
 

    
 

Sample Haven – Serenity 
 Rising up from the drowned wreckage of New Orleans, the 
haven-city of Serenity was born from the beating heart of the 
Reclamation movement. The aftermath of the Nuclear Cataclysm 
brought another great flood to southern Louisiana, but as ever, the 
tenacity of the human spirit prevailed. With the surrounding 
landscape swallowed by dark waters, survivors of the Dystopia were 
left with one choice—climb! They took to the tallest buildings left 
standing while the grounds below succumbed to a watery death. 
The three greatest skyscrapers now make up the heart of Serenity, 
rising from the black waters like isolated islands. Over time the 
inhabitants built walkways and platforms to connect the buildings 
together, and from this elevated position, a new society blossomed. 
 The people of Serenity live and breathe the ancient 
superstitions of the bayou. They adorn their surroundings with 
voodoo trinkets and charms. The Forerunners have taught their 
young to trust in the elder traditions to protect them from the 
reach of The Black Dream. Above all other superstitions, they 
believe in something called “The 1000 Rule.” Serenity has a 
population of exactly 1000, and the citizens are convinced that 
The Sickness cannot reach them so long as the number is always 
maintained. This belief gives Serenity a sense of purpose amidst the 
chaos and confusion of the Dystopia. If a citizen dies, a new child 
must be conceived to replace the lost member. If the population 
exceeds 1000, someone must be outcast… or sacrificed. 

THE RULE OF SERENITY 

 These strict rules are enforced by an appointed champion by 

the name of Stryker. He is a mysterious man with an unknown 
past, but he is the judge, jury, and executioner of Serenity; no one 
challenges his will. He is a man full-grown, but practically ageless in 
countenance and stature. Some wonder if he is blessed with 
immortality. Stryker and his Honor Guard of 12 powerful Magi 
Ancients stand at the pulpit of authority. They are the living 
embodiment of the collective fears and beliefs of the citizenry. 
Stryker cares not for the mundane challenges of surviving the 
population through the Dystopia. Important issues like procuring 
food and water or improving the quality of life for Serenity is left 
to others. His only concern is The Sickness—keeping it out of the 
haven and expelling it when it does slip through. Stryker’s rule is 
modeled around the zealous (and sometimes monstrous) practices 
of the CDC Witch Hunters. Stryker believes the ends always justify 
the means, and his agenda is so often tied to religious fanaticism. 
In this case, Stryker champions the sacrosanct superstitions of 
Serenity. In recent days, Stryker has been seen less and less. He 
allows his Honor Guard to deliver most of his mandates, and his 
public appearances are few and far between. 
 The three major skyscrapers (called citadels) of Serenity are 
each governed by a major House of affluence. House Faith is the 
largest House, accounting for almost 50% of Serenity’s total 
population. By far the most militarized household, members of this 
family are conditioned early to combat the hostile elements of the 
Dystopia. They send hunting and foraging parties out by boat to 
collect food, water, and other resources. House Hope accounts for 
about 40% of the population. They are tinkerers and merchants by 
trade. They collect from their surroundings, re-package or 
repurpose the debris, and then set off on week- or month-long 
trade missions to procure vital resources from other survivor 



 

groups. Finally, House Charity is the weakest of the Greater houses, 
accounting for the final 10%. They are true to their name, 
sacrificing most of their worldly wealth to the refugee colonies that 
have sprouted around the outer perimeter of Serenity. Though 
there is plenty of room in the skyscraper to house all of these 
refugees, they are not welcomed into Serenity in fear of violating 
the 1000 rule. Yet Charity often makes trips out to these refugees, 
offering them what little they have out of true kindness.  
 Stryker has appointed a single Cabal from each household 
(another position derived from the CDC hierarchy). This person is 
vested with absolute control over his or her respective citadel, 
provided of course they always answer to Stryker. These Cabals are 
responsible for handling the daily challenges of life in the 
dystopia—procuring food, protection, quality of life, etc. Thanks 
to these authorities, the citadels are cultured, almost hospitable. 
The citizens of Serenity have put much work into making the upper 
floors something akin to a dystopian paradise, for whatever that’s 
worth. They have salvaged the lost wealth of New Orleans and 
adorned the top levels with pictures, statues, furniture, lavish 
drapes, and other items of affluence. They have planted rooftop 
gardens and raise small animals (though such things come nowhere 
close to being able to feed the entire population of Serenity). Each 
day the Cabal of each citadel hosts a mandatory “dinner-party.” At 
the affair, the cabals take count of their respective House (and the 
members of their Lesser Houses) and report those numbers to 
Stryker—all to maintain the 1000 Rule. 
 Perhaps the greatest power of Serenity—and of course this 
authority is wielded by Stryker alone—is to decide who lives or 
dies. When there is an unplanned pregnancy, Stryker decides who 
must leave the city. If a citizen perishes, Stryker decides which 
House will be allowed to increase its population to account for the 
loss. There is much political posturing by the Cabals as they try to 
persuade Stryker to choose their House, for numbers equate to 
power. Once a House is chosen, a Rebirth Ceremony is held. In this 
uncomfortable event, the Cabal of the chosen House selects one 
man and one woman to deliver this new child into the world. They 
are required to consummate Stryker’s will before him, his Honor 
Guard, and the Cabals. If the woman is not with child after a 
month’s time, Stryker chooses a new House and the ceremony is 
repeated. 

THE LESSER HOUSES 

  While the upper floors of Serenity are most luxurious, as you 
descend to the lower levels, the extravagances fall away like a 
distant dream, and the nightmare of the Dystopia begins 
to creep into the peripheries of this haven-city. Each 
citadel has its first two floors completely submerged in 
black waters and radiation has tapped into the 
swamp. The Sickness breeds in the waters 
and has given life to the Bayou-Born—
either horrifying abominations born 
from the swampy muck or refugees 
that have lost their minds to The 
Black Dream. Members of the major 
Houses (Faith, Hope, and Charity) 
live beyond the reach of these 
creatures, but the lesser cells that 
have sworn fealty to them are 

forced to live in the bottommost floors in close proximity to the 
Bayou-Born. To defend themselves against this dire threat, the 
Lower Houses cling to an offshoot of Magi power born from the 
Voodoo traditions held so dear by the people of Serenity. These are 
not the conventional traditions of the Magi, but there is strength 
in it nonetheless. For some ‘denizens’ (the name given to members 
of the Lower Houses), the Voodoo art is simply a faith-comfort, 
but for others, it yields very real and terrifying power. The ‘citizens’ 
of Serenity (the name given to the members of the Greater 
Houses) are afraid of the growing influence of these Voodoo 
powers, and their concerns are fed to Stryker in hushed whispers. 
While they hold true to the very same superstitions, they’re seldom 
able to summon power from it like those of the Lesser Houses. 
 From House Faith, there are two Lesser Houses of importance: 
Fontaine and LaFourche. Both families are equally yoked in the 
ways of battle and often seek to outdo each other to prove 
themselves to members of Faith. House Hope also enjoys the fealty 
of two smaller cell families: Benoit and La Fleur. The Benoits are 
merchants by trade. They salvage precious metals and other 
resources from the buried wreckage of New Orleans to sell other 
survivors within and beyond the walls of Serenity. La Fleur is 
perhaps the seediest of the Lower Houses. Their propensity for 
chemistry has allowed them to create salves, draughts, and other 
self-destructive drugs that alter the mental and emotional states of 
those who consume them. While such acts are deemed morally 
reprehensible by their sovereign House (Hope), their “goods” trade 
well with other colonies, and so their transgressions are often 
pardoned. It is said that La Fleur dabbles in the darkest fathoms of 
the Voodoo rites, but those are just rumors. And finally, there is 
but one cell-family beneath House Charity: the Toussaints. This 
family is hungry for success, and it’s clear they are tired of being 
under the boot of the weakest and least respected House of 
Serenity. Their numbers are almost equal to Charity, and the 
tension between these two groups is palpable. 

MARDI GRAS AND ASH WEDNESDAY 

 Of all the ceremonies and celebrations that occur within the 
walls of Serenity, Mardi Gras and Ash Wednesday are the most 
important and well-observed. However, the interpretations of 
these events have become distorted over the years. 
 Mardi Gras has become a celebration of the 1000 living 
residents of Serenity and how that special number of souls is a 
powerful charm able to ward away The Sickness. On this day, the 
Greater and Lesser Houses celebrate a grand feast together in a 

single citadel which rotates every year. The Houses freely 
share their greatest assets with the other citizens and denizens.  
 It is an opportunity for those in power to show off their 

affluence and win over the waning favor of both 
Stryker and the Lesser Houses (everything is 

politics to the Greater Houses). Stryker 
always makes an appearance and even 
allows his Honor Guard to perform 
incredible acts of healing for the people. 
The “party” continues late into the 
evening, as members of each House join 
together in hopes of making children. 

When there are new pregnancies, Stryker 
typically outcasts Forerunners instead of 



 

    
 

demanding pregnancy terminations; he seems to favor the 
younger, more resilient generations. 
 Ash Wednesday, on the other hand, is strictly observed by the 
Lesser Houses. On this day the denizens fully commit themselves 
to the powers of Voodoo, going ever deeper into the “dark” arts. 
They perform rites to protect their unborn children from The 
Sickness and Stryker’s wrath. The Bayou-Born are most active 
shortly after Mardi Gras, but so are the Voodoo powers wielded by 
the denizens. This is by far the most chaotic time in Serenity. The 
battle against the Bayou-Born wages on, and the Greater Houses 
desperately try to reign in their Lesser Houses to avoid deaths, and 
more importantly, to prevent the lower classes from realizing just 
how powerful they have become. 

THE IMPACT OF ‘MARKED ONES’ IN SERENITY 

 Survivors & Paragons – As is the case in most haven-cities, they 
are openly embraced by the community. In fact, Stryker seems 
to show particular interest in Paragons. Back when he made 
more public appearances in Serenity, he often quoted excerpts 
of the Minae Appareo in his speeches. 

 Magi - They are by far the most prominent group in Serenity. 
Almost 1 out of 3 members of the Lower Houses can channel 
Tempus Arcanum through the Voodoo tradition. These 
practitioners do anything and everything they can to get in 
touch with the ancient powers; they sacrifice animals, self-
mutilate, and even expose themselves to radiation. The Greater 
Houses call their powers “Black Voodoo” because of their focus 
on hexes and animism. What little power the citizens of 
Serenity wield is called “White Voodoo.” This involves healing, 
protective charms, and spells that supposedly increase fertility. 
In truth, the dichotomy between these practitioners is largely 
self-imposed, as both sides hold the same basic tenets and 
superstitions. Stryker’s Honor Guard consists entirely of Magi 
Ancients, and there is a fourth group of Magi who refuse the 
Voodoo traditions at all; they call it the Word of the Usurper. 

 Host – It is known that the Host have established themselves 
within Serenity, but not even Stryker knows who they are. 
Host-carriers must handle themselves with great care, as Stryker 
demands absolute fealty from his subjects, and he knows that a 
Host is first a servant of the Progenitor. Hosts always use their 
powers in secret, or at least attempt to disguise their abilities as 
natural skill whenever possible. This “sleeper cell” of Hosts has 
been watching over Serenity for quite some time. They have 
members in every Greater and Lesser House. It is believed that 
their primary focus is scientific in nature; perhaps they are 
interested in the emergence of these Voodoo rites, the biology 
of the Bayou-Born, or perhaps even the true nature of Stryker. 
While their purpose is shrouded in mystery, should the Host 
ever decide to make a move in the city, the ramifications of 
that action would surely be felt by everyone. 

 Pariah – Most Pariahs hail from the Lower Houses, as their 
increased exposure to the fallout seems to be the catalyst that 
triggers their genetic mutations. The Lesser Houses revere them 
as champions summoned to help combat the threat of the 
Bayou-Born. They are often chosen to lead the scavenging, 
trading, and exploration parties of Serenity. These same 
individuals are received less warmly from the Greater Houses. 
The culture of fear that enslaves Faith, Hope, and Charity make 

them believe these Pariahs are too close to the mortis-horde 
for comfort, but as long as these Pariahs continue to serve the 
interests of Serenity, no action is taken against them. It is true 
that Pariahs are often chosen by Stryker to be sacrificed or 
outcast to maintain the 1000 Rule.  

POSSIBLE SERENITY PLOTLINES 

 The morning after Ash Wednesday, over half the women of 
Serenity appear to be several months pregnant. The pregnancies 
span all three Houses (but favor the Lesser Houses). Tension 
between the citizens and denizens has never been greater as 
Stryker formulates the list of those who will be sacrificed 
(almost 200 in total). The protagonists somehow get early 
warning that they are on the list. Now they must find a way to 
remove their names from the list, or escape the city before 
Stryker delivers his death sentence, but the world outside 
Serenity is so very unkind… 

 Stryker is on the verge of discovering the identities of the Host 
Queen’s ilk within the city. The protagonists are approached by 
the Pillar who leads this secret cell; he asks for your help to 
either smuggle themselves out of Serenity or to fight against 
Stryker. He offers the many blessings of the Progenitor in 
exchange for protection. Stryker has also delivered a missive to 
the protagonists, offering his own rewards and special privileges 
in exchange for rooting out the “Machine Threat” from 
Serenity. The protagonists must choose sides and fight in this 
deadly game for their very lives… 

 There is a murderer loose in Serenity targeting those marked by 
the fallout. He always leaves a single page of the CDC’s 
Manifesto with the body. The protagonists are chosen to 
discover the identity of this killer and bring him to justice 
before any more lives are lost. Time is of the essence, especially 
considering that the protagonists are all marked as well… 

 House Toussaint has finally made its move. It is bloody civil war 
within the Charity citadel and all of Serenity is in chaos. The 
other Houses are desperate to take advantage of this situation 
and Stryker moves quickly in defense of the 1000 Rule. The 
Protagonists are either part of the civil war, or in other Houses 
looking to either capitalize on the event or quell the 
insurrection before the chaos spills over into their lives… 

 The Bayou-Born have become more aggressive over the last 
several months. One morning, several LaFourche warriors are 
found murdered in their rooms—shredded to bone and gore. 
Stryker appoints the protagonists to find this monster that has 
infiltrated Serenity and put it down before it strikes again… 

 The refugee colonies are growing in size and hostility. They tire 
of living in squalor and radioactive contamination while the 
citizens and denizens of Serenity live like kings in their Ivory 
Towers. Refugee emissaries warn Stryker and the Cabals that 
unless they are allowed to live within the walls of Serenity, it 
will be war. Serenity does not want war, but the 1000 Rule 
must be upheld at all cost… 

 Unbeknownst to the Greater Houses, Stryker and his Honor 
Guard have been lost to The Sickness. His rule is becoming 
increasingly tyrannical, and he continues to sacrifice and 
outcast citizens even though it seems unlikely that the 
population is currently above 1000. Who has the courage to 
stand in defiance of the man some call a living god? 


