
 

Mina Harker 
After their encounter with Dracula, the Harkers were 

brought into the Brotherhood by Abraham Van Helsing. 

They had already seen too much for any other option. 

While Johnathon rapidly progressed within the 

organisation Mina was side-lined thanks to the inherent 

sexism of the era and unspoken fears that she had been 

forever tainted by Dracula. Relegated to the archives she 

took it upon herself to form a team comprised of those 

who the Brotherhood considered incompatible with 

modern Victorian morals. Supernaturals, infernals, 

undesirables. 

So long as they retain a spark of good within their souls 

Mina will work with them. Using insights gleaned from 

mission reports, historical records and the Brotherhood’s 

ability to tap into telegraph/telephone networks 

worldwide Mina directs this group of outcasts, operating 

outside and around Brotherhood channels and limitations. 

Her intellect and position within the Brotherhood ensures 

that her team are able to get to and deal with incidents 

that fall outside the remit of all but the highest Chapters. 
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Mr Clink 
The shadows came for Joseph when he was only a child, 

one of the many children at the workhouse that hadn’t 

been expected to last the winter. Instead of taking his soul 

to the other side the darkness lay almost dormant, 

carrying him through one winter after another. As he 

grew so did the shadow, intertwining with his soul little 

by little until they were one and the same. Light and dark 

became something else, something that could only exist 

in the transition between the two. 

That was where Mina found the man who had taken the 

name of Mr Clink, in the bustling shadows of London, 

trying to find a semblance of balance. Living on the edge 

has shown him the truths of Victorian society, of 

uncontrolled greed and morals forgotten at the drop of a 

hat. He fights it in the only way he knows how, with 

darkness and unrestrained violence. His soul is already 

damned, so maybe the ends will justify the means. 
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Winnifred Peakes 
Nobody asks to be a werewolf, least of all a promising initiate 

of an ancient magical order. Life tends not to ask though, which 

is how Winnifred Peakes found herself barricaded into the 

Chancer’s Hand saloon during a siege that lasted close to a 

week. Night after night the werewolves breached the barricades, 

taking with them the townspeople a few at a time. Amongst 

them was her tutor, the senior Allomancer assigned to begin her 

training. 

Winnifred was critically wounded on the penultimate night of 

the siege but made a miraculous recovery thanks to the 

werevirus now cursing through her system. Since the siege she 

has kept the virus (mostly) in check through magical talent and 

sheer force of will but it has left its mark, with each wound 

healing over in vicious scars that take weeks to fully fade. 

Leaving the West behind her she travelled to London in search 

of her Order only to be cast out by the elders who were meant to 

train her. Without the means to return home it wasn’t long 

before she crossed paths with the Brotherhood. While the 

Chapter report listed her only as an independent talent Mina 

pieced together the data and recruited her into the Undesirables 

in return for occasional access to the Brotherhoods mystical 

archives. Winnifred may have forsaken by her Order but all that 

means is she’ll have to teach herself. 
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The Baron 
Baron Albertus Beechworth IV arrived in London six 

months ago from Australia to raise capital for expanding 

the prosperous mining town bearing his name. At least 

that’s what the socialites and high flyers of London were 

led to believe for Albertus is nothing more than a con 

artist. The Baron, as he prefers to be called, lives day to 

day, lie to lie, driven to bigger and bolder cons by the 

blood of his infernal ancestors. 

The big con fell apart while trying to offload a batch of 

so-called meteor alloys to an undercover Winnifred. If 

her ability to reform the lump of metal into cuffs around 

his hands hadn’t already scared him senseless the fact she 

described him of smelling faintly of brimstone would 

have. He’d heard the tales repeatedly as a child, of an 

ancestor who’d made a deal they couldn’t keep and been 

possessed by the devil in return. Stories meant to scare 

children with an inclination to lie to their parents. Now 

here was this woman who could smell the corruption of 

his lineage.  

Perhaps it was a sign to change, to make the biggest con 

of his life… convincing himself that he could somehow 

manage to redeem his soul. 
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The Creature 
The mad genius of Victor Frankenstein needs no 

introduction. In crafting the creature that would become 

his tormentor he exceeded all but the gods in giving form 

to artificial life. In the years since Victor’s death the 

Creature has walked the earth, slowly learning to control 

the rage that has threatened to consume it time after time. 

It is alone. Unique, but flawed. Patient. 

Many have hunted the Creature, in the name of God and 

of Science and of Power but none have come close to 

understanding its motives. That it desires purpose. 

Arriving in London under the guise of a circus freak it 

quickly learned of Mina and her team of outcasts. A 

meeting was arranged and an agreement reached. The 

Creature would join the team and aid in combating the 

pervasive rise of mad technology ushered in by the steam 

age. In return Mina would redirect the Brotherhood, 

Chapters re-assigned to inconsequential locales or sent on 

wild goose chases.  

All know that the status quo cannot be maintained for 

long, the Creature is too well known to stay hidden 

forever and the longer it associates with the team the 

greater the risk that all involved will be compromised. 
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