
are nevertheless uncompromising in enforcing 
the laws of hospitality upon them. The fear of 
the Rabisu has become so ingrained that many 
vampires cannot trespass into a home even if 
they wished to.

Some scholars of the Lancea Sanctum believe 
that the Rabisu are angels of God, sent to test 
humanity as their predecessors did. Like the 
Lancea Sanctum, they are God’s holy predators; 
the death and destruction that stalks sin and spurs 
the mortal flock towards the path of righteousness. 
While they have a perceived common cause, the 
Rabisu treat the Lancea Sanctum members the 
same as any other corpse.

Yet the Rabisu are also natural extensions of 
the Twilight, formed from the ashes of that place. 
They are personifications of the decay inherent to 
the Twilight, consuming any ghosts that they find 
there, a more rapid version of the decay that all 
ghosts eventually experience. Whatever intelli-
gence and personality they convey are but human 
dreams and nightmares given form.

They are, in fact, one of the oldest nightmares 
to haunt the stories of mankind, their legends 
predating even Gilgamesh. The lurkers of the door 
echoed through myth and religion. The Road of 
Bones is a highway in the Primordial Dream, and 
the stories of the Rabisu have spread to and in-
fluenced countless Beasts. The Rabisu are among 
the first of the Dark Mother’s children, and they 
will not be the last.

The Rabisu may instead be manifestations of 
the Abyss, hunters, and guardians of both the 
mythical Road of Bones and its ultimate desti-
nation: the City of the Dead, the dwelling place 
of the ancient gods who defined the world and 
confined humanity. They deliberately hunt out 
those who would seek to reach that ancient city 
of many names.

Plot Seeds
An old church building was refurbished as a 

new city bank with an effort to preserve as much 
of the original architecture as possible. During the 
opening week, the bank was robbed, but mid-way 
through the robbery, one of the robbers shot his 
accomplices before attempting to kill himself.  

Witnesses remarked on an unusual yellow sheen 
to his eyes as he started shooting.

A particularly violent character has noticed that 
many of their bloody acts have been cleaned up 
by an unknown third party. While no effort has 
been made to hide shell casings or damage to 
the environment all blood has been removed from 
the scene and bodies have gone missing.

Bodies have been disappearing at the local 
morgue. While this might at first seem convenient, 
the missing corpses have caused increased scru-
tiny and have lead to several investigations that 
might discover not only missing but previously 
tampered with evidence.

The characters need to break into a secure 
building that possesses not only conventional 
but also supernatural defenses against intrusion. 
While many such defenses are easy to determine 
ahead of time, the lurkers in the doors and win-
dows might not be detected until it is too late.

Traits
Type: Spirit of Death
Rank: 2
Attributes: Power 6, Finesse 4, Resistance 4
Willpower: 8
Initiative: 8
Defense: 4
Speed: 10
Size: 5
Corpus: 9
Influence: Portals **
Powers: Essence Thief, Drain, Surprise Entrance, 

Wall Climb
Manifestation: The Rabisu can fetter them-

selves to individual portals. They can manifest 
through any portal. They can possess a creature 
who has trespassed through a portal.

Maximum Essence: 15
Ban: The Rabisu cannot harm the living 

innocent.
Banes: Salt

Description
Rabisu were never born and have never lived. 

Once servants of the gods of the underworld, the 
Rabisu appear to the living as shadowy naked 
figures, roughly the size of a man and clothed only 
by the feathered wings that sprout from their back. 
These wings are neither healthy nor regal, instead, 
they are reminiscent of a creature recently killed: 
still and in disarray. Their whole form is covered 
in a layer of ash, their skin indistinguishable from 
the soot that cakes it..

While the Rabisu do not wear traditional cloth-
ing, it is common for them to loot the bodies of 
their victims and adorn themselves in the jewelry 
of the fallen. Particularly voracious Rabisu are 
often covered in necklaces and bangles.

In the Deserts of Anguish, where all dead go, the 
Rabisu have a natural ability to blend in with their 
surroundings. They may hide anywhere, ready to 
seize an unwary soul on its journey along the Road 
of Bones. In this way, they act as an extension of 
the desert itself, the very land rising up to strike 
down the departed.

Dark Ages
Abandoned by the gods long ago, the silence 

of Marduk had little effect on the Rabisu. As the 
years passed and civilizations rose and fell the 
Road of Bones was thick with travelers and the 
Rabisu enjoyed no end of feasting. Over time 
they discovered other paths that the dead would 
travel and tried to expand their hunting grounds 
beyond the desert, clashing with both other corpse 
eaters and the psychopomps who tried to keep 
the dead safe.

The Rabisu feasted just as heartily on the world 
of men, rich as it was in corpses bloated with 
decay and humans bloated with corruption. The 
growth of cities provided even more bountiful 
hunting grounds and no end of portals that the 
Rabisu could stalk their prey from. In the greatest 
of cities in the darkest of times the bodies would 
pile up in the streets and more than once a clutch 
of Rabisu would save a city from plague.

The Rabisu also gained a measure of reverence 
throughout Europe as their form was depicted 
again and again in waterspouts and gargoyles 
intended to ward off evil spirits. Gradually their 
likenesses also took on a second role: a reminder 
of the ugly fate awaiting the wicked.

The stories of the Rabisu found themselves 
repeated in the many evolutions of Christianity 
where they were described as the representation 
of sin itself; the demon that lurked in the door-
way, that would consume the unprepared and the 
unready. Through devout behavior, it was said, 
both sin and the Rabisu could be mastered and 
overcome.

Modern Ages
Though reverence to Rabisu has lapsed and few 

are the buildings that bear their countenances, 
fewer still are their rivals. The gods of portals have 
been forgotten, and rarely are modern boundary 
stones marked with the protection of any deity or 
demon. With so many buildings bereft of mysti-
cal protection, either from or by the Rabisu, the 
stalkers of men move with considerable freedom.

Densely packed tenement homes are quickly 
becoming their new hunting ground of choice. In 
many of those apartments disconnected lonely in-
dividuals die in isolation despite being surrounded 
by people. When this tragedy occurs the Rabisu 
slip in and devour the newly dead before any 
notice, leaving only an empty apartment ready 
to be rented out by an equally empty slumlord.

When disasters strike cities the Rabisu relish the 
chance to gorge themselves, though this often 
brings them into conflict with migrating corpse 
eaters who travel the currents of war, pestilence, 
and famine. Such conflicts usually play out in the 
backdrop, in the shadows of doorways and mired 
in the cacophony of mortal screams.

In Chronicles of Darkness
As might be inferred by the distinct ash covered 

wings they share, the Rabisu are relatives of the 
Striges, ancient spirits that prey upon vampires. 
While the Rabisu do not share the Stirges’ animos-
ity for vampires who pretend to be human, they 
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The Girtablilu

Like their cousins the Kullulu, the Girtablilu were born from the 
waters of Tiamat’s wrath. They were fashioned as an army to 
harrow and slay gods, inheriting from Tiamat a touch of her divine 
terror known as Malam. Even still they were defeated by the upstart 
Marduk, disoriented with the four winds and captured in nets. After 
the war and the murder of their mother Tiamat, the Girtablilu were 
enslaved and used as guardians.

The gods took the Malam from the Girtablilu and made themselves 
regal outfits to instill terror in any who harbored dissent, but some of 
Tiamat’s magic lingered within the Girtablilu. Despite their defeat, 
they were still incarnations of terror and fear, even if they no longer 
left the gods trembling.

Unlike the Kullulu they did not rebel against their new masters, 
instead, they became protectors and guardians of the new divine 
order, ensuring that the sacred places of the universe were protected 
and forever inaccessible to the unworthy.

The mightiest of them guarded the Sun as it slept in the deep 
chambers of the Earth, warding it against any who would seek to do 
it harm. There they also kept dangerous secrets hidden, chambers 
and secret passageways so steeped in darkness that no air could 
be found and few save the Girtablilu could survive.

Unlike most of Tiamat’s children, the Girtablilu felt sympathy and 
pity for humanity, the newest and weakest creation of the gods. 
While there were still many places where humans were never to be 
allowed, on occasion the Girtablilu made exceptions for humans 
who were devout in their cause... or cunning enough to deceive 
the Girtablilu.

The Girtablilu

“Trembling terror they 
inspire, the sight of them is 

death.” 

- Epic of Gilgamesh
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is, on this world. They were never limited to the 
Earth, and many of them still guard the skies, 
stars, and facets of reality that were cut from their 
mother’s body long ago.

And so the Girtablilu linger guarding the 
places that man has not yet reached; whether in 
the inhospitable corners of the earth or amidst 
the stars themselves. When it was said that the 
Girtablilu were tall enough to reach the skies, it 
was not entirely an exaggeration.

But unlike their ancestors, these modern 
Girtablilu have learned the error of trusting 
humans and no longer indulge in the mentoring 
of the past. Too many Girtablilu have been 
betrayed for there to be any cooperation with 
humanity. When they encounter humans, the last 
guardians learned to kill or disable them quickly, 
only stopping to question intruders once they have 
been suitably incapacitated.

So now they lurk, inky carapace indistinguishable 
from the void of space, watching, observing, and 
always ready to protect the last of their sacred 
sites.

In Chronicles of Darkness
The Girtablilu may have once been agents of the 

God Machine, split from the divine’s agenda too 
long ago to remember. Instead, they try and follow 
half-remembered commands of guardianship, 
keeping the workings of the God Machine hidden 
and away from those who could abuse it. The 
discovery of the God Machine on the moon was 
a great failure for the guardians there, and they 
have redoubled their efforts to hide the rest of the 
extra-terrestrial machine. 

Yet the Girtablilu are seemingly both agents 
of the Fae and their enemies. They do what they 
can to keep outsiders from entering the Hedge, 
be they humans, or changelings. The aspect they 
call Malam is a form of chimerical terror, showing 
their fae ancestry

The Girtablilu seem to have a special enmity 
towards the Forsaken and others who would 
dare to cross the gauntlet. For those who have 
survived listening to their stories, they claim to 
be the ancient servitors of Marduk, the divider of 
worlds and a rival to, or possibly even an alter 

Girtablilu Birth Swarm (Environmental)

A mass of newly or prematurely born Girtablilu is best represented as a swarm rather than as a num-
ber of distinct creatures. A Girtablilu birth swarm starts out with a radius equal to its mother’s size 
in yards (usually 10). The birth swarm inflicts a single bashing damage and the moderate poison 
tilt to anyone within its radius each turn. The birth swarm can condense to do more damage. 
Every time the birth swarm condenses its area to half, it doubles the amount of damage it does 
per turn.

Causing the Tilt: This tilt is usually caused by the death of a pregnant Girtablilu, as her children 
swarm out from her body to try and devour whatever killed her. A group of Girtablilu children can 
also become a swarm if sufficiently enraged.

Ending the Tilt: There are usually too many Girtablilu children to be killed by unarmed attacks or 
conventional weaponry. If an attack or tilt does damage over an area, each point of damage 
inflicted reduces the birth swarm’s size by one yard. Should the swarm be reduced to zero, the 
swarm disperses and the majority of the children are killed.

Description
The Girtablilu are massive creatures, though 

once described as reaching the skies themselves, 
they fall well short of this in modern times. Their 
form resembles a blend of a human’s upper body 
with the body and legs of a scorpion. The black 
carapace covers much of their surface, protecting 
them from attack and the void of darkness.

The Girtablilu are sexually dimorphic, with the 
males having a larger arm ending in a scorpion 
claw. The arms of the females have instead 
developed into powerful feathered wings, giving 
them the ability to fly, while they are forced to use 
less developed secondary arms to manipulate and 
grasp objects.

To look at them is to see the stain of Malam, a 
sight that few mortals can withstand. To look into 
their eyes is to invite destruction.

Yet despite all of this, they lack much of the 
malice of their cousins. For the most part, their 
interests lie in socializing, both with their own 
kind, and any who can bear the sight of them. 
They often act with concern for creatures that they 
consider lesser beings and often go out of their 
way to protect humans and other rabble, whether 
through providing information or direct aid.

True threats get much greater and more severe 
responses.

Each holy or forbidden site that the Girtablilu 
guard is protected by a mated pair, often a 
husband and wife, though other arrangements 
have been rumored to occur. The long epochs 
of sentry go easier with a companion. Girtablilu 
whose spouses have been killed often go mad of 
loneliness.

Some Girtablilu who have lost their companions 
have looked elsewhere for companionship, 
finding unlikely camaraderie in other demons 
and mortals alike. This social need may be their 
greatest weakness and loneliness has made them 
vulnerable to many betrayals.

While the Girtablilu reproduce rarely, they 
spawn large broods when they do. Unlike many 

creatures, their eggs are never laid but are instead 
harbored inside the female Girtablilu until the 
young hatch and crawl out of their mother. Stories 
tell of a hero successfully slaying a Girtablilu only 
to be swarmed and consumed by the young that 
poured out of her.

Dark Ages
In time the Girtablilu lost contact with their gods, 

leading some to despair or even to abandon 
their sacred posts. Others decided to serve new 
masters, those who had some aspect or claim to 
the divine, be that powerful spirits, or kings of 
men. Widely used by the Phoenicians to guard 
their ancient tombs and burial crypts, many 
remained there through the ages, keeping vigil 
over revered mummies and ancient sacrifices to 
forgotten gods.

The Islamic Conquests and the Crusades 
exposed many of the Girtablilu’s sacred sites, 
the discoveries of which were rarely peaceful The 
Girtablilu were seen as ancient demons protecting 
wicked idolatry and often put to the sword. While 
stronger than most humans, the numbers and 
zeal of the holy warriors overwhelmed the ancient 
guardians.

Encounters with humans did not always end in 
violence however, some Imams thought that the 
Girtablilu were a form of Ifrit, ancient creatures 
who nonetheless had a place in God’s plan. Some 
Girtablilu, abandoned by the courts of Marduk, 
eagerly embraced the new religion and found 
purpose in protecting new sacred sites.

Occultists and philosophers also had their 
encounters with the Girtablilu and were often 
surprised by the creature’s willingness to discuss 
and debate. Some even rose to become the 
personal demons advising alchemists and 
magicians of the period. A few men devised 
means to slay their demons, to take the last few 
secrets that the scorpions would deny to them.

Modern Ages
The Girtablilu are largely lost to the world, 

betrayed by their students; their temples and 
tombs ransacked. Outside of legend and fable, 
they are largely forgotten. Largely forgotten, that 
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Traits
Mental Attributes: Intelligence 3, Wits 5, Resolve 5
Physical Attributes: Strength 9, Dexterity 6, Stamina 6
Social Attributes: Presence 5, Manipulation 2, Composure 1
Mental Skills: Academics 3, Investigation 1, Occult 4
Physical Skills: Athletics 5, Brawl 5, Stealth 5, Survival 1
Social Skills: Intimidation 5, Socialize 1
Merits: Choke Hold, Danger Sense, Encyclopedic Knowledge (Occult),  Indomitable, Omen Sensitivity, 

Virtuous, Void Adapted
Potency: 5
Size: 10
Willpower: 11
Virtues: Fortitude, Pedagogue
Vice: Loneliness
Aspirations: To have a companion, to guard the sacred and profane and to bring knowledge and 

wisdom to lesser creatures.
Initiative: 8
Defense: 10
Speed: 25
Health: 16
Ban: A girtablilu that has not had a friendly conversation with another creature within the past week 

gains the Broken condition.
Dread Powers: Chameleon Horror, Emotional Aura (Fear), Greater Toxic. Natural Weapons ** or 

Wings

Emotional Aura (Fear): If using Vampire the Requiem this Numen can be replaced by the Nightmare 
Discipline, with the Girtablilu being able to spend willpower instead of blood to activate.

Void Adapted: The Girtablilu do not need to breathe and suffer no penalties from being in a 
vacuum or the void of space. All of their powers, including wings are usable in space without penalty.

Wings: Female Girtablilu are able to use their wings to fly up to their speed.

ego of, the great wolf Fenris. Whether or not they see the Forsaken as their own rivals or the killers 
of their ancient master isn’t entirely clear... unlike their hatred.

The Girtablilu are oddly familiar to Nosferatu, showing some aspects of blood sympathy with the 
clan. Additionally, their “Malam” seems to be nearly identical to the Nosferatu’s own powers over 
terror and fear. By some accounts, when the ancient progenitors of the Nosferatu, the Brothers Worm, 
descended into the darkness, it was the Girtablilu and their Anunnaki masters that they feasted upon 
to gain power.

Plot Seeds
The city is marred by a long-abandoned pit, a failed high rise development where construction 

halted after a series of mysterious deaths. Investigations found serious and repeated safety violations 
and funding to complete the project dried up. A new construction project has finally replaced it and 
while work on the new tower has begun, the mysterious deaths have returned as well.

Local children have begun to perform terrifying pranks on adults in the region, seemingly aimed 
at discouraging certain avenues of exploration and research. When pressed, the children reveal that 
they are working for ‘the widow spider’ who tells them stories of the way the world used to be.

Nightmares that have plagued the city for weeks were not caused by the pair of monstrous scorpions 
in the ruins below, but instead by the entity that they were imprisoning. Now that they are slain the 
real horrors begin.

A longstanding online contact sends the players a cryptic email letting them know that they are in 
grave danger and may already be dead. As they try and track down their friend, they discover that 
not only was their friend hiding a secret that others would kill for, but that they may have never been 
human.
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