

missing his nose, which he sacrificed on his own pilgrimage. 

Around his hands are bandages that are always bloody, as the 

sacrifice of skin he made to save the newborn Lucin has never 

healed. Father Malkus has a great love for his flock and 

especially Lucin, but finds it difficult to show it. 

Father Malkus seeks his greatest potential in the form of drawing 

nature. He used to draw with charcoal. Today with his own blood 

from his hands. 
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Act 1, Scene 2: At Myrat's, with their mother and father. 

Myrat's mother asks Myrat to recite Asfherus' prayer now that 

Myrat has taken the place at the head of the table. Myrat's 

mother bombards Myrat with loving words and praises, and 

squeezes Myrat's hand, so it is difficult to find pauses to eat. 

She prays that Myrat will find a good partner. One who would 

be good for the Eternals, and good for Myrat's old mother. 

Especially if Myrat were to be so blessed that Asfherus took 

Myrat to himself. Myrath's father is silent 

Switch to Stage 3 when Myrat has been exhibited enough.  

 

 

  

  

Myrat's mother is maternal and groomed. Her smile is wide and 

welcoming. And the smile gets bigger if she receives praise or is 

known to be right. Myrat's mother is a loving person and wishes 

everyone the best, but she is also insecure and ambitious at the 

same time. She does not like to be overlooked, and still feels 

overlooked from when she herself was not chosen for the 

pilgrimage. 

She now sees a new opportunity to experience the glory 

through Myrat. Myrat's mother is a person who is so loving and 

fond of others that others may tend to avoid her. 

Myrat's mother's potential is weaving. She enjoys being able to 

watch what started in her head become reality. 

Myrat's father is a calm and warm man of few words. He loves 

his partner and that he does not have to speak that much 

himself. 

Myrat's father's potential is beekeeping, and he is happy to take 

care of his hives every day for hours. 
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Act 1, scene 3: At Alvah's, with their father. 

There is a heavy silence at dinner. Although Deene's chair has 

been moved to the wall, Alvah is still sitting to one side of the 

table. The prayer is said quickly and quietly. After a few deep 

breaths, Alvah's father gives Alvah his advice and directions. He 

says that Alvah should listen to the other pilgrims and to 

Asfherus. Alvah should keep their ambitions in check and focus 

on doing the right thing. He says that he will pray to Asfherus 

every day that Alvah is not taken by Asfherus. Because Alvah's 

father does not want to lose any more. He asks Alvah to find 

someone to love, and to put their trust in Asfherus' great love 

and justice. 

Switch to scene 4 when Alvah understands their father's love 

and grief.  

 

 

 

 

Alvah's father has a heart bigger than most. Because even 

though Alvah killed their sister, Alvah's father has already 

forgiven Alvah. For he loves Alvah, even though he hates the 

deed.  

He mourns for Deene. Alvah's father is used to grief. He has 

learned to live with it and accept it. Alvah's father was himself 

chosen for pilgrimage, where he met his partner. The greatest 

love Alvah's father has ever experienced. Asfherus' verdict was 

that Alvah's father should sacrifice his partner during the Blessing 

ritual. It is after this experience that he chose to look at reality 

practically and not react violently or aggressively towards his 

grief, but instead chose to develop his potential based on it.  

After his own pilgrimage, he was presented with the twins. He 

vowed to share his love equally on both of them.  

He knows he should give Alvah all his love now that Deene is 

gone. And he probably will, in time. But right now, he can still 

only love Alvah half.  

Alvah's father's potential is to be a ceramicist. You learn to be 

calm and control your emotions when the clay is rapidly rotating 

on the turntable. You can channel your emotions into the 

creative design and colouring. 



27 

 

 

Act 1, Scene 4: The First Day of the Blessing Ritual 

Read or paraphrase  

The cult is gathered inside the large, torchlit rock cave. On the 

benches in the cave sits the cult's adult congregation, many 

parents wiping smiling tears of joy from their cheeks as they 

proudly look up at their children. The six other young people of 

your generation stand in a semicircle around the three altars in 

front of the crevice that leads into Asfherus. All the young 

people are naked. 

Lucin and Alvah stand at their respective altars, with their eyes 

turned towards the congregation. At the middle stands Myrat 

with the chalice, next to Father Malkus with the large ritual 

silver knife. Father Malkus lifts the knife and says: 

IA IA Asfherus 

Today, on the first day of the blessing, we bring you your 

children.  

They are ready to love you.  

They are ready to obey you.  

They are ready to become eternal. 

Father Malkus and Myrat walk around the semicircle. Father 

Malkus takes turns giving them the knife so they can cut a 

wound in their arm, and Myrat grabs the blood in the chalice. 

He then lets Lucin and Alvah sacrifice their blood. When it is 

Myrat's turn, Father Malkus takes the cup so that Myrat can 

offer of his blood. Afterwards he can take his place at his altar. 

IA IA Asfherus 

They give you their blood. 

Father Malkus takes the knife and the chalice and walks into the 

crevice to Asfherus. He is gone for a few minutes, and in the 

silence of the congregation, a faint sound is heard of Asfherus' 

mighty body gliding along damp rock walls. 

Father Malkus returns, and now the chalice is filled with 

Asfherus' darker but less viscous blood. He lifts the chalice. 

IA IA Asfherus 

You give them your blood and accept their sacrifice 

In your blood, you are now one 

Father Malkus now lets the cup wander among the youth so 

that they can drink. The youth tremble slightly and open their 

eyes when they drink. When it is the Pilgrims' turn, they feel 

Asfherus flowing through their veins, and they feel Asfherus 

becoming a part of themselves. Father Malkus speaks again as 

he looks at the pilgrims. 

  



28 

 

IA IA Asfherus 

Today we will let you walk again in these pilgrims, 

 and we will walk with you in them 

They will walk so that they can find blood for you and the Us 

They will walk so that they can find benefit for you and Us 

They will walk so that they can find joy and love  

for you, for themselves and for the Eternals 

With his skinless fingers, Father Malkus rubs some of Asfherus' 

blood on their temples while lovingly whispering. 

We will await your return with joy. We know you will make us 

proud, we know you will be able to find great potential in your 

future partners. And we know you will be able to find your own 

potential on your journey.  

Let love for Asfherus, for us, and for those you meet guide you.  

Then Father Malchus turns to the congregation. He raises the 

chalice again and exclaims a final one. 

IA IA Asfherus 

End Act 1 by telling the players that they are taken to the 

outskirts of the village. Here a horse-drawn carriage awaits, 

with your clothes, money to spend in the outside world and 

other necessities for the pilgrimage. 

The whole cult follows to wish them a good journey and before 

they get into the carriage, they receive the last loving hugs 

from their parents.  

As they roll out of town, they can hear the festivities of the 

three-month Blessing ritual getting underway in the town. 

Music is played and laughter is heard. It probably won't be 

long before the first orgy begins... And you feel someone 

speaking directly to your thoughts. 

IA IA 

Once again I walk freely 

For I am Asfherus and I walk with you 

Before Act 2 begins 

- Tell the players that they have now been given another 

role. They must each play another player’s Asfherus. 

- Give each player their Asfherus role, so that the player 

to the right of a cultist is the Asfherus of that cultist.  

- Tell them that the cultist and Asfherus can talk directly 

to each other and that no one else can hear their 

conversation. 

- You can play as Asfherus for the cultist, when you as a 

player do not have another role in a scene. 

- You will have the role of Asfherus towards the same 

cultist for the rest of the game.  

- Asfherus is a shared role. The players all play the same 

role. You can play on things that have happened in a 

scene where you were not Asfherus, if you feel it could 

be interesting for the game. 

- A cultist cannot ignore Asfherus. But you don't have to 

answer or do everything he asks. 
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Act 2  

Act 2 is mostly the players' free space to play with their roles. 

As a game master, there is a lot of instruction and some 

reading. The entire act 2 should last between 1.5 and 2 hours. 
Introduction to Act 2 

Read or paraphrase  

After a day's journey, you arrive in the city. The city is much 

bigger than you could possibly imagine. There is noise 

everywhere, and it is as if people do not see you, even when you 

greet them politely. Not even with wonder when you walk 

around in clothes that clearly don't fit into fashion. There is 

garbage floating in the streets that people just walk by, even 

though it would take so little to just pick up a bit when you walk 

by. There is a clear lack of cohesion. And love seems to be 

directed towards screens and flashy objects, more than towards 

other people. 

You will find a motel where you book a room each. But the first 

few evenings you only use one.  

You spend the next few days getting used to the City and trying 

to fit in as best you can. Among other things, you get new 

clothes based on how you notice that others react to different 

outfits. 

What clothes have the cultists chosen? Let the players describe 

which style they are inspired by. 

After you have basically learned to fit in, you begin to explore 

more thoroughly in the search for your partners. 

As you read or retell the following description of the City, you 

lay out the partner roles to the players. The roles are folded in 

half, with location, name, archetype, profession, and potential 

topics visible to the players. The role description itself is 

"hidden" against the table top.  

There are many exciting and, for you, foreign places in the city 

to explore. But you do what you can to get around as far as 

possible. Every now and then there are people who, for one 

reason or another, sparks your interest. Some you notice are 

found in the same places almost every day. 

The first of these is a middle-aged man, in the gym immediately 

next to the motel. (Johan). You see him through the window 

every single time you pass by. Whether there are others or not, 

and no matter the time of day. If there are others, he seems 

energetic and helpful. When he's alone, it's like he's just...  there. 

 

 



30 

 

In one of the city's many parks, a woman walks around tending 

to the plants, she is clearly a gardener. (Rose). At first, she seems 

to be talking to herself, but you soon discover that she is talking 

to the plants as if she knows each one personally. 

The city's library is big, old, and adorned. Mighty rooms, with far 

more books than the few visitors together would be able to read 

in their combined lifetime. At the service desk, behind a small 

sign that says "Quiet", sits a woman (Lena) with her nose buried 

in a book. She is completely absorbed and only moves when she 

turns a page. 

When you visit the City Hospital, you meet a man sitting on a 

chair. He stares seriously straight into space (Lucas). His back is 

erect. His blazer rests over his knee and one of his shirt sleeves 

are carefully pulled up. His arm is connected to a drip with a 

rubber hose. 

On a bench outside one of the city's nursing homes, a woman 

sits during her breaks, recharging with her eyes closed in the 

warm sunlight (Olivia). She is wearing a nursing home uniform 

and has a bottle of orange juice in her hand.     

In a trendy café, a woman always sits alone (Malou). Her style is 

perfect and her smile comes instantly when someone looks in 

her direction. But when she thinks no one is watching her, the 

smile is not there and the folds of her face sets more seriously. 

Outside an office building in the city's industrial district is a small 

crowd of protesters. They try to block cars when they drive in 

and out of the gate to the building. One of these (Anna) never 

moves until her fellow protesters pull her to safety. 

In a bar near the harbor sits many sad fates. But one man 

sparkss special interest (Leo). He stays alone and spends hours 

staring at his glass before resolutely emptying it and leaving the 

bar. 

The city has many nightclubs and music venues where people 

gather for parties and recreation. In a nightclub, it's always the 

same band that plays first, and the guitarist always stays behind 

(Viktor). He stays there to hear the other bands: He never drinks. 

He is clearly there for the music and not the party.  

 



31 

 

Act 2 – Scene Sequence 1 

Tell the Players 

- These are the possible partners you as cultists can 

choose from. You choose solely on the basis of the 

front page. 

- You will play each other's partners. One of these roles 

will be yours to play as a third role. 

- The names in the square of the partner roles indicate 

which cultist role the partner role leans towards the 

most.  

- From now on, the Asfherus role is active. 

- Due to the magic of Asfherus, all cultists are naturally 

more interesting and immediately attractive to their 

partner – think of it as a good first impression. 

- If you are happy with your choice during the First 

Meeting, you end by arranging a date. You can each 

decide to end the meeting and choose a different 

partner. 

- A partner role cannot say no to a date. 

- Give them the signs with the Cultist Name, Partner, and 

Asfherus sides. They can now rotate them and show 

who is who. 

- Give them the "Drama Help" notes. Instruct them that 

these can be used by the partner to help the cultist 

towards as much drama as possible and how the 

partner can be persuaded. 

 

At the motel  

you are gathered at the motel and say a prayer to Asfherus. 

Then you start discussing your options. Maybe you can get 

advice from each other on who could be a good choice, or how 

to take the first step? 

When one of you has decided, you take the role and give it to 

the player on your left. The motel scene is paused while you 

play a "First Meeting" scene. When the scene ends, we return 

to the motel and a new player chooses a partner and a new 

"First Meeting" scene plays. 
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First meeting scenes. 

In the scene: The cultist and the cultist's partner. The third 

player plays Asfherus, who tries to help the cultist. 

Purpose of the scene: The cultist will approach the potential 

partner and try to find out who the partner is, and they will try 

to create a connection between the two. 

Cultist and partner meet where the partner is on their role 

sheet. 

The scene ends: When the partner agrees to go on a date – or 

the cultist ends the meeting. 

Note: If there is bad chemistry, or the scene goes in an 

undesirable direction for the cultist player, they can choose to 

stop the scene without arranging a date, and choose a new 

partner to have a "first meeting" scene with. This can be done a 

maximum of once per cultist. The new partner is chosen after 

the other cultists have chosen. The new partner cannot be 

deselected.   

Once all players have been given a date, stage row 2 starts 

 

 

 

 

Act 2 Scene Series 2 – Early in the courtship 

A few weeks have passed. You've been on dates with your 

partners a few times. You have started to get to know each 

other. But you have not yet completely gotten to the core of 

each other.. 

In the next sequence of scenes, we play the scene where the 

partner role opens up for the cultist and shows who they are. It 

is up to the cultist whether they want to expose their inner 

selves. The focal point of the scene is how all three roles react 

to the vulnerability coming to light. 

The scenes take turn, in the same order as they chose their 

partner. 

In the scene: Cultist with partner and Asfherus 

The partner chooses a suitable place to meet with the cultist. A 

place where they dare to be vulnerable. 

Purpose: To bring the partner's dreams, fears and hopes into 

play. 

The scene ends: When the partner has shown who they are 

inside, and the partner, cultist and Asfherus have had the 

opportunity to react to this. 
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Act 2 – Recap at the motel – after the entire row of scenes 2 

Uncertainty can intrude. You will meet for prayer at the motel. 

You are all aware of who your partners are. But are you all sure 

that you have made the right choice? Would your partners really 

have a big enough potential for "The Eternals"? Will you be able 

to love them through a long life within "the Eternals"? Would 

they be a good sacrifice for Asfherus? Has their inner self 

changed your attitude toward them? Either way, it's impossible 

to start a new relationship. Will you be able to shape your 

partner if you tell who you really are? Have the others already 

told their partners everything? It is an evening with many 

questions. And you all need support. 

In the scene: The cultists. 

Purpose: The cultists can either help and support each other, or 

push each other's doubts.  

The scene and the act end: when the cultists has a falingl out or 

have nothing more to talk about. 

 

This is where Act 2 ends 
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Act 3 
Act 3 is still mostly the players' free space to play with their 

roles. The entire act 3 should last approx. 1 hour 
Act 3 – Scene 1 – Late in the courtship 

You are rapidly approaching the time when you have to return 

home and bring your partners along. It may well be that some 

of you have already got your partners on board with the idea of 

going away. But do they expect it to be right now? Some of you 

may not even have made it that far. What will it take to push 

you the last bit and secure your journey? Because the partner 

may still have something that binds them to the city. 

In the following sequence of scenes, the partners are 

confronted with the cultists' travel plans. The cultists have the 

opportunity to show who they really are. Either as individuals, 

with their own weaknesses, or as cultists with all that entails. It's 

entirely up to the cult player how much they invest in the 

relationship and how honest they are. But this is the last scene 

in The City, and after that, the cultist wants to bring the partner 

to the cult. One way or another. 

 

 

The scenes come in sequence 

In the scene: Cultist, partner and Asfherus. It is the cultist who 

decides where the scene takes place. 

Purpose: To give the cultist the opportunity to be honest or 

dishonest in getting the partner to go to "The Eternals". At the 

same time, the Partner has the opportunity to come to the 

realization of what they have to give up. 

The scene ends: When the partner has either accepted or 

declined to go with the cultist.  

Depending on what the partners choose, there are different 

outcomes for the following scenes. 

Act 3 – Possible Scenes 1 

If one or more of the partners choose to voluntarily join the 

cultists, regardless of how much they have been told about the 

cult. The volunteer partners are given a monologue scene 

each, where they describe how they are preparing to travel. 

Their farewell MUST include their "The Last Bond" on their role 

sheet. But if they want to, they are also welcome to add more. 

The scene ends: When the partner seeks out the Cultist and 

says "I'm ready" 
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Act 3 – Possible scenes 2:  

If one or more of the partners chooses NOT to voluntarily go 

with the cultist. The cultists are given a monologue each, where 

they describe how they forcibly get their partner with them. 

Here they MUST describe what feelings they have towards the 

partner during the abduction. The partner is not allowed to be 

an active participant in the monologue, but Asfherus is allowed 

to. 

The scene ends: When the partner is safely placed in the horse-

drawn carriage home. Possibly tied and gagged. 
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Act 4 
Act 4 is again an act with a lot of reading. The players have the 

potential for a lot of discussion, but act 4 should not last more 

than 45 minutes. Asfherus is in control and must be obeyed. 

Introduction to Act 4 

You travel home for over a day and arrive at evening on the 

penultimate day of the Blessing Ritual. You are greeted by 

everyone in "The Eternals" with praises to Asfherus and shouts of 

joy to you. Those of your partners who came along voluntarily 

will be given their own white robes. They are given flowers in 

their hair, wine in their hands, and lovingly taken to a house in 

which they can be prepared for their Blessing ritual.  

Any forced partners are subsequently reluctantly dressed in 

robes, flowers and wine, and taken to another house, where 

they are also prepared for the ritual – lovingly, but also firmly 

secured against escape. 

Act 4, Scene 1 – 3 Short scenes with the parents 

In the scenes, the cultists are met by a series of questions from 

their parents, played by the game master. Each scene is 

rounded off with the GM describing the mood that the cultist 

sense. 

 

 

Lucin meets with Father Malkus 

Father Malkus questions Lucin:  

Did you find yourself?  

Did you succeed in leading and helping the others?  

Did you listen to Asfherus?  

Did you listen to your heart? 

Lucin will feel Father Malkus' disappointment if they answer no 

to several of the questions.  

Myrat meets with their mother 

Myrat's mother is happy to have her child back home. But she 

is also ready with a wide range of questions. The most 

important of these are: 

Did you find a good partner?  

Is your partner good for the Eternals?  

Have you found someone who can be good to your mother? 

Have you been good and done us honor? 

Whatever Myrat's answer, they are not entirely sure that their 

mother is completely satisfied. 
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Alvah meets with their father 

Alvah's father gives Alvah a hug and first asks: 

Did you listen to the others?  

Did you listen to Asfherus?  

Did you find someone to love?  

Without using words, he looks at you and asks if you kept your 

ambitions in check and did the right thing? 

Regardless of Alvah's answer, they can feel their father's love 

flowing towards them. He puts his arms forgivingly around 

them. Forgiving for all they are and everything they've done. 

Act 4, Scene 4 – Asfherus' Questions 

Lucin, Alvah, and Myrat. You are all led into your own hut, 

where a steaming hot bath and your robes are waiting for you. 

As you immerse your body in the water to purify yourself, 

Asfherus speaks to you. You can feel the seriousness in his voice. 

It is now that your fates and those of your partners must be 

sealed. 

The scenes are played in turn. 

In the scene: Cultist and Asfherus (for the cultist). 

Purpose, tell players: Asfherus wants to find out exactly where 

the cultist's love lies. Is it with the partner? Does it lie with the 

cultist themself? Is it for Asfherus? Is it in the community of the 

Eternal? Asfherus can see all the actions that the cultist has 

done and will ask about it. But Asfherus cannot read the 

cultist's thoughts. 

 

Note: It is ok to lie to Asfherus, as a cultist, but not as a player. 

If you lie as a cultist, be clear to the Asfherus player that you 

are lying so that they have the opportunity to press. 

The scene ends: When Asfherus has formed a picture of what 

matters most to the cultist. 
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Act 4, Scene 5 – The Judgment of Asfherus 

In the scene: All players as Asfherus 

Purpose: Asfherus argues with himself, and tries to find the 

right victims to claim. 

Tell the players: 

- Asfherus talks to himself in third person (we) 

- Asfherus doesn't really care about the wishes of his 

flock. 

- Asfherus leads a cult, and a cult is to be ruled. 

- A cult is best managed when you give them the illusion 

of love. 

- A cult is best managed when they can be controlled. 

- A cult is best controlled when there is an awareness that 

you can lose what you love. 

Asfherus therefore uses the Blessing ritual to give a chosen few 

a blessing and honor. But at the same time, he deprives them 

of what they want most. In doing so, he shows those with 

status that they can lose everything if they do not keep the 

others obedient. 

 

 

The scene ends (tell the players in advance):  When the roles of 

Asfherus have jointly chosen which cultist will make which 

sacrifice.  

- Should the cultist sacrifice themself? 

- Should they sacrifice their partner? 

- Should they sacrifice a part of themselves? 

Asfherus wants the individual cultist to sacrifice what they least 

want to sacrifice so that they make the greatest possible 

sacrifice. The only requirement is that at least one cultist or 

partner must be sacrificed entirely to Asfherus. Players are 

welcome to choose what dramatically gives the best result. But 

it must not be what the cultist wants. 
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Act 4, Scene 6 – The Blessing 

Tell the players: In this scene, the sacrifices demanded by 

Asfherus are performed. If you are going to sacrifice yourself, 

you put the knife on the altar and go into the crevice. If you are 

going to sacrifice your partner, you do it with the knife so that 

the blood collects in grooves on the altar. If you are going to 

sacrifice a part of yourself, describe which part, how you 

remove it with the knife and place it on the altar. 

Describe: Lucin, Alvah and Myrat are led into the temple in the 

cave. On each of the three altars lie their partners. They are 

naked, bound and gagged. 

Father Malkus lets you stand in front of each of your partners.  

Ask the partners to describe how they view their cultist. The 

partner must not speak directly. 

Then he raises his knife and says: 

IA IA Asfherus 

Today, on the last day of blessing, we bring you your children. 

They are ready to love you.  

They are ready to obey you.  

They are ready to become eternal. 

IA IA Asfherus 

They give you their blood. 

Father Malkus first hands Lucin the knife and lets Lucin perform 

the sacrifice that Lucin has been imposed.  

Will Lucin say anything to the partner before the sacrifice is 

performed? 

IA IA Asfherus 

They give you their blood. 

Father Malkus then hands Myrat the knife and lets Myrat 

perform the sacrifice that Myrat has been imposed.  

Will Myrat say anything to the partner before the sacrifice is 

performed? 

IA IA Asfherus 

They give you their love. 

Father Malkus finally hands Alvah the knife and lets Alvah 

perform the sacrifice that Alvah has been imposed.  

IA IA Asfherus 

You accept their blood and accept their sacrifice 

In their blood we are one 

IA IA Asfherus 

The congregation rejoices. And the final orgy of Blessing 

begins. 

This is where the scene ends: End the scenario with the 

Epilogue. 
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Epilogue  
The blessing ritual is over and the everyday life of the "Eternals" 

slowly returns to normal. The cultists form a couple with their 

partner, or if they wish, others from the "Eternals" if they 

sacrificed their partner. The unsacrificed Partners, after their First 

feeding on Asfherus’ blood, quickly become part of the "Eternals" 

and take part in everyday life on an equal footing with the other 

cultists. After nine months, all survivors are blessed with a child if 

they wish. 

The game then ends with a short epilogue conducted as a 

cultist/partner unit, where they tell Asfherus what they are 

grateful for and in which direction they seek their potential for 

the community.   

IA IA Asfherus! 

Thank you for playing The Blessing 
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IA IA Asfherus 

We obey you in Love 

You who are Eternal 

In you we are Eternal 

 

IA IA Asfherus 

You gave us your blood 

And we give you our 

 

IA IA Asfherus 

You ended your wandering for us 

 And we stop ours for you 

 

IA IA Asfherus 

 

 

 

 

 

IA IA Asfherus 

We obey you in Love 

You who are Eternal 

In you we are Eternal 

 

IA IA Asfherus 

You gave us your blood 

And we give you our 

 

IA IA Asfherus 

You ended your wandering for us 

 And we stop ours for you 

 

IA IA Asfherus 

 

 

 

 

 

IA IA Asfherus 

We obey you in Love 

You who are Eternal 

In you we are Eternal 

 

IA IA Asfherus 

You gave us your blood 

And we give you our 

 

IA IA Asfherus 

You ended your wandering for us 

 And we stop ours for you 

 

IA IA Asfherus 
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Alvah 
"The Penitent" 

The guilty child who seeks forgiveness from another and reconciliation with themself 

You were never meant to embark on the pilgrimage. That honor was meant for 

your sister Deene, who was always everything you are not. Skilled, innocent, 

sacrificial and good. Deene was perfect. You could never live up to her perfection. 

Even when you did your utmost, it was only nearly as good as if it had been Deene. 

You clearly remember the day when she was appointed to complete the 

pilgrimage, a journey that was to bring love to "the Eternals", to Asfherus, and to 

Deene herself. Deene was given the opportunity to stand out, make a difference, 

and choose the one she would love for a long and happy life. You got nothing. 

Only a life without major changes. A life dedicated to praising your sister for 

dragging out your torment. A life where you could only bask in her shadow.  

Perhaps you could have learned to accept the simple life, but when Deene confided one 

evening at the cliff how much she wanted to stay at home and how afraid she was of the 

responsibilities that a pilgrimage entailed, everything changed.  

When Deene confessed that she envied you for not carrying her burden, you decided to help your sister. 

With a hard push. You pushed Deene towards fate. When you saw the lifeless body lying at the foot of 

the cliff, you convinced yourself that Deene thanked you. 

Although you tried to hide the body, it wasn't long before your misdeed was discovered. You'll never 

be able to forget the look on your father's face when he realized what you had done. A mixture of 

despair and anger that you still see on him, even when he tries to mask it with the love that he still 

feels for you. A love you both know you have, but don't deserve. A love for his child, who was also there 

when he clasped your hand while you went to Asfherus' cave to get your sentence. 

You still don't quite understand why. And you still find it unfair. But your verdict was that you should 

take your sister's place as a pilgrim. How could one punish the unforgivable with something so 

honorable?  

You are the definition of a tortured soul. Where others see a devoted and humble,  

yet flawed cultist, you only see a human trying to escape from an unforgivable act. 

For you, the cult is not just a community. It is a lifeline and the only place where your  

darkness can be transformed into something resembling meaning. You consider yourself  

desirable and impulsive. The condemnation of yourself lies like a heavy shadow.  

Grief and guilt are constantly present, and you can almost hear the complaints  

from your inner darkness.  

You long for recognition and love for who you are,  
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and not just as a shadow of another. You dream of being in control of your own destiny. You want 

to live without the darkness that is constantly encroaching on you. You dream of finding someone 

whose arms will embrace you like never before. One who sees you. 

Your urge to be cleansed has become sickly. You are willing to submit to any torment or risk if it 

only promises a moment of silence from your conscience. 

You often appear listening and empathetic, but this is a mask for your own self-destruction. You 

are drawn to the pain of others that you can recognize from yourself. You feel that when you take 

on someone else's pain, they also take on a little of yours.  

Vulnerability:  

Alvah considers themself unworthy to receive the Blessing. They find it very difficult to see that 

they would ever be able to forgive themselves, or at least just be able to acknowledge what has 

happened. Because Alvah is also unable to push their shame deep enough into themself. 

Somewhere in there is a light. Somewhere in there is love. A love that must break through the 

darkness to escape.  

Possible conflicts to play on: 

Can you ever be loved, for better or worse? And can you learn to love yourself? Just a little? 

Can you regain your own dignity? 

How will you show that you sincerely want to atone for your sin? 

Relations 

Lucin: You see a lot of similarities between Lucin and Deene. Like Deene, Lucin can bask in 

everyone's admiration and love. Lucin was born to be a pilgrim. Indeed, Lucin was even blessed 

with the blood of Asfherus at birth, and bears the marks of it on their chin and chest. Perhaps 

someone so close to Asfherus can help you on the right path to salvation.  

Myrat: If you're impulsive, then Myrat is your direct opposite. You've never experienced Myrat so 

much as consider stepping out of line. Myrat is diligent and conscientious. But it's as if their abilities 

are never used for anything real. Most of all, you'll find that Myrat is devoid of independence. 

Alvah's Father is a grief-stricken man who lacks a place to throw his love. He  

sacrificed his partner to Asfherus, on his own pilgrimage. And now he has lost  

one of his two children. 

Alvah's father lives out his greatest potential as a ceramicist. 

How do you play your part in the scenario? 

Your role has convictions, thoughts and dreams that do not all lead in the same direction,  

and that is ok.  

Your role cannot make right or wrong choices.  

The most important thing is that you consider how your role's wishes are developing. 

It's ok to change as you learn and experience new things.   
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Lucin 
"The Golden Child" 

 

Messianic idealist/golden child of the cult with a nagging imposter syndrome.  

When Lucin was born, there was no breathing, pulse or life. The families of "The 

Eternals" were perplexed; a stillborn child had not happened in the cult since Asfherus 

came to them. It would be considered a curse, a warning sign that Asfherus could leave 

them. Tragically, Lucin also lost their mother during childbirth, which was also 

something that shouldn't have happened. This intensified the fear of the future of "The 

Eternals".  

In a desperate attempt, Master Malkus grabbed Lucin's lifeless body and to Asfherus. 

After three long days of prayer and begging, Asfherus took pity on Master Malkus and "the Eternals." 

On the day Master Malkus came back with Lucin screaming in his bloody arms, a bond was formed. 

Lucin's mouth overflowed with Asfherus' blood, and the pigment marks adorning his chin and chest 

testify to a deep connection, forged through a paid price. Master Malkus had sacrificed all the skin of 

his arms to Asfherus. This deal had transformed the perception of Lucin's birth from a curse to a 

promise of fateful greatness. 

Your mother had no partner, and without a parent, you grew up with Master Malkus, whom you 

consider a father figure. The love between you is strong, almost as strong as that of Asfherus. You 

see yourself as an instrument of Asfherus' will. Many in the cult think of you as the coming Master 

or perhaps even a prophet. A thought that often sneaks into your self-image, but you are also 

blinded by insecurity about your own weaknesses and shortcomings. Can you really step into 

Master Malkus' shoes? Is your love for Asfherus really as great as you think it is? Doubt is constantly 

lurking under the surface and the doubt itself; you see as your greatest weakness. 

Your upbringing with Master Malkus has nurtured your ego and strengthened your focus on your 

faith, but faith also blocks your view of the world outside the cult. 

You have never really experienced true love from anyone other than Master Malchus.  

You have only experienced blind devotion, and perhaps a little fear, from the other cultists.  

It is that love you reflect towards Asfherus.  

You have felt the power of Asfherus on your own body, though you do not remember it, and  

therefore, understand the importance of the rituals and the necessity of sacrifice.  

Asfherus has given you life, your status and thereby shown you a deep love.  

You therefore strive to live up to the to the expectations of the "Eternals"  

and the visions of Master Malkus, in the hope that your own sacrifice  

one day will be so pure that Asfherus will stand with you side by side.  
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Deep down, you sometimes dare to think that you might even can become like Asfherus himself. 

 

Vulnerability:  

Lucin has never had any interest in life outside the confines of "The Eternals", which leaves a huge 

gap when it comes to knowledge of the outer world. Feelings and thoughts that challenge Lucin's 

self-image are frightening.  

Possible conflicts to play on: 

If you experience a more genuine and unconditional love, can this love be greater or less than the 

one you feel for Asfherus?  

Can you continue to be considered the chosen one if the doubt suddenly grows in step with new 

feelings? 

Can you learn to earn the love that has always been unconditional? And can you appreciate it?  

 

Relations 

Alvah: Alvah was not chosen as a pilgrim, but instead it should have been Alvah's twin sister Deene. 

Deene died when Alvah pushed her over a cliff near Asfherus' cave. Why Alvah did it, you don't 

know. But it is an even greater mystery to you that Asfherus chose to let Alvah take Deene's place. 

This is the first time you have questioned Asfherus' choice. 

Myrat: Myrat is probably the closest thing you have to a friend. Myrat has always been there, and 

you enjoy that Myrat tends to always know what is the right thing to do when you are in doubt. 

That is why you were also happy when Myrat became a chalice carrier and therefore often found 

Myrat at home with you and Father Malkus. You also enjoy the somewhat quiet nature of Myrats. 

Silence and calm are better than people idolizes you, for who you are or will become.  

Father Malkus: Father Malkus is tall, skinny and missing his nose, from his own pilgrimage almost 

200 years ago. There is a lot of love in Father Malkus, but he has a hard time pronouncing it. The 

skin on the hands has never healed. He therefore always has bloody bandages wrapped around 

them. When he is not performing his priestly work, he is following his chosen potential, as a drawer 

of nature. 

 

How do you play your part in the scenario? 

Your role has convictions, thoughts and dreams that do not all lead in the same direction,  

and that is ok.  

Your role cannot make right or wrong choices.  

The most important thing is that you consider how your role's wishes  

are developing. 

It's ok to change as you learn and experience new things.  .   
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                          Myrat       
The dutiful and loyal child who lives through his mother's ambitions. 

 

You know that you should love Aspherus more than anything else, but the truth is that 

your heart has always belonged to your mother. She was the one who kissed your wounds and invoked 

Asfherus' blessing when you were a child, and she watched over you when the tales of the darkened 

world outside gave you nightmares. It was in her skirts that you hid when she led you to Master Malkus 

to secure a place as the servant of the temple. The first step on your path to respect and recognition 

for your family. 

Through her tireless training and guidance, you have risen in the esteem of the cult. For several years 

you have been a chalice carrier for Master Malkus, where you have carried the holy blood of Asfherus 

in the temple of “the Eternal". When you were chosen for the pilgrimage, she cried tears of joy. Not just 

in your honor, but for the social rise it gives your family. Your success is her success. You have now 

taken over the seat at the end of the table in your parents' home, and your father has been sat to your 

left. You are the one who say the prayer when bread is broken. It has been promised that your chair 

will be left empty as a sacred memorial until you return. Or forever, if you make the greatest sacrifice. 

You see yourself as an extension of your mother's will and your family's honor. You are used to 

navigating according to other people's expectations and only feel safe when there is a path to 

follow. Your self-image is built around the role of "the good child" and "the worthy servant", but 

deep down there is an insecurity that you have never learned to stand alone. You know all the rituals 

of "The Eternals" to the letter, but do not yet know yourself, your true dreams or your desires. You 

find it easy to follow orders and let yourself be led, therefore you also fear the pilgrimage. Standing 

on your own two feet and risking doing something wrong fills you with anxiety.  

You are driven by the desire to never disappoint your mother and in a way share her wish that you 

can bring a new member home to the family who can ensure the family's place in the hierarchy. 

Someone who can do more than just live up to your mother's expectations. One that will amaze 

her. However, you are in doubt about what it should be, other than that it must probably  

be someone with abilities that could wake admiration in others. Because even if your  

mother has many expectations, she is not very precise in what they are. Just like she  

never has managed to lead you towards your own true potential, in addition to holding  

a cup. But it is not just your mother's esteem that you want. It is all in the appreciation of  

the "Eternals". The difference between you and your mother in this regard is that where  

your mother wants respect and status, then you just wish for love. You wish the love you  

have for others would be reciprocated. For love bound by duty or status is not real  

enough for you. Maybe you just love too much. You love your mother,  

you love "The Eternals" and you love Asfherus.  



Myrat - 2 

But you doubt that anyone has loved you as much as you love them. Deep down, you just dream of 

receiving true love, without strings attached. And you dream of finding your own calling so that you 

can find out where your potentials lie. If you're lucky, you can find a partner who can tell you. 

Vulnerability:  

Myrat's greatest weakness is an inability to set boundaries and make their own choices. Myrat is 

emotionally immature and extremely impressionable of authority. Myrat knows the coward inside 

well and wants to get rid of it, but without their mother's guidance, Myrat feels defenseless and 

fears that the encounter with the outer world will reveal an inner emptiness, that Myrat is just a 

shell without a will of their own. 

Possible conflicts to play on: 

What happens if you choose a partner that your mother would never accept?  

Will meeting a partner break the bond with your mother? And is that what you want? 

Is the love in you really selfish? 

Can you find your own voice in a chorus of expectations? 

Relations 

Alvah: Alvah. Oh Alvah. What have you done? Alvah is a murderer. Not only that, Alvah has killed 

their own twin sister Deene, who was the one who was meant to take part in your pilgrimage. 

Although it was strange, Asfherus demanded that Alvah should take Deenes place, honor, and 

duties. That order taught you a lot about Asfherus. Now you could truly see how merciful and loving 

he is. Deene's death was a lesson to all of you.  

Lucin: Lucin has everything you would reject about yourself. Lucin is seen as a savior just by not 

really dying as a child. Lucin has never done anything to deserve love, and is always showered with 

affection. Lucin lives with Father Malkus, and you therefore often see each other when you help 

Father Malkus prepare the weekly sacrament. Even though Lucin is always happy to talk to you and 

sometimes ask you about anything, it is as if everything is always about Lucin themself. You don't 

remember Lucin ever asking about you. Lucin is perhaps the hardest for you to love. 

Myrat's parents: Your mother is loving, bordering on the unbearable. She is also a patchwork of 

uncertainty. Her chosen potential is the art of weaving. 

Myrat's father is warm and quiet. His chosen potential is bee breeding. 

 

How do you play your part in the scenario? 

Your role has convictions, thoughts and dreams that do not all lead in the same direction,  

and that is ok.  

Your role cannot make right or wrong choices.  

The most important thing is that you consider how your role's wishes  

are developing. 

It's ok to change as you learn and experience new things.  .  



 

"Lucins" Asfherus 
As Asfherus, you are not a distant observer, but an intimate voice in the cultist's head. Your role has 

two main motives. 

The truth above all: You want to force the cultist to confront their innermost nature. Is their love 

directed towards their own power, the comforting community in the cult, or is it a budding, genuine 

love for the partner? You use doubt as a tool to make sure their inner self is real.  

You can see and hear everything the cultist does and says, but you can't directly read their minds. 

That is why you are so interested in the truth. Because it is important for you to know where their 

love and loyalty lie, in order to best know how to deal with the cultist. 

Harvesting new souls: Your agenda is to expand your congregation and get blood. Whether the 

cultist loves his partner or just uses him, your goal is to lure the partner home to the cult. You help 

the cultist as a voice in the cultist's head during the courtship, you wish the cultist's success. You 

have also put a minor enchantment on the cultist that makes them more charming than usual. You 

don't really care who the cultist finds and how they bring them to your home. Just that it succeeded.  

 

How to play Asfherus towards Lucin 

Focus on Lucin's fear of being human and fallible.  

Press the buttons that challenge Lucin's status and ambitions and press extra hard for better or 

worse if you experience Lucin showing doubt. 

 

 

 

 

It is impossible to get rid of you. You will forever be in the cultist's head. For if you get the feeling 

of rebellion or flight, then you will tirelessly pursue them forever. You will be angry and they will 

never have a quiet moment. 

  



 

"Alvahs" Asfherus 
As Asfherus, you are not a distant observer, but an intimate voice in the cultist's head. Your role has 

two main motives. 

The truth above all: You want to force the cultist to confront their innermost nature. Is their love 

directed towards their own power, the comforting community in the cult, or is it a budding, genuine 

love for the partner? You use doubt as a tool to make sure their inner self is real.  

You can see and hear everything the cultist does and says, but you can't directly read their minds. 

That is why you are so interested in the truth. Because it is important for you to know where their 

love and loyalty lie, in order to best know how to deal with the cultist. 

Harvesting new souls: Your agenda is to expand your congregation and get blood. Whether the 

cultist loves his partner or just uses him, your goal is to lure the partner home to the cult. You help 

the cultist as a voice in the cultist's head during the courtship, you wish the cultist's success. You 

have also put a minor enchantment on the cultist that makes them more charming than usual. You 

don't really care who the cultist finds and how they bring them to your home. Just that it succeeded.  

How do you play Asfherus towards Alvah: 

Focus on Alvah's self-hatred.  

Never let Alvah forget their promise to atone for their deeds. 

Press the buttons that challenge Alvah's hopes for forgiveness, shame and ambition. Press extra 

hard for better or worse if you experience Alvah showing joy. But be happy if Alvah insists on 

wanting to be happy. 

 

 

 

 

 

It is impossible to get rid of you. You will forever be in the cultist's head. For if you get the feeling 

of rebellion or flight, then you will tirelessly pursue them forever. You will be angry and they will 

never have a quiet moment. 

  



 

"Myrats" Asfherus 
As Asfherus, you are not a distant observer, but an intimate voice in the cultist's head. Your role has 

two main motives. 

The truth above all: You want to force the cultist to confront their innermost nature. Is their love 

directed towards their own power, the comforting community in the cult, or is it a budding, genuine 

love for the partner? You use doubt as a tool to make sure their inner self is real.  

You can see and hear everything the cultist does and says, but you can't directly read their minds. 

That is why you are so interested in the truth. Because it is important for you to know where their 

love and loyalty lie, in order to best know how to deal with the cultist. 

Harvesting new souls: Your agenda is to expand your congregation and get blood. Whether the 

cultist loves his partner or just uses him, your goal is to lure the partner home to the cult. You help 

the cultist as a voice in the cultist's head during the courtship, you wish the cultist's success. You 

have also put a minor enchantment on the cultist that makes them more charming than usual. You 

don't really care who the cultist finds and how they bring them to your home. Just that it succeeded.  

  

How do you play Asfherus towards Myrat: 

Focus on Myrat's independence.  

Press buttons that can challenge Myrat's fears about their own desires, ambitions and hopes for 

their family. Press extra hard for better or worse if you experience Myrat speaking from their 

mother's expectations and not their own. 

 

 

 

 

 

It is impossible to get rid of you. You will forever be in the cultist's head. For if you get the feeling 

of rebellion or flight, then you will tirelessly pursue them forever. You will be angry and they will 

never have a quiet moment. 

 

 



 

Sitting on a bench outside a nursing home 

Olivia   

Perfectionist 

Nursing student on dementia ward 

Oblivion, enthusiasm, existential confrontation. 

 

 

 

 

 

 

 

 

 

 

 

 

Olivia is a 25-year-old nursing student who approaches the dementia ward with a fierce 

professionalism and moral conviction. She fights for the dignity of the elderly with a rigidity that 

often brings her into conflict with her colleagues because she refuses to accept compromises in 

care. Behind her controlling exterior hides a deep anger at life's injustice and a fear of ending up in 

the mental darkness she sees every day. 

What you don't tell everyone: Olivia herself fears ending up in illness and decay. She despises 

the slow devouring of the self. She would gladly give up her own self if it secured the safety of 

others. If she could, she would take a fight against death herself. In addition, she will fight tooth 

and nail for a community where no one is forgotten. 

The last bond: The department of the forgotten destinies. She is the only one at the nursing 

home who knows the life stories of people with dementia in depth. Choosing the cult means 

accepting that she must leave these defenseless people to a system that she despises. 

Alvah 

Lucin 



 

At a demonstration in the industrial district 
Anna   

Champion 

Political activist 

Idealism, politics, unpredictability. 

 

 

 

 

 

 

 

 

 

 

 

 

Anna, 28, is a tireless "Social Justice Warrior" who fights for both the climate and society's 

marginalized people. She finds meaning in being the voice for those who can't speak up, but she 

completely ignores her own needs. She is constantly on alert, driven by the injustice of the world, 

and she often feels hurt if her enormous efforts are not recognized by the communities, she 

sacrifices herself for. 

What you don't tell everyone: She really wants to be exempt from social and political problems. 

She dreams of an ideal society where she does not have to burn out in the small struggles of 

everyday life. A society with well-being and harmony for all. 

The last bond: Her activist network. A close-knit group that fights against everything from the 

climate crisis to local inequality. She is the glue that holds the various cases together, and walking 

away would feel like the ultimate betrayal of the "cause". 

  

Lucin

Myrat 



 

In the Gym immediately next to your motel 
Johan   

The Executor 

Fitness Coach 

Enthusiasm, melancholy, instability. 

 

 

 

 

 

 

 

 

 

 

 

 

Johan is a 39-year-old fitness coach who has built his life around performance and status. Behind 

the trimmed muscles lurks a paralyzing guilt of never being good enough, and he fears the 

physical decay that will make his success worthless. Johan's mood easily rubs off on people. When 

he is comfortable, he is inspiring and arouses enthusiasm. But you quickly feel the black cloud in 

the room when he is sad. 

What you don't tell everyone: Johan feels his age is creeping up on him. He can no longer 

perform as he could, and the competition has become tougher. He has already started 

supplementing his training with steroids, to keep his customers and his own self-image. He 

misses his old energy, and his heyday. He dreams of a quick-fix for everything. 

The last bond: His fitness franchise. He has taken out large loans with his parents as guarantors. 

Entering the cult means leaving his family in a financial ruin of his own making. 

Alvah 

Lucin 



 

At one of the city's many venues 
Viktor   

The intense 

Musician 

Escapism, vulnerability, creativity. 

 

 

 

 

 

 

 

 

 

 

The 20-year-old musician Viktor lives in a world of intuitive impulses and melancholy. He feels 

suffocated by society's demands for practical stability, which he finds draining on his creative 

spark. He is vulnerable and searches for a deeper meaning with his sounds. Viktor has a 

professional approach to his art. He rarely lets himself be lured by loose distractions. That's why 

he rarely stays in the back room after a concert, as his band does. He uses no drugs, no alcohol, no 

groupies. He would much rather go back to the rehearsal studio, or out of necessity play for a little 

extra rent money at the local subway station.  

What you don't tell everyone: Viktor is looking for the path to total artistic freedom. The notion 

of never having to compromise because of the practical expectations of everyday life. The idea of 

having "all the time in the world" is deeply seductive. He wants to capture the vibrations of the 

universe. And he wants recognition for his genius at all costs. 

The last bond: The experimental underground band. The trio has sworn to create a new sound 

together. Leaving means crushing the careers of the other members and the creative community 

they've built from scratch. Because even though they don't have the same inspirations as Viktor, 

they are still the closest thing he has to a family. 

Myrat 

Lucin 



 

At the city's flashy library 
Lena   

The quiet 

Librarian 

Immersion, transgression, blossoming. 

 

 

 

 

 

 

 

 

 

33-year-old Lena finds the world noisy and superficial. As a librarian, she hides in knowledge and 

books while observing life from a distance. She fears emotional closeness, but at the same time 

feels a quiet sadness over her isolation. Lena has never had a partner and has only momentarily 

had the need. But she has found her love in books. In the past, she liked to skip passages with 

juicy details, because she didn't like the feelings it evoked in her. Sometimes it was disgust, but 

lately it's more deprivation. Yes, sometimes even a little desire. Today, she always reads every 

passage in the books. If nothing else, then in loyalty to the author and the story. 

What you don't tell everyone: For Lena, the ultimate is absolute immersion. She wants to see 

herself as a researcher who decodes people based on their written words. She loves to find the 

core of a story, but she has not yet found the core of herself. Maybe if she just dared to look out 

into the world. Or maybe dared to write myself. But there is never enough time, because there 

are also new stories to immerse yourself in.  

The last bond: The local genealogy archive. She has spent years connecting the town's historic 

family ties. To leave it is to let thousands of people's stories and her own life's work disappear into 

oblivion. 

Lucin 

Myrat 



 

At a trendy café 
Malou   

The enthusiastic 

Influencer 

Upheaval, self-annihilation, hope. 

 

 

 

 

 

 

 

 

As a 20-year-old influencer, Malou makes a living from quick kicks and online confirmation. Her 

creativity is a shield against an inner emptiness and a fear of silence. She longs for something with 

"weight" in an otherwise fleeting, digital life. It's as if she must never burn out. Her projects are 

constantly changing, and she is always ready for the new "challenge", dance or fashion. Because if 

you are not willing to change, then you are forgotten. That's how it is on social media. You are 

only something as long as you have content. And content you have. Many of your followers are 

young girls who look up to you and they listen to you. You try as much as possible to help your 

followers and also talk about the things that are difficult to talk to others about. You've tried to 

switch completely to guiding, supporting, and advising your followers. But there are many others 

of thar kind on social media, so you will have to still follow the trends to keep them interested. 

What you don't tell everyone: Malou is driven by her fear of being forgotten. Sinking into the 

bland gray mass is like throwing yourself into the abyss. Well, then you might as well just put an 

end to it all. She wants to find something where she could do one thing well and still not be 

forgotten. It would give some of the peace she seeks, without taking away her recognition. She is 

tired of always having to adapt. 

The last bond: Her online persona, which she has built up over several years. She feels a 

responsibility for the thousands of followers who see her as a support. To close the profile is to 

delete the only place where she feels she has a voice and meaning.  

Alvah

Myrat 



 

Sitting with a drip in his arm at the hospital 
Lucas   

The Challenged 

Entrepreneur 

Death, remorse, legacy. 

 

 

 

 

 

 

 

 

 

Lucas is a 30-year-old entrepreneur who has won in everything except his incurable cancer. He is 

fearless and controlling, but is terrified of losing to his own body and his legacy. Lucas is a self-

created entrepreneur and has started numerous companies since childhood. Like so many others, 

it started with gardening chores for the neighbors, but quickly turned into tool rental, then 

logistical transport, and later regular shipping. All endeavors with great success. In addition, he 

has also been successful as an investor. Yes, you can say that everything Lucas touches has turned 

to gold. Except now. Because no amount of money can save him from the cancer that has spread 

to several parts of his body. Lucas has put all his resources into getting the most modern 

medicine, the most experimental treatment. But nothing helps. The battle seems lost. 

What you don't tell everyone: Lucas is in a position of pure survival. He fears that it is his high 

stress level and lack of focus on himself that has been the reason why he did not discover the 

cancer in time. If he could, he would do everything differently. He dreams of being able to get 

another chance. And preferably if he could help others in the process. If only he had helped others 

instead of focusing on his success. 

The last bond: His "legacy foundation". A charitable foundation in his own name that will fund 

cancer research. To abandon it is to admit that his own success is worthless in the face of the true 

miracles of the cult.  

Alvah 

Lucin 



 

In one of the city's many parks 
Rose   

The Peace Lover 

Gardener 

Utopia, otherness, passivity. 

 

 

 

 

 

 

 

 

 

23-year-old Rose finds her only peace as a gardener. She avoids any conflict. She is a dreamer and 

is seen as an oddball. Rose often loses herself in the attempt to create harmony. She feels 

pressured by the world's turmoil and longs for a life without difficult choices. For Rose, nature is 

the place where things make the most sense, because plants don't argue or make demands. She 

feels the chaos of the world as a physical burden. Her conflict avoidance is so extreme that she 

would rather let herself wither than say no to others, which makes her an expert at disappearing 

into other people's needs. She is tired of feeling like she has to weed out for others all the time. 

Sometimes Rose wishes she could find a "gardener" for her own life. Someone who could find 

Rose's weeds and weed them out. Someone who might be able to re-plant her and nourish her 

soil. 

What you don't tell everyone: Rose is looking for absolute harmony. In reality, she dreams of 

being a tree that can just stand and watch the world whizz by, while she gently shields it with her 

crown. A world where her need for peace can become a meaningful way of life. 

The last bond: The Allotment Association's peace. Her small plot of land, her plants and the safe 

neighborliness with the other garden owners. To leave it is to give up the only earthly spot in 

which she has ever felt balance.  

Alvah 

Myrat 



 

At a bar near the harbor 
Leo  

The Loyalist 

Firefighter 

Alcohol, loss, skepticism. 

 

 

 

 

 

 

 

 

Being laid off from the fire department, the 27-year-old Leo's world has crumpled. He struggles 

with a beginning alcohol problem and a deep distrust of authority as he searches for something, 

or someone worth being loyal to, again. During a fire, Leo lost his partner and best friend Max. 

Leo had suggested that a part of a building was about to collapse, while his commander insisted 

him that everything was fine and safe. It turned out that Leo was right, and it cost Max his life. 

Accidents can happen as a firefighter. You know that. But when it turned out that everything the 

commander had said was wrong, and that he at the same time denied his responsibility and 

instead blamed it on Leo, it became too much. And it turned into a scuffle, an assault, a verdict. 

Leo is angry with everything. He's angry with himself and he's angry with the world. If the world 

were suddenly in flames, he would not lift a finger to extinguish it. Most of all, he is angry that no 

one trusts him anymore. Everyone just thinks he's becoming a bum. And they are probably right.  

What you don't tell everyone: Leo dreams of being trusted again. He dreams of being trusted. 

For that person, he will be eternally loyal. Loyalty is at the core of everything Leo does. Yes, even 

if he chooses to be loyal to a bottle, then he will be faithful to that. Leo never does anything half-

assed. Leo needs order in his life. He needs something solid.  

The last bond: Max. You need to let go of Max. You need to let go of the blame. You should have 

said something... Done something. You shouldn't have just parried orders. 

Alvah 

Myrat 



 

Enchant Me 
Show me sincerity 

Give me promises you can and will keep 

Open up to me 

 

 

 

Connect Us 
Show me we belong together 

Show me passion 

Show me love 

 

 

 

Blind me 
Give me empty promises 

Hide what is dangerous 

Force me 

 



 

Enchant Me 
Show me sincerity 

Give me promises you can and will keep 

Open up to me 

 

 

 

Connect Us 
Show me we belong together 

Show me passion 

Show me love 

 

 

 

Blind me 
Give me empty promises 

Hide what is dangerous 

Force me 

 



 

Enchant Me 
Show me sincerity 

Give me promises you can and will keep 

Open up to me 

 

 

 

Connect Us 
Show me we belong together 

Show me passion 

Show me love 

 

 

 

Blind me 
Give me empty promises 

Hide what is dangerous 

Force me 

 



 

 

  

Alvah 

Partner 

Asfherus 

 



 

 

 

 

  

Lucin 

Partner 

Asfherus 

 



 

 

Myrat 

Partner 

Asfherus 

 


