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The Reverend Matthew Wallace sat on a bench
by the riverfront eating poy from a
drinking iced tea from a can
debating with a devil

peom g and

He was, once again,

him, calmly licking o
atthew’ »\«\II\
am the way

napkin under the stick

at beside
actlylike?
ice r

¢ devil
esicle. Helooked e
He even ate the melti
would — carefull
-hand tok
Marthew knew this. He'd

MNoah
other shape and heard its other name

seen

lts other voi
much as something

ce was not something
ou fele — and abe

“The essence of salvation is simple faith, then?”
the devil asked, twirling the fudgesicle in his mouth as
the minister replied.

N .
i

4
.

= 'ht © ith is
the ke

“Hm... so then the question is, can faich abide
with certainty ]

s nothing simple abour it, burt yes.

*Is that the question?”

“Dia you have faith that ths grass is green, o thar
the sky above us is blue, or that y
and salty?"

POPCOm is warm

mean. This is about your.... direct

experience of God
The devil nodded

! \.'u\l\\l argue that you can
rant. That igno-
rance of the .In ine is the pruuumm for faith. It
explains a lot.”

Have u are

“Like why you were commanded to hide your-
es from mankind.”

(
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“Back wheni we were shgels, ¥
out over the water, and his face was handsome with
melancholy. “Before the Fall.”

Matthew took asip of tea. It was too lemony. The
canned stuff always was. “So you're aftaid thar you
cr have faich, because you simply know.

“I'd prefer the wond ‘concemed’ to ‘afraid,” but
you're |

Matthew shrugged. "Othershavee wpe
direcely. Mary, Moses, the Apostles.”

“But theyalready had faith when they wereexposed "

“Nat Saint l’ml Revelation was his conv
sion experience

“Paul believed strongly enough to persecute the
early church. He believed in God all right, he just
didn't believe Christ was the Messiah.”

“All right, we're drifting here. The poing is, proof
of the divine did not take their faith away, Surely
you'll agree to thar, right?”

Nonh bit the
and nodded.

“All righe then, Maybe your challenge isn't to
have faith in God, but to have faith in His love and
benevolence

can

argely correct,”

nced God

ast lump off his fudgesicle stick

e Matthew a thin smile. “Considering
that by His word T was hound and flung into Hell..,
ves, thar is a challenge.
“Bat thaits what youmust do, don'tyousee ! Thar'sthe
omly way you're like a human being; the only way you're in
yourtold meso
ve 1o trust, blindly tmust, thar
His will is good, even for you whom He punished "
HAnd you thew. Remember that He pu
ished you as well.” Noah wrapped the fudgesicle s
in the napkin and put it in a trash can.
“Perhaps you need o forgive God."
‘If God can do no wrong, for what can [ possibly
forgive Him?"
“For loving you enough to punish yo
shifted and tumed 10 Noah, “Plato s
three levels of friendship.”

Nouh

" Marthew
1 I‘I'll.'rh‘ were

“Plato said no such thing,
“Well, one of those Greeks. There's the first
level which is just, you know, hanging out. Two

people who enjoy one another's company, but no
more than that, okay! The next level is a friend
who'll help you, even when it costs him. Could be
anything from giving up a Saturday to help you
move to throwing himself on a grenade.”

““There 15 no greater loy

“Right right, but this is the Greeks, not the Bi
Matthew leamed in. “The third level is a friend who's

willing ta help you be the best man you can be. Who
tells you when you do wrong, even if it pisses you off.
Even if it means losing the friendship.”
nd that's the sort of friend God was to me?

Matthew shrugged. “Docs it make sense!

Noah didn't say yes or no. He said,
need to do is feel that God is good and 1'll be
Because that's a tall order.”

*Ever hear of 'fake it 'til you make it'?”

“Where | act like | believe
wanlly, 1 doX"

“Righe. It%s kind of funny, but it works. If someone
5 to feel love, | tell them o act loving. The act
them think about i, see things a different way.”

“Another consciousness trick. The lie becomes
the rruth,”

*“1 wouldn't pur

“So | must do good.”

“Withour doing b

“Righe." Noah nodded. “How about your church?
I'd be delighted ro work in youroutreach program with
the poor and the homeless

Matthew squinted at him, his mouth ser in a
forbidding scowl.

“Oh," Noah said. “There's that suspicious look
again, You rhmk I'm up to something. You think this
isall

Then all 1
wved !

something until, even-

w
mak

hat way.”

m."

1 shia
“I'm not saying that.

“But you think i, You can't rrust me, Why should
you! I'm a devil; you're a minister of the Lord." He
shook his head, “Whar must L da to prove the purity of

stersaid nothing. Noah turmed and looked

ar him,
“How about this! | fix things with St. Timothy

St. Timothy's was a Catholic church in nearby
Muleshoro, Six months earlier it had gotten a new
priest — a hlack priese. The defection of some white
families to other area churches — some Catholic,
some Protestant — had been an ugly source of tension
inthe ,m.dl\'hncaunl.mn Then, only aweek ago, St.
Timothy's ha just as a predominantly
Dlack Baptist ‘.'huhln had in 199% and another before
it in 1998, The police weren't saying the bumings
were connected, bur everyone was thinking it

The church burning was a charged subject.
Matthew and the devil had been present when ir
ugh fire.

“Fix things?” Marthew asked.

“Wouldn't it be a blessing to this whole arca if tha
ugly situation could be resolved? Would that be doing
good without evil!
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Again, the minister said nothing.

“I'll sweeten the pot,” Noah pressed. “If [ don't
find the L.ulpm and satisfy the town thar justice w
dome — satisfy them ina way that can give peo
closure — 1l give you my True Name,

*1 know your name.”

“You know the name Gaviel,” the devil replicd
“and it has some power. With it you can call me from
afar and Ul hear your words. Bue with my True Name
you can command me completely, unmake me, steal
my power for yourself... or exile me from this world
and back into the Abyss.”

Matthew gave him a sharp look. Noah na
wl continued,
wi're thinking that i you had this, you could
ur som from me, right! 1've told you: Your son is
that'sall. You send me forth and
.xl] you get is Neuh's corpse. But | suppose that would
satisfy you, wouldnt it? Then you'd know | pla
straight all along,

L only have your word for ,-II thi

“Whart have you gor to lose
s the question. If you fail

ve some edae, some inside ©

True Name." What if you succeed

“You mean, what if [ prove | can do good without

doing harm! Il accomplish a deed of unalloyed virtue!

Well, in that case, you give me the chance o do more
of them. You let me help you at your church,”

owed

d you

and | figure you
ck — I et this

Marthew thoughr abour ir.
“I"'m adding one conditi

me: it

“You do it in a month.
without supernatural powe

“Thar's twa condition
o deal without ‘em."
“Then I'm afraicd we've atan impasse, The mnmh
I'll cheerfully grant, bur without ‘supernatuml pow
lcan’t occupy this body. T can't move about or mteract
with the world or do anything bur remain in the Pit.
What you're asking is impossible.”
U rightyoucan,.. stay in the body. Fornow. But
you can't use your powers fo control people. You can't
change into... inta.."

“Righr.” Noah sunhd his chin. “But what if I' m
threatened! Can 1 use my... talents in self defense ™

“Why would you need ro!

“Come now. We're almost certainly looking fora
church-burning racist. Do you think such a person
would hesitare 1o kill a nigger like me ro protect
himseli? Or do you expeet me togo like a lamb ro the

nd you do iv without...

sed exercise of Chris-

staughrer? That's a rather acdva
tianity, even you must admit that.”

“All vighe, all right. Self defense. Bur only if they
ten o

thr

Jone. One month from...” he looked ac his

watch. “1:22. So, if you'll excuse me?” He stomd.
b o g
“l have an amson case to solve.”

1 1 1

His fiest visit was to Father Deon Warwell, the
priest whol he ook over
aspastorat St. Tim's, He greeted armly, ax well
he might. b had been on the scene when the
church burned, and he'd pulled 2 woman named Lynn
Culver out of the flames.

“Mr, Wallace! Ir's good o see you here,”

“Please, call me Noah, How is Ms. Culver!

The priest shook his head. “She’s mending
but... she seems badly shaken. Poor woman. Of all
the people..."

SO Instinetively, Noah reached out, un-
seen... and stopped himself, He'd said he wouldn't,
s0 he didn'e. He'd have to deal with this man the
human way.

“She's, er... had a rough rime of it," the priest said.

U] seee. Well, do the police

“Plenty, Too many, really,’
S et whis would burh & ehiareki
belicv
Well, there'salotof quict old Klansmen aroun
Deon sai dly. nd those noisy, misled yourh in
Christian ldentity and the \I"hu(u Aryan Resistance.
Thist's who the police suspect.”

d cavsed such tension wh

e any suspects”

I ean't

“But no names! Just organizarions "

The priest nodded. Noah pursed his lips.

“How are your patishioners?”

*Oh, most of them are taking it well." Father Deon
wave a twisted lirtle smile, “I've seen some families
come hack because of this. And the communiry sup-

port has been remarkable. We'll have the building
n:mlmi in no time.’
“Wasr

it big fire, then!”

“No, not like the last one
' 1 '

Naah was much less polite to Denise Cowper of
the Muleshoro PD, She'd interviewed him about whar
e saw and did while St. Timothy's bumed, and he'd
noticed even then thar she seemed uncomfortable
with the case. When she'd come to him then, he'd
turned on the charm as only a devil could. This time,
he wene ro her acting like an angry human.
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“_.justdon'tunderstand why you'reso upset” she
said, clearly puzeled.
“You don't? Don't you? Some madman is rannin’
“round, burning our churches, but you don't under-
stand why we're upser! The police do nothing, ger
nothing done and can’t see why we're unhappy? Whar,
you expect us to sit on the porch, eatin’ warermelon
tin” for the arsonist to strike again” He won-
dered if the watermelon hadn't been over the top, but
it made her flinch.
“We're doing all w
“Are you! Are you really? Someone does this
in broad daylight in front of a dozen witnesses,
and you have nothing? No one saw anything! Na
one knows anything? You must think I'm precey
damn stupid.”
“Naol It's... these things, they rake time.”
"Have you heard the phrase ‘Uncle Tomming'T"
“I'm sorry
“Uncle Tomming. Have you heard thar phrase?
1t's like playing dumb. You don't resist, you don't de
anyone, you don’t refuse you just... dom't do i
Goldbricking. Doing enough tosarisfy, but not enough
o accomplish.”
“Are you accu:
of that?
He said nothing, just g
“Mr. Wallace, L don't... | don't know what to say.
We're doing everythin, Everything. 1 mean, we've
gone over and over it with the witnesses—
“0Oh, sov it muwse be therr fault? Poor dummies didn't
see anything, weren't paying attention?”
“I didn'c say thar!”
“Then where are your resules? Where are your
suspects and arests "
“We have suspeers, but we aren'r....
“1 can't talk to you,” he said, looking aw:
“Mr. Wallace, please.” She bir her lip, leaning
over her des | thought we..."” She took a deep
breatl wied again. *1 don’t know why you're so
upset,” she said. “If you think I'm not working hard
on thiscase, \:m re just wrong, and I'll prove icto you
if you ler me
Yeah!”
“Please, You've, your restimony really helped,
aned 1 want you o know we're getting to the bottom
of this. Okay
He straightened his clothe
little... hasty.”
“l understand you're upset, Look, do you, .. want
some coffee or something™
r “lced real”

ad

can!”

ng the police department of.

: her an insolent look.

we can't—"

“Maybe | was a

“I'll get some,” she aid
About time, he thought. As soon as she was our of
the office, he pounced on the file folders he'd seenon
her desk.
3 ! !

Detective Cowper's prime suspect was George
Lasalle. He'd been the prime suspect in the 1998
arson as well. He'd been arrested in 1977 when a Ku
Klux Klan rally rurned violent, but he asserted that
he'd left the Klan after thar. No one on the police
force w

a retired machinist, 62 ye:
old, divorced and living alone. He had two convie-
public nuisance from the ‘77 rally —
it —and a drunk and
ined down
k man in

disorderly from 1981 —
from assault — after an incident witha b
a movie theater.
He lived alone,
knocked on the man
“Go "way," said a scratchy voice from inside.
He kepe knocking, patiently, monotonously,
The curtain over the window by the door vwitched,
and Noah saw a bloodshot eye.
“Reat it,” said the voice, “This pr
Noah knocked and knocked.
The door finally opened, and a portly man stood
there glaring. “Y're tresps " he said, “an’ if you
don'tscram pronto, 'ma blow o hole inyou bigenough
t" throw a football through.”
Neoah smiled a lircle. “That sounds like o threar”

s he

il Noah had high hope

oot

te property.

though.”
The last word

I'm not sure you're serious abo

“You don't think I'm serious, boy!?
hal a good fifty years of contempt packe: a1
jus” wait.” It took enly moments for Lasalle to produce
a small handgun and point it at Noah,

“Is the safety off ™" Noah asked.
k. “Is now."

“But how do | know it's loaded ™

Lasalle worked the slide, and a shell fell wothe floor,

"Oka\".. 1 just want to be absolutely, po:thcIy
sure you're threatening me with deadly harm.”

Lasalle raised the gun and aimed ar Noah's face.
“How much more proof you need? You ger, or ll kill
you, un'erstand "

“I'm glad we're clear on that”

Noah's smile became daz2ling,

“Now GIVE ME THAT WEAPOR,” he said — speaking
nor as Noah, bur as Gaviel the angel.

1 1
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ih left Lasalle'’s house,

Twenty minutes later, N
ely inclined togo home and shower. The m‘mlm\i
bro ku. down, collapsed utterly under the glory of

true form. He'd sobbed, had agonized llmut
ess, his uncertainty and fear, his fading
alth and rerror of dying
It had really been rather tiresome. The man's got
- two Oprah book picks, the demon
L idly I-u king down at the pistal he'd aken,
ha ‘Inu::. he pur it in his glove compartment

lome and unloved

ene -mrJu ar

The only really interesting thing he'd gotten
from George Lasalle was that the man had not
burned St. Timothy's.

' '

The nurse at se-Rockney hospital flireed with
Noah a lictle while showing him ro Lynn Culver's
He dicdn't mention that he'd been the one ta
save Lynn's life, the nurse already knew, He
dida'r ask the nurse for her phome number,

raom.

. Culver? he asked quictly. She looked up

with drug-hleared eyes

“Deon!” she muttered.

*Are you feeling all right?

The nurse gave his back a wistful look as she closed

the door. He saw it in her reflection in the window bur

gave no

As he approached, Lynn seemed 1o rally. She
fumbled by the side of the bed and hit a buttan, which
raised the martress so she was sitting up.

“Oh," she said. *1t’s 1

yw are you doing?

strer.” Her voice was raspy, coming out of
never got a chance ta

smoke-scarred lung
thank you,”

wi're welcome.

A real hero, If it
A rear trickled

| mean... you're a |
ou, I'd have... have,

st [
down her cheek

*Shh. You're embarrassing me.

'mesorry.”

“Don't apologize. | mean, what have you got to be
TIt's the guy whodid it.... He should be sorry,”

a puy, you know

“They haven't made an arrest, but... well... ev-

eryone knows.”
“Knows wha
“Everyone knows he did ir. [t sickens me to think

he might ger away with it, but everyone knows it was

Lasalle."
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arge... | don't think 1 know him."

“Well, don't you worry. He's gonna s

“You think they'd execute him!™

“That's probahly too much to hope for. Since you
got hurt in the fire, though, they could prosecure him
for artempred murder, Doesn’t really marrer. He's
pretry sick. 1 don't think he'll last long in prison.”

“What if he didn't do ie?"

Noah narrowed his eyes.

! ! 4

“Sa, why do you suppose Lynn Culver ser her own
church on fire!™ Noah asked

Father Deon Warwell looked surprised, but not
astonished. “What makes you think she did™

“She told me,” Noah lied.

Thie pricse sank bnek in his chale and sighe
his breath whistled out, he scemed o shrink
damn,” he said ar last,

*You didn't know ir was her?”

Warwell shook his head.

“You suspected !

U1 didn't suspect, bur ...

“Why is thac?

Another sigh, a short one. “Because the night

hefore the fire she. .. well, there was a scene.”
W

@ for this.”

. As
Oh..

1 was afraid it was her”

A scenel”

. mm, they have problems and
s¢ after the wrong men. Men
ot that theycan 't have, youknow!

“Some women
they... well, they ¢
theyshouldn't |
Married men or

“Or priests
“ather Warwell nodded.
Wow

“Lynn isa e She... well, she's got a past.
I thought T could help her, give her a job at the
church, kind of ... be there for her. | guess she wok it
the wrong way.”

Well, you tried.”

“You know whart they say abour good intentions.”

“The road ruIILlI ubi huh.” Noah frowned. “So,
what do we do now

“1 suppose we tell the cops

“You really think rh

“Well, they're... | me:

“Exactly whodoes that help! Lynn goes to jail and
becomes a punchline for right-wing radio hosts across
the nation

“The congregation might.

“Might what? Might forgive one of their own
Might accept you more when the whiff of a sex scandal
oozes out! Might ignore future racial incidents be-

53 pond i

A

cause this turned out to be a Klan-free crime? Just what
might happen with the congre n, Father!™
The priest was silent. “Ynu can't suggest that we
cover this up. | won't do
“Hmm. Yes, your church has been burned with
cover-ups, hasn't it! So tospeak.” Noah ran his fingers
upunder his chin. “Give mea couple of days. Pl think
of something.”

] 1
In time, he went back o George Lasalle. The man
drunk and not happy to see him.
*Go 'way," he said, his voice afraid.
ler's not go through this a

“Go 'way! L gor a gun!™
"No, you don't. ['ve gor your gun.”

“You rricked me
“Gieorge, you know that’s not rrue. Take a deep
breath and really ler yvourself remember. You know
what you saw. You know what Tam. You know what

it means.

Slowly, the door opencd.

“What do you want from me!” Lasalle asked, his
voice small.

[t was an effort to not really push the man, bur
Gaviel made do with Noalv's native charm and
warmth. They were really quite impressive, by hu-
mian standards.

“Da you really think I'm here
from you? I'm here to give something to you, if you'll
only accept it

"What do ye

Noah entered and sat on the couch. George took
the easy chair,

‘Gicorge, whar have you got!”

alle remained silent.

You're not saying anything, George, 'cause re-
ally, you got nothing. Na family you o friends
Reft. No job ro po to, even. You e forawhile, but
even that slipped away, didn't ic? Now all you have is
emphysem

Gieorge sard nothing, just frowned.

“Let me tell you whar you could have. You
could find a group of people who respect you. You
could ger forgiveness for all the shirry things you've
done over the years, You could have the knowl-
¢ that you helped instead of hure, healed inst
of harmed, gave hope instead of hatred. The
sound good

1 guess.” Lasalle's eyes were still afraid. “What's
the carch?”

“You're smart to ask that TI\L catch is, you have
o come elean about St. Tim®

o ger something

mean!”
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Ididn'e doie

“Oh, T know, But you must take the fall for it

“What! Thar*

“Look a it from a bigger perspective
nity is hurting hecause of this, use the story
they're perting now is ‘racist bastard burns church .md
gers away with it." They don't know who the r
hut they'te certain there is one, you ger me? Now. You
o 1o the priest, confess, rm yourself in and rell the
judge that you didn't mean for anyane to get hurt, thar
vou're sorry. Hell, tell ‘em you saw an angel if you feel
like ir. What's the story then? 1e's “old man sees the
sht and repents.’ People love a redemption story,
George, and when someone repents, it's awful hard wo
not forgive him. You start artending St. Tim's, and
people will treat you right because they'll feel too
guilty if they don't.

“No... no. This ain't right. It's like I'm cov
up for the real crook.
*The ‘real crook’ is a sad, messed up, broken
woman. You won't be covering up for her, you'll be
siving her asecond chance. As Jesus took the blows for
mankind, you'll take the blow for her.”

Gieonge wavered, then shook his head.

“Lean't,” he said. “I'm... I'm too old. T just can'r.
| can't have-all them eyes looking at me, people
shaking their heads

“You can and you will! Damn you, George, it's
not everyone who gers a second chance handed to
him from an Angel of the Lord! You're seeing my
good side now, but if you anger me you'll regrer it
until you die and forever after! You think you got
nothing to lose? Well the cops already have you
made as their man, and if you go in kicking and

S cr
. The commu-

ing

screaming, the only people round when you dic will
be your cellmares and maybe the warden.” Noah
stood and glared down at Lasalle. “The peaple need
an inspiring story of faith and forgiveness, and 'm
going to give them an inspiring story of faith and
forgiveness if | have to burn down your life to ger il

You h

George heard.
1

i me

' !
ar poor man,” Zola Wallace said, Zola was
Matthew's wife and Moah's mother. She was delighred
that herson had returmed. Neither Noah nor Matthew
willing to tell her the mruth.
The three Wallaces were sitting in the den of
Matthew's home, watching an evening news segment
intetviewing George Lasalle and rnh«r Warwell.
Iulw they say,” Hate is like a
Inn t work
50w ]luvu time, You et less of a... less of anything
out of it. In the end, there you are, high an’ dry
Privarely, Noah thought George's voice sounded
better coming out of Marthew's graphically equalized
and Dollwy-filtered surround sound speakers thanicdid
in rcal li
Ir's prerry ama arthew said softly, sneak-
ing a glance ar Noah. *Most men like that... they're
like a bad dog when it's sic sick dog bites inyone
who comes near, even the people who'd help it
“Pretty brave of him,” Noah said.
to admit you're wrong.”

.

It's never e

Matthew opened his mouth to speak, then
closed it when he saw Zola gazing at her son with
pride and adoration

“Yeah,” he muttered at [;

s never eas
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“avor'd of Heav'n so b

Demon: The Fallen is a game of epic heroism and
infernal glory set against a backdrop of the cynical,
modern World of Darkness. Just as the fallen them
selvesare livingdichotomiesofhumanity and divinity,
the setring of the gam g of two warlds: the
ge of Wrath and the
world of modern rechnology and seience thar we know
twoday. As the demons escape the Abyss and seck 1o
shape the World of Darkness according to their will,
they recovering knowledge
from their ancient war and merging it with the new
conceprs and ideas thar humanity has ereated in the
aeons since. For good or ll, the warld s char
under the influence of the fallen, and the game co
grow to reflect this evalution.
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The infarmation provided in this book is both an
expansion to concepts introduced in the core rules
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How rolse T s Book
is book is divided into several chapters, each of
1 is designed 1o explore and explain a specific

whic
arca of the game. Remember, though, that the most
importane “chapter” in a storytelling game is your
nation. Never let anything in this book become
a substitute for your own creativity
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Chaprer One: Fallen provides a wealth of sugges
and tips for well-rounded,
multi-dimensional Demon character. Beginning with
idelines for envisioning the origins, history and
personality of the demon iself, the chaprer then
covers important questions to comsider when creating
a mortil host that complements (or contrasts) the
character's infernal nature. The chaprer concludes
with advice on integrating these two aspects together
through the events of the ¢ 5

Chapter Two: The Price of Glory focuses on
how characrers gain (or ) Backgrounds, Virtues
andd lore through the course of achronicle, and how to
reflect these changes in play, Optional systems, such
as recovering forgorten lore through meditation or
secking rurelage through infernal mentors are ¢
introduce well as o new system called resonnnce
for enhancing fallen evocations.

Chapter Three: Merits and Flaws providesa host
of oprional traits that p d Storytellers can use
to further define their characters and give them added
individuality, These rraies:
soc

tions creating a

acter’s prelud

yers

ronped into six cat
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and

ries: infernal, physic I, mental, leg
cconomic, and they place a greater emphasis on quali-
ties provided by the character’s mortal host than
further celestial abilities.

Chapter Four: The Nature of the Beast adds
greater flexibility to the revelatory forms of the fallen by
providing optional systems for custom-designing a
demon’s apocalyptic visape. These systems un the
mut from providing additional options for staric
forms built at characrer creation to a free-form method
that provides the fallen with a mutable form thar cin
change itsabilities from tum toturn il the player desires.

A

Chapter Five: Infernal Engines presents compre-
hensive, demailed and complex optional systems for
crenting enhanced, enchanted and possessed relics,
greatly expanding the oprions available ro the demons
of the Thind House. Examples of present-day relics and
some dating from the Age of Wrath e for
inspiration and to suggest story ideas forvour chronicle.

Chapter Six: Rituals provides niles for combining
infernal love tocreate larger, more complex effects than
the House evocations are designed 1o provide. This
sive system for perform-
can be tilored o

re PR
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QUESTIONS AND ANSWERS

since the publication of the Demon: The Fallen
rdingerrors ar
omissions in the first printing of the ext, as have
questions regarding the interpretation or use of vari-
ous ey ions listed in the game. The follow
section contains errata for the Demon core ntlebook
1 number of frequently a
questions about the game

ules, several issues have arisen re

as well ag answers to

ABOCALUPTIC FORM ERIVATAL

Extra Limbs: The apocalypric form ability
Limbs provides the demon with two exr
wurn at the characrer's full dice pool or permits s Hmk
or parry without forcing the character to abore her
intended action for the turn. (pages 182, 188, 192,
194, 200, 206 and 207)

Anmon

All types of simor (including the n\-.lc;.m..lv.m
foron ability Scales) provide protectior g
vated damage as well as bashing and lethal H“IL. ’WI

Evocarions

Enchant Object (Lare of the Forge »## s }: The
number of successes required to successfully create an
enchanted item s four times the number of Faith points

invested in the item. Therelor
point of Faith to create would require four successes in
an exrended Dexterity + Crafts roll. {page 191)

Fade (Lore of Humanity *# *}: The player rolls
Manipulation + Subrerfuge, not Manipulation + Pres-
L 1

Manipulate Flesh (Lore of the Flesh »##): The
effecrs of this evocation last for the duration of the

1 e requirir

Ene

scene. (page 208)
Sense Congruence (Lore of Patterns #): Thetext
reads: “One successshows the location where the event

willoceur, but natwhen or where.” leshould read: “One
success shows the location where the event will oceur,
but not when or how it will oceor,” (page 192)
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“Twist Time (Lore of Patterns ®* ® ® ® }: The rext
reads: “Outsiders whoenter the bubble's space do join
irs alrered time unless your character wishes ic.” That

should read: “Outsiders who enter the bubble’s
do not join its altered time unless your <}
wishes i."” {page 193)

Farrn
th cannor be used to soak bashing, lethal or
ated damage. (page 239)
TonmeNt

When making an evocation roll, compare you
successes to your Torment. If a majority of the sue-
cesses you rolled shows numbers equal o or less than
the characrer's Torment, the high-Torment effect
occurs. nthe eventof a tie, the low-Torment effect of
the ritual 1 us

Example: Magdiel wishes to use Deceary om the body of
acancer pattent. Magdiel's Stamina is 2 and her Medicine
is 3, for a toral of five dice, and her crovent Tovment is 7.
The difficulty for the voll is a standard 6. Adam rolls three
SUEC - 7. 9and 9. He has a majority of swccesses that
ave meater than his Torment, so the evocation works as
planned. If he'd volled 6, 6 and 8, however, the high-
Terment effect wonld have occrrred, decaymg everything
arinndd the characrer.

Botches cancel successes startingwith the highest

successes rolled. (pages 161 and 169)

WiLLpowrR

You cannot spend a Willpower point
Tosia aith point if you botch an evocation roll.
(page 163)

PREQUENTLA ASKED QUESTI0NS

# Does ademon's host body age after possession?
Aslong asa demon hasar least one point of temporary
TFaith available, her host boady does nor age, nor is it
susceprible to normal diseases o iliness. IFrhe demon
pends all of her tempor ith, her body will age
nermally and be vulnerable ro sickness unil she gains
one Faith point.

* Can extra actions gained by a character's
revelatory form be further split into multiple actions
by dividing the character’s dice pooll Mo

* Can a demon possess the thrall of another
demon? No. The bond forged between demon and
theall prohibitsanother demon fromseizing the thrall's
hody. The only way a fallen could possess the body of
another demon's theall s if the thrall's master volun-
tarily revoked the Faustion bond, frecing the human
from the demon’s contre

* Can multiple demons share a single thrall? No. A
mortal can have only one Faustian pact at any given time.

e

# Can evocations be performed as a reflexive
roll? No. Evocations require careful thought and pre-
cise control to achieve their desired effect, something
thar doesn't lend irself ro performing out of pure reflex.
s ever, your Storyreller is free to make exceptions to
this rule, depe

ding on the situation.

® What is the volume a Gaping Maw could
swallow whole? Gaping Maw provides a demon with
a-set of powerful jaws and a metabolic system thar
allows her to cat virtually snything. [t daesn't incre:
the volume the character can swallow in a given
wetion, but it affects whar she can safely consume, A
demon with Gaping Maw can ent o VW bus if she
watnts — one human-sized hite ar a time.

* What is the duration of Manipulate Flesh (Lore
of the Flesh *#)? The alterations made using M-
nipulare Flesh last for the duration of a single scene.

® Can a character have a secondary lore path at
the same levelas hee primary lore path? For example,
if a Slayer's primary lore was Lore of the Spirit s+,
could the character also have Lore of the Realms
# o2 Yes. The only restriction is that a character may
nut pssess a lore path aca higher level than her primary
lore. So in this example, the Slayer could not have
Lore of the Realms » ## ¢ because the chamcrer's has
only three dots in her primary lore.

= Can the Lore of the Beast be used to summon,
control or possess supernatural creatures in animal
form (such as werewolves, vampires in bat or woll
form, ete.}! No. The lose pathapplies only to animals,
not supernatutal creatures thar have assumed the
shapes of animals.

» Can ademon {or mortal) walking a path created
by the Lay Path evacation still see her surroundings?
Yes, though the effect could be somewhat distorted and
surreal depending on the nature of the path created. Lay
Path manipulates spatial relationships between two
points, creating paths th
n't necessarily correspond o three-dimensional space
as the human mind perceives it

# Tfademon makes a path througha fire, do othérs
see him walking through the fire, or is he invisible as
long as he walks on the path! The demon would be
visiblewalking through the fire —a created path doesn't
make the charcter invisible. It is possible to look for or
ereate a path that allows a chamcter to move from point
Ao point B withour being seen, in the same way that a
person with knowledge of wildemess survival can sneak
across a seemingly flat and open field by tracing a path
thiat takes advantage ofsubtledips and rises in the termin.

s Can a character m‘p off a path after only
walking half its lmgth A character can exit apath at
any point she v

e entirely physical bur

-
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staring at the
Maryann

Murshall sat with his back to the co
daneing flames framed by the st firepl
traced her fingers across his shaved scalp, He took a sip of

ably against his sides.

he felt goad
she coned, her voice soft in his ears. He
o hearing that name. Part of it felt like a secvet
IrJullrW anom de pheme; pare of it felt ke a veaffirmation
of who ha vec lly was, Marshall Jakes. Or Nebivos, Tuwo
persomas. Two selves. [t was amaying that it felt so nice
es!” he asked,
“What are you l.'mzknu, bab?”
A staceato burst of images flaved and receded in hn
mind’s eve. / of angels clashing high in the air, so high
they looked like warring hawks Men swaying, bo

sevaping, praying. A black tower piercing th
face, a man’s face, bueried in the center of the sun ¢

glarmg halefully down upon him. So much five. So much
|~. wod. Ash clowds coughed on bitter winds. And after all of

+ ome swho pla
stine, On Christian Conflict

th his hope in man

it, a wall of darkness, cold and ceaseless like a coffin’s
embrace. The laneliness of that trme was eme of the thing
he remembered without a hisch, with no need to stam for
the memory, It sat inside his heart like a cold piece of coal.
He shook his head, squeesed his eyes shut for a few seconds.
Then he L at Maryann,, waking in her J‘u-nulrm Tound
face. Cherbic, even, he thoghe. It made him smile
“Not much,” he said. “Just thinking abote you.”
The fallen have a bad case of ducling personali-
ties. Their brains are tottering see-saws with two
identirics striking an odd balance. One identity is
an immortal being whose face was warmed by the
first rays of light that the sun ever put upon the carth
angel who defied the divine order and we
lock y in an crernal prison for his insubordi
tion. The other identity is like you or me — a fairly
normal person with a job and a family, who has
habits, foibles, goals and dreams that extend no
further than his day-to-day life. The question, then,

'(
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1 player (or Storyteller) effectively
conflict of identities in the course of
sicle? What happens when your
toremember who stood wirh him

! you s
portray ol
your Demon ¢hro
character is tryin

ring the Sieg
1w last vime

Sagun, but all he can call to mind
he bought milk ar the corner store
\\ hat happens when In s playing with his mortal
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of the

il he can remember are the knifing

Tris soul to ribd

Abyss curring

ns over

1, you'te playing o monster;
in a bleak Hell for untold
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an ancient be
millenn
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mon
A bag of flesh he wears like somebody else’s old

clothes, Only problem is, this oucfic smells like the old
owner, So much so that it constantly reminds your
ld soul, even thou

vhie never knew
and many fallen find
, unable to fully recollect what
like. O, in
another fashion, its like your characrer having one of
those dreams where he wakes up and, ar least for a

Y

character of the

him. Ie's o coat of memorics,
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wearing their own skin was acrually

time, the memaory of the dream supplants the meme
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the memory of the dream and
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“Here, on the left panel,” he said to Maryann,
“it'sall so insudar, like the Garden was one tiny patch
of lind. A zo0, pevhaps, or a tomato parch.” He
Jum:wLJ his brow. *And it lovks like someane mowed
the laum . [ remember, from time to time, just how big
it veally was. And untamed. An unkempt expanse,
changing; so alive that you could hear the plants
the antmals evolving, .. He sighed. “And
ere the Allfather and the Allmother are
halding hands with God? God wasn't there, Not like
that. He was thunder befare the vain. A face in the sun.
But he was never a person.”

Maryann continued to stare ahead.

“Middle panel; | don’t know what that's about,”
he mumbled. “But ths last panel? I5 this supposed 1o be
Hell? The fiery Pia2” He shook his head. “Gor i all
wrang, Mr, Bosch. Tsk-rsk-tsk. Men copulasing with
pigs? A bivd-man devouring souls? And what's with the
giane instruments or that strange rabbit! As demented
as the scene is, [ omby wish the Abyss looked like thar.
At least it would've been something. Anything. Some
splash of color. Some proof that the Creator had
painted the place, even i he had used his direiese
brushes, ™ He sighed, “It was so much worse. | can't
even explain, The absence of the Creator and the
Lightbringer was infinitely more harrowing than this
Freudion playground. It was like a storm you couldn't
see. A darkness that was solid to the touch, Outside of
s, you coudd hear humanity whispering, changing,
i unleashed and wunable o change its own
diapers or stop fouling its own nest

Maryann blinked

“Torture, Pure wrrure, Somany dribs and drabs from
that time, like splotches of ink that don't guite make a whole
pictare. Sceries cut 1o other seenes, and | know there are
conntless years missing. A brother murdering a brother
Promising o heal all the huddled homans who had been
afflicred with the Creator’s plagues. A grear clotd of flies
descending upon a stone fortress as trumprets Blared in our
ears, All very frustrarimg, Sometimes it's like @ deranged
dyeam, other times it feels ike it’s happening all over agam.
Lwish | remembered more, you know?"

Maryarn temed off the Walkman and eased the
Resklphones off her ears, She looked up, “I'm sorry, babe,
swere you saying something?”

He shrugged, and kissed her forehead. I was just
sayimg that the musesm's closing in ten minzetes. We should
frobably go "

The devil is in the details, they say, and in this
case, the cliché is entirely accurate. Your character
hegan life as a being beyond time, a creature liter-
ally responsible for designing and crearing some
agpect of the physical world, The fallen were crer-
nil agents of the Creator long before they slipped

into hummu thm>. \Xf’lu\c |I\e~,- m
ber every element of their angelic
clements are still very significant aspects of your
character's identity. Here are a few suggestions and
guidelines to help you further define the demon
inside the mortal shell.

-«
Crenring Names
re powerful symbols throughout the
religions of the world. In Judaic thought, it was
believed that the angels’ names were quite licerally
their mission or the task given to them by the
Crea o, Raphael, for example, means “healer of
God tan {or Ha'Satan} means “he who chal-
ges.” In both Egyprian thoughr and in the Genesis
account, things are literally brought into being
simply by naming them. Names also have pow
within supernatural circles, which is especially rue
of the fallen. Those who know your name your
True Name — hold dominion over you and your
everlasting soul. A demon's names {bath the Cele:
tial Name and the True Name) are crucial aspects of
his identity. A demon's Celestial Name is essen-
tially reflecrive of his ritle, station or task as defined
at the dawn of Creation. One could compare it to
the origmal derivations of Western surnames, A
person named “Miller,” for instance, owes her sur-
name to an ancestor that ground grain fora living at
some point in the The True .\l.mu ofa Llulnulh
however, is much more inscrutable. ¢
tion of his very soul, the equation L»f'\ll (h‘ -‘uunds\
vibrations, numbers and syllables that add up 1o the
sum of his very being. How then do we create these
unique names for a Demon characrer!

Cr IALNAMES

The Celestial Name is a ritle or designarion
instead of the true harmonic vll\mnun of the
demon’s soul, bur that's not 1o say it's not impor-
tant. The Celestial Name is what most d
call your character.

1t you're looking for good nam
mythology is replete with possibilities, especially
Middle or Far Eastern mythology. You can scour
books from the library or search the Interner for
names of gods and other characters from Jewish,
Christian, Zoroastrian, Hindu, Chinese, Japan
Sumerian and Babylonian myrhologies. A speci
angelic mythology can bedrawn from through hooks
called “angel dictionaries.” Also certain websites
derail names and functions of angels, fallen angels
and demons thar appear in religious texrs, One good
site 1o check out is www.pantheon.org, This sire is

MNames

It

nons will

to fit this role,
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an online reference of mythological characrers d
vided by culture.

Another question to consider is whether this
Celestial Name is the one your characrer origi-
nally held before the Abyss. If it was given or
chosen during that vast swath of pre-history,
then it's possible that other demons know your
character and her history {even if she doesn't
know it all heeseli). If the title is newer (gained
in the Abyss or perhaps after the escape), how-
ever, other fallen might not recognize the name
— which can foster suspicion.

There alsa might be a title associated with the
Celestial Name. Prior to the Abyssal entrapment,
Lucifer and his lieutenants granted titles to those who
were present and worthy — titles of duke, baron,
overlond, lord or fell knight. Does your character retain
the ritle! It's also possible that, after the characrer’s
© he demon might have another self-granted
title in rnmd Titles like “Lord of Wishes,” *Sword of
the Dawn” or“Baroness of the Temple City of Lust” are
all examples of titles creared uniguely by a demon, for
herself. Feel free to tie this choice into the Eminence
Background in the Demon: The Fallen core book. If
your character has three or more dots in Eminence, it's
smart wager to suggest that your demon had (or has)
atitle among other fallen. An Eminence 4 or 3 is likely
tosuggest that your character was important enough to
be granted one of the chicf positions by Lucifer in the
time hefore the Abyss.

Example: Beth gives her character, Marshall Jakes,
the Celestial Name of Nebiros after looking online for
demon names and discovering thar Nebivos was a
lower-ranking demon im Hell. She also decides that the
character will have an Eminence of 3. Perhaps not
enough to grant Nebiros an official title, but she decides
that Nebiros called himself the *Blood Dvagon” during
the time before the Abyss because he was one of the
angels who actually granted the physical life-blood
the Allfather and Allmother,

TrueNames

A demon's True Name is a vibrational utre
the summation of his very soul in a complex series of
sounds. 1 nportant to rermember thar the demon's
True Name is almost an abstraction of sound and isn't
cmllv\[mnulnhl‘_mummpl.. syllables, letrers or other
It might be a high-frequency resonance, like a
ildren singing {or screaming), or maybe
it's a precise sequence of dissonant sounds (pages
tuming, crows screeching, glass shattering). Perhaps
it's not even a sound at all. Ulrimately, don’t worry so
L bout the specifics of this name — just be aware
that it"s more like a complex cipher than a spoken

20
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name. Feel free to describe i,
yourself with a proper name.

Croosixaa Housr

Choosing a House can be a very simple or a very
difficult thing. ICssimple ifyou've read over the House
descriptions in the main book and you know exactly
where your potential character fits in, [t becomes more
difficult the hazier the picture of your soon-to-be fallen
is. If you're uncertain where to po, or where the penesis
of this character really fits, here are some thoughts to
help you choose a House for your new demon,

First, while this section is not about creating
your mortal host, it's not a bad idea to have some
idea already percolating abour who the human ves-
selis (and was). This way, you can spare yourself the
ugly contrast if you are planning on stuffing some
war-hungry Devourer into the body of a meek 15-
year-old girl. Or, alternatively, you might directly
seek such a contrast (more on this in Anatomy of a
Morral, page 31). It's good to have this idea in mind
sOyoucan bcl.m setting up the duality right from the
beginning. Knowing who the mortal is will help you
choose a House.

Second, the descriptions in the book for the Houses
are hard-and-firm delimiters of angelic duties, but
that's not w say that y rions within
each House, For instance, Devils may now be the
“charismatic tempters and deceivers” that the main
book portrays them as, but their original duties were
that of conveying God's will. As such, there are mul-
tiple comeepts available. A Devil could be a leader,
commanding troops of fallen with a thunderous voice,
or he could be a baron's right-hand-man, a skilled
politico with a serpent’s tongue. Other conceprs exist,
as well, outside of the normal. A Devil, with the lore
available ro thar House as well as its general embrace
of the Sacial Artributes, could | adde an excellent
hard or poet of the time before and since Rebellion. Or,
as a scion of the First House, there's nothing stopping
a Devil from being a warrior, as well —a hero of the
earlicst times, flaming sword in hand.

The point is, any concept s available o any
House, bur each House colors thar concepr with irs
own way of doing things. If you wanted to make a
warrior, someone who fought with martial skillsduring
the Rebellion, that concept could arguably be made ro
fir into any of the Houses. A Devil warrior might have
been as deseribed previously — a hero of angels,
stalking the battlefields with honor and a command-
ing voice. A Scourge warrior might have been a
defender of men, shepherding humans ro safery while
a banle rmged around. A Fiend warrior could've been
a military strategist whose theories could only be

but dom't concern
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implemented by time in the thearer of war, gaining
sense of troop movements from the ground (or sky), A
Slayer warrior could be a fearsome sight, indeed —a
painred gladiator, a dark and frightening spirit ripping
souls fram angels while stalking the scorched halls of
Sagun. A warrior from the Defiler House might have
beensomething ofa“bartle muse,” a dervish of frenetic
artack, howling songs of inspiration for her fellow
fallen. A militant Malefacror might have run massive
siege engines while alternately fighting off angels who
sought to overtum his cruel war-device. And finally,
the Devourer wartior... isn't much of a strerch. Lee's
ponder, instead, what a Devourer poet would be like.
Perhaps 1 fallen who accepted war bur didn't care for
the glory and spent his quiet time contemplating the
repercussions of the Rebellion in the form of medita-
Tive poetry?

Botrom line is, with the Houses, think outside the
box. While the fallen were certainly different from
humans, they still mamtain theirown individual spark
of life thar makes them individuals. They are only
logsely defined by their jobs, much as we are only
partially identified by ours

Example: Beth decides that, since Nebiros was in-
wolved in designing pare of the mortal body, he was most
likely a Scourge, She also likes this idea because it fits with
the “muardion angel™ concept she has in mind for the final
fallen character.

Hisronu

Tlme meant very lmh. o the dunz‘.na of Para-

shousands of years.
the imprisonment and the subsequent escape into a
mortal container, your character existed for a very
long time. That's a lot of informarion for you to have
to figure our, If you think abour all a mortal ¢
achieve in a single lifetime of 70-80 years, think
about what an angel was capable of accomplishing in
ahundred rimes that. Your demon was an amgel, after
I, who started off her existence actually crafung
some portion of the world humans live in, from the
dirt to the sky to the birds to the trees. And it only
goesup from there. The fallen saw the birth of man,
the growth and elosure of Eden, and then, of course,
we can't forget about the Rebellion instilled by the
notions of the Morningstar. Even the time after the
Rebellion is a war that takes millenmia to conclude.
Sounds like a daunting task to actually chart and map
out what your ¢ ter was doing during thar colos-
sal period, doesn't ic?

Well, the good news is thar you don't have ro skerch
out every vear of your demon’s life in the pre-history of

the world. Going thar deep would rake you so much
time, you'd probably never even get to play the game.
You should, however, be thinking about where your
characrer fit into the grand schetme of things, as well as
¢ your demon was doing during her time as a
rehelling angel. And so we've come up with a few of
what might be termed “tent-pole” questions for you to
mnswerabouryour character's place in pre-history. These
questions, like the poles ina tenr, will help hold up your
characterand acrually give it depth and body instead of
just being a flar concept thar wouldn't stand up to the
scruriny of the story.

LDHAT PART
DI DEMOR PLAGIS T Lax?

I the beginning, there was nothing, and rhat
nothing was called God. God chose to create light
through his will — but He needed the hands o
implement His will, and so the angels were born.
Onee upen a time, your character was one of these
angels — so what did she do during those sem
moments of Creation? It might have wken seven
seconds or seven million years (time, as we men-
tioned, was undefined), but your demon played some
key part in literally forging the world and the cosmos
thar surrounded it. Your House, provided you've
chosen one by now, can help you further define what
hand your angel played in Creation. Feel free to
actually give your character dominion over some parr
of his House's “duties.” One Devouter might say
{provided she can remember it when contained in
the mortal mind after the Abyssal escape), “1 helped
o give life to the birds of black feather,” whercas
another Devourer could claim, “1 helped give life ro
the plants that are poisonous tomen.” A Devil wasan
angel that conveyed God's will o the others — a
mouthpiece of divine action — but what crucial
message did vour Devil carry? Did she carry the order
to the Scourges to breathe life into a new human
called the “Allmother " Did she dircer acollection of
F|.,ml. tocreate a eyele of night and day so the world
¢ have periods of wakefulness and rest? None of
information is absolutely crucial to wha your
demon character is, but it will give a nice bit of flavor
to them that could haunt them unknowingly through-
out the story.

mple: Beth has altready decided thar Nebiros was
instrumental in the creation and implementation of blood
into the circulators system,

Mnu i

CHARACTERCHOOSE TOREVOLT?

Another key element of a fallen character is the
woning behind her choice to go against the
or’s wishes and align with the Lightbringer’s
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decision to reveal the angels’ presence to humanity
as a gulding force. We know why Lucifer did it —
why did your character do it? This is crucial informa:
tion, as it's likely to color your demon's actions in
the modern age whether she remembers precisely
why she rebelled or nor. The motivarion far rebel-
ling might have been very simple or terribly complex
1t's possible that your angel simply loved humanity
so much and felt grear sorrow at their enforced
ignorance. Bur there are other possibilities. Mayhe
your character had only a slight interest in hur
ity, but she opred 1o rebel because she loved Lucifer
so much {or was simply swayed by his powerful
cclarations) that it seemed like che only thing to
do. Or perhaps frustration was a morive. Consider
Ih'n the angels worked mircles

1-

o

sum-total won-
ders — within the cosmos as directed by God's
yearning, yet humans were blissfully unaware of this
work. They couldn’t understand or appreciate ev-
erything the angels creared, nor we
11 How frustrating that must
be to an angel who realizes thar his hard work in
creating the beauty of an orchid, encoding its DN A,
dircting: the actions of pollination snd photosyn-
thesis have all gone to monkeys who give the flowe
me sniff, and then bumble off? It's even
ible that your angel was jealons of the Allfacher
llmather Hu\ were content in their idyllic
stare, given G ark, but did angels have time to
sit ha d enjoy everything! Lucifer's decision to
rebel could’ve th ity apened a door o any
other angel who muLh( to rebel — whether his
motivations had anything to do with Lucifer's in-
fentions or not.

Example: Beth wants Nehiros o feel closels
i amanney

aware of the angels a

sreti

associ-
ated with and protective over humans beca
of spéaking, humens iterally Have  link t This
protection is what leads him 10 vebel and aid in mortal
itenment.

i

ent

(DHAT DIDUOUR CHARACTLA DO
pranisG THE AGror DT
The Age of Wrath is the period encompassir
the time during and after God's punishment, when
an shepherding the humans back Into

the fallen be

As the ash storms died down, the fallen
ed that their rebellion would conrinue — and
could remake the world in their image and

teach the mortal flock accordingly. These were the
carlicst days, if they could be called such, of the
demon's rebellion — and chis rime saw hope fos-
rered among the rebelling host, often in the form of
the legions. Was vour character a part of these
egions, or did he remain undecided or purposefully

A

unaligned? If he member of a legion, which
one, and why? While certain legions were geared
toward members of specific Houses,
members from other Houses. The A
for example, comprised largely S
Houses had representation, how,
character might have been a Fiend in this legion,
sm the others and help
ride the furure parrerns of the foolish humans, Or
mayhe your angel was a Slayer who chose not 1o
stand with the Alabasters, and imstead fell in with
the Ebon Legion, hoping to help punish those mor-
tals whao did not comply with the command toaid in
the rebuilding of Eden. Again, feel free to think
ourside the box when it comes to the historical
aspects of your character — he need not be the
fulfillment of a stereotype.

Example: Beth rea
Lucifer, and as such, join
frmamity's “hest mierests”

they did accept
abaster Legion,
rs, but other
ver small. Your

hivos was faitful e
mson Legion with

i mind.

TDHEAT DID UOUR CHARACTER DO
DURIsG THEAGEOP (DosDER?

This period was a strange time, and ics impor-
tant to know your character’s place in it During this
an host lorded over man, beast and
Vast, di‘\ﬂ'il\:l SEructun
h the ground, wowers jut-

period, the fal
11 buildin
s hen

plant and be
chthonian mazes
ting from the tips of the most glorious mountain

ut of cre
What th

te it for you. In the b

at
But r
ller is kosher with it [

Iracler.

her or
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[\

attles continued on the frir
s of sword

while,
lizarre comfrontatio

ranges. Mea
of the world,

or. destroy — martals

What du

that could astound

I your demon d

ssfire.,

aught i the or

during this time! Almost anything is possible. Was
she a Malefacror who helped further the perfecrion
il Lueiter's Genhinnom! Was she a Scourge who

from the
els? Or worse,

f nomadic mormal

the Crearor's ang
talready accruing within? If this is
1se, it's possible that she waga party 1o the Ebon
ion's depredations, creatin
elly demanding worship fr
yant human herd, Mayhe

sefully
smon knew of

it

therefore d

¢ Torment growing wi 1 -
i e edges of existence and stay out
of the cold and silent war, even opting out of
educaring the masses of mankind for @ more con-
anything is possible
len host were
ng them,
Where

cided t

templative lifestyle. Again,
During this era, the angels of the
gods 1o the morrals, culling them, weack

ng worship from ther

ving them, cultiv
won fit into this scheme!?

your de

Example: Beth de

ACTER DO
ArnocrTi
Arrocities grew out of the ace of
hel's murder as committed by Caine. This act
rarnished rhe land {n a wash of blood and lust, and
il the hlhn felt some part of the horror. The Ebon

CDUEAT DIDUQUR CHAT
punisG THE Timeor
The Time of

Legion's assault on Sagun was exemplary of what
the nhllm-. host had become as they were in-
spired by the spark of brurality and bloodluse char

man's actions had tostered. Your character, during
this time, has many paths he could have chosen
Forone, he could've felt the stab of murder brought
ranks of the punishing
himse

by Caine and joined the
low and

n the

fallen, steeping rin

the innocent

le could've gon
dif sute with the anger wichin and levied
the assault purely against G Is,
attacking them while they were weank due 1o their
-npable horror (and the fact that many of th
Caine for his rransgres-
d with

2

's remaining ang

ines
highest were off punishing
also possible that your
ppalled at what had become of his breth
ren — after all, the war was with Heaven, not the
humans, right? Finally, your characrer mi
well have determined his own path
foster acult of mortals away from the

angel sic

sion . It
Lucifer,

avaid the

fight entir
strife, or stride among the violent fallen and take
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vengeance upon those who have gor
ucifer's edicrs. This rime is 2 turning poine for the
insurgent host, a time when their mettle is cruly
testedd. The war with the Heavenly Host reached
new levels during this era, and the bactles that had
once contained themselves to the edges of Cre
ation were now in the forefront, with casualties on
all sides. Your character chose sides and acted upon
that decision ar some point
Example: Beth belicves that the first murder had a
profound effect on Nebivos, and while the fallen angel
wasn't constemed with hate, he was consiomed with a great
jealonsy for humanity, During this time, Nebivos became
fiercely possessive of humankind, going so far as 1o ateack
other angels who felt thar they condd handle the dury of
shepherding the hurmans.

D DIDUSAIN CHARACTER DO
punise THE Timeor BaseL?

The decision came from on high, the
Momingstar himself elevare the humans and
advance the War on Heaven. So began the Time of
Babel, and contained within rhe beginning of this
was the promise that the fallen 's adversity
was over and their true destinies at the helm of
Heaven were close at hand. The Grand Experiment
wiis set into motion, but a plor was harched by
traitorous hands — the Watchers went missing, the
nephilim were born, and mankind crumpled like a
paper cup underneath the duress of their new div
ity. This age was quicker than the others, fostered to
its supreme end the Abyss with alarming
but that's not to say your characrer didn™t
vie some place in it. Did your character agree with
Lucifer’s prideful proclamation? Did he help prorect
the Ten cter
among the lower ranks of dissent thar sowed the
disloyalty to the Grand Experiment? It's possible
that during the Civilization of Ashes, your charac
ter continued her old tasks, unfettered by the new
“decision” levied by the Lighthringer. Afrer all, the
war with the Creator's Host had not been ser on
hold. Mortals still worshipped the fallen at all cor-
tion. Was your character a god among
the humans? A humble teacher affronted that these
new “Wartchers” would f rc mortals to ascend to
greater states of beiny t of the nephilim? Did
your characrer hate them, hunt them — or warse,
help ereate them? This is a dark time for the fallen,
though some higher-Torment beings would cer
rainly sec it as more of a silver age of so much

ity

their charge, or was your chara

ners of Cres

potential ruined.
Example: Nebiros, Beth believes, was greatly op-
pased to the Grand Experiment. Beingjealows of the Ten,

ight have rem:

abused and comm:
hissing
ulat

character

as the only "rightful teacher”
af mankind. He hegan a personal war agamst the Ten and
was a bit player in the conspivacy to bring down the
decision levied by the Mornir

X
JupGMENT CALLS

Another key element of your demonic “half™ is
how the infernal character judges the nature of things,
both in the past and in the current age. These opin
fons, for lack of a better term, shadow your demon's
actions and help foster purpose and intent. They will
also help you decide whether or not your charscter has
allied with one of the extant factions.

Humasira

Humans, overall, were the lynchpin reason be-
hind the rebellion and the Fall. Lucifer's decree and
decision regarding the revelation ta Adam Allfather
and Allmother Eve is the single defining moment in
so each one is stre to have an
These opinions are highly

every demon's existence,

opinion on the subject.
varied, and you'll need to nail down your character’s
perspective on the nature of mortals both then (pre-
histary) and now (the modern day). Were mortals the
Heaven, the bane of Hell or just stumbling
Are mortals still worth something to your
character? Are they beings that inspire your character,
or does your demon seck o inspire them?! Are they just
Faith lanterns holding a much desired spark (your
austian ideal), or are they the i

basic
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tions of God on Earth and worthy of all the help you
canspare {a Reconciler perspective), It's possible that
your character has become a Ravener in principle if
ot in alignment, secing men and women as nothing
more than bags of bone and blood worthy of contempt,
pain and humiliarion,

Example: Beth has already decided that Nebiros
[oved heemans so much that he fell into the belief thar he
wasone of their “sole” educators, This obsessive protec-
nveness might rranslate, Beth decides, into the modern
fallen character,

Luciren

The Momingstar is inarguably the central figure
in fallen legend, ourside of the Crearor. Lucifer was
the pmnacle of the rebellion — the powerful ¢
matic Devil who was the first 1o stand against God
and the Host. Whether shie remembers it or not, your
characterwill havean opinion about the Lightbringer,
soit's a good idea to figure out what that opini
epectally in these moder days when Luc
hecame sucha topic of significance. If your ch
loves Luciter and seeks him still in this current time,
then your demon may be characterized asa Luciferan.
I vour charcrer tends 1o be maore “agnostic” about
Lucifer and seeks to puzzle our all the enigmas associ-
ated with the Morningstar (not having been in the
Abyss for those countless millennia), your character
will likely associare with Cryprics. Any emotion can
be connected to Lucifer. Did your ¢ crer hare him
from day one? Was she jealous of him? Did she love
him then grow ro deplore him due to his absence from
the Abyss? Obviously, more complex opinions can be
created, as well. Consider a demon who felt unre-
quited love for Lucifer but was always anonymous to
him, a nobody. Then she spent her time in the Abyss
obsessing over him with this fecling she called “love,”
which grew more and more twisted over the ages.
Now thart she's free, the Torment is reduced, but she
still feels the fire inside to pursue a wisted quest o
make Lucifer love her.

Example: Originally, Beth feels that Nebiros followed
Lucifer and was quite enlivened by the Momingstar's
ideals. But Nebivos grew to feel that Lucifer was a great
betrayer when he opted to assign the Ten to teach human-
iry, believing thar this affront was a grievous error
T Crearon

God and the Host obviously are of momentous
importance to the fallen. God is the being who
created them and commanded them to creare in tum,
aconstant barh

(15

anil the remaining host of angels we
in the sides of the fallen. What did your demon think
of them back then? Hate them for their (literally)
helier-than-thou attitude! Pity them because they

couldn’t see the truth that was in front of their very
eyes? Whist of God? Did your chisracter oppase him
happily, or did she do so only after coming to terms
with the vast fear of the Creator? And now, in this
current age, God and the Host are nowhere to be
found. In no place has the divine fingerprine been
discovered. Does your character see this as an oppor-
runity 1o make herself a God and take back what's
righttully hers? Tharwould make her a Faustian, Does
she view the place as just a sunnier version of the
prison she was condemned ro for all those years, a
place God has abandoned? (She would be o Recon-
ciler if she loves humanity; a Ravener if she sees the
place as a junkpile worthy of destruction.) 1s God's
absence a warrant of free will, a distucbing sign or a
cause of anger and pain?

Example: Nebiros, Beth decides, felt (and feels) sad
that the Creator felt the need to create mortals and use them
as little more than imorane golems. Therefore, Nebiros
sprrns the Creator, but natout of hate — only out of severe
disenchanoment.

dNaromy
or a Norrat

Maryann was on her side in the corner, membling,
sweating. A watery red fliid crawled from hey ears and the
corners of her eyes. Marshall lified his head, thrashed
abone, eried again to smash the chair apart beneath him, bret
he just didn't have the srength. The man's — no, the
clemom’s — breath seashed over him, a feculent exhalation
of decay. The tovturer grinned, a spread of brown teeth,
then held wp a fistfad of Polavoid picoeres.

“Do you really think these were you!™ he asked
Marshall. The demnom winced as he staved dovn at a photo
of Marshall grinning like an idiot as swater from a log flume
ricde blasted him in the face. He threw it to the grovnd,. Same
with apicticre of Marshall blotwing et candles on a birthday
cake. And a strip of tiny photos from a photo booth, each
picture showing him and Maryann making dumb faces at
the camera. “Humanity disgusts me. Do you really think
thatape’smemary is youe, Nebiros? Appalling. Alang, long
time age you and [ did some good work tagether. We
praceically mvented the virus, you and 1. Pus, nmors,
chamcres, a world uf wg:hﬂ ic delight! We were plag
kings, and heve you sit, crving like a kitten over some cake
you ate once? Ugh."

The tears were true., They moistened Marshall's cheeks
e the name Nebiros pierced his brain like a fishhook. There
was much about his ancient life he could remember, but the
rest was a dream he conddn’t veclaim. Inits place was a
buffet table of mortal memaories. Camivals, punch cards at
work, favorite radio stations, death of a cowsin, Maryann
So much of Maryann.

(

<
3
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he demon licked fes brtse-colored lips
‘Nebiros,” he said. “I need 1o know where Ba'al-
Berith is. Did she get out of the Abyss with you!™" Marshall
seavched Nebiros's memories (or was it the ather way
around?), and there was o tingle of recollecrion. Then
was pone. The demon wrturer saw the confusion on
Marshall's face. “You don't even vemember hev, do you?
Very disconcerting.”™

A snake-like tml, crusty and dry like cracked leather,
eased aveund from behind the demon’s back. Crerled in ity
tipvas ascalpel, dripping dark ichor. Flies oxbited the ooze
The demen shrugzed.

“Chavess [ have to play with Maryann after all. Your loss.”

A demon needs his mortal host's memories. With-
out them, the rorment of the Abyss would wash over
him and destroy any seml ¢ of his old self, leaving
mg mired in rage.

him & hateful b
Crearing your characrer's human host s filling

in the second half of your demon — withour it,
your character isn't whole, After all, the demon
now sees the world through hun . Where

once she helped create morrals and the world they
lived in, now she is a mortal. Now she knows what
it's like 1o be one of the very creatures chat the
fallen host helped to foster, and that's a big deal.
They »usmm.\l'rlwnIm~| ixa powerful side,
striving for control. Can your characrer r
halance berwixe her :lunnn side and her hum'm
side? Has the human side taken precedence, so
muchso that she believes herself to be “Jane Smith"
w of “Abrazal, Fell Knight of the Sanguine

Or has the demon side repressed the hu-
man memortes, leaving your characrer with agrearer
sense of her original self but making her valnerable
o the eventual erosion that Torment fosters in her
soul! Bortom line — this essay should help you
figure out who the mortal was, and wh
1o your fallen charcter.

A,
Tre CALLING

Somerhing about your mortal’s mind was like
a beacon ro your demon — a faine signal through
the darkness and hatred that called her o the
body. This is arguably the place to start when
hammering out your human, because this is the
rst and most crucial connecrion berween demon
and mortal minds. Something abour the human
must resonate with the demon's personaliry. Ir's a
rare thing to have a demon cast randomly, with-
out intuition, inte an unassociared body, Every
House tends to have archetypes of people to which
its members are drawn. Feel free to figure this in,
but also look back to your characrer's specific
demon history (which you have likely creared by

20

now ) for clues as to what kind of mertal she would
have instincrively soughe.

Take, for example, u Scourge who protected
ns from the havoe caused by the bateles with
the Creator's Host or the brutal meadness of the
nephilim, His charge, back in the day, was the
guardianship of humanity at any cost. And o, his
martyr’s soul was eventually cast into the Sheol of
the Abyss, and now has found a rift in the darkness
allowing him to escape. What soul calls to him, and
why! Innumerable options are available, cach one
with a ditferent reason as o why the demon may
have been pulled o i

Consider a rape crisis counselor. Perhaps the
demon witnessed the rape of humans by malicious
fallen during the Time of Atrociries, and the rape
counselor's own motivations were similar enough ro
call her there (potentially making a Reconciler in
the process). Or, what happensif the demon instead
is attmacted to a rape victim. Often, the obvious
absence of the demon’s ideals in o human mind
might be what draws the demon in instead of the
presence of her id In this case, the demon sees
the chanee to empower the mortal, t close the book
on her vicrim's nature and in this way, the
Scourge can be fulfilled. Perhaps the Scourge rakes
the body of a police officer downed in barle, know-
ing thar the cop died for whart he believed in, which
was law, order and the protection of mortals, [t's
ev pumhh that the Scourge secks darker human
material due to the overwhelming pan within the
Abyss, so she finds a rpist as 0 vessel, using him o
punish humans with her frustration over having
never made a difference to the world in any way,

Puzzling our why your demon was “called” to the
human is the key step. Was it the presence of the
demon’s own virtues and beliefs inside the human
mind that called her, or was it the absence of these
ideals that made her want to “fix" the morral? Did the
human have an ov ing emorion that resonated
with your character? Was it love, hope and cipathy
for others? Anger, lust aned frostration over being a
useless, ignorant being! Did the human suffer in such
away that it stood out like a

that stood our like a beacon o your ¢
ever the case, the mortal is the answer 1o the demon's

equarion, the summation of all she seeks in this current
time, whether she realizes it or not. Figuring out this
ment of the character 1s the springboard to further
ling the mortal half of your character.

Example: As the mortal half of her characeer, Beth
creates the human called “Marshall Jakes.” Why was the
demom called to Marshall? Beth says thar Marshall és o




hile this topic is touch
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disenchanted emergency erbye, numbed by the pain
and Wlood he sees day-to-diy. B h;.([stiuu"\\.n.m ol
scek out the L-qmdurm and sadness over the fienan
condition that Marshall evokes, On topof that, Marshall is
also in the healing profession, another hook thar Nebiros
might g,

.
Tﬂl". SPARKOF Lire

Justas the angels once breached life into the world,
s you must breathe life into the mortal thar your
demon inhabits. Because the demon mind issubsumed
beneath the waters of the human psyche (at least
nitially), you have to know as much as you can abour
the vessel your character occupies. Just as the demon
half of your character had a history with hopes, dreams,
relationships and motivations, so does the human half.
Some of the questions below should help you define
thee life of your mortal hose

(AT BIDUCUR CHARNCTER DO FOR A LIVINGY

It's a simple question, and one of some relevance
to the demon —after all, angels were defined by their
“obs™ in the world, While it's not their sole identity,
it does play a big part in the angel’s character, s it
should play a reasonable part in the morral's, as well.
Plus, a mortal's devorion ro his job might play a parnt
in why the demon was attracted in rhe first place.
Someone who is a video store clerk might not reflect
much through their vocation, but someone who is a
firc chicf might define himself through thar position,
Let's use the fire chief as an example. Someone who
fights fires is likely something of 8 hero archetype,

who might call a Devil or a Scourge who is attracted
to this selfless profession. Perhaps the fireman's mo-
tivarions are not what they r, however, and he
enjoys the attention his job gamers. This person
could eall a more Faustian Du Lot perhaps a Defiler
nh:\ enjoys the “inspiration” that the moral's acts
cause. If the human a librarian, perhaps a
Ynonladgohingey Fieid woold be eallod (o oy
Cryptic, actually). Serial killersf rapists might d
any Ravener; engineers or computer programmers
might earn the attention of a Malefactor; a mortician
{or, conversely, anobsterrician ) might attrace a Slayer.
Some connections between the mortal profes:
and the demon's House and/ or Faction might
obvious, or the connection could be less clear

gardless of the connection's importance, profession

ppe

"

Re-

{or lnck thereof} is asigmificant element of a human's
life and identity.

mple: Beth decides thar Marshall is a hospieal
. specifically working in the emergency voom

WA ancn
PERSONALRELATIONSHIPSLIKE?

our relationships with
others help to define us. Nobody isan island in this
warld — we constantly choose to (or are forced to)
co-exist with others. The nature of these relation-
shipsis not unl‘,mr\!lL 1l in characterizing the purely
mortal half of your demon, but it can insinuate why
the demon was attracted to the mortal host in the
first place, A woman who maintains a lo rela-
tionship with her husband might exemplify 1o a
low-Tormenr fallen exactly what is good and right
abour humanity, and rthus could atrract such a de
when the time comes. A reenager who is
peers” (and perhaps his

Just like job or care

mon
constantly abused by his
parentsh, however, might lure the interest of an
escaping Devourer who espouses ideals of revenge
and empowerment. Beyond that, the mortal's rela-
tionships also help to further the mortal's story. A
demon might enter the body, but that doesn't mean
that the mortal's relationships are suddenly left by
the wayside like so much highway wreckage. For one
thing, the other parties involved are unlikely to just
forget the character and sit content to e ignored.
Bur even more importantly, the demon partially
becomes the human. The demon is unlikely to want
to just dirch the relationships thar are intrinsic to
that human. If the mortal loved her children, the
demon probably loves thosechildren as well, whether
she wanes to or not. Moreover, it's that love of
children that provides the bulwark against the ever
threatening Torment of the Abyss, These extant
relationships — and how the demon defines them
and deals with them — really help to nail down the

(
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—
whole chamcter at hand. Does the demon ¢ from Rousni to Clive, you might write “Fe ¢
confidence in the honor and closeness of a best  step-son is worthless, and so abuses him emotionally R
friecnd! Does the demon become Faustian and at- and verbally.” On the arrow from Clive to Rousni, f
tempt 1o enthrall the friend? Does the friendship  ye { i ther despire |
remind the demon of one she maintained before the  the abuse.) This wheel Lh are will <ll.m you tadrill !
Abyss took them all, thus only serving 1o frustrate down into the mortal host's many relationships, and |
and entage her? it willalso give your Storyteller a useful toal, allow- s

You need tofigure out the mortal's relationships — ing him to incorporate these characters into the 1
— friends, family, loved ones, co-workers, lostloves,  story to make it a richer experience. (It's even
martal encmics, unrequited liaisons — and go into possible to draw | ceween the other characters,

as ||nnh detail as you can. One way to do so is to
tionship chart.,” In the center of a page,
pencil in the human’s name and a few key details
Then, inacircle surrounding the human's name, in

draw a “re

aset of spokes like a wheel, draw in other characrer

nam cription of who they are. (For
instance: “Tommy Brown, loving husband, " or “Mara
Rosaleone, adulterous gielf AW ALTOWS COn-

necting these characterstot s human host

— one arrow goes from the mortal host to the
“related” character, and another arrow goes from
the relationship to the mortal host. Along the

lines you can write
that imply the relationships one fecls for another
(For instance, let’s say the mortal host is Clive

jectives or other descripto

ed characrers is “Dr
On the

Jones, and one of the re

David Rousni,

abusive step-father.” aErow

SAMPLECHARACTERCHAI

Tracy
PELFiNO

{Philosophy
Professor; ex-Le

(Mortal F

as well, to further indicare the network of charac
nality.}

that surround the human pers

CDHAT WERE THEHOS T SWAS TS OR SEEDST
Characters are often defined by whart they ws

nt
sths they will go to in order to get what

nd the lens
they want.
desires and needs, and they help to provide depth to
reater connection to the
ist known for his
violent defense of the environment might merge well
with a wilderness-minded Devourer who will do any-
thing ra stop the defilement of the wild and narural

“hese wants manifest as hoy

the human character and a

inhabiting demon. An eco-tern

The human’s connection with the environ-
many of whom

ctive cavses What

world.
mental cause could draw
often attach themsclves to pi
did the human want? W

a Scourge,

(Res II\L\‘l AAMPLL)

Pavip
Jakps

{Older Brother;
Drug-Addicr)

Tost)

(Fiancée)
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edge! Money! Power!? Likely a combination of many
things, actually. The further question, then, is how
far would the human | get these things?
Was his life spent in vain pursult of these things
without ever achieving them? ( And how did this lack
of fulfillment reflect in the demon's attraction!) Or
did the human so sariate himself on worthless objects
and ideals that it left the mortal as an empry mess!?
These who want power and money might call a Devil
ot a Faustian. Cryptics or Fiends often ¢
quests of those who sought knowledge and wisdom.
You can also identify the human’s wants by more
fic terms. You might say, “Uriah was a man who
1y svight revbige sgaingt the drunk
driver who took his wife and childeen's life," or, K
Fechter wanted 1o use the Internet ro preach mes-
sages of white supremacy to frustrated tesnagers.”
{You must then ask yourself how these wants reflect
in the demonic mirror. Does Uriah's revenge con-
tinue with his Devourer host? Will the Fiend living
inside Karl's skin continue his crusade of hate, or will
upted soul?)

ave gone o

ntinue the

spec

-minded

he seek to reform the man's €
Example: Beth has

Marshall's wants and needs

ormen ancd aw
1t Marshall would r

(DHATWAS THEHOST AFRAID OF?

Fear is the otl
wants and needs, Fes
often stands in the way of us obtaining success in our

ypposit
efines us just s equal

objectives. We might wanr to talk 1o the girl at the

one number, but our fear of rejecrion
stops us from actually doing it. Anxiety and terror
have been vital in the path a morral rraveled in
life. For instance, someone who wanted nothing
¢ ths
fear mm]‘ul by her parents \"5
a musician. How will you eat? You don't get benefits
i know

1 CATCCr as a singer m

Fou'll die in a
gutter before you become successful!™) That fear
blocks them from ever being who they really wane
1o be in life. (Consider the opposite, oo, The fear of
failure might have spurred them to achieve their

OF INSUrance as an artisi

wants, but at what cost and sacrifice?) Everyone
¢ists in fear— fes

murder. Some people fear gerting too
sie in relatlonsh ips; others are afraid of what hap-
pens when the not ¢ th to their loved
ones. There are irrational fears (“I'm afraid a piece of
satellite 15 going all from space and kill me.") and
was molested when | was five, and |
fear what men are capable
you've figured that our, you

red ones’ rejection,

s erime, of le

Jse ene

rational ones (
ause of it."”). Onee

ire out where the

demon firs in. Fear isa flame that will draw the moths
quite quickly, like anapéritif before possession. Some-
andard

ane with a paranoid fear of dying (not the s

fear, bur afear that discolors all pares of his life ) might

appea 1 Slayer who relishes the raste of that fear
or, alternatively, wants to help absalve the morta

of such terror. The aforementioned singer whose fear
stopped her from pursuing her dreams might call a
Defiler who seeks to fill that empriness by allowing
Likewise, the demon

the mortal the gift of sor
htexploit it by seeking powerand worship o
“selling out.

Example: Beth believes thar Marshall's fears are
intrins 1 into his wants. He fears losing his o
Maryann, and he also fears that he will fail if he tries 1o

o, and this stops him from pursuing the goal

ate the demon part
demon’s story

t her plans.
ilable ro you

eller h.nn“l. the
mething to do
\ler for permis-

ually doinga

ald fir best with — with yo

general story ll-lw in mind. £ |u' can then deliver
1l be
wough an
yuld only rem
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IMSTANCES
LEDTOTHEROSSE 1oN?
!

's human host

: final question. Your charac
somehow became empry, and in that moment's va
cancy, the demon enters, Did the host die! 1fso !
t's possible thar the death of the human further
artracted the demon from the Al

For instanc

b the devastation «

hiinan. wha' pesishes. the

ually transmitred disease mighr aterace a tormented

Defiler who intuitively associaves death with de
The mortal’s death s likely to havea |
the future of the character. The Defiler
1 seck to reconcile the ¢

re loving (instead of lustful) life

1ge effect on

for instance,

cter's death and

Or it might swing the other way, and the Defiler
could seek to Farther punish the human's bady —and
perhaps transmit the disease o athers tf ytheact
of slaking her perverse lust

Also, o th
wat all

wither v

nsider the passibility that it was not

wed the demon entrance. Some human souls

e body is still alive. Coma victims, the

aile t

le brutality
|

mentally ill or even victims of unimagin
(ahuses levied

external fi

gainst them either by themselves or

es) make excellent hosts f

1

mortal's existence. A woman who was abused by along

ly defines the

fallen. If such is the casc

ver

line of brutal boyfriends and hushands mig!

The same

roarm fora Devourer warrior ripe with a
skill might also call a Scourge who can help provect
worm evil whe
tal

@ STOng one.

1 Faustis ishes to turn the

1 weak woman into

les on her aggressors and forg

micatly at

ampl
fartal, stal

protective
PARALLEL CONCEPTS

You've created a demon with

ow you're working on the h

wation, and you have an option before you. You
arallel identity w0

ate the mortal host as a
Inc

er terms, v
1 than not, ademon
sther; wha sh
ically similar, F
rrior Devourer

© in comme

v modern-day “warriar

vourer fought for the fallen host, the human




Civirren ONF

o

o

characrer might fight crime asa police officer or FBI
ngent. Or he may be in an urban street
Sihi thar often elashes viclently wih bEher pamgs.
Other warrior archerypes include a member of the
military, martial a
There's also the possibility of taking the “warrior”
concept and making it one that's slighely more
ict. The human half might be a “warrior” in the
inst deforestation or a combatant on the
‘attlefield"” Essentially,
you're marrying two similar concepts. You have the
demon in mind, now you're creating a like-minded
human for the demon to inhahie

ample: Susan creates a demon she calls Vajrapani
Nafruini s 2 selfish Devil who. had wortals buitd
cithedvals of glass for her during the Age of Wonders
Vajrapani was a Faustan to the core, a Devil who
e o harm of huemans wnless it helps her gain greater
grees of worship. Now, Susanis faced with the act of
ting her hamean host thar Vafrapani will dwell within,
| she chooses o the human similir to the demon
Susan creates Sylvia Jackson, ruthless CEC luru SUTYiL-
ing dot-com company. Sslvia has managed 1o suorvive
aned company afloat by steppmng on the heads of
low her in staion, Both Vaprapant and Sy
Jackson are power-hungry manipulators, and Swsan
feels thar the two conceprs — human and demon
mesh well in bath ideal and theme

(7 R —— Y AT e
CONTRASTING CONCEPTS

Your other option is to avoid the parallelism
deseribed thus far and mstead create a human who

“warrior”

TS InSTrucror,

security guarc

of the foothall gridivon.

ik

thas

it

contrasts (somewhat) wirh the demon that you've
designed. This is definitely the road less traveled, as
there will be a lack of cohestion berween the mortal
mind and the demon persona. Yer, this collision,
howeverchallenging, is likely to create a greater wenlth
frolcplaying opportnitics as thi-chamereris Hearally
conflicted berween two minds

Let's say you were creating a Defiler who, during
the time before the Abyss, was a maiden of lust bene
vodily urges — essene

succubus”

archetype. A ereature who is willing ro achieve
way possible, What happens
this ereature finds the body of 8 woman who
sexual contact so much thar she's celibate? O

Efkdsurs 16 - whats
wh

aman i a wheelchair who was, from a very young
age, unable to sustain a physical relationship with
anyone due to his physical handicap! Or a rape
victim whose memories of s “l1!&'c\nl:1rl|:|m;|un.‘u'|1
not pleasure, but only a wash of pain,
vindictive anger! Conflict occurs, The Lknhr -
theoretically a being of potent SLhLHl energy — is
now teapped in the walls of o human being who fears

sex or has been rendered so helpless by life's grim
circumstances thar the two personalities are con
stantly at war with one another.

Again, ler it be said that
character has to be done carefully, and we recom
mend working with the Storyreller to help develop
\hi:« idea into one that will vl marr b

Also, it should be in creari
contrasting demon and human halves, there’s still
some reason that the demon found the morral host
in the firse place. In the preceding Defiler example,

aying this type of

tated, ev

5. It's true that you're a demon,
the gills with lore and an apocalyptic
remember that the

| the problems llmr your
subject o, Ke P this in
ur chmu.t r's huln n

ol fhujmhu I
all the time. He can huulv;-
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there is still rhe theme of sex and lust running
throughout — the absence or aversion to the Defiler
ideals is likely what attracted the demon o enter
thar body in the first place. Using contrast docsn'e
mean rhat you concoct some random, utterly unre-
lared host body. It isn't meant for comedy or a
“fish-out-of -warer” scenario, it's meant to amp up
the conflicts intrinsic in such an unlikely pairing.

Example: Marty creates the demon Ba'al-Berith, a
Malefacior whose sole purpose before the Abyssal impris-
onmentwas todesign grand melee weapons for the various
legions, Her work was renowned, and it afforded her
great power and worship during that time. In the hopes of
creating a contvasting human, Marty comes up with
Marcie Murphy, a sexually confiesed computer pragram-
mer whois afraid of suecess and unwilling to assert herself
and her craft. The two personalities have in common the
element of creation and engmeering — Ba'al-Berith was
a crafter of weapons, and Marcie s a crafter of program-
ming — but the demem was one of much confidence and
success, whereas Marcie is one of low self-esteem with the
specter of failure hanging over her head. Marty hopes that
this contrast will afford him more roleplaying opportami-
ties, as well as the chance to slowly reconcile each
pevsomality with the other over time.

THE PRELUPE

His mind felt like a bundle of nerve endings,
unsheathed and raw. Every memory of the Abyss — all
the harred, disgust, brutality — every last bit of it
sucker-prnched him, and he could taste epidemics of
infection on his tongue. He stared down, eves wide,
and looked at the human sprawled unconscious in the
comner. He wondered what he could do o her. How
badly it would hure. The thoughe flickered through him
— they had rrusted the moreals, Taught chem, Loved
them enough to take the biggest, baddest bullet that pre-
history had ever known , and they got nothingin return.
He langhed. The Creator's lictle elay men. How simple,
and how satisfying it would be to kiss her mouth and
prress disease to her tongue..

. but then, there was something, else, too. Bleeding
in frrml the edges. Humaniry. Mortaliey. A life lived with
walks in parks, jazz music, raunchy sex, passive-aggressive
arguments, the Interne, watering plants with a lttle gl
pheme calls, coffee eups and Maryann. Always Maryann.
It was likee re-opening an old worend and then healing it
again, but this time a little bit better. All the old stuff, the
hatredof time mmenorial, quicted down inside of him, and
e was leftwith a serange feeling of grim harmony. He cried
for a litde while, bending down over her trembling body,
then he picked her wp and carried her over the lifeless shell
that the demon torurer had inhabited for a rme. He ook
her on of the room, whispering sweemess in her ear

A

Things would be better now, he thought. lewas like two
halves inside of him had become two wholes. The two parts
hadn't come together ver, hadn’t joined hands in an effort
to understand ome another, but they would. Demon
Human. Somewhere, Marshall Jakes — Nebfros— satin-
berween; a littde bit happy, a bitde bir sad

Thesis confronted by antithesis resolves into
synthesis. That is the creation of any fallen char-
acter, Your thesis, the origin, 15 the angel who fell
the demon just escaping the Abyss. The an-
tithesis of this is the human host — mortal, frail
and vulnerable, with its own dominant history.
When the two come together into one bady, you
have synthesis, the combination of both halves
into your character. This section should show you
ways to make the two merge seamlessly and to
begin the game knowing where both halves stand
in relation to the other. Along the way, maybe
you'll find some new ideas on making the amal-
gamation of demon and human work berrer for
you and the game.

UNEARTHING?

reDEMoN

Memory is a fickle creature. It exists inagray area,
sanchwiched berween fact and fiction. Cur mimds are
filled with incorrectrecollections, alrered memaoriesor
blank spots. If we remember it didn't it happen? Isn't
it who we are! If we can’t trust the stff in our own
head, what ean we truse?

And so you run into one of the key problems
the fallen (specifically those who have only re-
cently fled the Abyss) are victim to — the
untrustworthiness of memary, Consider the prob-
lem: Utharis a fallen angel, a Devourer who existed
in a time hefore humanity was crafted from rhe
ether. Uthar has countless millennia of memories
as an angel, as a demon, both in and out of the
Abyss. Uthar escapes and is artracted ro the body
and spirit of a police officer wha (mere moments
ago) died in a shoot-out at a high school. Suddenly,
Urthar's vast reservoir of angelic/ demonic memory
is submerged beneath the memories of the human
police officer. The cop — whose name was John —
leaves such a residue of remembrance behind thar
Uthar may not even know that he was a demon
named Uthar anymore. He may very well see him-
self as “John™ the cop, but all under the abiding
sensarion thar something doesn't feel right. Con-
fusion is rampant. John/ Uthar begins having
memory problems. He knows he's just a guy who
buys milk in the wee hours of the morning, likes s
cold beer after his shift and isa good Catholic boy,
right! What happens when those memories start to
fracture like the very walls of the Abyss itself, and
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vins remembering Uthar's past? Suddenly,
John remembers his high school graduation — and
hie also rememb ¢ an
exploding volcar ¢ in his hand
nd 4 o
i’
| He s unlnlr ‘lH]‘LJIL\LIll t that winged

nhlld -parry
ffair, He remembers the blade curting through an
s thigh and biting into bone; he remembers
of scalding air blasting up from the dis-
gma helow {And thisisonly in the fir
week thar Uthar's back in the world!)

was him. He doesn't remember it as

from there. The
and memory begins turning ro
ore his eyes. As images from
segin bleeding over into recollec-
tainty
mn llun--- start gerting a Iulh

It only
nature of identiry

ets more confusi

insu 1t i 1l mist he

u.nmrun You are versus who you we
th one another. Some fallen come
toterms with this dualiey, realizing the truth of what

ned. These demons tend o under-

has really hay

e T

stand the dichotomy of their identities and are able
oembrace their duality, Others manage to remem-
ber on persona more strongly than the
other, Still others simply go insane in the process as

the rwo personalities erash and shatter. Whar fol-
lows is a series of steps that many fallen go through
in the time after escaping the Abyss and anchoring
themselve u\ul\m ahuman vessel. Th

s steps aren't
hard-and-fast rules to adhere to, bur they do repre-
sent one potential patiern,

DistorrioN

In the beginnir

oing to mak
lot of sense to the newly escaped fallen. It'sa
v birch with infant sensibilicies
Huumu vent that can leave one reeling
se of distortion accompanies this p
likely ro think
I, the predomin:
t, and the demon
¥ Over
time, however, the character is likely to begin feel-
and time. Things
{-sorts, off-kilter, like the world (and
her mu-lluw\nnr it} is made of lines conjoining at
I angles. The ¢l
tioning her own sanity or act

1, things aren't

1 mind

s such,

adistince

s. During this sta

ce the demor
of itself as purely human. Afrer
mindset is that of the mortal he
Memory s tra and mostly inaccessibl

nt

1 dlistortion of borh mema

sight be

wncter

rin ques-
ly pondering if she

is somehow not human

re's also the chance for extreme emotions to
comg into play. hi feel an
ion. (After all, escaping the

the chatacter m

BE
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ageless torture of the Abyss is worth celebrating, even
if the demon dassn' quite remeniber the detils.) The

timie in the Abyssmight have also lefra dark venceron
otions, so the character might grow
v o frustrated for no obvious reason.
ight result in the "mortal” performing ermatic
s, unable to grasp evocations, growing mare
u-nm-ni as the nights and weeks go on, Thiss geisn't
likely to last more than a few days to a few weeks.

the demon's
depressed, ang
'

Dissocrion

At this point, the demonic memories begin fil-
tering i — if nor memories dircctly {dependent
upon the number of points in the Legacy Back-
ground), then a general pervasive feeling of the
demon's infernal nature. During this time, the char-
acter is unlikely to embrace the demonic side, but she

will probably begin viewing her human half with s
much suspicion and disd While the ch:
doesn'r think of herself as “afallen angel,” she prob-
ably knows thar she’s nor exactly human, cither
Orther elements begin showing, such as the presen:
(and necessity) of Faich in the character's life. The
character mighr also erratically use
dip in and our of an apocalypric form, unknowingly
delivering a Revelation to unsusp

acter

L evoCation or

ing mort

Also, the demon will probably go down one of rwo

geous mood swings
nes to terms with the reality of the situa-
tion, or she will lose all emotion for a time, becoming
a cold and remorseless individual who views every-
thing inside her own head with ey detachment. This

routes. She will either have outr

as she o

stuge can last anywhere from a week w o a y
depending on the nature of the characte;

P i R
LCONSTIUCTION

Here the chamcter begins the road to acee

tance — the demenic side has reared its head. The
character likely remembers a few key details from
her former existence — her True and Celestial
Names, possibly, and her “function” in the pre-
historical time. Il the character has the Legacy
Background, other signpost memories also start com
ing back — nor all of them, bur some of the key
scenes you detailed when you erafted your demanie
history (see Anatomy of an Angel, page 21). These
memories tend to come through “rriggers,” or events,
people or landmarks that actually signal a sudder
surge of memaory. Meeting another fallen is probably
the most common trigger, The other demon might
be one your characrer suddenly remembers from the
time before the Abyss, or that demoen might simply
“old self” that's continu-
ally atcempting to push through. Trigeers might be
even more abstract. A characrer might find himsclf

represent the charncrer's

thinking, “That tree isn't as nice as the one
Ed‘:n I remember how wild and verdane th

and suddenly, a majormemoty comes sweep-
ing back. All of this culminates into the possibiliry
that balance could begin ta sway away from human-
neral. While the human memories ren

) provide a buffer against Torment,
the ;l;mnn side truly begins to emerge (and ocea-
sionally dominare), Another key characteristic of
this st carch for whatever information is
still missing. Gaps will remain, and the character
might begin a quest of self-discovery to leamn more
about her submerged *angel.” This st
1 a flash of satori over a very short period of time,
oritcan literally last years as the characrer struggles
to learn more ahout her ancient

is the

hall

Rebirth occurs when the character emerges from
her identiry cocoon into the realization of what she
wasand has become. All of her pastexistence thatshe's
capitble af remembering (use the Legaey Background
as your guide) have reached theirapex. Nothing more
will be remembered wichour also being incorporated
into the story as a poinr of character growth (see
“Inereasing Backgrounds” on page 41). This doesn'r
menn the chamcter recalls her entire ps
Acually, it's possible she remembers ver
old life ar all. The vital
acceptance of both
externally instead of intemally, Up until this poinr,
the character is confused, alienated, bouncing through
the extremes of emotion as dark and bizarre memories
heave to the surface. But by this point, the charcrer
epted her dual nature. She knows that she was
She knows whar happened. She entered the
Body of a human, and now she wears the human®s skin
and mind like a Halloween costume thar she con't
remove. And she knows what she has become. She is
afallenangel —a fusion of human and demon with the
memories of both, That's not o say she's healthy,

t, however,
little of her
element of this stage is the
ves and the capability to act

an ',
in this
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balanced or sane after all these discoveries, but she has
more than likely deale with it and come to an under-
standing of it.

LEGAca REVEALED

No matter how much your character comes 1o
accept the infermal side of his psyche, his memories
will never outpace that which his Legacy score al-
lows. A character with no points in Legacy wor
have full cognition of his angelic history. In fact, he
remember little more than befuddling insights. Az
such, the Legacy Background really dicrates poren-
tial roads thar your characrer might rravel. Tr allows
you to configure the balance between mortal and
demon personalities and ro see just how heavy cach
end of the psyche see-saw is
LEGACT o-1

Characters with one or no dots in the Leg
Background are effectively crippled with reg
their demonic memary. No recollection is conerete.
They remember only a few things with certainty, and
everything else lingers like the fading remembrance
of last night's dream. Names exist independent of
faces, vignettes from the beginning moments of Cre-
ation haunt the character’s waking mind, and the
chilling eternity of the Abyss probably colors her
thoughrs when she sleeps, bur nothing is firm. 1f
ground is gained in reclaiming lost memary, it's a
major event, like an amnesiac waking to a single
conclusive recollection. What this means is that the
mortal memory is absolurely dominant. The charac-
termight very well think of herselfasa demon, but ne
matter how much she tries, she can't dodge tbL
memories of e
getting raped und Id hleachers |!.ad\
in high school. Characters with low Legacy scores
tend to live life still according to the mortal’s memo-
most likely to embrace humanity and live
uJ morals that maortal civili-

career and m]l\' and the might even continue to
enjoy the simple habirs and hobbies of the human
hest (sailboats, clubbing, drug addictions, journal
writing, whatever). It's up to you whether the charac-
terbelieves she's a demon, human or some mixture of
both, but the fact remains that she can remember
startlingly little of her life as a member of the fallen
hist, This fact eranslates mto the possibility of a low

Torment character as well, because she also doesn't
remember the horrors of the Abyss, either. Charac-
ters of this ilk often make pood Reconcilers, as they

$SI0m

still have their human minds and human comg
(provided the host had any) to hold onto. Many also
end up as Cryprics, if only through the ceaseless
arch for clues o their true p

Lrdncaz-3

Having more poines in the Legacy Background
allows for a greater breadrh of infernal memory to
merge with (or intrude upon) the moreal host's
remaining mind. Two or three dors in the Back-
ground is enough for the character to ger a prerry
good idea of the general scope of events of the Fall,
the war, the Abyss and her place in all of it, She
could even theoretically cobble together a vague
time-line of the events she recalls witnessing. OF
course some confuston will stll exise (“Did the Ten
gor ¢ after the birth of the nephilim? Did the
Crimson Legion exterminate the nephilim rotally,
or did a few escape our clutches?™}, but she'll still be
capable of penciling in a more complete sketch of
her infernal existence. Doing so will probably resule
in a more complete fusion of morral and demon
halves, While the mortal memory remains more
complere, the demon Inlfsuprll millennia’s worth
of semi-fulfilled remembrances. Thatalone is enough
to keep the character balanced in both worlds. A
is mindser might operate equally
in both spheres. She could still go 1o work as a
venture capiralist during the day, then involve her-
self in the social and polirical maelstrom of the local
infernal court at night. These characters probably
have an equal number of human and demon allies,
and thralls ate commonly treated more
than as ignorant cattle. These characters often end
up as Luciferans { they still remember Lucifer burnot
ny negative feelings or history associated with
m) oras Cryptics (they remember much, but there
are holes that need filling), Many of these fallen also
end up as low-Torment Faustinns — willing 1o d
what it rakes and embrace the combination of thy
human and demon potential,
Lrancad-5

Fallen characters with high-end Legacy scores
remember an extensive portion of their ancient
lives — damn near all of it, actually. A few details
slip through rthe cracks {(“Didn’t Belphegor have a
lictle boy-toy consort for most of the Age of Arroci-
ties! What was that consort’s name ), but gens
king, these demons remember complere
picture of their ancient past. Characters with high
Legacy scores remember exactly whar legion they

part of, remember who berrayed rhem during

ttack upon Machonon, and where they hid
their herd of soon-to-be-enlightened humans in the

s humans

sp

were §

the
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Mountains of Serrow, Derails are prevalent — in-
cluding all the emotions and feelings associared
with them. Prevalent enough, in . to dwarf the
memories of the morral host. A high Legacy rating
sways the character's mind in favor of the demon
within, and the human soul is left by the wayside.
It's doubtful that these fallen continue on the cha-
rade of a human life, and any involvement in the
machinations of the martal world probably cease.
After all, they're just borrowing the body and mind
like a pair of shoes, Why buy into the illusion that
i's anything more than that! Demons with this
much Legacy really tend to involve themsely
solely in the circles char other fallen travel in —
learning new lore, politicking in the courts, ham-
mering away at grudges gained an cternity ago. Who
caresabout hum; mily and friends! What's feed-
ing the dog or perusing the photo album really going
o do for the demon inside! Nothing. (Of course, a
rejection of the human side opens the door to
Torment, which isalways adangerous path ro travel.)

Characters of this ilk tend o make the most
excellent Faustians, asthe prevalence of their demon
sicle pushes them tonew heights of self-interes
Luciferans are prominent due o the high cap
memory accessible by these demons. And finally,
many become Raveners. As Torment infringes and
their old memaories begin drowning the moreal per-
sond, they simply see the world as a porcelain toy
bepging to be broken.

+
URNCLEANSPIRITS

Sometimes the incorporation of demon and hu-
man is a bit more divect than other times. This most
often occurs in cases where the human host didn't
die, but it still able 1o be possessed by the escaping
demon. In these cases, the human soul is more com-
md could be more adamant in its assertion of
ance. That's nor to say that the mortal mind
and the demon persona consciously struggle for dor
nance, it merely suggeses 1l g astill-living
human might provide a greater push from the human
vessel. There are many potential ways for a human to
become "open” without dying (some fallen call these
mortals and their possessors fonranelles, indicating
“weak membranes”). Somehow, the spirit must be
weakened in a manner allowing the demon to home
inon the vessel and then possess it. Whar follows are
afew of these possibilities, though more might come
to you to suir your character,

MremraLlisess

The toll a mental illness (or a compounding of
such illnesses) takes ona mortal's mind and body is

A

incalculable. It fractures the very psyche of the
patient, making it harder and harder for him 10
deal with the day-to-day world. Some derange-
ments are less troubling than others, and only
certain types of mental illness could theoretically
leave a human vulnerable to demonic pos
Problems such as obsessive-compulsive disorder or
phok are unlikely to present such a broken
vessel for a demon’s contral, but more debilicating
diseases could. Clinical depression, for one, will
leave its victim in a constant emotional haze, a
ditch of sadness and sorrow thatis inexplicable and
inescapable. Such depression can often lead w
suicide. Prior to suicide, it can leave the human’s
mind so detached from the soul and buried beneath
such desperate sorrow that a demon is able to take
residence with lictle difficuley.

Another derangement that could pave the way
for possession is Antisocial Personality Disorder, or
sociopathy. This illness makes a conscienceless,
emorionless monster our of its victim — one who
thinks nothing of lying, stealing, hurting or even
killing others. Unfortunately, this disease rranslates
10 “soullessness” to a degree, which again opens the
duaor for a demon to take control. The same goes for
many of the schizophrenia disorders (all of which
are essentially @ mish-miash of other serious de-
rangemenrs). Schizophrenia leaves one with decp
paranoia and bizarre logic, and it can even resultin
a comatose state. While all of these conditions
could allow for possession, one of the key elements
is the habir of schizophrenics to hear voices — often
voices from “angels” or *demons” telling them todo
things. Their minds are apen to the possibility of
possession, and they are attuned to the “supernaru-
ral” chatrer that goes on in the world, which further
fractures their minds and allows for a demon to slip
in through those eracks.

ARDICTION

Addicrion is a demon all its own, and it can leave
one in some pretry dark places. A dependence upon
the harder drugs (herain, erack, cocaine) can lead one
o an overdose or a comatose state. Right there, a
demon has an in, since any body in a comatose state is
ripe for theft. Addiction canallow for demonic po
sion in other, subtler ways, however.

Consider the addict who pushes himself further
and further into the pits of habitual drug use, who so
requires his “fix" that he will do anything to ger
either the money ro buy the drugs, or the drugs
themselves. Peaple will prostiture themselves, steal
from others, kill others — anything to feed their
craving. As the person slips down the moral ladder

sion.
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awity, will definitely tear ragged chunks
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soul” and forsaken much of their humanity — ecould
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VieLest Trauma
metimes, a¢
hurt enough, the experience might open her up
just enough to allow a fallen angel entry. Some of this
possession could be a result of

acter pets hurt bur doesn'v die. If

I ol @ Comarose state —
drunken accident who's left a half-

someone in ¢
vegerable in a hospital room might be g
Sometimes the rrauma and following possession

moments after the dam A person who is atracked
and beaten within an inch of his life by his assailant
might have a single moment of vulnerabilit
second when the soul recoils and the bo
with the trauma of the moment. Thar time is sufficient
S1on.
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CroosiNG PossEssioN
It is also possible that a human invite

willingly into herself, actively opening the gates in

stead of pas:

empty vessel, There are many paths to this potential

“invitation,” some of which are detailed here.

5 possession

Iy letting life wreck her until she isan
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DeALwrTiTHE DEVIL

Myth and folklore is peppered with people who
made deals with the Devil his-own r with fey
spirits or tricky gods. In the World of Darkness, such
ing and bartening s a dangerous gambir char
nes ends in possession. A human who calls
out, pleading to whomever {God, the heavens, the
Devil, the sky) with enough cmotional resonance
might attract the attention of an escaping demon.
The human must be begging for something intimare
and critical to his very existence, be it revenge, love,
death or some orher high concepr. If his hearr is rruly
in e and he displays enough desperarion like grim
fireworks, u demon might be able to offer services to
a solution, The solution, however, is almost
always possession.

Qecarrism

Amateur occultists exist in the World of Dark-
They might not be crawling out of the
woodwork, bur every city is home 1o people who
have skipped the path of standard religlon and
begun to toy with real or imagined “magics” to
achieve selfish wants and desires. Anybody who
stumbles upon normally restricted information (ritu-
als, prayers, summaoning spells) might accidentally
call a demon o himself, 1e's also possible that he
finds a book that was planted by another fallen
mewhere down the road, or he might even will-
ingly beg the demon through prayer and absolurions
to come to them and take possession. Any demon
summoned in this manner can choose such a hap-
pily willing victim.

C

grant

ness.

TLST1S

In the current time, modern Faith s like a
rubber ball from a grocery store machine it
features an unstoppable, erratic bounce that comes
from all angles, There's no ene religion to unite the
ayers in the West (Christian-
wn, Judaism ) are scatrershor, and are countered
suntless New / agan or pseudo-scientifi
religions. All of these re ligicns are real and valid in
our world and in the World of Darkness, but in the
World of Darkness, there also exist various splinter
sects (quasi ous cults). Most of them appear
harmless (self-empowerment groups, self-help
therapy groups, faux groups devored to made-up
religiasity), thou acles that hide more
sinister narures behind happy curtains, A mortal
who gets caught up in these cults (a weight-loss
group, for instance) le:h[ slowly slide down the

slape of the group's practices (fat-lass leads
to weird pravers of *self-enlightenment,” and that
leads to nightly worship of strange “angels”), And at

some are

elippers

the bottom of the s I might willin
though unknowingly — invire a demon ro take

possession. Many demons have set up such cults o

work this particular style of

TroeHumas SouL

When possession occurs inside a human who was
alive, nor dead, what happens o the human soul!
When a demon possesses the recently dec . the
human soul is essentially kicked our with only the
detritus of memory lingering behind, Bur what hap
pens when the soul remains? [e's rrapped somewhere
inside, pushed into submission by the bullying infernal
soul. The soul is notdriven out in the standuard fashion,
so what are some options for both you and your
Storyteller 1o provide drama in game surrounding this
(Obviously, should you and the Storyteller de-

is-gris.
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fashion to what happens when a demon possesses the
recently dead, go for it. The issue doesn't need to be
complicated if you don't wish ir to be. Whatever's best

fot your character and the story.)

TueLivisaGuost

Whar if the human soul resides inside the demon’s
mind like the quiet voice of a ghost! The fallen exists
perhaps relving more upon demonic memories, but the
maoreal mind is more active and vocal. Of course, this
would mean that the merging berween the two charac-
ter halves is disjointed, but it's something that might
sting character arc. Resolving the char-
ce inside one'’s head (especinlly one that's
pmhlhh further down the road to insanity as the
s go on) might be a fundamental part of your
character's story, Is the voice a ceaseless presence, or
does it only come up when the demon is tired, sleeping
or high on Faith? Does it trick the character, providing
false information? Whar other oprions exist o make
this partnership ev

Esstawve e SouL

aps the demon knows of the soul’s presence
and is able to dominate it through simple personaliry,
which makes it able to bully the lingering soul into
giving (v information — or even Faith {ar the
Storyteller’s behest). Is it possible, then, thar rthe
human soul is able to bully and erick the demon mind
in return! Can the balance change! If so, an option
might happen as follows

ok

n more demented !

WETHE DEMON

While this frightening option is rare, it's not
impossible 1o suggest that the human personality
remains tenuously dominant while the demon mind
is the constant voice in the back of the head. The
twir halves might be so separare that the infernal
side isactually a demanding — but not dominant —
voice always egging the human on, always offering
power in an effort to erode the human's soul and
take eventual control. (Foran example, see Hunter:
Fall From Grace, s; ically the characrer of John
Coaler.) This situation then raises the question of

=

whether it is possible for the two halves, while
sentient and separate, to ever reconcile and work
together, Can the two halves forge a symbiosis o

work for murual benefic?

Drrvrrie Sour Qur

Potentially, one of the personal quests of your
character in the story might be to drive the human
soul out through ritual, prayer or just rigorous and
debauched living. Of course, repercussions will arise
for such an action, which are ultimarely up to the
Storyteller to decide. Driving the soul out might
mean that that fallen memory become » domi-
nant and the humar e wiped clean. But
does this tabula rasa infer thar your characrers’
Torment will skyrocket in the process! Tormenr is
held back by the warm blanket of human memories,
so what happens when the human soul is punished
and ejecred?

VTN b 2
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water, and breeds repile

Whena demon rears free from Hell and rakes root in
the body of a human, she finds herself in a new,
world. A world where she has lictle nl' her old power,
where her merr , and where she must
work diligenty and in secret in order o ger whar she
wants.

alien

des are clow

In shoer, a newly emergent demon finds herself
SEArtir 1long way to gobefore
she can reclaim her former power and reach her goas
This process of learning, growing and
ane's full .h-m. mic & 118 represented by Demon's
s a player gudes her character

rat the battom, and the

ining

eXperience system
fromone story to the next, she gains experience
which she can then use to improve her character’s
traits. This growth is a fundamental part of a Demon
chronicle, but it can also be agreatsource of roleplaying
opportunities and story elements. The character
changes when a trait changes, and thar change can be
reflecred in the context of the story, whether in the
p sof improvement or in the effects of the chang
that occur,

Wnts,

The man sho never alers his opinion is like standing
af the

—Willtam Blake, Prover

mungd

of Hell

Thie traits with the most toleplayinig opportunity
onality
character lives

are those that influence the characre
and lifestyl
and what effect she has on the world around her.
Virtues describe how a char ks and feels,
well as how she balances her Juumm and. Eusign
Lore shows the characrer’s infernal might and o

s pel

-kgrounds show how

sich

what extent can remodel Creation

it whart's involved in improv-
and changing these teaits. It also shows how you
can go beyond the simple e
points o find new roleplaying opportunities in your
characte:

Backerounns
Backgrounds are unique and very important traits
1 Demon. While other traits measure what your
..Iu.uuuur can do, Bac
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life. They show your characrer's lifestyle, access o
money, capability to influence society and the world
arcund her. They measure a character's success in life
and growth as a person.

For a demonstration of how much Backgrounds
matter, consider two characters with completely iden-
tical Arrributes, Abilities, Narure and other trairs —
except that ene has Resources 5 and [nfluence 5, while
the other has no dots in cither Background. 1dentical
characrers with complerely different lives and
roleplaying possibilities.

1f Backgrc ure racter’s life, then her
life must notably change when those Backgrounds
change, The struggling student gers a cushy job and
ts raking in the cash; the nobody becomes a famous
actor; the ignored demon becomes o foree to be reck-
oned with,

A Background change is an important part of a
character's story — too important, and roo mteresting,
o simply take effect off sereen, While you can simply
increase Backgrounds between stories by spending
experience poines, most Storytellers will wane a justifi-
cation for the increase — a reason why your characrer
b more money, stronger memories of the ancient
past ar new, loval fallowers. Don't think of this
jumping through hoops o sarisfy your Staryteller,
though. It's an opportunity to roleplay through major
events in your charmcrer's life, serting up changes and
improvements during the course of the chronicle and
then cementing themintoplace with experience points,

Life isn't perfect, and while a characrer's life can
improve, it can just as easily get worse. Therefore,
Backgrounds can actually decrease as time goes on, A
chancrer could suffer huge sambling losses and go
bankrupt; an ally might tum his back on his demanding
associate; a change of government could eject a demon
from the mrmlun of power, These downward changes
toa character's Backgrounds are normally dicrared by
the Storyteller, based on the events on the chronicle
and the consequences of the charcre s

Speaking of consequences, the effects of a Back-
ground increase (ot decrease) arealso prime rolepliying
material. If you increase your Firearms Ability from 2
ta 3, yousimply become more proficient with guns. But
if you increase your Resources from 2 1o 3, you've leapt
into the upper classes, with vastly more money and
access 1o equipment — and also new responsibilities
and problems leading from your newfound wealtl
Exploring the effects of a Background change is as
much asource of fun roleplaying as building up to the
change in the first place is.

Backgrounds in Demon are mixtures of the mystic
and the mundane — from friends and conracts to

nelsm
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magical skill and memories of the Age of Wrath. All of
these Backgrounds are rich with roleplaying potential;
the following suggestions are just the tip of the icebery,

ALLIES

Sometimes ir's not what you know, bur who you
know. Allies are more than just friends and acquain-
tances — they're wseful people who can give your
characrer a helping hand when the chips are s down: A
character with alow Allies rting might have plenty of
friends but few with any real ability to help her pursue
her goals. Conversely, a characrer with a high Alli
rating might not be all that friendly with his asso
but he knows plenty of people who will come ro h
if he can make it worth their while.

When you design your ¢l ter and select allies,
1y o create indivi have different capabili-
ties than your demon so that you will have a wide array
of options available when you need help. If you're
playing a studious character with tew combatabilities,
it goodd ally might be an ex-cop with excellent physical
skills and access to weapons. Alternatively, you might
want o come up with characters who complement
vour character's strengths. If you're playing a vengeful
warrtor, a good ally might be the owner of a gun store
who can keep your character supplied with black-
marker fircarms.

Almost anyone can be an ally. Fellow demons are
an obvious choice for the fallen, bur mortals make
strong allies as well. Don't forger that your ¢ cler
had a life before being possessed; some of her allies
might come from that period — and might not know
the derails of her new existence, It's even possible, if
yout Storyteller gives her pecmission, that your charac-
ter could have a supernatumal creature, such as a
aampire or werewolf, as an ally.

Gasina Al LIES

Through the course of a Demon chronicle, the
players' characters are likely to meet lots of different
Storyteller characrers, occastonally striking up deals
and remporary alliances with many of them. Any of
these friendly charmcrers, mortal or demon, could
hecome a new ally for your character.

It's not enough just to say that the two chameters
become friends, though; you need o spend story time
cementing the ﬂ.]allul\hlnp Before a character can
become a formal ally, she ought to feel friendship orar
least respect rn\\uml your character. That's probahly
going to take quite a bit of pesitive interaction and
quid pro quo artangements, spaced over sev,
ters, The character might even demund a spe
or need help with her own problems before she enters
a stronger relationship with vour character.
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OF course, the Allies Background doesn't just
weter has, it also
characters. Instead
ally when increasing your Allies
w might instead want to improve the value of
Maybe your ex-cop friend has been
skills and beefing up his gun collection, or

measure how many allies your cl

that libearian you know might have learned a few
occult trick

This improvement might not even need to be
based too strongly on game events — minor incre:
imanally's Abilities ¢ hly take placeentirely
downtime, More meaningful improvements — things
that drastically alter the character's capabiliries and
make him much more usetul as an ally — should stem
fromin-game events, Before your librarian friend learns
summoning rituals, she should make several appe:
ances in the chronicle and have a chance to learn
about such rituals.

Once your character, has improved her Allies
rating, she then has to start thinking about how to
maintain this new relationship. Allies don't work for
free, afrer all, your chamcter will have tokeepall of her
allics happy ifshe wants to make use of them. Different
allies might have conflicting needs, or they might even
hate each other, An ally who's suddenly become more

useful to your character might start demanding greater
payment and assistance in return for her help. Juggling
the demands and needs of his various allies can be a
major demand on your character’s time — and a goad
source of roleplaying opportunities,

LosmaALLIEs

The world of Demon is o dangerous one, and a
character's allies are no more invulnerable than he is.
Ir'sall toc or anally to dic — perhaps in bartle ar
yourcharcter's side, perhaps assassinated insilence by
your enemics. You'll just have to do without his help
from thar point on.

An ally might also break off relations with yous
character if she feels like she's not getting her fair share
out of the amangement. If you use your character's
allies as rools and weapons and don't give them the
respect or payment they require, you shouldn't be
surprised if they stap retuming your calls, If you've
really pissed them off, they might even start actively
working against your characrer.

It's also possible — bur rarer — ro lo
Allies because ane of your allies loses a d

dots in
of her

competence or power. If a demon loses her position of
influence in the infernal court or the ex-cop suffers o
crippling injury, the Storyreller might decrease your
character’s rating to reflect these changes,
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The possible consequence of a drop in Allies s
that your character could gain a bad reputation. If she's
mistreated and driven away her allies, word will ger
around thar she’s not worthy of respect. If her allies
have been killed in action or assassinated, she risks a
reputation as being a dangerous person to befriend,
CoNTACTS

Like allics, contactsare individuals your charac-
ter knows and can use 1o his advantage — but with
an important difference. Allies play an acrive role in
the chronicle, appearing on stage and workingalong-
side your character under the conrrol of the
Storyteller. Contaces, on the other hand, play a
passive role, rarely appearing in person or being
portrayed by the Storyteller, and they usually pro-
vide just one thing — information.

Because contacts stay primarily off stage, youdon't
need o spend as much time defining them as you do
your characrer's allies. While anally probably requires
i full characrer sheet or at least notes on his abilities,
a contact really just needs a name and an arca of
expertise. Make a quick note of your characrer’s con-
tacts, .\]ung the lines of “Sergeant Phillips, [4th
Precinet,” so that you can quickly decide who your
characteris consulting when you make a Conracs roll.

When deciding on your character’s contacts, pick
areas of expertise that your characrer can't read
access himself., Ifyour character works for a newspaper,
e already has access to the paper’s archives and news
feeds, so a contact at the paper isn't going to be very
useful. Better to gain a contact in the mayor's office or
at police headquarters who can tip him off to newswor-
thy event Iy, don't double up on contaces
your character doesn't benefit much from having two
contacts ar different newspapers. Instead, give each
contact a widely different area of expertise. That way,
your ch as plenty of options when trying to
gain inform

With vour Storyteller’s permission, acontact might
be wseful for more than just information. A fence
might be able to provide your character with forged
passports or black-marker weaponry in addition o
informacion; a reporter for a major TV network might
be able to help your eharacter gam public visibility and
pepularity. This kind of assistance can start to overlap
with the benefitsof the Allies Background, soit'supto
the Storyteller w approve such use of Contacts. If she
does, you still make a Contacts roll 1o take advantage
of the contact, and the difficulty is likely to be higher
than usual.

GaminG CONTACTS

The easy way for your character to gain dots in

Contacts is simply to make new conracts. Over the
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course of the chronicle, your character is going to
run into all sorts of people — journalists and
judges, cops and crooks, slumlords and stockbro-
kers. Any of these characters might make a good
contact if your character can establish a working
association with them.

While a prospective ally probably wants a co-
operative relationship with the character,
prospective contacts really just need one ching
make the effort worth their while. Promise the
aperator at the phone company a hundred bucks
when you need a number, and he'll probably be
happy to help. A porential contact doesn't even
have to like the character. She can actively dislike
him bur will seill provide informarion as long as she
gets paid for her rrouble, In face, you can even turn
someone who hates your character into a viable
contact if your characrer can blackmail, extort or
threaten information out of the person.

When your characrer gains a new conracr, he also
ains a little more notoriety and visibility, Contacts
are likely to ralk about their new connection, since
theyaren'tas concerned with protecting the character’s
interests. Such a thing mighr be good or bad, depend-
ing on what services the contact provides. [t's 1 good
iden to impress the need for seerecy on any contact
who provides sensitive or confidential information.
Your character might also find that his new connee-
tions sometimes feed him information without bemg
asked. They just assume that he'd want to know about
something juicy (and would be prepared to pay for the
knowledge).

Losisa CoNTACTS

Like allies, contacts are vulnerable beings who
might ger killed off during the course of a story, It's
much less likely, since contacts are rarely involved
cctly in the chronicle, but accidents can still
happen. If the characrer rells the wrong person
about his friend ar CNN, she might end up having
a nasty accident. [t also possible that the contact
may cease being useful due to the evenis of the
chronicle, If the characters burn down Ciry Hall,
you can't really get any more help from the cleck
who used to work there.

Conracts can also cease working for the characrer
if he stops making it worth their while, Contacts want
to be paid or otherwise compensated for their efforts,
and the information might dry up if a characrer is too
stingy. Some contacts will still cough up informartion

if threatened or beaten, or they might sell out the
Eha!’iﬂclcrm his enemies.

There aren't many effects that follow losing dots in
Conracts except for o loss of access ro information. It's
possible that disillusioned former contacts might
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admouth your chamcter to their friends — or to the
clumcttr’s enemies — but on the whole, conracrs
don't g v active part in your character’s life. He
won't hn. much affected, then, if the contact breaks off
the relationship.

EMINENCE

Acharacter's Eminence Background measures her
standing in demonic sociery and, to some extent, her
position in an infernal court. A character with a low
Eminence rating is simply another lackey to the rulers
of the court. With a better Eminence mring, she
becomes a respected courtier or powerbroker; with a
high rating, she can become one of the great powers
and decision-makers in demonic sociery.

Not every Demon character is involved in de-
monic politics, of course — many chronicles focus
on characters who operate outside the bounds of &
court and perhaps even work to subvert demonic

v. Yet even these outsiders can benefit from
ng dots in Eminence, because the Background
also determines the level of respect and perl
even obedience she can command from other de-
mons. One outsider with a few dots in Eminence
might have had great political power during the Age
of Weath bur now chooses to remain outside the
current power structure, Another might have
amassed a reputation as a rabble-rouser since rerurn-
ing to the mortal world.

Eminenceallows you tobring adegree of autharity
and reputation to bear in your characrer's social inter-
action with other demons. If she's dealing with a
recalcitrant demon who won't give her the inform:
tion she needs, use her social standing as a way of
putting pressure on the demon. Eminence can be used
o make threats (“Cooperate with me or my powerful
friends will destroy you."}, or bribe and cajole (“Coop-
erate with me and my powerful friends will elevate and
reward you.").

Eminence abso presents the character with o new
set of problems and responsibilities, Characters w|rh
Jow Eminence get very lintle respeet from their fellow
demons, and they run the risk of being used a
or scapegoats by more politically powerful characters.
A character with high Eminence has the power to
pursue her own agenda but must fight constant poliri-
cal bartles to safeguard her position and subven the
plans of her power-hungry rivals.

Gamina Emisescr

Since Eminence is a measure of how other demons
see and respect your characrer, you need o impress
athers — primarily Storyteller characrers — in order
to increase your Eminence rating. One good way to do
so— and something thar comes up in many chronicles

— is to perform onerous duties or work for the berter-
ment of an important court member or influential
demon, If your character works well in the service of
roryteller character, she's likely to be rewarded
with status and promaorion within the court (though
she likely won't be able torise toa higher position than
thar of her patron), Similarly, if your character acts 1o
protect an important demon from the political machi-
nations of a rival, she could easily be rewarded with an
increase in Eminence.

For characters working outside the infernal courts,
raising Eminenc utlly accomplished by gaininga
reputation of somesort. If your characrer fuils the plots
court, disperses the cult of an Earthbound
demon or finds a major clue to Lucifer's fate and shares
this information with others, she'll gain a certain
notoriety and fame among demons. [Vs difficulr
leverage fame into influence if you work cutside the
courts, however, and the Storyreller may limit such
characters to just two or three dots of Eminence —
enough to make social inter but ao
enough to gain real social power.

With grearer Eminence comes greater responsi-
bility. Other demons will come to your character
looking for favars, for patronage and for political
in theirown endeavors. The characrer is also going o
attrace new rivals and new ¢ wons des-
petate to stay on top of the political pecking order
and jealous of her new level of influence. Characters
cutside the courts will experience this phenomenon
aswell, but to a lesser degree. Her few peritioners will
be other oursiders and a few desperate courtiers, her
enemies other outsiders scrabbling for crumbs of
power. A much greater danger for an eminent our-
sider is the risk of being labeled an er v of the
infernal order and hunted hy the forces of the courts
as a rebel and dis
Losiea Emimsescr,

No one likes a loser, and the casiest way for a
character to lose prestige and Eminence is to fail in her
duties. A botehed mission for the court is liable ro cost
the characrer a grear deal of influence and position.
acter might also lose Eminence as a result of
al gambit on the pareof herenemies, A
popular tactic is to force a demon to give up political
ground in order 1o save her own life or other assets that
are dear to her. On top of all that, your character can
lose Eminence simply for doing nothing. If you aren't
working the system on a regular basis, you'll lose
prestige as other demons steal vour political pow
-ial standing,

Just as outsiders find it a little more difficulr 10
Eminence, they also suffer less risk of lo
ige. Minor failures are unlikely to threaten

sucha

wtions easier,

emics — de

ident.
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character's reputation — it takes a major screw-up to
accomplish that kind of socinl damage. Borched en-
deavors or important losses to your enemics can
damage a reputation, particularly if your character
stares o look ineffecrual or sloppy. An outsider's
Eminence can also drop through inactivity. If you
don't stay visible in the eyes of other demons, they'll
start to forget about you,

Loss of Eminence can actually make a characrer's
life simpler. Some of her enemies will ignore her once
she falls past ain level of importamee. 1ts more
likely, though, that with her social defenses weak-
ened, the character's enemies will try to swoop in for
the kill. Another drawback of lost Eminence is that
more influential demons will stop looking 1o the
ctet for ad, preferring to trust more useful or
ar retainers. Alternatively, loss of Eminence

chira
popul

makes the character more popular as a servant — bur
only because her new patron wants o disposable pawn

have to deal with a world thar's starting o forger
them — and have to work twice as hard when des
with demonic sociery.

Fame

Fame is the headiest drug and most powerful
religion of the 21st century, and that's a power many
demons want o ro. From aurhors to actors,
preachers o professional wrestlers, singers to serial
killers — being famous 1s an end in itself for some,
while for orhers it’s 2 only a wool for getring what they
really want. Some demons — the lucky ones — possess
the body of someone who's already famous at the poine
ol their escape from Hell and can start taking advan-
tage of their host's fame and influence right
Other demons become famous after possessing their
hoat, using their powers and abilities to gain attention
and notoricty.

Fame is generally most useful in social situations
A famous name or face can be a huge advantage when
dealingwith mortal socicty, Even if the cop investigar-
ing you isn't a fan of your movies, he stll has o reat
you with deference 1o avoid bad publicity for his
department. There's also a good chance thar other
demons will react o your fame — after all, most
demons pick up some of their host's personality and
interests. You might not have the Eminence to make
ademon courtier bend o your will, but she might juse
do what you wane if her host's favorite author signs a
copy of his latest book.
Fame isn't always a positive thing — there are
plenty of famous terrorists, criminals and serial killer
me usually means a character is widely
red by mortal society, Ie could

even mean the rh acter is a wanted criminal. This
kind of fame isn't as casily useful as positive fame, but
it has is uses. An infamous character has o good
chance of intimidating or frightening mortals. In the
World of Darkness, even infamous criminals and mur-
derers have their fans — morally bankrupr mortals
who will do anything o help their dark idol.

Gapssa Mame

All you really need to do to become famous is 10
people notice you, and there are plenty of ways o
character can do thae. Characters with no fame can get
themselves on the news through their hemic {or de-
praved) acrions, perhaps write a book or relense a
single. I inthis media-soaked world of reality TV
and overnight celebrity, a person can almost become
famous just by acting as if they were already famous.
Onee you get your face on TV, people will treat you
differently, and you can use that artention asa launch
pacd to further fame.

Characters who possess one or more dots in Fame
already have a repuration and some media artention.
To increase the Background, they need to improve
their media profile by doing whatever it ist
them famous. An actor needs to star in an
adesigner needs to release a new clothing line, 2 mass
murderer needs to go on a killing spree. Characters
might want to consider hiring a publicist or med
agent to assist in these projecrs. A simple press confer-
ence or media release can do wonders for increasing a
characrer's public profile

With increased fame come added probl The
character might no longer be able to appear in public
without being recognized, which is not only inconve-
nient, but downright dangerows for 2 demon trying to
achieve his goals in secrer. There's also the danger of
unwanted personal attention. Crazed fans might begin
to stalk your character, or he might be named in a
bogus palimony suit. And certaim responsibilitiescome
with fame, such as managing your income o aw
excessive raxes or endless personal appearances and
charity events. For a character with negarive fame, an
increase in the Background could mean a nationwide
manhunt or having his face being plastered all over
America’s Most Wanted.

LosmvaFame

One of the quirks of modem sociery is that it's
difficult to actively make yourself less famous. You can
make yourself less popular — by speaking our againse
massopinion, hittinga pedestrinn while driving drumk
ar calling your fans mindless sheep in an interview —
but thar doesn't mean the media will pay any less
attention to you. Infacr, you're likely to gain notoriery,
and perhaps even a few particularly unhinged fans.
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(Society loves a bad boy almost as much as it loves to
see celebritics self-destruct.)

The only r to hecome less famous s to
stop appearing in the public eye, Stop writing hooks,
stop making movies, and certaimly stop killing people
if you're a wanted terrorist. The media is a hungry
beast that constantly needs novelry, and it quickly
15 hored with celebrities who don't do anything.
Your character can withdraw from the public delib-
erately, or the Storyteller may rule that your chad
loses Fame: if he doesn’t do enough to keep drawing
public atrention. Failure is another way o lose
Fame: If your new movie, book or fushion line is
flap, the media will desert you, and many of your
fame will follow suit

The effects of a loss in Fame is generally just a
lessening of public atrention. Your character &
safe to go out in public o shop, bur she no longer
= discounts in stores or the best seats in restau-
rants. She also runs the risk of people turning on her.
Employees and retainers might desert her, hoping to
leach fame from a new celebrity. You mighe also find
a few members of the public becoming antagonistic
toward vour character. Many people resent their
celebrities even as they worship them, and a former
starcan become a target for ridicule or even physical
attacks. For a character with negative Fame, a dropin
the Background might mean a drop in atrempts ro
arrest him, but people might no longer fear him the
way they used ro.

FOLLOWERS

Followers are mortals who work in yourcharac
service. They differ from contacts in that they often
appear on stage and carry out tasks for the characrer.
Followers are less capable than allies, however, in that
they are always normal mortals without supernarural
abilities or elite skills. Followers can be extremely
useful in some situations, though, because they feel far
more loyalty to your character than her allies or con-
tacts do. Your followers need some degree of reward for
their effores, and they won't take endless abuse without
rebelling, bur they will still do almaost anything your
LT
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Many demons set up cults and hidden religions,
and an obvious kind of follower is the loyal acolyre or
worshipper. Other kinds of followers do exist, how-
ever, amd almost any character can amass a group of
loyal retainers. An artist might have a stable of
students and assistants; a businessman might have a
number of loyal stafl members; the captain of a
SWAT team might have her subordinare officers,
The main thing thar differentiates followers from
other mundane retainers is simply ctheir loyalty. The

businessman has plenty of staff under him, but only
his personal secretary and chauffeur are so loyal that
they'd die for him.

The primary use for Followers is to perform your
character's legwork. Legwork covers rasks thar are
generally too minor for your character to take care of
personally or oo mundane to warrane roleplaying out
in detail. Someone needs to drive your character
around, rake care of her txes and deliver important
packages while she's engaged elsewhere. Followers are
also useful for dangerous tasks that aren’t worth plac-
ing a player's characrer at risk. If you need ro lure out
the maddened demon who's stalking and killing pros-
ritures, vou could dress as a hooker and lure him out,
but it's saferand perhaps a betrer strategic oprion to use
your loyal worshipper as bair. Followers can also some
rimes serve as backup in dangerous situations. An z
would be mote competent in a crisis, but followers
be counted on 1o fire wildly, distract opponents and
drive the injured 1o safery.

GG FoLLowens

Recruiting new followers isn't particularly diffi-
cult — in fact, your character might be .-«lun!;-d for
chaoices. If your character maintains a cult of worship-
s probably always looking for new members.

r without acolytes still have plenty of op-
rions for finding followers. Almost any normal more
could qualify as a new follower — all that's needed s
tor choose a useful candidate, then work to ensure that
the mortal becomes loyal. Another good possibility is
0 promote an existing mortal retainer o follower
ain, all that's needed is 1o make the mortal
more devoted to your characrer.

v how does your characrer inspire this loyalry!
Plenty of options are available, and different d
¢ different methods, One possibility is 1o use evo-
cations and demonic abilities to bind a mortal to you
— the Lore of Humanity, Radiance and Longingare all
useful for this kind of evocation. A i also
demand loyalry as part of a pact he enters into with the
mortal. For a nen-supernatural method, <l
withstrong psychological skills can condition orb
wash mortals into unthinking loyalry (although -«\Ii.h
followers often suffer from emotional instability). And
never forget the potential of a simple good deed, If you
help out a mortal in need, she might be so gratetul as
o enter your service willingly,

mons

deman
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An increase in the Followers rating often makes
character’s life thar lictle bir easier. She can now

the

command others 1o do the mundane tasks and minor
jobs that took her atrenticn before, allowing her 1o
ils. This

devate herself completely to her own pos
inerease in focus can make a character more dri
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capahle and could even provide a rationale for increas-
s ocher Gattswitlt sierience potnea, Tha doweskde

of gaining a new follower is that you now have to

provide for that person. Follawers are loyal and de-
mand little, b hing for their rroubles

apaycheck, a place to live or simply the love and
attention of their demonic mistress. A
convenience by gaining followers, but if she docsn't
satisfy their ne ild quickly be

they need som

rAacter gains

that convenience ¢

rming their

fose; az disgrantled followers stop: perk
tasks properly.
LosisaFoLLowrns
While followers are as fragi
not particularly likely to die
simply because it's rarely worth placing them in physi-
cal danger. A follower is competent, but not

extraordinarily so, and most are not effective combat

ants, Best to save the danger for your characeer and her
allies, and keep the followers in reserve. (A follower
pilots the plare bur senctally doesry'e parichute into
the enemy's stronghold at your side, ) Of course, if your
fe i
shesfree todo so, butshe shouldn't be surprised if they
at risk of being killed by
ling off her

lowers in the front lines,

character wants w put he

drop quickly. Followers an

their mistress's enemies, of course — ki

s a good way o send your chamcrer
s or make a threat

main way your character might lose
followers is if they simply decide to stop working in
Such athing isn't very common, tho
11, these are mortals who are strongly |
your character and might even die for her if neces-
sary. Yet even loyal minions have limits. 17 your

wyal to

her followers beyor ir limits,
ir's entirely possible thar they might jump ship. If a
character constantly mistreas her followers, forces
them into con
ds, they will eventually rebel and hopefully
cy won't clean out their former mistress's bank
account when they leave

The main effect of losing followers is that the
characrer will have to start doing her own dirry work
again. Responsibilities thar once could be trusted 1o a
minion will have to be taken care ¢
it's galling in the extreme to be fore
court meeting hecause you're doi

character push

at situations or refuses tosee to their

personally —and
+d o miss @ vital

g your raxes or being

forced to use public tansportation. The other draw-

back of losing followers is the risk that those former
minions will start working against your ch
lowersaren’t competent enough tobe a personal chrear
to vour character, but they can sell her secres to her

cter, Fol-

enemies, encourage her remaining followers o leave
imply badmaouth her so that she
as a harridan and a harsh mistress

1ins o reputation
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INFLUENCE

Influence measures a character's capacity toc
trol and manipulate morral society, just as Eminence
does the same for demonic society, A character with
a high Influence rating might have thralls in place
within the halls of government, the media, the police
or other organizations. Alternatively, the character
could be in a position of power himself — a demon
can be the chief of police, 2 senator or the owner of
CBS, Like Fame, Influence might be something the
demoninherits from his mortal host— possessing the
body of the mayor — or the demon might have used
his powers and abilitics to gain Influence after escap-
ing from Hell

A character's dots in the Background govern the
strength of his influence, but you should also think
about whant kind of influence your character possesses.
Does he have political power! The capacity to manipu-
late the media! Doeshe have a syndicared relevangelist
program thar 1|.[>. him mold public opinion and sway
hits loyal view wrers with the same Influence
rating can have very different styles of influence and
control, so pin down just what your character can
contral and manipulate.

The primary use of Influence in the chronicle
is to allow your character to manipulate martals at
ance. Influence can let you control crowds or
even entire cities, far beyond even the greatest
demonie evocations. If you want a city block o be
deserred while you invade your enemy's strong-
hold, you can arrange to have the arca cordoned off
by the police or stage a parade elsewhere w attrace
public artention. Want to thwart an Earthbound
cult? See how it copes with a palice raid or endless
demonstrations by concerned morhers. Influence
can also be used to inconvenience or harass de-
mons, most of whom still have w interact with
mortal sociery on a daily basis. Your enemy might
be the tyrant of the local infernal coure, bur she
might seill fear getting audite
Gamisa INFLaEse

Toinerease his personal influence, your character
has to gain greater control over the structure of moreal
sociery, Doing so often involves insinuating your own
thralls into positions of power or making moreals who
ready in those positions into your pawns. For low
levelsof Influence, itcan be fairly casy to doso — place
afew thralls in the mayor's office and the police force,
and you're in charge. Higher Influence rarings require
more work, and your thralls will have 1o be more
prominently placed. Influencing policy decisions across
the USA requires more than a White House page as a
thrall — you need to put senatars and advisors into

¥ i S o 1
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power, That means winning clections, smoothing out
irregularities in their security clearance and gaining
regular access to the corridors of power.

Another way to gain control is not to use pawns
but to place your character into a position of real
power. Sure, you can control the mayor— or you can
he the mayor, with all the power of the offic your
fingertips. Again, its easicr to gain low levels of
Influsnee. For e mple, winning a mayoral elecrion
or taking command of the local CBS affiliate might
e only a single story for a determined demon.
Gaininga high Influence mting becomes much harder,
1f you want to move from mayor (o senator 1o gover-
nor to president, that's going to require constant
work over the course of the entire chronicle, and ir'll
be difficult to keep your character’s other activitics
hidden during the process.

Onee you've artained a higher Influence rating,
yourcharacter is going to have w work hard 1o keep his
newfound power. Human politics and power struggles
are just as cutthroat as demonic politics — pu'h.q\s
more g0 — and your charcter will
enemies and rivals on his way to his current pﬂv-lrmn.
Those rivals will constantly be working to underm
hisendeavorsand unseat him from power, sohe'll |
o spend a lot of tme keeping — and using — his
power. Influence also brings with ita level of visibility.
Even a character who works from behind the scenes is
going to face at least some level of serurtiny, if only from
those he interacts with. Keeping his demonic nature
secretwill be almost as preat a challenge o nirolling
human sociery

Losisalsriarsce

Like Eminence and Fame, Influence is a Back-
ground that requires evel of maintenance
Power is an addict nel others will be jealous
of your character's position. His rivals will be trying to
unseat him, thwart his plans and subvert his staff and
retainers. Unless vour character is willing to spend all
of his time propping up his position, he runs the risk of
leaving hi critical time. And if
he focuses too much on his private agenda and the
events of the chronicl *s almost certainly going o
lose some of his political power.

Influence is also prone o falling due tosituarions
outside the character's control, After all, Influcnce is
allaboutcontrolling mortals and theirpolitical struc-
tures, and those are prone to change at a moment's
notice, If the balance of power changes, the character
might be forced our in the cold. (It does you no good
to control the mayor if he loses an election.) Simi-
larly, your syndicared religious TV show could fall in
the ratings and be cancelled, and your powerful

rirs unattended a
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corporation could be slammed with tax fraud indicr-
ments. The Storyreller decides if such misfortune
befalls your character — a botched Influence roll is
just ome possible reason for such an event.

As with Eminence, a loss in Influence can bring
with ita reduction in some headaches and responsibili-
ties. When your characrer becomes a less inviting or
dangerous targer, his rivals might stop attacking him.
Thar's generally small consolation for the loss of pres-
tige and control a drop in Influence forces on the
characrer, though. He might have 1o get used to a
much less casy lifestyle — a life where the police won't
wave away his speeding tickets and senators won
return his calls. Your characrer might also atwra
reputation as a falure and a loser, orat |
power — further weakening his ¢
otl
rics 7

pacity 1o influence
i possibly affecting his mlq. in demonic poli-
well.

Leaaca

Unlike most Backgrounds, which measure
crer's cxl»ma\ relationship with others and
— a measure of

memaories. Ilnmum h: \1 Fm untold cons, and
they can recall events from before the dawn of man.
But there simply isn't room for those memories in the
limited space of the human brain, which can barely
contain the life experiences of the demon’s host, So
ademon must “fold” her memories, compressing the
t bulk of them and storing them in the unused
portions of hee host's mind — much like a computer
can compress rarely used files and store them away.
Legacy allows a character to reach those memories
when needed, : al index 1o pin
s, thenunpack them and
recall the derails as usual before submerging them
hack into her unconscious.

very clinical metaphor, though: the
y is usually very differene. For most demons, the
|nxnb||1n to readily access cheir deepest memories is
extremely frustrating. Ie's as if the most important
parts of your mind and identity were lost in a menral
fug, anly oceasionally plimpsed in day-to-day life. A
demon still knows thar she is a demon, bur with her
demonic memortes so far removed and the memories
of hier human host so near, confusion frequently sets
im. Many demons strive hard to hold on 10 their
memorics and gain greater access to their past, often
by distancing them from their host's life as they try to
embrace their demonic nature. Others meditace for
hours ar days on their pasts or attempr ro surround
themselves wich relics and data thar might jog their
memories o the s

In play, Legacy serves as a way for your charicrer
not only to flesh out her demon’s history but o learn
new and useful information that will aid her over the
course of the chronicle, Your rival in the court might

ave a weakness that you could remember, or you
might be able 1o recall the location of o cache of relics
zht of a
enough to warrant a

location or a demon’s face i
Legacy roll if the Storyteller feels it's appropriate.
More often, you'll ask the Storvteller if you can roll

Legacy to get information for your character, Access-
ing these memories might be a simple task, or it could
require your character 1o spend time meditting or
racking her brain.

Ginrsisg Leancy
The best way to increase Legacy is through direct
experience — the more your character tries to remem-
ber her past, the more she's likely to ger berrer ar i,
Obviously, if you're making a Legacy roll in every
scene, your character is getting plenty of practice, hut
that can start 1o ger boring after a while. It's more
interesting to start fleshing out the process by which
your character accesses her memories, Does she medi-
tate on her past! Submerge herself in visions for hours
atatime! Pore obsessively aver volumes of occult lore
laoking for anything thar jogs her memory? Come up
with a couple of remembrance rituals for your charac-
ter, methods she uses o focus on her past. You might
evenask the Storyteller if youcan play out ascene from
your charmcter's past as a flashback, which gives your
Storyrelleran excellent chance o foreshadow or elabo-
rate on the current story.
A common side effect thar often accompanies
cy isadistancing from the demon's
host and the mur(nl wmIJ There's only so much
space in the human mind for memories, and some
demaons actually lose some of their host's memories
in order to make room for their own past. More
common, though, is an emotional disconnection
from the host as the character focuses more
demonie side. A demon with high Leg
harder and harder to communicate with mortals,
who don’t share her vast memories and demonic
perspective. Such high-Legacy characters tend w
associate more with other demons, and can become
socially awkward with moreals. Some demons com-
pletely abandon their connections with the moreal
world and live solely among demons. Your character
might not go this far, butshe's seill likely ro ru
prohlems when interacting with mortals or with her
host’s memories and lifestyle. These problems can
manifest as penalries 1o Social rolls when dealing
with mortals, or her other Backgrounds might end
up dropping.
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Losisa Lrancy

It's tairlydifficult to lose Le A demon's memao-
ries are simply too powerful, too much a part of her
being, to simply be forgonen, but o character can
develop difficulties m accessing those memories. This
generally happens when a characrer neglects her de-
monic side in order o focus on her interaction with the
mortal world. A demon that gets too caught up in the
life of her bost, rarely accessing her memories of Hell
ot the Age of Wrath, might find those memories
sinking even further intoher subeonscious and becom-
ing even more difficult w access. The Storyeeller
generally decides if such is the case. 1§ you don't
attempt any Legacy rolls for several stories, or your
character negleces the demonic side of herself to focus
on her morcal career, she might lose dats in Lega
The Storyteller might also reduce your characrer's
Legacy rating if you botch a Legacy roll
character might be so overwhelmed by the force of a
particular memory that she subconsciously blocks ac-
cess from that point.

A reduced Legacy rating usually brings with it a
i confusion between the characeer’s moreal and
nic identicy, Demons aren’t human, make no
mistake, but they live inside the minds and souls
vl mest demons identify with their host
tent— taking on hoard clements of
their host's personality after possession. As access 10
the memories of her demonic existence fade, the
memories of your character’s host tend ro.grow stron-
ger. In extreme s, these mortal memories might
overwhelm a demon to the point where she forgers her
real nature fora period of time, living out the life of her
host. More likely she still remembers who and whar she
is but feels more comfortable with mortals than with
other demons, This might lead 1o her throwing herself
further into her host's identicy and lifestyle {possibly
caussing further loss of Legacy), losing face and favor in
the courts or even suffering pcn.lincs o Social rolls
when interacting with other demons.
MexTon

A mentor isa Storyteller character who has taken
your character under her wing. Most appropriare men-
tors are fellow demons — one wiser, better situared or
snupl‘, more powerful than your character, wha is
aid her in her endeavors. With Staryteller

pproval, your mentor could be 4 moreal, bue this is

rare. Such a character would have to know something
about the demonic condition and your character's
secrets. Concetvably, amaortal mentor might notknow
thit your character is a demon, but such a mentor
would hove very limited abilities ro aid your characrer.
If your characeer is an up-and-coming businessman

yesur
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wha's guided by an established entreprencur, she could
classify as a menror, bue she’d only be able to aid him
in mortal finances and politics and would have to kept
in the dark about her protépé’s double life.

The primary support that a mentor gives is usually
advice and information, The mentor will better
knowledge and skill in specific areas than your charac-
ter and can aid him in those areas. If your mentor is a
wise Fiend with a mastery of the oceult, she mighr be
able to tell you how ro design a summoning ricual or
where to find an ancient artifact. Mentors with greater
power and influence, whether in the demonic or
mortal ~|\hma. might also bend that power to your
character’s aid. The Staryteller decides on the Back-
grounds your characrer's mentor possesses. 1 those
Backgrounds are better than your characrer's, he mighe
be able ro make use of them on occasion. Your ch
ter might only
of his mentor's four dots in Resources — though only
occasionally, and only if she approves of how he wants
el her money. Some rare mentors might ake an
role alongside the charcrer — fighting by his
g 1 | devices for his use — bue this is
solely atthe Storyteller's discretion. Mentors generally
don't take such an active role — that's the purpose of
allies — but the Storyreller may allow this if it en-
hances the story.

Menrors help their protégd’s for many reasons.
Some mentors respeet or even love their charges; some
need a wseful agent and see the character as having

potential; some dislike or even hate their charges bur
need someone to perform ot handle
alone. What's common to all mentor-protéeé bonds is
thar the mentor docsn’t help your chamcrer for
Your mentor wants something in return for her help
nd if you can't provide the help she needs, she'll stop
supplying you with her advice and influence. She
might want money, political aid, a lieutenant for her
army of worshippers or almost anything else — and she
might not want others 1o know that your characrer
works for her. When you create your character, work
with the Storyeeller to decide whar the characrer's
relationship is with his mentor, and what she wants in
return for her help.

Garinag MesTon

In order to increase your characrer’s Mentor tat-
ing, you have to incresse the power, prestige or
usefulness of the mentor. She needs to be able to place
more power behind your character, and rhat means
your character has tosend that power your way. All the
things your character can do to improve his own
Eminence, Influence, Resourcesor similar Backgrounds
cun also work to improve his mentor's Backgrounds,
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and thus increase her power, It's possible thar borh
your character and mentor might benefit from
certain acts, but it might also be that your character
docsn't gain anyrhing for himsclf from his work, Even
worse, he might have o damage his own position in
order to elevate his mentor.

Analternative roimproving your mentor, of course,
is getting a new mentar — one more powerful and
influential than your former reach ayhe rhere's
another power in the infernal court willing to aid you,
one with more influence than your former teacher —
or maybe you switch your allegiance to a rebel demon
businessman, whose powers extend into a different
world than vour ald mentor’s did. If your character can
find a new mentor, he can try to change allegiance —
nentor will accepr him. There's bound ro be
nl it might include the hetrayal or den
tion of his I'm'mur mentor. It might instead (or
additiomally) incl 1 mission for his new
reacher in order to prove hl: loyalty and to give hera
reason toaccept him as a student.

Z

With @ more powerful mentor comes greater
responsihility for her protégé, Just as a chamct
would have to work 1o main| i
power, he will have to work 10 keep his mentor
ensconced in her new position. His mentor's riv
will want to unseat her from power, and he'll have to
protect her from their efforts — and perhaps also
protect himself, if they ey to cast him down in or
1o his mentor, Extra complications exist for a
“ter who trades up toa more powerful mentor.
He might amass a reputation as a user and an oppor-
runist — or worse — if he berrayed or hure his old
mentor. And if his former mentor is still arour
might be looking for a chance ar revenge.
Losisa MesTon

Just as your characrer can lose his own pe
power and influence, so too can his mentor. This
happen for reasons completely outside the character's
control — after all, the mentor is a Scoryeeller charac-
ter who can make her own mistakes, Yet there
plenty of ways in \\ll'it]l the i
lead to her mentor's downfall,
deavor, cret tald to the wrong person or simply
neglecting to maintain his benefacror's estate effec-
rively. The mentor falls down the ladder of influence,
und your character falls along with her.

The character's Mentor rating can also fall if he
changes o a new benefactor who s less powerful and
capable than his former mentor. He might have rraded
ause he's fallen from favor with his old
reacher. Ifhe doesn’tdo enough to meether needs, she
might spurn him for someone who will. The demorion

might also be the result of political mancuverings —
thementor might have to let your character go in onder
to keep her power. He might even willingly change o
a less powertul mentor if he has a better relationship
with the new benefactor or if she can provide a diffe
ent kind of assistance.

(There's one other reason why vour character
might lose Menror dots, of course — the death of his
mentor. This would remove all the dots in the Back-
ground, unless he finds a new mentor to fill the void.)

A loss in Mentor brings with it a loss in social
power and position, as the character can no longer
benefit so much from his benefactor’s influence.
There are fewer options now, and your character will
¢ 1o learn 1 rely more on his own abilities and
resources. 1t's quite likely thar his mentor will be
bitter about her reduced circumstances and take her
anger out on him — perhaps even sabotaging his
endeavors to teach him a lesson. If the loss in rating
was caused by a change to a less influential mentar,
the character is likely to attract o reputation as a
failure or a liability — or perhaps a fool if he was the
instigator of the change.

Pacts

ThisBackground determines how many pactsyour
characrer has established ar the start of the chromicle,
Thar last part is importane, and it means thar Paces is
different enough from the other Demon Backgrounds
that it warrants a separate discussion.

Other Backgrounds can be increased with experi-
ence points, but Macts can't be increased in this w
Once the chronicle has begun, your character can
make new pacts only by offering a mortal favors in
return for Faith {see the Demon core rules, p. 232},
New pacts gained in this fashion don't increase the
Pacts Bﬁclgmund — you keep a separate record of
those new thralls and the terms of the agreement they
ve with vour characrer.

The Pacts Background can decrease, but this
won't happen very often. The Background won't
decrease unless you lose so many thralls — through
death or a breaking of your character’s pact — that
you have fewer remaining pacts than the Pacts
Background. For example, say your character stares
the chronicle with Pacts 2 then gains another three
pacts during the course of the game, During a crisis,
one of her original chralls .lms. and two others break
their pacts. Although one of the original thralls
covered by the Pacts Background is gone, she still
has two pacts in place, so her Pacts rating does not
decrease, If she loses one more thrall for some
reason, her Background will drop by one — and if
the last one goes as well, she loses the Backgrour
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completely. This ene-sidedness is just one reason
why demons should protecr their thralls from dan-
ger and make sure that pacts aren't broken.

Vhen youcreate your character, give some thought
to her existing pacts, Whoare hed l]ll‘?“"’\‘:' ha is the
nature of the agreement she has with
did she come tothis ment in the first [ll.l(
does she have to do to keep up her end of the bargain?
Do other demons know abour these pacts? How does
she protect these thralls from her enemies?

ParnGor
All demons have the capability to perform evo-

and identity of
awcter with the

cations, manipulating the name
reality itself through rheir lore. A ¢
Paragon Background is a master of her primary lore.
She can use her mystical knowledge so skillfully that
she rarely fails to evoke the lore as she chooses. A
character with a high Paragon rating can use hes
primary lore more frequently, with little risk of los
Faith or uncontrollably evoking the high-Tormer
effects of the Lore.

It's worth noting thar Paragon covers your
chamcter's skill with her primary lore, not the power
that depends on how many dots
she has in the lore itself. A characrer with a high
gon rating but a low rating in her primary lore

of her evocations

can evoke only minor effeces, but she can do so with
an ease and control that a demon with more raw
power can only envy. A demon with high ratings in
both Paragon and her lare can do almost anything
with her evocarions.

Characters with high Paragon ratings often be-
come very confident with their evocations. After all,
they canafford touse minor effects whenever they like,
with no risk of failure or uncontrolled effects, More
powerful evacations still cost Faith to use, of course, so
your character won't use them so readily, bur lesser
cvocarions can be used almost casually. A skilled
Scourge of the ELil visage might always be surrounded
by breezes and winds; a gkilled M cror of the Antu
visage s takes the best and casiest path o her
destinarion. A high Paragon rating might make evoca-
tions more reliable, but itdoesn't protect the character
from the side effects of evoking her lore. Mortals will
still be at risk of Revelation if they witnes
rion, and other demons will still be able vo detect your
character when she uses her power.

Gaasisa Panados

Practice makes perfect, and the best way to be-
come betrer ar using your lore is to use iton a
basis. A character who evokes her prin
who experiments with different uses of her evoea-

(I
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tions is likely o improve her Paragon raring. Many
pracrices that help improve her lore could also im-
prove Paragon (see Lore, p. 64, for details). Frequent
assurnption of the character's apocalyptic form could
also assist in improving Paragon. A character’s pri-
mary lore is more than just a magical power she can
: — it forms o major part of her identity and
s as a demon. A demon who manifests her
atory form is immersing herself in the power of
her primary lore, and thar can, in e, hone her
bility to evoke that lore.
Because of this bor

nary lore nOnic nature, an imerease in
Paragon can also lead to some changes in personality
for the character. As she grows stonger in her demonic
abilities, she might grow more distant from her mortal
half, Immersed in the ehb flow of Creation, the
character begins to think in terms of True Names and
evocations, rather than paydays and familics. She
might begin to lose her connection with her host's life

— ar with mortals in general. Another risk isovercon
fidence. If the characrer becomes blasé or casual about
evoking her lore, she might inadverrently shock mor-
tals in Revelation. Other demons might seck to punish
her forattrmeting unwanted mortal artention, and they
might find it easy to rack her down, following the
echoes of her many evocations.

Losimag PanaaGos

1t rare for a character's Paragon mating o fall. You
don'tjust forget how to perform a skill, and thar's even
more true for Paragon. After all, the character’s capa-
ity with her primary lore is @ centmal part of her
demonic nature. In rare cases, though, a character falls
ourof practice with her evocations, to the point where

i her de

she cannor perform them wich her former expertise. If
the character goes for a long time without evoking her
primary lore, she might end up losing dots of Paragon,
This happens if she's prevented from evoking her lore

perhaps she's imprisoned fora long period ina soul
rap {see Chapter Five for details) or bound by a pact
that forbids her to use her lore, Another possibiliry is
thar a demon becomes so bound up in living a mortal
lifie that she simply doesn't use her lore for i very long
period — perhaps several years.

In the event that your character does lose dots of
Paragon, it can lead to major upsets in her personality.
The loss means that she grows more distant from her
primary lore and visage and grows closer to the identity
and personality of her human host. Her former exper-
tise fades into the fog, perhaps along with her vast
memories of her demonic existence. A loss in Paragon
could eascade into a fall in Legacy and perhaps a drop
in Eminence as the characrer drifts oo far from her
demonic identity. Orher demons are likely to view

character whose expertise has faded with suspicion,
en i she hasn't begun to identify with her host,
they're likely to believe that she has been corrupted by
mortal life, which might inspire them to send her hack
o Hell for reeducarion,

RESOURCES

Your character's Resaurces Background measures
just how wealthy he is. Resources doesn't just focus on
vl bank accounts, though, it also covers the
character’s income, job, investments, home, assets
useful equipment — anything and everything o do
money. Almost all characters will have at leasta
dot or twa in Resources — it's just too difficult to live
in the modern world without a source of income and a
roofover your head. Suill, some charac are forced to
live withour money, owning just their clothes
little cash. Sucha character might be homeless, a Ju[d
dependent on his parents, an escaped prisoner or a
refugee from the Thard World

1 your character does have dots in Resources,
you should think about what that rating represents
and how the characrer’s finances shape his life, Just
like in the real world, your income and job play a
huge part in how you live. If your character has a low
or medium Resources rating, this means he probably
has o job (though he might be living on a small rust
fund or scholarship as an alternative), Think about
just what he does to make ends meet and whar
demands that joh makes on his life and his demonie
activities. A character with high Resources is likely
to be independently wealthy, managing a corpora-
tion or living on the dividends of his investments.
Still, certain responsibilities come with wealth —
reporting to shareholders, making invesrment deci-
sions, ot filling the needs of your family — and you
should think abour the demands made on your
wealthy c!

The main use of Resources in the chronicle is, of
course, to buy things: weapons, equipment, favors,
scerets, allies and anything clse that can be bought
or sold. Resources also shape your character’s stan-
dard of living, which will modify how other people
treat him. A rich character will have little trouble
getting into exclusive nightclubs or winning the
respect of unctuous (and bribable} public offic
A poor character might be barred from entering the
havens of the wealthy, but he has a berrer chance of
making useful connections with the disenfranchised
and others who resent the wealthy elite. Wich your
Storyteller's permission, you might be able to occa-
sionally use Resources in place of other Backgrounds
such as Influence and Contacts, representing your
chances of buying informarion or assistance, If your

cash
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Storyreller does allow this, she's likely to put a limit
on what aid you can buy, which will probably in-
crease the difficulry of any associated dice rolls for
i the Background,

> are many ways fora characrer to inerease his
personal wealth and standard of i ter
with a low Resources mting beteer job (or
simply get a job), or he can work toward a promotion
in his current position — possibly by working hard,
possibly by blackmailing his superiors, He also has the
option of developing o stock portfolio, raking on a
second job, Tunning criminal scams on the side
anything people could try in real life is a possible
option for your character. For characrers with hi
Resources, it's pechaps a lictle more difficult — the
difference berween Resources 4 and 5 is much greater
than the difference berween Resources 2 and 3. But
cven tycoons have plenty of options — mergers with
other companies, bold new stock portfolios, specula-
tion on art and anriques, and all the cut and thrust of
business and high finance. Attempts to increase an
aleeady high Resources rating can provide lots of
exciting roleplaying opportunities, full of intrigue,
bargaining and deceprion.
Another possible source of an increase in Re-
a one-time windfall. Your character mighr
e lorrery, claim a reward for tuming in o
winted bank robber or rob a bank himse hese
windfalls can assist in improving the characrer's Re-
sources, hut they're mrely enough on their own o
fustify increase. After all, the Resources Back-
ground is more than just money in the bank or shiny
new cars — it's also a measure of \me.n\llmw\um.
alth can be maintained. A briefs

1 character's wi
full of stolen money s useful in the shore term, bur in
the leng term, thar money will vanish ino bills,
expenses and spending sprees. Windfalls need 1o be
turned into investment in order to become a perm
nent increase in Resources, Perhaps a more exciring
use for such windfalls is in short-term gains — use it to
buy new equipment and items, bribe informants or
take a well-earned vacarion.

Te'd be mice if 5 : in income simply made
life easier, but such simply isn't the case. An inere
in Resources brings with it a whole new slate of
responsibilities and problems. The more money you
have, the more things youcan spend that money on —
and the more you have to spend that money. There are
ortgages, expenses, bills, credit card feesand a whole
host of other costs. Characters with jobs have to keep
working at these jobs to keep the money coming in,
and those with vast fortunes need to employ a staff ro
manage their business. On top of the headaches of

mainaining your wealth com
Even characters with modest meomes can become the
target of thieves, while tich characters can be hounded
by tax collectors or journalists who want to report on
the lives of the rich and famous.

Losisa Resouncr

Unfortunately, it's much easier to lose money
than it is to gain it. Characters with low Resources
can lose what little money they have ina whale host
of ways. Mugeings, unexpected medical hills, theft,
house fires, a demotion, getting fired, simply losing
your waller and credit cards. .. the list goes on and on.
Look ro all the financial dangers and pitfalls in your
own life — every one of those problems could fall
upon your character. Richer characters can weather
those storms with impunity, but theyare prey to their
own financial dangers, A wealthy character might be
wiped out in astock marker crash or have his accoun-
tnt embezzle from him. He could be indicred for tax
fraud, have to liquidate assers to prop up his failing
company or lose half his wealth in a disastrous di-
vorce settlement.

A reduction in Resources might not happen
avernight; in fact, it's much more likely to occur in
stages. All it takes is for your character to spend a
lictle more than he can afford, write off his car during
a high speed chase or ger hurned on an illegal arms
deal. Suddenly there’s not enough ready cash 1o pay
the mortgage or bribe the desk sergeant for infors
tion, and you have o sell a few assers 10 make ends
meet. Then you need that mororbike, pistol or com-
puter to make a living, and things keep sliding,
Seeing his fortune run through his fingers like water
can be aterrible thing for your character. Because this
is a process, though, your character can make it
change if he tries hard enough. A peried of hard work,
saving or scamming could be enough to stop the ron
and pull your character's finances together before the
Background decrease

A whole host of new problems and
with a reduction in Resources — money makes the
world po “round, and a loss in Resources changes your
whole life. A character who drops down to a very low
level of Resources — or worse, loses all his dots in the
Background—is in fora very hard time, He might lose
Tis home, car and even his family; he might have o
work two jobs to make ends meer. Minor purchases of
food, equipment or information became major ex
penses, and luxuries are a thing of the past, Ri
characrers have to settle for the rigors of mlek Ll'1s~
lifestyle — they face inconvenience mther than lif
threatening financial danger. Such & character will
face encrmens social backls sh, however — shunned
by his former friends, abandoned by his business asso-
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cintes and shut out from the corridors of power. After
all, no one likes a loser.

ALrrisFLux

Demon characters lead mutable and unpredicr-
able lives, and their lifestyles can change overnight.
New opportunities mean new problems and responsi-
biliries, every new gain can lead to a corresponding
loss, and every sacrifice can pay off in spades.

The process of gain and loss, payment and
payoff can form a major part of your characrer’
story. The gain part usually comes from the expe-
rience system —characrers grow, learn and improve
their lifestyles. Some Storyrellers might wane ro
give their players more options, however — spe-
cifically, the capacity to make gains through loss,
cffort and sacrifice.

The following apric emallows players to
modify their characrers’ Backgrounds during down-
time — moving dots from one Background to
another. This shift represents deliberate changes on
the part of the character, who gives up one part of
her life in order 1w improve other areas. It could
represent spending large amounts of money to re-
cruit a new ally, selling out demonic secrets in order
wain mortal political power or giving up second-
hand humanity to regain the corrupt wisdom of your
demonic nature,

There are rules to this process, which control just
how you can move these Background dots around. As
with all optional systems for Demon, you
system only if your Storyreller allows it.

* Changes only occur in downnime. The proces:
of changing your character's life mighe hegin during
the chronicle, but it only solidifies and resolves
between stories.

¢ Only ane Background can be reduced in each
period of downtime, and it can normally drop by only
onie dot in each period — changes are gradual. The
stion il the cireum-
stances of the change are drastic. If you have four dots
in Mentor and your menror is killed outright, it makes
sense to reassign all of those dars. I this occurs, you can

pread the dots among multiple Backgrounds, as long
as you follow the next rule.

* You can't increase a Background 1o a level
greater than the original level of the Background
you're decreasing, If you have two dots in Resources
and four dots in Influence, you can’t drop your Re-
sources to | and increase Influence to 5. Great gains
require greatsacrifices, and the power you give up must
be at least as great as the power you gain,

» The Pacts Background can't be changed using
this system.

B

vuse this
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These rules don't apply to changes the Storyteller
enforces on your character's Backgrounds — those are
out of your character's control. Life isn't fair, and
soinet acter simply goes broke or loses
her teacher without any kind of compensation. The
Storyteller may choose to make up for these changes,
however, letting you improve other Backgrounds with
the freed-up dots.

The following examples show ways in which you
can turn adot in one Background ir ot inanother,
and vice versa, Plenty of other pairings can be made —
almost any two Backgrounds can be played against
each other,

o,

Allies vs. Contacts: A former associate becomes
tired of risking her life alongside yours, so from now
on, she'll help you wich' informarion only. A long-
time comtact gets drawn further into your activities
andd starts supplying you with more than just advice
and scurtlebutt, He now wants to take an active role
in your endeavor

Contacts vs, Followers: One of your conracrs
becomes convineed of your power, holiness or

infernal nature, He doesn't want to help you any-
more, he wants to worship you and give whatever
minor help he can. One of your flock is becoming
disillusioned with your ag tired of secing her
friends die in your cause. She stays in contact and
feeds you dara, but she won't sacrifice her life for
you anymore.

Eminence vs. Fame: You call in favors from
other demons in the infernal court to help boast your
climb to fame. They come through for you and
increase your public profile, but you've used up a
strong measure of your influence with them. Pulling
away from the lure of fame, you turn down several
movie offers in order to focus on demonic politics.
You gain influence, but your popularity and visibility
as an actor begins to fade,

Fame vs. Legacy: Pursuing the memories of
your past with renewed fervor, you channel those
memories into a rambling, incoherent book. You
form a powerful remembrance ritual around reading
your notes, but the novel is a commercial and
critical flop. You dedicate yourself to writing popu-
| vl best-selling novels, ignoring your demonic
nature, With your imagination and mind filled with
the derails of your fiction, there just isn't yoom for
the memories of vour true sell

Followers vs. Mentor: Your master demands thar
you maimtain his household while he focuses on his
political career, so you place some of your followers in
charge of his daily affairs, letting him concentrate on
gaining power. As your mentor's star fades, one of his
other servants confesses her devation o you.
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brings her ralents into your service, abandoning her
role in your mistress's affairs.

Influence vs. Paragon: None of your fellow
senators can understand why you're taking time off,
leaving your political power to be stolen by rivals, but
you're heading for the eye of a m ve hurricane,
spending nime honing your gripon the Lore of Storms.
The eall of mortal politics is strong, and you've
dedicared yoursell 1 gaining power with all your
might. You've made great gains, but it's heen so long
since you evoked the weather that your sk hthe
Lare of Storms has faded.

Legacy vs. Eminence: The past is dead and
pone, and only the present macters for demons: You
dedicate yourself to climbing the ladder of the infer-
nal court, eve you forget the path that hrought
you to this new position. You become ohsessed with
remembering your past, and you retreat into your
memor: n much about yourself, bur
your enemies take advantage of your absence 1w
steal your power.

Mentor vs. Resources: You take blood money
from your mentor's enemies to sell out his plans and
seerets, You become wealthicr, bur he takes a rerrible
political beating and loses a measure of his influence.
Your mistress needs more money for a land-invest-
ment scheme. She qnns paliti power w hen the
plan succeeds, but you're the one subsidizing the gain
out of pocker.

Paragon vs. Allies: You enver i a strice and
hinding pact with another demon, someone whose aid
you desperately need. You gain his help, bur the pacr
forbids you from using your primary lore, and your skills
arophy. One of your allies, a master of the pnimary lore
you share, agrees to help train you if you release b
from her obligation to help you. You sreat deal,
bur she parts ways with you afterward,

Resources vs. Influence: Bribes, kickbacks, pifrs,
secret payments and funding to labbying groups
you're gaining a great amount of political power, but
the cost is almost bankrupting you. You've decided
that luxury is better than power, and you start selling
offareas of your political power to your erstw iulg rivals.
You don't have the elout of old, bur the mansion and
yacht make up for it

VIRTUES

In the beginning, demons were angels — crea-
tures of pure, holy virtue, beings of boundless love
and unquestionable devation. The horrors of the
Age of Wrath, however, stripped away the demons'
former perfection, turning them into creatures of
rage and wickedness.

sarm

But possession of a human host changes thar.
Every demon on Earth, from the vilest Ravener tothe
most gentle Reconciler, felt something when they pos
sessed their hosts — a shock of emotion and mormlity
spilling out from the fleering human soul. Some mor-
tals' basic human virtues were weak, and they did lirele
tochange the twisted nature of their demon possessors,
Orher demons are fundamentally changed by the i
nate humanity of their hosts, All fallen are affecred by
the touch of humanity, All of them remember, even if
only for a moment, whar it was like ro be an angel, o
be virtuous.

Virtues are not alien to demons, they have simply
been forgotten. All demons, even high-Torment
ings inall three Virtues — Consclence,
These qualiti ined their
personalitics when they were angels; now they serve to
comtrol the torment of their demonic nature and push
back the hate and suffering of untold eons.

Virtues perform two funcrions for Demon charac-
fers sty they work to prevent the demon gaining
Torment from performing simtul aces. 1 your character
can touch the core of holiness and humanity within
herself, she can understand that whar she did was
wrong. Her remorse and sorrow stop her from slipping
away from humanity, from giving herself over ro her
pain. Second, Virues give a character a chance o
sdeem hersell — if only a linle — by performing
moral acts. IF she listens for the voice of purity and
follows its advice, if she fights the darkness in her soul,
she can push herself away from the memories and
anger, and move just a lietle closer o regaining her
forgotten divinity.

Note that while yourch:
ence her actions, they don't dictate them. A characrer
with Conscience | can protect and nurture a homeless
child, and a character with Courage 5 can still run
mger. What Virtues do is affect how your
character internalizes th moral decisions, and
whether or not she’s able to grow as a person — or
demon — in doing so. The low-Conscience character
t compassionately, but she is unlikely ro really
- in the worth of her actions. The high-Courage
charactercan be cowardly, but if thar cowardice causes
her to sin, she might realize the wrongness of her
actions and draw enough resolve from her innare
courage to stop her slide into darkness.

[oes that mean that if your characrer has a high
Conscience rating. she can actually act more ca
lously — sinning constantly but never gaining
Torment from doing so? Of course not. It's important
1o remember that a successful Virrue roll gives the
character the chance to learn from her actions and
redeem herself — it isn't just a shicld against the
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consequences of her actions. If you succeed m a
Virtue roll bur your characrer still acrs in a sinful
manner, your Storyteller is justified in giving your
ra paint of temporary Torment 1
’wh( mlr,:h( claim to feel remorse, but that claim is
meaningless if she doesn't act on that feeling. If he
feels so inclined, the Staryreller may allow you to
make a Virtue roll before your character completes
her sinful acrion. If the roll succeeds, the characrer
wce o pull back from the acrion and not
self. If she keeps going, though, she should
gain a point of temporary Torment.

From a mechanics standpoint, you incre
characrer's Virtues by spending experience points. In
acter, though, her Virtues improve as she exer-
cises them by resisting her darker impulses and
performing acts of kindness and nobility. In order 1o
erow in Conscience, she must act with compassion and
deceney, working ro understand human morality, To
improve her Conviction, she mustac determina
tiom and resolve, aiding others in their search for
meaning. Gaining Cournge requires her to be brave
and resolure, stepping into certain danger 1o do what
needs to be done. Before you spend experience points,
spend rime in the story roleplaying your characrer's
virtuous actions and get a feel for how she changes and
QTOWS A5 8 PETSOTL.

CONSCIENCE,

Conscience s a br

has a ch

se your

ad Virtue rhar covers much of
what we call human decency. It's the eapacity to ell
right from wrong, to care about the plight of ather
human beings, to feel remorse and joy, Conscience is
the fist emotion that floods into a demon newly
settled in o human host, and those who are over-
whelmed (or healed) by their host's conscience often
become the rebellious fallen,

Characters with low Conscience mtings can usu-
ally still understand the difference between right and
wrong, good and evil — they simply don’t care. A few
low-Conscience demons are confused about the differ-
ence, strugeling to understand what makes one thing
right and another wrong, bur these are uncommon
racters with high Conscience rarings
are usually highly empathic, fundamentally decent
beings who instinctively grasp the difference between
right and wrong in any situation.

Your character's Conscience rating governs his
reactions to sins of eruelty, violence and anger — aces
that hurt the mnocent and undeserving. Some ex-
amples would be tmuigging & passer-by, cheating on
your wife, tarture, murder, starving your child or kick-
ing a dog. A successful Conscience roll means thar
yourcharacrer is flooded with shame and regret ar whar

A

e did, rather than growing more callous. If the char-
acter doesn't act on that remorse and work to redeem
himself — making up with his wife, taking his victim
1o hospital, relling his child he loves her — the
Storyteller may rule that he still receives a point of
temporary Tonment.

If the character wants to ke a more proactive
bent, many different acts of kindness are based around
Conscience. Think of every kind act that makes you
smile in real life, that gives you hope for the human
race, that establishes a connection between you and
another— those are acts of Conscience. Caring for the
sick or injured, ralking someone through an cmotional
buying a mes 1 for s homele person, volunteer-
ing ar a shelrer th acts of decency and
humanitarianism can pull a demon back from the
depths of despair and anger.

-
CORVICTION

Conviction covers a character's sense of honaor,
dedication and purpose — the ahility to make deci-
sions and abide by the consequences, tomake promises
and keep them, w stay sane and focused in the face of
stress ordisa Conviction isamust less comfortable
Virtue than Con e it's about making hard
choices and standing resolure. While Conscience fo-
cuses o your chameter’s interaction with others,
Caomviction is abour her sense of self.

Characters with low Conviction ratings tend to
be uncertain of theirown purpose, oreven that there
is any kind of purpose and structure to Creation. She
cuts corners and takes the easy auts, unconvineed of
any benefit o be gained for herself for following an
ethical code. A character with a high Conviceion
rating understands how much she gains, and how
much society benefits, from a sense of purpose and
adherence to ethical standards. She can make deci-
sions based on more than just instant gratification.

Conviction covers sins of convenience and de-
ception cts that violare sociery's ethical values.
Lying, hre; 1promise, embizzlement, acting with-
out honor, encouraging others to commit
ating, premeditared assassination or berr
loyal friend are all crimes of Convicrion. With a
successful Conviction roll, your character sees how
her actions violate social order and how she's com-
promising herself. She can then leam from the
experience and ereate a stronger internal echical
framework. If she keeps on breaking her word and
ignoring her sense of ethics, the Storyreller may still
award her a point of temporary Torment.

Positive uses of Conviction are not so much acts of
kindness as they are acts of responsibiity. [fa chara
acts with honor and forethought, working to improve

crisl
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the lives of athers in an ethical fashion, she can push
back the dn Appropriate
acts include brokering a peace treaty between warting
ngs, managing the accounts of a charity, keeping
your word despite great personal sacrifice, teaching

kness through her diseipline.

children about ethics and responsibility ar helping
someone overcome dnig addiction.

.
(_OURAGE
¥ ¢ is the most active of the three Virtues,
r with the charcter's bravery, determination
and strengrh of character, While € ience conrrols
about others, and

o1

nviction controls
abour

how you fee
how you feel abour yourself, Cour:
feeling — it's nbourt acting. Cour
ter act on his moral
pain and hardship

it
+ helps your charac

r ethical choices, to withstand
nd o make rhe sacrifices that
of him. [t doesn't mean that he doesn't feel

re

demande
fear, but with Courage, he can defy his fears and act

vite them,

Characters with low Cou aren't nec-

izh some ¢ Such
characters are reluctant to face doubts and fears,
though, preferring to compromise their position rather
than risk confrontation. Such a confrontation might
be physical, but i

e Fring:
certainly arc)

essarily cowards (the

can also be emotional — many

characters will happily embrace action and physical
danger but avoid any kind of emotional pain. A
character with high Courage understands the need
rifice and risk, and he is prepared rostand up for
the things that matter to him.

for

Sins of Courage are primarily acts of cowardice —
failing to live up towhat you know is the right or propet
thing to do. Good examples include flecing when a
friend is attacked, covering up mounting gambling
debis, sabotaging your mart her than confront-
ing your emations, shooting m enemy in the
ng semeone you know won't retalmte or al

attac
ing orhers to perform crimes rather than pre
them. With a successiul Courage roll, your ch
feels
pur things righr by standing up, raising his voice and
defying the thing thar scares him. If he continues to
compromise and back down, he might receive a poine

and shame over his fear and can attempt to

of temporary Torment anyway.

Worthy acts of Courage are

st self-explana-
tory —your character must face his fears and be brave
Even ifhe's still afraid — especially if he s still afrid —
he must actively work to overcome his doubt and do
what he knows is nght. Good examples include stand-
ing up to a bully, mtervening inan attack on another
person, testifying against a powerful mohster, ing

At
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through his. relationship problems with his spouse,
publicly speaking against a tyrant or admitring 1o his
family that he has a drug problem.

o
COMBINATIONS

Your character’s Virtuesdon't dictate her personal -

ity, but they do influence it. A high rting in one Virtue
will be reflected in her N
There's also an interaction berween high and low

Virtues — and Con-

ature, as will a low one.

somenne with stron

s hasadifferent personality thansomeone
trong Conscience

science ratir
with jusc a

The following combinations show how hi
Wirtues (four to five dots) interact with low Virtues
(one dot), Each combination includes a list of some
typical Marures that reflecr that combination, but
that doesn't mean your character must have one of
those Na Different people think in different
ys, and perhaps your character internalizes her
Wirtues in a unigque way.

Low Lun\u..mdLmn Conviction/Low Cour-
age: This person lacks any real strengeh of character.

ures

W

She feels firtle in the way of moral or ethical oblig

tions but lacks the willpower to actually pursue what
she wants. Such passive, unengaged people generally
aren't suitable Demon characters, and no starting
character will have low ratings in all three Virtue.
Many characters with this combination of Vir

A

possess negative Natures such as Addicr, Conformist
and Monster, but youcould just as easily have anewrral
MNature like Child, Deviant or Rog

High ConsciencefLow Conviction/Low Cour-
age: People with this ser of Virtues tend to he
compassionate but weak, Such acharacrer caresabout
others and usually has many friends, bur her life is
vVt dedicate herself

lived in the sho she
to agoal, Even if she could, she wouldn't — she lacks
the courage to reach for the things she wants, prefer-
ring to wait and hope thae she lucks our. Typical

2 Vivant,

=term

Nitutes for such pecple inclug
Carcgiver, Child and Gallant,

ce/High ConvictionfLow Cour-
age: This is the mark of # person. with a stro
ity to plan and dedicatc herself to a goal — bt
n-

Low Cons

¢ goals always focus on herself, She can't ¢
ct well with others, and she might see people
pawns or tools. She works toward goals, but they're

wlh

usually ¢ als — she sees risk as unacceptable and
[ 1o avoid any kind of confrontation. Typical
Natures include Autocrat, Conniver, Cormudgeon
or Pedagogue.

Low Consc uLl‘[.mn Conviction/High Cour-
age: This is a person who's brave and prepared o he
confroncational to get what she wants. Unfortunately,
she r:m.-h wants anything except what's right in frone
. With lintle ality or fore-
t, she prefers instant gratification. Her courage
means thar she will fight to the bitter enc st all
ds, for somethir will sanisfy her foronly a short

in the way of mo

time — then it's on to the next fight, the nexe play
thing. Typical Narures include Bravo, Loner, Masochist
and Thrill-Secker.

High Conscience/High Conviction/Low Cour-
age: With this combination of Virtues, a person
prosses orality and ethics, compassion and surcry
but lacks the courage to pursue what she wants. Such
A person connects wel Al with people and has assistance
ns that minimize all risks and aim

in her plans —

low, avoiding complications. She also avoids emo-
tional risks. She might have many friends and
relationships, but mast are shallow, without depths

ers, Typical Narures might include Archi
rect, Director, Judge and Traditionalist

High Consciencef/Low Cenviction/High Cour-
A person with this combination is always able to
get what she wants, bur she probably doesn't want
ll\m.h Her many friends will give her what they can,
and \hl. Il risk much to help them and to reach her
[ Her goals all rend o be simple, short-term
t]llr\}_’~_\\'|l|\ no plan to them, though, Her tendency o
leap before she looks means that she ends up in trouble
often — mrouble she could avoid if she thought things

and da
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through. Typical Natures include Bon Vivan,
Caregiver, Gambler and Trickster.

Low Conscience/High Conviction/High Cour-
age: This combination of Virtues is the mark of a very
dangerous person — someone who stops at nothing ro
ger what she wants. She constructs careful plans and
scoffs ar risks — not just the risks to herself, but to
others. This person considers her goals so important
that any sacrific ppropriate, be it her own or those
ofunwilling others. She probably doesn't like toendan-
get ot hurt others, bur she will do what is necessary.
Typical Natures include Comperitor, Fanatic, Perfec-
tionist and Survivor,

High Conscience/High Conviction/High Cour-
age: Some rare individuals have high ratings in all
three Virtues and serve mples of what we could
all aspire ro be, Such a person is compassionate, hon-

endanger athers, She cares about others and is willing
tosacrifice herself for them but not sacrifice her ideals.
Mortal or demon, these exemplars stand out insociety
re likely to arceace admiration even from their
enemies. Typical Natures include Martyr, Penitent,
Rebel and Visionary.
VinracsaspHouses
Demons feel a wide range of emotio:
e so after taking on the personalities and memo-
ries of their human hosts. 1t difficult o make
gener tions about any demon or to say the
members of a particular House all act in a similar
way. Still, it's possible o make fairly broad generali-
zations about the typical personality of a given
House, and to predict huw a De ity might
differ from a Malefacror

The following are general comments abour the
different Houses and what combinationsof Virtuesare
most commaon. Don't feel constrained by these gener-
alizations, though. Every ;.ruuph1th5Lx:cpuun:- and
your character can always be one of them.

Defilerss A central contradicrion of the Defilers is
that they usually careabout the mortals they destroy —
loving them even as they cormupt them. Reflecting
this, Defilers usually have high Conscience but low
Conviction. A Defiler knows righr from wrong and
often cares about mortals, but he needs something
done now. [t's easier to use a mortal for his immediate
gratificarion then dedicare himself to a slower, more
ethical path. Defilers also tend o have low Courage
ratings. Not only do they avoid combar, but they also
avoid emotional confrontarions thar might cavse them
pain or inconvenicnce.

Devils: As a counterpoint to the Defilers, Dev-
ils tend o have high Conviction ratings but low

even

Conscience. Devils are the fallen paladins of Heaven,
and they still hold o rwisted systems of honor and
dedication to their cause, While Devils are cthical
crearures, though, they're rarely moral. A Devil will use
mortals as tools because she docsn't really eare about
what happens ro them. Devils also tend o have good
Courage matings. They were the champions of both
Heavenand Hell, and they rarely fear either engaging in
Tartle of confronting their unspoken concems,

Devourers: These feral demons usually have low
ratings in both Conscience and Conviction. Right
andd wrong, wise and foolish, crhics and morals —
these are civilized mortal concerns, rather than the
laws of nature and the wild, Devourers are creatures
af immediacy, living in a world of instant decisions
and survival rather than long-term planning and soft
compassion. That being said. few demons can rival
the Courage of a Devourer. Warriors and deseroyers,
these demons rarely run from a fighe or fail to act on
their emotions,

Fiends: Born 1o set the stars in the sky and guide
the growth of humanity, Fiends naturally tend wo have
high Conviction. These demons have a strong focus
on structure and laws, and their aptitude forsecing the
patterns of the future encourages them to set down
long-term plar wir Conscience ratings, on the
other hand, tend to be low. Fiends simply don’t have
alotin common with mortals, and they don't connect
tothem easily on an emotional level, They also tend 1o
have low Courage ratings — this is a House that is
umcomfortable with confrontarion of any kind

Malefactors: The M: rors are unusual in that
they don't tend to have any extraordinarily high or low
Virtues, Malefactors care about mortals but have prob-
lems connecting to them emotionally hence a
moderate Conscience rating. They are long-term plan-
ners and builders, but they bow to practicality over
principle hfnccus::m‘.m they have moderare Convic-
Eion rari And while Malefactors can ofren be
warriors \thllul physical fear, they shy away from
emotional confrontation, leading to moderate Cour-
age ratings, These demons are Hell's jacks-of-all-irades,
shying away from extremes, and their Virtue mtings
reflect this tendency.

Scourges: Former puardian angels, Scourges have
purhaps the deepest emotional connection to mortals.
Therefore, most Scourges have high Conscience rat-
ings. This compassion is usually controlled by a strong
Canvicrion rating as well. Scourges care for humanity
as a group, but not always as individuals. Sometimes
hard decisions must be made for the grearer good —a
ase must be used to control the mortal population,
a sacrifice must be made, While Scourges are oft
prepared to sacrifice others, though, they are rarely

L
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prepared to sacrifice themselves, so these demons
generally don't have high Coumge ratings.
Slayers: Like Scourges, Slayers hoth care for mor-
rils and have wo temper that care with resolve and
discipline. Slayers love mortals — hut their touch
brings death and an end to all things, By necessity,
Slayers must damp down their innate love of human-
ity, not allowing themselves anything more than
musderate Conscience rating. Domg so requires incred
ible discipline and dedication — small wonder, then,
that most Slayers have extremely strong Convicric
ratings, perhaps rivaled only by the most honorble of
Devils. Slay
phiysi

e S
VinraesAasp Facrions
While its difficult to generalize abour the Virtues
of the different Howses, it's much casier rado sofor the

lsorend tobe
ally so, and have good

major demonic factions. After all, these groups form
around a common agenda, a commoen attitude, Fac-
tions are based on personaliey, while He
deman’s purp wd nature. Most demons ina faction
e similar Virtue ratings, although some exceprions
doarise — mavericks arrracted toa faction for unusual
or hidden r

ises reflect a

o115,

Cryptics: Almost all Crypitics: have ‘viy. hig
nvicrion rarin
les and slowly piecing rogether hidden secrers

s that need determination and structured think
pal to think in the long
wics also tend to hay W {if not ex-
ourage meings. They need to ask the hard
questions, and they can’t afford to shy away from
answers thar frighten them. Cryprics can have any
level of Conscience, though, since the faction |
toom for cold-blooded inquisitors and compassionate
seckers after truth,

s. This group is dedicated o solving

ing, and require the individ
term,
treme) L

2 This faction is based around a contra-
bout mortals and seck
o use them mercilessly. Faustians care about mortals
as beings, but not necessarily as people. Even if a
Faustian ts concerned about a mortal's well being, he
might not care if that person is actually happy, as long
she is healthy and her Faith

Faustian

diction — Faustians both care 3

n be hamessed.

science ratings, but moderare-to-high L‘um'lunnn
they have compassion, but that compassion ¢
cold and conrrolled. Faustians can have any le
Courage, whether high or low.

Luciferans: This is
backs to the tebellion and Luci

1 faction of |dmll:c\ throw-
all to battle.
They believe in the values of those lll'-\l rebels
love for mankind, honor, dedication and standing
b defiant against the forces of Heaven, No surprise,
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then, that Luciferans tend to have strong ratings in
all three Vietues — anything less would fail o live
up 1o the memory of the Morningstar's manifesto, If
one Virtue stands above the rest, it's Conviction —
honor and unflinching determination is :h-\ core
value of the group — but Consciene
will also be high.

Raveners: In total contrast to the Luciferans,

ers are noteworthy because they tend to have
e Vittues. This is not a i
that respects honor, compassion or even hra
all it respects is destruction. There are exceptions,
thowgh — not every Ravener is a maddened, craven
irchist. Many Raveners are s with strong
Courage ratings. Some have good Convietionratings
and develop strategics to maximize long-term de-
struction. Few if any Raveners have high or even
moderate Consclence ratings, though. Compassion
and morality fit poorly with the desire to reduce the
whole universe to ashes,

Reconcilers: Conscience is the primary Yirrue of
the Reconcilers, who seek not only to redeem them-
selves but also w restore humanity w Parmdise,
Compassion and love are pivotal parts of the Recon-
ciler philosophy, .\nd :\lrrms( all members of this
faction will have ence ratings. Courage
ratings atso tend ro be high. It rkes a brave soul to
admir a mistake, and a braver one still to face the
challenges and risks required for reconciling demons
and morals. Reconcilers can have any Conviction
rating — some are planners and thinkers, other live
for the moment.

.,
ConnupT RESOLNE

Torment is a problem for all Demon chamcters,
not just those fallen who are trving to fight the forces
of Hell. High Tormene ratings make a character un-
able o control his evocations, eecasionally forcing
him to evoke a destructive effect instead of the useful
elfect he desired. Even a chamcter who hates hum:
ity still has to worry about Torment and needs
counterhalance his darkerurges with the Virmues of his
lost angelic past.

But some characters don't succeed in resisting the
darkness — or they gleefully embrace the power of
desrruction. These high-Torment characrers
gerous, tragie bemgs, slowly losing their sell-control
and perhaps their identity. Such demons still possess
Virrues, butthose Virtues become increasingly twisted.
Your character is ar as much risk as any other Demon
character of fulling into the pit of Torment. His Vir.
rues are the only things that might pull him cut of that
pit, but they can also become dark, corrupe things thar
keep him in there.

re dan-

Wirtues, even high-rared ones, become corrupred
yourcharacter's Torment increases. You still make
a Virtue roll after he commits a sin, but fewer and
fewer acts become sinful in your characrer's eves. A
character with Tormene 8, for example, no longer
considers unpremeditated violence, destruction or
evenmurder to be sins— such acts don't cause him to
question himself or feel any remorse. Whar does th
mean for your characrer's perso y! Whar does
virtue mean to a high-Torment character — some-
one who no longer considers it wrong to murder
someone m a fic of pique?

Vireuesare still important for high-Torment char-
acters, but the emphasis of the Virtues subtly changes
as the character spirals down into corruption. For a
normal characrer, Virtues represent his capability 1o
feel shame and regret for his actions — to realize that
what he did was wrong, High-Torment characters take
a different .1m,lr: Virtues now help the character
rationalize his sins and convinee himself that whar he
did was necessary.

When your high-Torment chiarcter commits an
act so heinous that even he feels it 1w be sinful —
premeditared assassination, pointless carnage, sys-
tematic torture of an innocent pe en
Virtue roll as usual. If the wll fails, your character
emhbraces the horror of his sct. Not only does he fecl
no regret, he enjoys his arrocities and falls even
further into irredeemable damnaion. If the roll su
ceeds, he cannot internalize the ac
inured to the horror, but hiswarped value system does
nat recognize the act as wrong. Instead, the demon
can fool himselfinto believing the act was a necessary
abermtion — regrettable, certainly, but unavoidable.
He doesn't punish himself for the deed or feel re-
morse, Rather, he avoids thinking abour it further or
finds spurious reasons to justify it It won't happen
again, he promises, but on some level he knows he's
ving to himself,

High-Torment characters use the same mechan-
ics for Virtues, but the meaning of those Virtues —
und the personality of the character —changesin the
following ways:

Conscience: This Virtee represents a high-
Torment character’s capacity to rationalize away
moral crimes and sins against innocent beings, The
high-Conscience character knows the difference
between right and wrong, but he tries w believe
that thavdistinction doesn 't apply in this instance.
He might commir cold-blooded murder, claiming
that this death will save the lives of others —
imnocents that he would have been forced ro harm
if his victim had lived. Alrernative
ter might become a sociopath, claiming thar most

M1 — YN I
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other people are soulless drones or intrinsically
inferior to enlightened demons.

Conviction: “You can't make an omelet with-
out breaking a few eggs” is the carchphrase of a
high-Torment, high-Conviction character. He
might lie, ch il and break promises every day.
but in his eyes, it's all for a good cause, all necessary
sacrifices that others must make to help him reach
aworthy goal. The character might construct sprawl-
ing meta-ethical frameworks, linked webs of
justificarions to explain how a breach of trust or act
of dishoner is actually an excusable lapse that'll
wark out in the long run.

Couragc A high-Torment, high-C
acter isn't a coward, oh no — he's sensible. He
take needless risks or put himself in jeopardy when it
isn't necessary, Instead, he'll make a racrical with-
drawal and return when it's a fair fight — thae is
when the odds are two-to-one in his favor. He won't
acmit it, bur this character is a bully, always looking
for a way to increase the odds in his favor by any
means available. He approaches emortional risk the
same way. If he thinks he risks being hurt i g
relationship, he's likely to try to hurt his partner more
than she hurts him.

There's no exact point at which the meaning of
ur character's Virtues change, It's a gradual process,
linked ro the changes in his personality and values that
accompa 1'“\)_’[[:» ng Torment. Youcan agreat
il of fun exploring this slow decline through
roleplaying, changing r character’s Narmure and
Demeanor as his Tarmenr grows and his desperate
rationalizations grow thinnerand thinner. Similarly
a character who claws his way back to decency and
decreases his Torment rating, his Virtues will slowly
change back into a nobler, more emotionally mean-
ingful system of values.

Lore

Even if he's not actually doing anything, «
is still a being like no other on Earth. A maer
celestial and mortal souls, the demon’s gp
allows him a wide range of passive abilitics: the power
through illusions, resistance to discase
paison, the capacity 1o hear his name being invoked
and a memory that covers untold acons of time, The
demon also has a number of more active abilities, such
as the capability to repair the injuries of his host bady
and the power to manifest his apocalyptic form.

Bur one facer of demonkind most clearly shows
their difference from humans — the power o govern
the forces of Creation itsclf with no more than a word,
a breath or a thought. These are the evocartions of a

“ourage ¢

d

demon's lore, his knowledge of the secret mechanisms
of the universe. The power to evoke his lore is the
flashiest and most impressive of a demon’
it's a power that's far more impressive and complex
than it might appear.

It's important to remember that your charcter’s |
lore is more than a simple collection of magic spells or
super powers. The character's lore — particularly his
primary and House lore — is an ierinsic part of his very
namure. The demon has the power to evoke lore be-
n thecore of his being, heis that lore — or, more
clearly, he's a reflection of that lore, Yes, lore is a
knowledge, but it's o knowledge of the sond, not the
mind, and that knowledge reshupes your charmcter’s
soul in its image. |

Nothing illustrates this point more strongly than
yourcharacter's v
1o his prim: acter manifests
his apocalyptic form, his lore is more than just
knowledge, it's the substance of his being. A De-
vourer manifesting his Zaltu visage isn't just raki
on a different form, he is a beast, an amalgam of
atures of the wild. Similarly, a Malefactor v
festing the Kishar visage infuses his body and soul
with the power of Earth, Even though his flesh
doesn’t become stone, it takes on the spiritual es-
sence of stone. When Torment warps a character’s
nature and pecsonality, his.soul becomes corrupted,
and the visage of his revelatory form becomes cor-
rupted in rurn, just as the evocations of his lore
hecome warped and destructive.

Because lore is more than just knowledge, it
simply be learned like any mundane skill. Your cha
ter doesn't just learn a new formula or pick up a new
trick. Instead, gaining lore requires ur.ukmp..‘.'h'm;,w 0
the very soul and natre of . These
changes might be due to the chatacter slowl ining
the memories and energies of his demonic soul, sup
pressed by his confinement to a human host
Alternatively, the changes could be very new, It's
possible for a demon to gain new lore from
alrering the shape of his soul to take on new spiritual
know! . Na matter how the chamcter’s lore im-
proves, though, awealth ofroleplaying potential liesin
the improvement process, and many ways exist o
explore the ramifications of the changes in your ‘
character's abiliries,

MEMORY ;

Before- belng lmprisoned i thie. Abyss, host di-
mons were masters of their lore, Such a virtuoso
receives a great shock when ing in the moreal
world — she finds she’s forgozeen how to evoke much of
her store of knowledge! Long acons in Hell, unable to

ibilities, bur

e

your ¢l

reacher,
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manipulare Creation, have served todull her abilities.
What's more, though, the fabric of Creation has
changed so much since the Age of Wrath thar the
demon must relearn much of her former knowledge.
This is hampered even further by the problems of
living in a mortal host. Most of the demon’s memories
e, too great ro contain in her host's
wd without the immediate memory of her lore,
relearning her skills will be even more difficult

Ditficult, but not impossible, that is. With rime
and practice — and expenditure of experience poinrs

— your character can remember or relearn any lore
she onee knew, [t'sup to you to decide whar lore your
chamacter actually knew before her time in Hell,
depending on the character concept and your vision
of how skilled the character isfwas. You can increase
the lore thar your characrer once knew in the normal
manner, by spending experience poinesduring down-
time. Doing so represents the characrer remembering
the evocations of old or learning how to perform
these evocartions in the changed envitonment of the
modern world.

Your character’s primary lore s a g — all
demons were masters of their primary lore before
their time in Hell. Many demons also mastered their
other House lore, and you can assume thar your
character can eventually recall all the evocations of
her House unless you feel that she should have been
deficient in that lore for some reason. Your characrer
might have been skilled in the common lore, or she
might not — that's a decision you should make based
onyoure concept. Mastery of lore from other
Houses is pare: T,dn\l few demons could evoke powerful
cifects from other lore even during the Age of Wrath.
If you feel that your character showld have knowr
particular non-House lore, talk to your Storyreller.
Hemight allow the characrer access to thar lore, orhe
could prohibir access. He might rule thar your char-
acter can remember that lore, but perhaps only to a
certain level, with the more powerful evocations
available only if the character séeks traiing.
Fugur.

For demons with the Legacy Background,
option exists for releaming the forgotten evocations of
their past. Your character can enter a fugue — a
catatonic state — in which she relives ancient memo-
ries of the Age of Wrath, when she was at the height
of her power. When she finally emerges from her
reverie, she brings with her greater recollection ¢
primary lore, and she might even be able o ¢
new evocations immediately.

The following oprional system allows characrers
o enrer a fupue and gain greater facility with the

other

primary lore. This system is available for use only with
Sraryteller permission, O wierswiththe Legacy
Background can enter a fugue, and only their primary
lore can be improved in this way.

To enter a fugue, your character must deliber-
arely retr deep into her buried memories, first
retrieving a specific memary, then reliving it in
great detail. Doing so takes a significant amount of
rime — from hours 10 even days, depending on the
memory accessed. Once in fugue, your character
relives the memory of having ific evoca-
tion — the next one on her primary lore path. So if
your characrer has three dos in her primary lore, she
recalls o time when she used the fourth-dor evaca-
tion of her lore,

This memory is so vivid and enthralling that, for
the duration of the memory, the character doesn’t
even tealize she's reliving a memory! For all intents
and purposes, the characrer is raking part in a scenc
The Storyteller can use this as an
opportunity for roleplay, assigning new roles o the
ng out the scene in derail. Ir

cut-scene that adds new dimension to the

and it can even be used to introduce new
story clements. If the Staryteller or other players
don't feel like doing so, the remembrance process can
simply be abstracted while your characrer bows out of
the story for o scene.

Onee the fugue ends, the charcter emerges wich
new grasp on her primary lore. Make a roll (difficulry
6) using your Legacy Background as the dice poal.
“ach success on this roll gives you an experience point
that can be spent only on improving your character's
primary lore (record it separately on your charmerer
sheet). Thus it becomes thar litele bit cheaper ro
purchase another dot in your character's primary lore,
Furthermore, if your chamcter entered fugue in the
¢ of a story, and you have enough experience
available 1o improve her primary h»rc you can
do so immediately, rather than in downtime
2 fugue is a useful way of improving lore,
but it has limits. During play, the chameter must
spend a complete scene in this fugue state, unable to
react 1o the world around her or defend herself from
attack. If she takes damage, the fugue ends prema-
turely. She not only gains no benefir from the
recollection artempr, but she'll be grogey and unfo-
sed for the rest of the scene {increase the difficuley
all tasks by one). Fugues can also be entered during
downtime, which is generally safer, In this case, the
Sroryreller decides how much time is required for the
attempt. The ¢l ster can enter a fugue only once
per story, or once per period of downrime. And
finally, you can never gain more bonus experience

©
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points at one time than your Legacy rating. Only
onee those points are spent on a new dot can you
benefir from entering fugue once again.

TEACHING

Many demons can recall their pastmastery of fore
without unduedifficulty, butsome feel that they need
to learn the evocations of another House's lore in
order to survive and thrive in this strange new world.
These demons need reachers — other demons who
have mastered the lore in question and can impart
their knowledge to others. Teaching can also be
useful if a demon wanes help in recalling lore that he
has forgotten.

It's usually up o the Storyieller as to whether your
character needs trainingand a teacher inorder to leam
a new evocation. Your Storyreller may rule thar all
aracters require teaching if they wane to gain lore
from another House, or even common lore. She ¢
decide that a teacher is useful but not essential, or she
could decide on acase-by-case basis, depending on the

acter anel the needs of the chronicle. Similarly,
she might decide that your characrer can't seek teach-
ing for a lore, and must either recall ald knowledge or
learn the lore from s

Pispisan Treacuen
cter can be raught by another
demon, he needs to find o teacher. Any demon with a
greater knowledge of the lore in question can serve as
a teacher. If your chara no dots in o particular
lore, then someone with just a single dot in chat lore
ce ations. Once your character's
knowledge of the |.m. equals that of his teacher, he
must find another, more skilled, instructor or atrempr
o improve his capabilitics on his own, Ideally, the
teacher should be a demon who possesses that lore as
her primary lore, or i Howse lore. These demons have
the best understanding of that lore, and they make the
best instrucrors. It's not essenrial, though. A Scourge
could teach a Malefactor the Lore of Radiance if needs
be, althougl I\uhe'llh\..a less skilled reacher than a De
of the Qingu visage.

While finding a teacher can be a simple sk, it
might be more difficult for your character to persuade
her to reach him the lore. Even if a suitable demor
ing to teach your character, she's not going to do
it for free. To get her wtelage, your character will
have to pay some kind of price or seek our another
{perhaps less suitable) instructor. The charact

price might be cash, but that’s unllk(ly — demons
h'uc_ lots of ways of gerting money if that’s what they
L wane Ie's more likely o he demon will demand a
b favor from your chnmccer‘ perhaps a task he must

rch.

Before your ol
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complete or a relic he must remrieve. Fulfilling the
teacher’s demands may be a story in ieself, onc in
which the rest of the troupe can participate.
Tue Leansisa Process

Onee your character has found a teacher and
fulfilled her demands, ir's time o knuckle down o
the process of actually learning the new evocation.
This is harder than it sounds. As stated earlier, lore
isn't just a normal skill thar can be learned through
pracrice or rote memorization — s a spiritual
power that demands the cter's very nature
change in leaming it

Toa mortal ohserver, the act of learning lore from
another would look very different from leaming how
o drive from an instructor, After all, the student can't
perform the evocation he's trying to learn until he's
learned it — he can't even make clumsy attempts to
perform it. The best he can do is perform lesser evoca-
tions from the same lore, Similarly, the reacher can't
just perform the evocation a few times and expect her
student to pick it up (although that probably will play
a part in the process), Instead, the student must in-
crease his intuitive understanding of the lore in
question, and reshag i haps
even his personality) in order to truly see the part the
fore plays in Creation. Only then can he come w
understand how to command that facer on Creation in
4 new way.

Many things can increase a character’s under-
standi a lore path. Here are some suggestions for
tasks or lessons a teacher might set her student; your
Storyteller will come up with other tasks your ¢
ter might need to perform.

* The teacher performs the evocarion several
times, while the student uses his supermarural aware-
ness to feel how Creation is manipulated.

* The student watches athers perform the evocs
rion, looking for how their methods differ from those
of his teacher.

* The student observes the apocalypric form of a
demon whose primary lore is the lore in question, and
he ponders how this form reflects the lore.

* The student undergoes a remembrance nicual (if
he has the Legacy Background) to recall instances
¢ he saw others perdorming the evecation.

* The student evokes lesser effecrs of the lore in
new ways and ponders on how Creation is changed by
the evocation — and how Creation resists the change.

=

# [t he s low in Torment, the student deliberately
evokes high-Torment eff of the lore. Ifhe ishigh in
Torment, the student tries hard toevoke low-Toarment
effects. He then pondersthe difference berween eff
and on how the effecrs are relared.
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* The student surrounds himself with a reso-
nance of the lore and meditates on how that
resonance affects reality,

* The student acts as if he had a different person-
ality, one more in tune with the lore (alvering h
Demeanor in accordance with the lore's resonance).

Besrrrrsor Teacisg

1f the character works hard, he should eventually
learn the new evocation from his reacher. Thisis likely
tor take some time, usually the length of o complete
story — weeks temonths, depending on the flow of the
chronicle. 1t's up o the Storyreller ro decide when
your character has learned enough and whet
can finally spend experience points on improving your
character’s lore. If your character has spent a signif
cant amount of time working on improving his lore —
practicing or lcaming ar least one
teller will generally allow
you 1o spendd the experience paints.

Y the lore costs just
s many experience points to learn froma teacher as ic
would to leamn from memory, After all, if your charac-
ter never knew the evocation, he wouldn't be al
n it at all without a reacher’s assistance. Alterna
tively, the Storyteller might decide to allow you o
purchase the new dot of lore ar a slightly reduced cost.

chaprer over the

r Storyteller might rule ¢

hle to

Afterall, your chardcter took a lot more time learning
it than he would have spent simply remembering
forgotten evocation. The following optional system
may beused at the Storyteller's diseretion toreduce the
cost of the new dot.

At the end of a story in which your character has
been learning the new lore, the Staryreller rolls a dice
pool equal to the teacher's rating in the relevant lore
during downrime. The difficulty of thisroll depends on
the lore that was being taught.

= If the Storyteller character was teaching her
v lore, the difficulty is 6.

prit
House lore (but not her
the diffi-

* If she was weaching
lore), or reaching common lor

* If she was teaching love from a different House,
the difficulry is 8.

Example: Gary's character is attempting ro learn
froma Scourge of the Anshar visage. If his char.
attemmpting to learn the Lore of the Firmament (his
teacher's primary love ), the Storytelley wordd voll against
difficulty 6. If the chavacter was learning the Love of
Humanity or the Love of Awakening from her, the
Staryteller would voll against difficulty 7. If the charac-
ter was trying to learn the Love af the Earth, the
difficudty would be 8.

wiis
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Each success on the roll gives you a bonus experi-
ence point that can be spent only on improving the
appropriate lore (record itseparately onyour characrer
sheet). Your character can spend several stories leam-
2 from a reacher, amassing more bonus experience
points in each period of downtime, but he can never
have more bonus points ar one time than his teacher's
rating in the lore. Onee you teach that point, any
excess points are lost. Only once you spend the bonus
points on improving the characrer’s lore can he benefit
trom further teaching,

RESONANCE

In the beginning, before Parndise was destroved,

Creation consisted of an almoest infinite number of
levels of meaning. Every object possessed multiple
levels of existence — song, a
rit and a philosophy, and it existed asall of
se things ar the same time. Creation was a com-
plex, interlocking engine powered by meaning and
symbolism, and the Elohim could use symbols and
meaning toaffect the fabric of Creation, Through the
power of her lore — her capaciry to affecr all the
levels of Creation — an Elohim could tecite a poem
and cause 2 star to be born because the star and the
poem were the same thing,

After the Creator devastated Paradise, Cre-
ation lost much of its richness and complexity,
Angels and demons alike found that it was no
longer as casy to wse their lore o manipulate
Creation, because the multifaceted nature of things
had been reduced. Indeed, some objects or con-
cepts no longer had a multiple nature and were
simply single, lonely enrities. Still, interactions
existed berween things even in this reduced Cre-
ation. While two objects mighe now be separare
things, rather than two facers of the one entity,
they still had a connection. One object
symbol or weak reflection of the other —
munipulating one, a demon might be able to ma-
nipulate the other in some way. A poem and a star
were no longer the same thing, bur by changing the
poem ina partic ademon might have been
able to change the star i certain, similar ways,

As the Age of Wrath progressed, each body of
lore accumulated a body of symbals and connections.
These resonances reflected the connections and in-
teractions that still existed in the underpinnings of
Creation. Demons and angels alike used resonances
to- make their lore more powerful, using a symbal asa
lens to magnify the power of their evocations. A
demon might not have been powerdul enough ro
crack a mountain in half with an evocation, but if he
used a symbol that had represented the mountain,

ar v

such asaparticular gem, he could increase the strength
of his evocation and destroy the mountain

In the new and confusing modem world, demons
are finding that resonances have lost a grear deal of
their former power. Creation is weaker and thinner
than ever before, and the symbols of lore are no longer
powerful enough to magnify the strength and effect of
evocations. Creation is still a maze of interactions and
conneetions, however, and symbols still have some
power. By using an item that resonates in some way
with cerain lore, ademon can betr
of Creation with an evocation, even if the strength of
that evocation remains unchimged.
ne rare advantage of the modermn world, for
demons, is that far more objecrs and concepts resonate
with lore now than in the Age of Wrath. While
demons were locked in the prison of the Abyss, hu-
manity went about putting itsown stamp on Creation,
building new devices and ideas. Because these inven-
tions were spun from the established building blocks of
Creation, they incorporated the existing symbols and
resonances. When new creations were builr, they were
added o the library of connections and resananc
at underpin their lore. Creation is thinner now, but
also larger, more crammed with objects and ideas and
people. As a result, symbols have been diluted in
strength, but widened in scope. When once only a
particular piece of music might have resonated with
the Lore of Longing, now almost all music ha
connection with thar lore, no matter how tenuous.
Similarly, that music could have a resonant effect on
an evocation even it is performed on an instrument
that didn't exist in the Age of Wrath, such as an
eleerric guitar. The guitar is based on the same prin-
ciplesand symbolsa -mﬂ instrumentsand music, and all
music was born from the Lore of Longi

Usisa Resosascrs

The fallowing optional system allows demons o
gain small advantages by incorporating resonant sym-
bols, ohjects or concepes into their evocations. By
establishing a symbolic connection between them-
selves and their lore, demons find it a little casier
evoke their lore and manipulate Creation,

A normal evocation issimply an instant act of will
— an act as natural o demons as flexing a muscle is
amortal. The demon decides what effect she wanes to
create, then flexes her lore — rugging on the hidden
mechanisms of Creation that she helped build at the
dawn of time. If ber skills aren't polished enough, the
evocarion fails; if her muscles are strong, she evokes
her lore, lmpx_fully in the way she wished.

When a demon incorporates resonane elements,
the process of evocation changes. What was once an
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mstant act of will becomes a more complex perfor-
mance, Thedemon must actively use the new element
in the evocation, building a new understanding of her
lore and feeling how it resonates in this symbol. Doing
w0 might not take much time than a normal
evocation,or itcould take much more time, depending
on the resonance used. A demon mighe simply step
into a bonfire to resonate with the Lore of Flame,
taking just an extra second to evoke the lore — bura
Deefiler using dance to resonate with the Lore of Long-
ing will need to spend several minutes dancing to gain

enefin, Similarly, what was once a mostly invisible
act of will becomes a visible interaction with the
resonant object or concept. If your character isn't
using resonance in a way thar makes the evocation
obvious in some ways to others — even if they don't
realize what she's actually doing — it's probahly not
going to aid her evocation attempt.

When you want 1o incorporate resonance into
your character's evo n, tell the Storyteller just
what your character is doing. Is she reciting a poem 1o
caprure someone’s lovalty?! Drinking acockrail of blood
and drugs to alrer her body chemistey? Burying herseli
inthe soil she hopes to soon control? Describe just how

\:)llrd\.tl CLer is using rtwlmnuhmum More |‘uw-

wre you hope taachieve,
o gain an advantage. It might hr n:nuugh ¥
read a Tarot spread for a minor evocation of the Lore
of Patterns, bur for the most powerful evocations, the
demon might need o engineer hundreds of comput
into a predicrive nerwork,

The benefit of using resonance is simple. If the
Storyteller is satisfied with the particular use of reso-
nance, the difficuley of the evocation decreases by one.
The evocation becomes that lictle bit simpler to per-
form. It's wsually not possible to gain any
benefit from using resonance, no matter how mm}'
rEsONANT L-Iemum you use. In this debased age of
Creation, resonance is too weak o give more than a
minor boost toe ion. Still, nminor boost might be
just what your character needs at a crucial time.
Resonance isn't a way to empower your characrer, it's
a way to make evocations more interesting, allow for
some cool visuals and provide n minor reward for
player creativity.

Lore s an art, not e, and demons are
artists of Creation, not technicians, As they hecome
accustomed to this world, they can learn 1o manipu-
late a vast new array of symbols and resonances, and
to incorporate those symbals into the art of lore to
assist in their evocarions. But no hard-and-fase rules
dictate how resonance can be used. A demon's under-
nding of lore isa unique and personal thing, and no

two demons evoke or even think of lore in quite the
same way, A resonance that triggers a memory or
inspires an easier way of tweaking rhe mechanisms of
reality for one character might mean nothing to
manother character, so that demon gains no benefic
from incorporating thar particular resonance inro the
art of his evocation. The Storyteller is always the
final arbiter of whether a given resonance will aid o
particular evocation, and he's well within his rights
o rule that it won't, even if your character benefited
from the exact same resonance last time she per-
formed the = evocation.

The Storyreller can also, ar his discretion, allow
players to use resonance with other lore-related rolls,
such as assuming apocalyptic form, empowering thralls
or crafting relics. Any bonus gained from resonance
will be small — a reducrion in difficulty by one, or
perhaps an extra die for your pool — but every
advimtage helps.

RESONARCEAND PERSONALITY

Objects and items aren't the only things that
resonate with Creation. Ideas, philosophies and
feclings have just as much resonance, just as much
influence over lore and evoes demon
performs an evocation in the grip of a particular
emotion, the Storyteller might decide that the
emotion is a strong enough resonance o aid the
evocation or that the emotion, combined with
other resonant elements, is enough to reduce the
difficulty of the evocation.

Ome important factor, though, is that the relation-
ship between personality and lore is nor a one-way
street, Just as your character’s emotions and persor
ity might influence her use of lore, so too can her lore
shape and control her personality. A demon's lore is
spiritual knowledge, a force that shapes and forms her
soul and essence. Demons with strong rarings in a
particular lore tend to gravimate toward those personal-
ity types — Natures— that resonate strongly with tha
lore. A demon wirh strong ratings in several bodics of
lore will gravitate more roward the Natures associated
with her primary lore. This is only atendency, though.
Your character can, of course, have any personality you
like. Still, she might feel drawn toward a resonant
Narure whenshe is low on Willpower, or she could act
ccordance with a particular Nature as a way of
er studying a lore path,

Serciric Rrsosas

The following isa ||~I of several items, classes of
items, id concepts and Natures that resonate
with each lore available to Demon characters. This
listis by no means exhaustive, of course. If you think
that a certain thing should resonate with a certain

ion, If
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lare, run your idea past your Storyteller — who will
alse, no doubr, be coming up with new resonances o
5 own.

You'll notice that several resonances crop up un-
dermultiple lore paths. Light isaresonance of the Lore
of Light, of course, but natural light also resonates (or
the Lore of the Celestials. Color is also a resonance of
the Lore of Light, but the color red resonates for the
Lote of the Flesh, while the color green resomates for
lh\ Lore of the Wild, Creation is. after all, a complex
¢ of interacrions, and many things resonate for
dllh.n_m bodies of lore. Such resonances can come in
particularly handy for evoking conjoimed effects (see
Chapter Six, for details).

Lore of Awakening: This lore resonates with
symbols of health, life and vitality. Examples include
dawn and the moming, cold water, children, preg-
nancy, owls, hospitals, medicine, the colors blue and
green, the heart, laughrer, kove, comfortable warmth
(but not uncomfortable heat), clay and Nowers. Reso-
nant Natures include Bon Vivant, Caregiver, Child
and Gallanr

Lore of the Beast: Nawrally enough, this lore
resonates with symbols of animals, All animals reso-
nate with this lore, especially wildand untamed animals.
Orher resomances include fur, leather, collars, cage
the colors red and brown, strong odors, aw meat,
whips, blood, feces, hunting and the howls of hunting
animals. Resonant Natures include Bravo, Compe
ror, Loner and Survivor.

Lore of the Celestials: A variety of different
symbols resonare with this lore — not just symbols
of angels and demons, but also symbals of purity and
celestial bodies. Examples include birds, barts, dia-
monds, astronomy and astrology, stars and planets,
dinmondds, natura {sunlight or moonlight),
feathers, the color white, crowns and crystals. Reso-
nant Natures include Aurocrar, Judge, Perfectionist
and Traditionalist.

Lore of Death: Human society has obsessed over
symbols of death and morrality for thousands of years,
and there are a wealth of resonances for this lore,
Examples include cemeteries, dirges, decaying food or
clothing, dust, coffins, clocks, the colors black and
u'hiu: lilies, ravens, marble, sadness and funeral pro-
ions. Resonant Narures include Caregiver,

Gambler, Laner and Penitent.

Lore of the Earth: Obviously,
resonances of this lore, as are all gemstones and merals,
from gold to iron. Such marterials are more resonant in
their raw forms than in a worked form, though, so a
lump of raw iron or an uncur emerald (s more resonant
than a steel sword or a fine emerald ring. Other
resonances include earthquakes, mountains, min

carth and stone are

farms and the colors hlack and brown. Resonant
Matures include Architecr, Conformist, Curmudg-
eon and Traditional

Lore of the Firmament: This lore resons
symbols of communication, especially communica-
tion over a distance. Obviously television and radio
are strong resonances, but other examples include
backs, the Internet, telephones, chanting, urban leg-
encls, aerials and antennas, birds, wings, running and
any kind of large organization (including religions).
Resonant Marures include Director, Pedagogue, Per-
fecrionist and Visionary.

Lore of Flame: Fire, in all its forms, is the primary
resonance of this lore — from candle flames to bonfi
to electric heaters. The emotions and symbols we
assocte with fire and he e also relevant. Good
examples include the color red, spicy food, passion,
lions, rubies, deserts, oil and volcanoes. Resonane
ures include Bon Vivant, Competitor, Pedagogue
and Trickster.

Lore of the Flesh: Living flesh is the primary
symbol of this lore — whether animal or human. Dead
flesh is a less potent symbol, but it is stilluseful, s s any
symbol that evokes thoughts of biology and bodily
functions. Good examples include hospitals, morgues,
blood, drugs, medicine, the color red, doctors, sex,
tatraos and body art, Resonant Natures inelude Bon
Vivant, Masochist, Monster and Sun

Lore of the Forge: Tools, inventions and ohjects
crafted by mortal (or immortal) hands are the greatese
resonance of this lore. Irems created by a single smich
are more resonant than mass-produced objects — an
antique Toledo sword or crude stone axe s more
resonant than a car or computer. Other symbols in-
clude blacksmiths, anvils, hammers, coal, sculpture,
welding masks and clockwork. Resonant Natures in-
clude Architect, Divector, Pedagogueand Perfectionist.

Lore of the Fundament: Symbols of the laws of
physics and mechanics symbolize this lore. Good ex-
amples include science textbooks, the sun and stars,
clocks and clockwork, comp]ex mechunical or ele
tronic devices, pendulums, circuitry and fast-moving
objects. Beeause of the impersonal nature of this com-
mon lore, no Natures especially resonate with it
Masters of the lore might manifest any personality.

Lore of Humanity: Human beings, in all their
slory and squalor, are the first and last symbols of this
lore. The rhings thar resonate wich this lore are the
things that resonate with human beings on a personal
level beauty, emotions, relationships, politics,
cities and societics. Because this lore encompasses all
things human, all Natures resonate with it, and al-
maost any emotional state could have an effecr on
evoking this lare.

es with
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Lore of Light: All kindsof light — and allsymbols
associated with light and images — can resonate with
this lore. Examples include scrobes, television shows,
painting, photography, lenses, glass, mirrors, prisms,
rainbows, spotlights, all colors, ransparent clothing
and hallucincgenic drugs. Resonant Natures include
Child, Gallant, Trickster and Visionary.

Lore of Longing: This isa lore of @
inspiracion, and almost anything that can evoke
cmotion — especially love, lust or desire — can be
a resonance. Good examples include poetry, mu-
sic, art, touch, clothing, good fosd, wine, beauty,
love lerrers and pornographic movies. Resonant
Natures include Bon Vivanr, Caregiver, Conniver
and Thrill-Seeker.

Lore of Paths: Any symbol of travel or path-
finding can resonate with this lore, Vehicles are an
extremely potent symbol of the Lore of
especially vehicles driven or directed by a single
person. Other good examples include compasses
maps, shoes and boots, mazes, atlases and races,
Resonant Natures include Autocrat, Conflormist,
Fanatic and Visionary,

Lore of Patterns: Anything thar possesses a
complex partern, or that pieces together patterns
in something else — such as a method of divina-
tion or prediction — isa possible resonance of this
lore. Examples include astrology, cards (regular or
Tarot), circuitry, computers, the stock marker,
gemstones, spider webs, looms and clockwork.
Resonant Matures inelude Divector, Gambler, Per-
fectionist and Visionary.

Lore of Portals: All kinds of portals — whether
they open into real or imagined space
resonate with this lore, Good symbols include doors
and windows, or course, bur also works of ficrion,
mirrors, tunnels, mathematics about spatial dynam-
ics, movies, rings, cave mouths and magic circles.
mant Natures include Judge, Rogue, Thrill-
Secker and Visionary.

Lore of Radiancer Nobility, command, the divine
right of kings — these are the images thar resonate
with this lore, as do symbals of light, power and
wisdom. Good examples include crowns, flags, sun-
light, wealth, rich robes, scepters, swords, thrones,
podinms, manifestos, gold and the color purple, Reso-
nant Natures include Auracrat, Direcror, Ped
and Traditionali

notion and

ths,
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Lore of the Realms: The symbols of this lore don't
just include things that suggest theafterlife, huralmast
anything that suggeses another world or another space
alongside our own, Major resomances include mirrors,
painting, shadows; shrouds, works of fantasy, ghost
the color black, mists and oprical illu-
sions. Resonant Natures include Deviant, Loner,
Monster and Rogue.

Lore of the Spirit: [mages of ghosrsand spirits are
highly resomant of this lore, as are symbols of commu-
wrion or control overspiries, Goodex amplesinclude
ouija boards, cryseals, shadows and silhouetres, rituals,
religious celebrations, masks, Tarot cards, cages and
magic circles. Resonant Natures include Conniver,
Judge, Martyr and Visiona

Lore of Storms: Warer in all its forms is the
primary resonance of this lore, from a ¢

lm ocean to

a taging storm. Those things found within water,
such as fish, currents and lightning, are also useful
symbols. Good examples include ice, rivers, hurri-

the colors green and blue, fish,
wuarnarines and hoats.
iver, Conformist,

canes, tidal wave
electricity, clouds, cryst
Resonant Natures include
Loner and Rogue

Lore of Transfiguration: Symbols of change, mu-
tahility and instability are the resonances of this lore, as
are images that emphasize appearance rather than sub-
mce, Good examples include mirrors, clay, water,
mercury, masks, all kinds of clothing, actors, distorting
lenses, camers, makeup and dice. Resonant Natures
include Conniver, Deviant, Rebel and Trickster.

Lore of the Wild: It should come as no surprise 1o
find that plants of all kinds, from tiny to giant
redwoods, are resonances of this lore. Wood usually

isn't, though, norarewooden objects— living plantsare
the symbals that mrulysuggest the Wild. Other examples

include forests, jungles, swamps and ather wild places,
the colors green and brown, the sounds of nature,
natural pigments and natural fibers. Resonant Natures
include Caregiver, Loner, Rebel and Survivor.

Lore of the Winds: Air is the primary reso-
ance of this lore, especially moving air — from
the smallest breeze to a roaring gale. Other Reso-
nances include tornadoes and hurricanes, chimes,
the color blue, music, stringed or wind instru-
ments, light clothing, smoke, kites and birds,
especially eagles. Resonant Natures include Bon
Vivant, Deviant, Gambler and Visionary.







He ix a self-ma
John Bright

ymetimes the dots on a characrer sheer just
don't cut it. You have a vision in mind of the charac-
ter you want to play, but the Demon rulebook’s broad
wics of Arrribures and Abilities just don't cap

cate
ture all the strengths and wea
o portray.

That's where Merits and Flaws come in. These
additional rraits combine with those in the rulebook to
allow you o add finshing touches o your characeer
them,

nesses that you want

that make him complete and unique. By usir
you can help pin down the advantag
tages that make your character a whole person — at
least in game terms.

+s and disadvan

If you're familiar with other games in the Story
teller system, you're probably familiar with Merits
and Flaws. Those for Demon are a little different

o

from the others, though. Most of these qualities

ly focus on the mundane aspects of the life of
your characrer's mortal host — the little things thar
help or hinder many of us in the real world. Your
character's host might have been a naturally talenred
liar, and now your characrer can use thar gift to his
advantage. At the same time, your demon character
might have an ex-wife to whom he has w make

lar

alimony payments that diminish his income. The
traits help balanee your characrer's mortal qualities
against his infernal nature, allowing you the chance
mundane level to
ntrast his epic, infernal narure.

2 add 1 pth and detail on

mplement or ¢

conciling the two makes for great roleplaying and
a better insight into the character's actions

and motivarions.

offers you

(
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Many Merits and Flaws establish derails abour
your character that need to be explained in his back-
story. You and the Storyteller should work out the
derails, and the Storyreller can use those conditions or
situations as inspiration for storics abour your charac-
ter and his life

Use of Merits and Flaws is purely optional, though,
so your Storyteller may declare them off-limits in
your chronicle.

BurneNumpens

Here's how Merits and Flaws work, You can
usually choose them only during character creation.
Merits have a cost, allowing you 1o buy them with
frechie points. Taking Flaws gives you their rating as
bonus freebie points, however, in addition to the
ones you already receive during characrer creation.
You can buy as many Merits for your character as you
wish, provided you s enough freebie points to do
ir, but you may take no more than seven points worth
of Flaws, That gives you o maximum freehic pool of
22 freebie points o spend, if you take the maximum
number of Flaws, You may spend extra frechie points
gained from Flaws to acquire anvthing that can be
purchased with freebies, such as Awribures, Abili-
ties, Backgrounds or Merits.

The Storyteller has to agree if you want to a

isalready underway. Normally, vou need ro have some
freehie points still lefrover from character creation to
do so. The Storyreller mighe decree that the only
freebie points you can spend on Merits must ori
from any Flaws you take, up to the seven limir. There-
fore, if you choose four points of Flaws for your
wstablished character, you could choose up o four
points of Merits, Freebie points gained from Flaws
rplay has begun can be spent only on Merits — not
on Ahilities or Arteributes or Backgrounds —and these
traitscan be acquired only one time after the chronicle
has started. You can't go back to the Merit-and-Flaw
atedly during your chronicl,

Traits chosen during play should reflect who
your character has proved to be thus far, perhaps with
such as a rerminal illness o be re-
vealed or exposed in future stories. They could also
be chosen based on what your character has experi-
enced in his strugele to survive and further his poals
i the mortal world. Essentially, if vou use Merirs and
Flaws after play has begun, don't suddenly change
your character into someone or something he wasn't
before. A demon whose mortal body is perfectly
healthy one day wouldn't suddenly become hard of
hearing the next, unless something tragic oceurs in
his life or in your stories.

A

IANGIBLE BEREFITS
Some (but not all) of these Merits and Flaws
involve tangible system benefits or disadvantages,
such as increasing or decreasing the difficulty num-
bers of particular rolls. These mechanics help make
your character's genuinely human identity an actual
part of the game,

Onher raits involve no systems. This is not tosay
the latter kind are of no use. Quite the contrary. These
“soft” trairs establish roleplaying guides for you or the
Staryteller ro take into account during a story. Ithey're
integrated thoroughly into your game, they enhance
the story by allowing for a deeper level of realism as your
characeer and the world intera

Sometimes a Flaw can make a story truly compel
ling. Just look ar the number of flawed heroes in fiction
and movies, Characters’ imperfections are ofren what
make them interesting. Similarly, a Merit can help
explain aspects of your character's life that you other-
wise might have trouble justifyingin a nacrative faghion,
For example, balancing a character’s mortal identity
with its social ties and obligations against oblig

to hell-bound fallen overlords is diffi
treme. An appropriate Merit can explain in game
terms why her friends won't desers her, why her boss
won't fire her or why her boyfriend won't leave her.
Not to say that you couldn't explain these things
yourself, but Merits and Flaws help make such ¢!
rer qualities sdentifiable.

Losmva MERITs AND FLaws

As your chronicle continues and your cha
pursues his goals, the inspiration, explanation or jus-
tification for some of his Merits and Flaws m
change. He might undergo corrective surgery for a
physical impairment, forexample, or be healed through
the application of lore. The negated trair is wsally
withdrawn, and it's up to you and the Storyieller to
decide how to reassign freebie points, Sooner or larer,
the points from an alleviared Flaw must manifest in
other disabilities and disadvantages, usually dicrated
by ongoing story evenis. If your character’s Chronic
Hlness (4-pr. Flaw) is alleviared, you have four freebie
points ta reassign to Flaws. These new challenges can
be relared o your old one, say your character is now
Medicated (as a L-pr. Flaw) 1o remain healthy, Or
Flaws can be completely new and unique. Multiple
low-level Flaws can replace the lost one, or a single
equally rated Flaw can be acquired. The Storyteller
must approve the choice of a new Flaw, or he might
decide one for your characrer based on story events.
He might not even tell you what your new Flaw is until
it's made clear during unfolding cvents.

crer
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The frechie points liberated by a lost Me

ed based on chronicle events. So
t gainssome new kind of advantage.
wailahle by a lost Merit must be
spent on other Merits, They can’t be spent to gain more
Attributes, Abilities or B

Mg i SReY
CATLGORIES
Merits and Flaws are divided into the follow-

ing groups.

rounls in play.

[srERNAL

When the fallen were consigned 1o the Albwyss, they lost
everything — their power, their possessions and their rela
tionships to their mortal followers. This category deals with
the few advantages and disadvimtages the fallen carry with
them into their new extstence in the World of Dadiness,

PriusicaL
A demon's host body is the one tool he has
available at all times, no matter how much Faith he
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currently possesses. This category deals with the
advantages and disadvantages inherent to the physi-
cal frame.

SOCIAL

For all their power, the fallen live in a world of
mortals. To succeed and survive, the fallen have to
internct with socicty, as ameans of both gaining tempo-
ral pawer and sources of Faith. This caregory catalogs
potential social benefits or problems that your characer

A demon's mind is just as much part of her armory
as is her body. This caregory deals with internal cogni-
tive abilities and states that help or hinder her pursuir
of power, revenge or redemption.

Lrgn.

Dlemons can't just step out of society and do what
they want, despite their earth-shaking powers. They
have to conform to sociery’s laws or deal with the world
wanted fugitive. This category presents you with
options that make dealing with mortal society easier. ..
or much more complicared.

Ecomomic

Money makes the world go "round, but it's aleo the
rootof allevil, or so the clichés go. Forall their wisdom
and arcane knowledge, the fallen are as dependant on
material wealth as anyone else, especially if they now
amily to take care of. This category explores
the financial advantages or disadvantages vour char-
acter might face,

MeriTs

Merits are particular facers of your character's
mortal host or lifestyle thar were advantageous ro
him in the course of his everyday life prior to becom-
ing possessed. Now they are valuable benefits your
character can exploit in his dealings with moreal and
fallen alike.

INFERNAL
Asarvie Ausa (-, M)

Your character exudes the nobility and grace of
a Celestial even in her unaltered mortal state.
Despite her physical appearance, she radiates an
aura of wisdom, confidence and transcendent au-
thority that belies her mortal condition, even as
her Torment begins to weigh heavily on her soul.
The difficulty of all Charisma and Appearance
rolls decreases by one when your character inter-
acts with mortals.

ave

A

AngeLic Gaze (- Menr)

The eyes are the windows to the soul, and the
ack of possession has altered che eyes of your
character's mortal host to reflect his celestial na-
rure. A Devil's eyes might be the color of the golden
sun of the sullen red of banked embers; a Devourer's
eyes might be the lantern yellow of a wolf or lion.
The difficulty of all Leadership, Intimic
Empathy rolls decreases by one.
Desror Grxrrrape (- 1o 3-p1. Menrr)

Another demon owes your character a debt of
gratitude because of something either he orhis liege did
for her during the war. The depth of gratitude the
demon owes depencds on how many peints you wish
spend. One point might mean that the demon owes
yvour characrer afavor; three points might mean thar she
owes your character her life

Acravisric Fonm (2-pr. Menim)

Upan their return to the moreal world, the fallen
have discovered that many of their past exploits have
lived oncin human legend. Although time and the
interpretations of human minds distort these leg-
ends, demons are nevertheless able 1o tap into these
atavistic memorices through the appearance of their
apocalyptic form. Your character’ rory form is
an iconic image in human myth, be it a visage of a
dragon, a fire giant or a winsome siren. The difficulty
of all Social rolls decreases by one when interacring
with mortals when the demon is in apocalyptic form.
Additionally, the difficulty to resist the effects of
Revelation increases by one

Dreamsor e PAsT 2-pr.Menr)

When dreaming, your character is able ro recall
especially vivid memories of the Age of Wrath,
dredging the recollections from deep in her host
body's subconscious. Your ¢ cter has no con-
scious control over what memaries she revisits while
she is asleep, but many pertain specifically to the
situations llenges that your character is
dealing with at the moment, The Storyreller can use
this Merit to impart useful information o your
acter that she might not otherwise know. Addi-
rionally, if your character has the Legacy
Background, this Merit reduces the difficuley of all
Legacy rolls by one.

Pamous Lirar(2-pr. Menr)

Your character is the vassal of a legendary lord of
the infernal host, which grants your characrer an
aura of authority and influence beyond her own
accomplishments. Most low-ranking demans will be
eager to curry your characrer’s favor, hoping to be

o
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remembered later when her dark lord has returned in
triumph. Upon leaming your character’s identity,
most low-ranking demons will treat you with a cer-
tain degree of deference and respect, giving you the
benefir of the doubt in most questionable situations.
Note that this Merit is separate and in addition to the
Eminence Background, which reflects your characrer's
personal rank and influence. The character who
possesses hoth is able to open doors and gain respect
in any growing demonic court by virtue of their
identiry. The Storyreller is the final arbirer as to how
much influence and respect your ch rer can com-
mind based on the needs of her chronicle.

PrasicaL
Acure Spxsep

One of your character’s senses, be it sight, smell,
taste, touch or hearing is exceprionally keen. The
difficulty of any roll involving this sense decreases
by twa.

Goop RuahT Hook O-pr. Menm)

The power of your character's punch belies her
actual strength. Mayhe she took up boxing at the
gym, or perhaps she's just been in a lot of fights.
Regardless, people tend to fall over when your char-
acter hirs them. Add two dice o your damage roll for
any Brawl-based artack.

Hovvow LeaO-r. M)

Your character can drink like a fish. The amount of
aleohol she can put away during a binge is tuly phe-
nomenal. What's more agaravating to her buddies is
how little she suffers for it. Anyone who gets in a
drinking competition with your character quickly re-
prets it. Halve any penalties your charcter suffers for
consaming alcabiol:

Lictrr Sceeeen-pr. Men)

Although your character sleeps well, she is awak-
ened quickly by a commotion. Any disturbance, from
an exorcist picking the lock of your character's apart-
ment to @ cat getting amorous on a neighboring roof,
wakes your character immedintely.
RaranaL Rassen C-pr, MAenr)

Your character's moreal host enjoyed running
ever since she was a kid. While most people wheeze
and complain about exercising, running has always
been an absolute pleasure for her. As a result, your
character can run like the wind when the occasion
demands it, Your character's Dea
point higher than i
mining mavement rat

Mer

CTitY COUNEs as one

ually is for purposes of deter-
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Your character's sense of balance is superb. Not
even the narrowest of ledges scares her because she
has such a good command of her physical equilib-
rivm, She's probably a good dancer, too. This Merit
allows you to reduce the difficulry of all balance-
related rolls by two.

Rosust Heacrn (- Menrr)

Your characrer has the constiturion of an ox.
She ly gers ill, if ar all, and food poisoning is
stranger to her: Reduce the difficulty of any toll to
resist illness or poisoning — including aleohol poi-
soning — by two.

ALras(-pr M)

Your characrer is no landlubber, bur a salty
at heart. She's ar home on a boat even when traveling
rough seas. She suffers no penalty incurred due t rough
seas of unpredicrable ship maotion on any actions per-
formed while aboard,

BaspLror Esenaa (2-pr, Menr)

Your character is full of energy. She can subsist
on five orsix hours of sleep a night, being unable o
stay in bed any longer. Her days are full of physical
activity, and she can work long into the night
without penalty.

Carsappen(z-pr. Menr)

While your characrer needs six 1o eight hours of
sleep per night, she doesn't need irall ar once. She can
catch her Zs as and when she can. As long as her naps
total ght hours in a 24-hour period —and they
usunlly do unless she’s forcibly denicd naps— she can
function as normal.

FonarrrasLe(z-pr, Menir)

1t's not that your characrer is ugly, [cs just
well, people’s eyes tend to slide over her. She's of
average height and build, unremarkable looks and
run-of-the-mill dress. People have problems remem-
bering her appearance after they meet her, unless she
has talked with them for a long time. Certainly,
people won't be able to give a useful description of
her if they only see her briefly. Your characrer muse
have an Appearance of 2 or 3 and a Charisma no
higher than 3 o take this Merit. If cither of those
Artributes moves outside that range through play,
you fose this Merit, This Merit applies solely ro your
character's physical appears e might hav
dreadful credit rating, a police file as thick as the
phone book and a sexual history that would make a
porn star blush, bur people just don't remember her
on the street

00
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Goon NiahT Visios(2-pT.Menim)

Maybe your character’s moreal host spenc a lot of
time camping, Maybe she's just a fisherman whao's used
to getting up before dawn. For whatever reason, your
character's night vision is excellent. The difficuley of
Perception ralls decreases by two ar night.
Sexulz-pr.Ment)

Your character’s one sexy mutha. She might not
ily be that classically good looking, bur
there's something about the way she moves and aces
that exudes sexuality. As a resulr, she draws in
members of the opposite sex, or homosexual mem-
bers of her own sex, with raw animal magnetism.
e reduce the difficulty of any Social roll by
saling with a characrer who is artracted
toyour character. If you actively attempt to use your
character’s charms against someone, you may re-
duce the difficuley by three,

DAREDEVILG -pr. MeniT)

Your character loves taking risks, and the adrena-
line rush she gers helps her succeed ar sunes. Whether
ir's leaping from a moving trin or taking on a Devourer
in face-to-face combat, your character lives for danger.
When attempring such a dangerous action, you can add
three dice to your roll and ignore one borely die b
results, Ingeneral, the action atempred must |

Sand have the potential to inflict thr
15 of lethal ge I
il you fail. The Storyeell
this Merit applics, and he m:
Talsing feat per game sessicon,
HuGre SiEe3-rr. Menrm)

Your characrer is one big individual. He's ar least
G'10" in size and 300 pounds in weight, making his
physical presence nearly impossible t ignore. Because
of his sheer bulk, your character gains an extra bruised
health level, Your Storyreller mighe also award bonuses
for artempts 1o push objects, break down doors or resise
being knocked down,

SOCIAL

ApproacuapleO-rr Mener)

There's something very approachable and non-
threatening about your character's morral person
People find it very easy to s nversation with her
Reduce the difficulty of any Empathy rolls involving
other people or demons by one.

Eanca AporTen(-pT. MEeRi)

“Wow! Look at that new palmrop compurer. 1 just
got to have one.” Your character’s mortal host was the

impose a capof one hair-

A

kind of person who wanted to hav dgets
and rechnology. Ir's a drain on your character’s cash,
and her apartment is clutrered with some neat-seeming
technology that turned out to be crap, but you have a
solid sense of how to use the larest gadgets. You quickly
understand and use most new consumer-level rechnal-
ogy. Add two dice to any Technology roll when trying
1o figure out how 1o use a new gadget.
Passa(t-pr.Menim)

Your character can make peaple laugh, Her timing
and sense of the absurd is second to none. She's always
being invited to parties because she's so much fun, Most
imporzancly, your character is also very good at judging
ppropriatencss of her humor. 5 =5 the right
joke can life the spirits of people when everything seems
to be going against them, Therefore, she does whar she
can to make life more bearable for her friends and
compatriots, even when the situation seems darkest.
Reduce by two the difficuley of any & | roll 1
intended o hoost morale.

Goop LisTEsER (-7, Menrr)

Your character ha er imterest in people, She
enjoys hearing whart they have to say and is prepared
to take the time to hear them our wit \mm interrupting
with her own opinion. Others can sense this, and they
apen up to your character without really meaning to,
The difficulty of all apparently friendly Social rolls
that involve people talking to your charcter de-
creases by two.

Goon TasTe -pr. Merrr

Your character has a knack for choosing the right
food from the menu, relling the right ancedotes and
giving the right presents. She's seen the right films for
discussion in cultured company, and she wouldn't know
who starred in Dronb and Dranber, let alone have the
first clue about the plot. Her raste makes forging social
contacts among the upper classes much easier, whar-
ver her origins. Reduce the difficulty by two for any
Social roll intended 1o gain acceprance or to mpress in
a high-sociery or business situation.
Gossie(-pr,MemT)

Yourr character is an incurable gossip, and other
gossips recognize a kindred spiritin her. She's more than
happy tospend hours shooting the breeze with complete
strangers, all the while discussing the minutiae of other
people’s lives. Reduce the Jlffn.ul[\. by two for any
Interrogation rolls made in @ social situation, without
bullying or intimidation.

s Lowe C-pr Menrn)
Your character has fallen for someone (or her
moreal host had), and the feeling is reciprocated. The

the latest




world seems a better place. Colors are brighrer, music is
more enchanting, and life just scems less desperate.
Even the slightest suceess hoosts your confidence. Re-
gain two Willpower indtead of one whenyour cha
wakes up each moming,

Mepm JussieO-pr Menr)

TV, radio, nevwsprper ragssinie, Al —your char-
acter can't get enough. She's a voracious consumer of
pop eulture and is always up on the lacest movies, music
and current affairs. Reduce the difficulty by rwo on any
Social or Research roll Th it involves pop culture.

ter

ith a certain b
ing and personality that natu kes peoplede
her opinion or orders, You receive two extra dice on
Leadership rolls. Your character must have a Charisma
ol 3 or greater to purchase this Merir.
ArunaLPovTicas (-pT. Menr)

Your characrer is right ar home among rhe devious
minds of the political world. Whether ir's the cut
thrust of office jockeying or the showboating of regional
politics, she knows how to get what she wants. You
receive two extra dice on Manipulation rolls in social
situations that involve an element of palitics, such asan
office or gun-club meeting. Your character must hav
Manipulation of 3 or more 10 have this Merir. The
as 1o bearing because this Merit rep-
resents raw talent, not the knowledge gained through
long experience.

PuscruaLepr, Menir)

Your character is a master of the virtually lost
art of turning up on time. If she has a meering ar
10:00 AM, she's sitting in the reception room at
9:59. If she has an 8:00 PM dinner date with her
inamaorato, she'll be in the restaurant ar 8:00 on the
dot sn't end up waiting. Basring delibe
interference in her plans, your character almost
always manages things so that she turns upon Bme.
It makes her a great organizer, assuming her allics
come through for her.

o he do
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»\‘-:‘\\\"l nC-pr. Menrr)

Your character might come from the wrong side of
the tracks. She might not have known the proper
etiquette in every situation. She probably don't have a
cliee which fork touse when eating cut. Yetnone of that
matters. She presents herself with such an ¢
and carefree attitude thar people forgive her most er-
rors. They might not like her much, but they enjoy her
company so much that her rougher edges are quickly
forgiven and forgorren, Reduce the difficulty of any
Manipulation rolls by twa,

F i VY .
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WrawrrnWorps-pr. Menir)

Language is a finely honed rool, not a blunt instru-
ment. Your character i :
she wants by choosing her wonds carefully, in bo ]1
wrirten and verbal communication, Gain two dice on
any Expression roll thar invelves words.

Brst Frueso(z-rr.Menn)

Your character has the good formune to have a best
nels with your character through thick amd
hey've shared jokes, tragedies and all the highs
and lows of life over the years, all of which has forged a
band between them that some married couples never
achieve, Perhaps they were arschool or worked together,
While your character might not be able to share the muth
of her real nature with her friend, she can rely on him to
back her up to the best of hisabilities without asking o
many difficult questions. A best friend is closer to youand
more committed to helping vou than an ally (see the
Allies Background onpage 153 of the Demon core mles),
but he o wls far more in retum. He goes that extra
mile to ger her ourof rrouble that an ally wouldn't, but he
counts on her to do the same for him.

Emcrasrisa Vorer (2-pr. Min

Your characrer has the most incredible voice. [t
hias a quality that makes people unable toignone i 1f
she whispers seductive wonds in someone's ¢ar, his
heart melts. 1f she dew e do some
thing, he springs into action at her behest, The
Hiiculey of all rolls invalving the wse of yous
character’s voice to persuade, seduce, charm or g
orders decreases by two.

Pastion Sesse(2-mr Menrr)
Your character doesn't just dress well, she has an
e sense of what sort of clothes suit a particular
occasion. This sense isn't a case of slavishly following
the latest trends from the hotest designers either, it's
matter of knowing when to dress smart and when to be
easual and having the know-how to carry it off
Fimited budger. Subtract one from the difficulty of
Social rolls in situations where dressing appropriately is
important, such as in a business mecting, cf
club or arrending an upper-crust funcrion,
Puwr (z-pr.Men
Your character's mortal friends claim that she
rerrible flirt, bur that quite manifestly isn't true. She's
great at it She's an absolute e all the subtle
signals that give off that particular combination of
promise and denial thar makes teasing so much fun. At
her best, she can make members of the opposite sex, or
members of the same sex, purty in her hands. Add rwo
dice to all Social rolls in such circumstances,




Goop Sesscor CHARACTER(2-pT, MeriT)

Your characrer has an inng afe instinct for reading a
person. She can make an appraisal of the kind of person
someone is after meeting him fora fewseconds, based on
little more than gut instince. She is earely wrong.
Decrease the difficulty by two on any Perception rall
based on assessing a person or demon

GrearLmnz-pr.Menrr)

Lying comes naturally to your character. Even the
most involved deception sounds like God's own truth
when it comes tripping off her honeyed rongue. Gain
two dice on any Social roll that involves lying to or
deceiving another person or demon.

Law-Back Friesps(2-pr, Menrm)

Everyone needs pood buddies, and vour characrer
particularly pood bunch. They're pretty cool ahout
when they see her; they don't ger all uptight of she'’s nor
incontact for a while. They're also great at not interder-
ing with her life. Sure, she's gone through some changes
of late, but that's her choice. They'll be there if she
wants to talk or needs help, but they'll otherwise keep
the hell our of her hair. If these guys are also your
characrer's allies (as per the Background), they'll help
Ker without asking too many difficult questions. Hey,
that's her business, right!

PropLrPrnsos(2-pr. Mewr)

Your character is a social animal. She just likes
being around others, Hell, they like being around her.
Her open and gregarious nature makes people warm o
her quickly. The difficulty decr by two on any
Soctal roll to create a good impression on another.

Piuaror e Commusra (2-pr. Menrr)

Your character fine, upstanding person, re-
spected by those around her. Through participation in
events, helping out with community groups or
helping others, she's become well liked and trusted by
those wha live around her. When she brings them
warning of potential danger or offers an explanation of
strange, miraculous events, they're likely o believe
her. She might even be able ro call upon theiraid ina
pinch, but she shouldn't counr on help every rime
things go sour.

I

SoNED TRAVELER (2-0n4-pT. MenT)

Your character is adept at finding sccommaodation,
supplies and local help wherever she goes in her home
country. With the 4-pr. version, the same applies 1o
foreign countries. She might not speak the language
well, oracall, but she knows how to go about obraining
things and leaming about the local culwre withour
offending the natives, through a combination of prior
research and general street smarts.

SOCIALLYU AWARE(2-p 1. MERIT)

Sacial interplay is an open book to your characrer.
She's the first o spot the hidden relationships berween
people after only a few minutes of observation. Such
subtle clues as body language and position, vaice tone
and choice of words speak volumes to her about the
underlying connections between people. Gain two dice
on any Perceprion roll involving interaction berween
other people.

Travia Campl2-pr.Men)
Where does your character come up with this stuff!
Whetherit's through plenty of reading, toomuch TV or

just an eclectic bunch of friends, she has the oddest
collection of facrs stored way in her skull. Once in a
while, at the Storyreller's discretion, one of them wirns
out 1o be just the picce of information she needs. Your
character might not actually be very bright, but the
sheer amount of anecdotal knowledge she's picked up
makes her appear to be.

Ut Crotzes(2-pr.Menem)

Upuntil the moment of possession, your characrer's
mortal host was a model citizen. Not even a whiff of
scandal has ever tainted her. Her working life has been
good without being extraordinary. Her friends would be
hard-pressed to come up with any embarrassing secrers
about her, and even her ex-lovers are complimentary
wbout her most of the time. Your character just doesn’t
have any dirty secrets to come back 1o
people who know her have a hard time believing
anything bad about her,

VisnaNT NewGsonioeon (2-pr. Menrr)

Your character lives in a part of the city where
everything goes, and does so most of the time. The
Fairly busy late at night, and the inhabitants
are up to all sorts of strange things. 1§ anything odd
happens, people rend o dismiss it as just another pare of
the local routine
Conponare Savyd (-, Menm)

Your character's mortal host has been a warrior
of the cube bartlefields for a long rime and now
your character knows how the corporate mind
works. She understands the dynamics of money,
business, information and power that make up
companies, and she can manipulare them for her
own ends to a limited degree. Add two dice o any
roll involving manipulating a corporate structure
or a corporate employee.

MepA Savva(3-pr.MerT)

There’sa knack to dealing with the media, and your
character has it. She's learned whar journalists wane,
and she does her best ta provide it ina way that best suits
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her. She can creare, suppress and redirect stories with a
tair amount of effectiveness, just by the spinshe putson
them. Most of the time, she tries to set up situntions s
the media reads them the way she wants. Add two dice
to any Social rolls in which your character deals with
journalists or reporters.

Supporrive Famua(3-pr, Merir)

Sure, your characrer's acting strange these days.
There's something poing on that she can't or won't
tell them abour, but it's important to her. That
much is clear. They're her family, they love her, and
they'll be there for her, They're sure she'll ger
around to telling them the whole truth sooner or
larer. Until then, they have no choice but to trust
her. Unless you have also raken the Alli
ground for your character, her family won't go
the way to help her. They just don't ask the ques-
tions that she can't answer,

Lacka 4=, Menr

Your characrer’smortal host wasnormally avery lucky
sort of person. Since she was a kid, things always worked
out her way. Maybe she ook a job with a small firm just
before the business went through the roof, leading w her
rapid promotion. Once per chapter (game session), the
Storyteller may decrease the difficulty of a critical roll you
marke by two. If you succeed, it's becs
factor mak

MENTAL

Common SeEsse -pT, Ment)

Your character has been gifted with pracrical,
everyday wisdom that allows her o aveid making
stupid, obvious mistakes, Whenever she’s about t
act in that's contrary to common sense, the
Sroryreller the likely
outcome of the action, possibly warning you off.
Unlike Demon’s Intuition Ability, this Merit doesn't
allow you 1
any partic
especially dumb things.

e some ndom

s things easicr for your character.

make a suggestion as

nake good guesses, nor does it offer you

t insight. It just helps you aveid doing

Comcexrrarion (-pr.Mrnr

Your character is rather good at shutrin
tions our and focusing on the rask ar h:
unaffected by disturbances — such as screaming kids,
loud noises, hanging upside down or DJs playing

listrac-

nd. She's

really rerrible music — when she focuses on a par
ticular action.

I - 3 N T T

Goon Map REApER{-pT. M

Your character is the Holy Grail of drivers every

where: someone who can read a map well. Whether ir's
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using anold map andaroad atlas o locate an Earthbound's
lair, or the New York subway plan and a streer atlas, she
can find her way to where she s to be.

PastReapen(-pr.Ment)

Your character can read and understand a piece of
writing far fastér than most people can. While this
Merit can make long train or plane journeys expensive
propositions due o the number of books and magazines
she goes through, ic allows her to quickly extract useful
information from anything wrirten in her mortal host's
native language.

Goop Recoasimon (-pr. MeriT)
Your character is great at remembering people’s
names :s she’s been, She can call o mind the

s and plac
name of somebody she mer briefly at a parry three
months ago, while a bit drunk, as clearly as if she met
them only vesterday. She can also remember the streets
she staggered down on the way home. She's even good
ar remembering the names of people mentioned in
newspaper stories and TV reports, as well as locations
glimpsed in photographs or on TV,

Heacrna Casicism e Memr)

ter 15 good at separating teuth from
wd sameone has to be up pretry damn early o
cateh her off guard. She rarely rakes what people say at
face value until she's able w check the details herself.
This Merir allows you to reduce the difficuley by two on
any roll w pereeive a lie. leshould also be raleplayed as
nwich i possibl

e Menir)

wter has an almost uncanny sense of
time, She can estimate the amount of tme that has
o, as well as the approximate time of day, withour
g a clock or any other means of measuring time.

Coor.or Hoson (2-p1. Menr)

Your character has a personal code of ethics to
which she adheres stricely. This code might be re-
Tated to her experiences in the war or something of a
sacy from her mortal host. You should work out the
ails of your code with the Storyteller before play
begins, You gain two additional dice to all Willpower
rolls when accomplishing o major feat in accordance
with that code.

Derenmmsen2-pr. Menn)

weter is one tenacious bicch, deter-
herown way, [t can be really difficult for
people to persuade her otherwise. Gain two dice in
any resisted roll in which someone rries o persuade
her ta do something. You might alse have the Stub-
born Flaw (see p. 82).

A

pETIC MeMond(2-pr. M
Your character has a photographic memory. Asa
tesult, she can remember things she's seen, hea
readd in perfect derail. Entire conversations, docu-
ments of pictures can be committed to memory with
unl', minor concentration. Should she ateempr the
feat under seressful condirions, such as trying ro
memorize a long list of names while three hal(h-
hound thralls pound at the door, you must make o
Perception + Alermess woll (difficulty 6) for her o
summon enough concentmtion to finish the job
(unless your character also has the Concentration
Merit, which allows her to commit information to
memory flawlessly).

INrenser Savva2-pr.Men)

The Interner is becoming increasingly comimaon,
but it is far from universal. Many users never progress
syoril the bas ilfsimple surfing to “sites whase
address you know” stage, Characrers with this Merit are
adept at using the Interer in all its vast, rambling
confusion — no small feat for the rechnologically
challenged fallen.

TUNAL LisaunsT(2-pr. MeRiT)

Your characrer's mortal host had a gift for other
langunges, reading .1nd speaking them with the flu-
ency of a native. en your character leams a
language, reflected by increases in her Linguistics
Ability, she leams it in more depth and with greater
fluency chan most do. You may add three dice tw any
roll involving writing, reading or speaking a language
your character knows, barring her native tongue.

FastLeansen (3-prMesrr)

Your characrer learns the basics of a subjece very
:kly indeed. She can cram simple information
about virtually any subject into her head quickly
and casily. It takes the normal time to develap 1
deeper knowledge, of course, but your characrer
starts getting the hang of things very quickly. The
cost to gain a new Ability is one experience point
instead of three. The costs for higher levels are
normal, however.

NAranAL ArTrTupe - Menr)

Your character hasa particular Ability at which she
excels, She's just a natural or has studied it so exten-
sively thatthe Ability comes easily w her. You pay fewer
than normal experience points to gain dots in the
Ability, snd cach level is achieved as if it were one
lower. The first point of the Ability costs anly ome
expeTience poine o g your characrer learns i afrer
play begins, You also gain one extra die on any roll
involving that Ability.

15 1)
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Usreappane(§-pr. Menrr)

Your character’s mortal host was a naturally p|“tCIL|
person who took most things in strid e Wz
by acar! Tharwas close, Her hushand ran off with the kids?
Ab, well. While she feels emotions like everyone else, she
doesn't let them affect her the way othersdo. You gain rvo
extradice onany Willpower ol that invelves staying clam
ar not overreacting to murndane experiences.

DinecTiosSesse (4-pr.Men)

Your character has an innate sense of where she is
and the distance she's traveled. She can make a good
guess ar which way is north, even without clues like the
position of the sun. She ¢ gets lost and can estimate
the distance beeween two poines pretry well. She mighr
even be able to navigate her way through London's one-
waty systems, Maybe,

QerimisTic (4-pr. Menr)

Despire everything that has happened ro your char-
acter, she refuses to accept the fact tha life cannot and
will not ultimately change for the better. Regain twa
Willpower when you wake up cach momning, mther
than the usual one.

Lraa

SeECIALIST Dnvers Licrs
(-, MEeriT)

Your character's driving repertoire extends far be-
yond the SUV or sports She is qualified to drive
trucks, farm vehicles or some other specialized form of
sportation.

TIoSALITA(2-pr MenT)

Thanks to being born from parents of different
coumtries, your character’s mortal host has dual nation-
ality. She might even have two passports. This makes it
casy for her 1o operate in two different places and ¢
hide out in another country if things get too ot in her
nommal place of residence,

Pineanss Licesse.(2-pr. Menrr)

The eftect of this Merit depends on the country in
which your game is set. In some countries (such s the
UK} it indicates thar your characrer is allowed o carry
weapons, Withour this Merit, possession of a fircarm is
illegal. In countries where individuals have a right robear
amms, it indicates that your character has alicense to carry
unsual or powerful firearms such as automaric weapons.

FeoNomic

Avmosu RecmesT =10 3-p 1 MErT)
Your characrer's host's marriage has failed, but at
Jeast that cheating hastard has to pay for it The level

of Merit you buy indicates the number of Resources
points your character can have (that must be pur-
chased separately) for which she doesn't have to work.
Her rating also suggests how wealthy her ex was or how
badly he was beaten in courr. Chances are she has the
Children Flaw, roo.

Farrona Banaams(1-pr, Menir)

Your character's mortal host had a knack for
getting things cheaply, Somerimes she gets the goods
sheneeds in sales. Sometimes she gets them through
wholesalers. Other times, she just hunts around
until she finds a bargain. However she does it the
difficulty of any Resources roll you make decreases
by two.

IspEPERDEST INCOME
(1-T05-pr. Men)

Through hard work, heredity or phenomenal
good fortune, your characrer's Resources ratmg
independent income for which she doesn’t have 1o
wotk. The level of Merit you buy indicates how
many dots of Resources (which must be purchased
arately) vour character has that do not require
her to work.

Goop Creprt Raring
(2-pr. AT

Your characrer’s mortal host always paid off her
debrz on time and buile up enough financial security to
ep the most cynical hanker happy. She can
decent amounrt of credir as a result, Your ch
must have a Resources rating of 3 or more to purchase
this Merir.

Wearrna Parrsen(2-pr. Menr)

Your character’s ™ is vullnu. in a formune,
ar least by her caming standards, happy to be
the breadwinner. With him covering the hills
living expenses, she can get away with a part-
that allows her time to fulfill her abligations wo allies,
superiors at court and so on.

FrexiueJosG-pr, Menr)
Your character's job allows her to work flexible
hours or allows her to trvel a lor. Or perhaps she's
effectively her own boss, with no one monitoring her
activities. However she does ir, she can eam her
Resources rating through a job that deesn't signifi-
cantly restrict her infernal activities.
Pam Morranae(3-rr.MenT)

Yourcharacter's house is her own. She's paid off the
bank. so mortgage repayments are no longer an issue,
nor s repossession a threar. No matrer what happens,
she at least has a roof over her hea

an
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Fraws

Flaws are failings or problems that plagued your
charcter's mortal host through life and possibly con-
wributed to hisdownfall. These difficulties are part of the
mortal legacy your charscter has inherited, hindering
the pursuit of his goals.

ISFERRAL

ANCIERT ASIMOSITA - 10 307, FLA®)

Your character still holds to an ancient feud
with another demon thar dates from the War of
Wrath. Even if the object of her animosity rema
in the Abyss, he will make every attempt to even
the score against her through allies and prox
The amount of points spent on this Flaw indicates
how far character's foe is willing t go o
strike back ar her. One point indicates a minor or
largely forgotten feud; the other demon will take
steps to make your character's life difficult only
when it is convenient far him to do so. Two points
indicare that your character's enemy is actively
working on plans 1o make your characrer’s exist-
ence as difficult as possible, enlisting the aid of
friends and allies to strike ar her whenever the
opportunity arises. Three points indicate that your

haracter has gained an implacable foe thar thinks
nothing clse bur your character’s demise. He
bends all of his energies and resources to make her
life a living Hell.

Cursep Bu Gon (=10 5-p1. FLaw)

Your character has been especially cursed by the
Creator for actions taken during the War of Wrath.
The strength and pervasiveness of the curse de-
pends upon how many points you wish o gain.
mples follow:

5

Ex

* Ifyour characrer passes on asecret she is entrusted
wirh, her botrayal will come back to harm her in some
way. (1 pe.)

* Your character stutters uncontrollably when she
tries to deseribe what she has seen or heard. (2 pts.)

* Tools break or malfunction when your character
tries o use them, (3 pts.)

* Your character is doomed to make enemies of
those whom she most loves or admire. (4 prs.)

* Every one of your charcter's accomplishments
or trivmphs will eventally become soiled or fail in
some way. (5 prs.)

Your character might or might not have a way to
arone for b ons and free herself of this curse,
Sroryrellers discretion,

At

Deson Py s Ging

TracRerwy 1= )

It was once hdjeud that mirrors reflected not
one's physical appearance, but the true nature of
one's soul. Your character’s reflection reveals her
actual celestial nature, When she looks in the mirror,
she sees her apocalypric form rather than her mortal
guise. This reflection changes as her Tcmmm in-
creases of decreases. Mortals who see this reflected
image are not subject to Revelation (see page 253 of
the Demon core rules for derails), bur they will reace
with shock, amazement ar alarm.

[seama(2-pr.Fiaw)

Yourct ons in the War of Wrath b
arned her a degree of ill repute and hestility among
her fellow demons. The difficulty of all Social rolls
increases by one when your character is interacting
with other

Niit IMAREs(1-pT, FLam)

Yourcharacrer'ssleep is plagued by visions of the
horrors she saw during the war, You must :l].ikL a
Willpower roll (difficuley 7) in order for the cb
ter to sleep through the night withour b mg
tormented. The day after, add two to the difficulty of
the first Abiliry or Areribute roll you make to d
with other demons.

WanWousn(2-pr.lLawm)

Your character endured o terrible wound during
the war that scarred the very essence of her being,
manifesting itself even to thisday when she reveals her
Celestial narure your character adopes her
apocalypric form, she automatically suffers one health
level of aggravated damage above and beyond any
damage she currently suffers. This damage cannot be
healed by any

Cassor Exren Howa Grousn(3-pr, Fuaw)

Your character's intense reg ilt follow-
ing her rebellion against God s so great thar she
ound or handle holy
objecrs without suffering intense pain, No marter
what her Torment level is, your character still suffers
damage from holy ground
as crosses and holy water.

PrastsacksG-pr.Paw)

Like veterans of many mortal wars, the sights
your character witnessed during the War of Wrath
haune her still, filling her dreams with visions of
horeor and destruction and occasionally overtaking
her during moments of str 'hen the characrer is
under intense pressure or involved in combat, your
character might experience powerful flashbacks of

len.
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ancient battles. The Storyteller can call for o Will-
power roll (difficulry 8) ar appropriate moments, If
the roll fails, the character thinks she's back in the
war as she is caught up in a hallucinatary episade of
incredible vividness and detail. As soon as the
threar or source of stress 1s gone, you may begin
making Willpower rolls {difficulty 7) for the ehar-
ter each turn to see if she can emerge from the
visions of the past.

Husrep (4-pT.Fraw)

Your character is pursued by a fanatical demon
hunter who believes (perhaps correctly) that she is g
danger o humanity. ryone with whom your char-
acter associates, be they mortal or fallen, might be
hunted as well.

Propariosara PacTion Memsen
e Praw)

Yourcharacreris adefector, She rurned her back on
her prior faction and still has much to prove befo
is accepted by the demans ro whom she has defected.
Other demons who are members of her current faction
trent her with distrust and even hostility, and her
reputation might even sully those demons with whom
she regularly associates.

Priasical,

Avrenairs -pr i)
Your character's mortal body i

- she

allerpic to a rather
common substance such s car hair that cavses cough-
ing, watery eyes and other distracting symptoms, The
difficulty of all actions increases by one when exposed
w whatever tnigrers her allergy.

Anrnnrric T P
Your character's joints, especially her hands, are

tender and often swollen. When she atempts any-
thing that requires fine and carcful wuch, such as
sewing ot repairing a watch, increase the difficulty of
your roll by one.

CoLon BLsp-pr, FLaw)

Your character as trouble distinguishing berween
hues. You must make a Perceprion roll {difficulty 6) for
your character to accurately determine the color of a
given object.

DisTisauisisa CHANACTESTIC
1-on 2-pT. FLAw
Your character's mortal body has a physical feature
that makes her very easy to pick out in crowds, such as
claborate tattoos, a scar or an obvious birthmark, This
Flaw is worth one point if the characteristic is hidden
easily under clothes, two points if it is no 3
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Heava Seeepen-pr.Fraw)

Your characrer tends o sleep right through most
disturbances, from the loud stereo playing nexe door
to the exarcists laying a binding sigil around her bed
Youmust make asuccessful Willpower roll (difficulty
) for the character towake up quickly, Failure means
she spends the equivalent of a combat i waking
up. A botch means she sleeps right through the
disturbance, pending the Storytellers judament on
the situation.

LazaCt-pr. Fuaw)

Yout character has trouble motivating herself o do
anything. She'd rather sit around the house watching
TV and thinking of doing something with her life than
actually gerting up and doing it She tends ro complain
loudly when there's work to do, and she likes to lec
things slide until the last possible moment. You must
make a Willpower roll (difficulry 6) t rake care of any
routine tasks not directly related 10 your chamcter's
demanie activities, such as paying the electricity bill or
getting the car's tires rorared.

LowArcotor ToLerasen (1-pr.Fraw)
Alcohol goes straight to your charact
While this can be an advantage when she tries toenjoy
ghtout on the cheap, it can be deadly when hunted
i ny penalties your char-
acter suffers for consuming alcohol.

b 1-0on5-p1.FLaw)

Your character's mortal body requires daily medic
tion to stay in good health, As a onepoint flaw, b
medication is important for her kong-term health but b
little effect on her day-ro-day well being, aswith prescrip-
tion drugs thatkeepyour cholesterol down. Thefive-point
version tepresents insulin shots or something else thatis
y to keep your character alive, If she should miss
a day's worth of medicine, she auromarically suffers a
bashing or lethal level of damage for every 12 hours that
pass without her medicine, as determined by the Story-
teller. Thisdamage heals atarare of one level per 12 hours
rthar pass once you resume your n.bul"nrrnmllc\lmm«:!ml
ule, Time spent in apocalyptic form is not counted
tewird the total time without medic

Morios Sicksrsst-pr.Law)

Your character becomes queasy and nauseared on
boats, when traveling long distances by car or on
amusement-park rides, [nerease the difficulry by two
on all actions your ¢l ter takes when dealing with
these conditions.

NoSesseor3meL(-pT.'Law)
Your character has no sense of smell. Her mortal
host might have simply been bom without it, or she lost

he

fon.

A

it due to some freak accident, She can'tsmellimything,
no matter how strong the odor is. Food rastes somewhat
bland ro her. On the good side, she isn't bothered by the
stench of sewers, rotring flesh or other nastiness.
NoSemseor Tasre(-pr. Faw)

Your character's taste buds simply do not func-
tion. She cannot appreciate a fine meal, and she has
trouble gauging the difference between good and bad
food and drink.

Nos-swimment o, )

Your character never learned how to swim, and she
has nio natural talent for it If she ever finds herself ina
pasition where she has to try 1o swim, she can manage
a piriable doggi crease the difficulty by two
for any Athletics rolls invalving swimming

Poon Larsianr (1-on 3-01. Fraw)

Your character's mortal host is eicher severely near-
sighted or farsighted. Increase the difficulty by rwo for
any rolls thar involve visual acuity, The one-point
version is correcrable with glasses or contact lenses. The
three-point version is not.

Poon Heamsa C-on 3-pr. Peam)

Your character's hearing is exceptionally bad. In-
crease the difficuley by two omany roll involving hearing,
This Flaw fs worth one point if it is correctable with a
hearing aid or similar device, three points if it 1s not.

Sickralt-rr.Law)

Your character is constantly coughing and wheer-
ing, and she has trouble shaking colds, Her mortal host
sulfered almost every childhood iliness imaginable, imd
anadule. When checkingto
oidl carching a disease or developing an infection,
increase the difficulty of the roll by two.
Vicr(1-1o3-p1. )

Your ¢l ter is addicred to some sort of sub-
stance. The one-point version of this Flaw represents
an addicrion to a substance that is legal and easy to
sarisfy, such as cigarettes. The two-poine version tep-
resents a legal or mildly illegal substance thac inhibics
her abilities 1o a serious degree, such as alcohol or
marijuana. The three-poine version represents an
diction to a highly illegal or highly dangerous “hard”
drug suchas heroin, Your character s sunder the
effects of your chosen vice unless she ussumes her
apocalypric form,

Uowrrnrar Appearasce(1-pT.Maw)

Your ct ter's morral host looks like she did in
high school. She always gets carded ar bars and often has
w produce identificarion to buy even cigarertes, In

dle. 1

s only become wor
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order to gain entry to clubs, concerts and bars, or to
purchase alcohol, your character needs to present a

valid-looking [D.

Disticurn(2

Yourcharerer’s host's face is misshapen or maimed.
Increase the difficulty by two on any rolls involving
wocial situations when your character s not in his
apocalyptic form.

Insommine (2-p7. Faw)

or whatever reason, your character has tremen-
dous trouble getting more than a few hours of sleep. She
is often grogey and slow-witted as a result. Increase the
difficulry of any Alerrness, Awar and Intuition
rolls by rwo.,

-pr.La

Low Pars Torerasce (2-p7. Fraw)

Your character’s mortal host had a very low
threshold for pain. Your character turns into a
whimpering, blubbering ball of misery at the first

s Ot While yous chatacter souks darmige not:
mally, she suffers an additional -1 die-pool penalty
when she is injured.

Opese(2-pr.Fraw)

Your ¢ ter's haost bady is seriously overwe
large enough that she has trouble using the sears inmost
theaters. Add two to the difficulty of any Dodge or
Athletics rolls you make. Your character moves at half
the normal rate.

Quolsiuna(2-pr.Mam)

Your character's host body was hurt pretey badly
back i her younger days, and she now pays the price
with chronic pain and swelling. Increase the difficulty
if any Arhletics rall by twao.

Poon MianT Yision (2-pr.FLaw)
Your character's eyesight is poor in low-light con-
ase the difficulty of any action atrempred
indim light,such as thar from a flashlight or whenunder
starlight, by two.

SnonT(2-07.FL7

Your character’s hcm body is less than five feet rall,
~ making it difficult o reach and use vy objects de-
slgned for adule wse. Your character's movement rate is

" also half thar of normal

CrippLren Lims (3 -pr.Fraw)

Your character’s mortal body is either missing a
limh ot has injured one so badly thar it is unusable,
[T one of her arms is crippled, increase the difficulty

by two for actions that normally require two hands,
such as firing avifle. If one of her legs is crippled, she

moves at only ene-quarter normal speed without
some sort of cane, walker or wheelchair. With the
appropriate aid, your character can move up to half
normal speed.

Crorna(3-pr. o)

While your character's mortal body is just as strong
and quick younger host, it doesn't
ance or resilience of youth anymore. You make ¢
rolls against a difficulty of 7 instead of the normal 6. In
addition, increase the dice-pool penalty foreach of your
character's lovels.of injury by one.

Sk Hasos5-re oA

Your character has trouble keeping herself com-
posed underpressure. In any extremely stressful siuation
such as combar, her hands shake so badly that she has
trouble completing any tasks that require a delicare
touch orintense concentration. Example: ude pick-
ing a lock, loading bullets into a revolver or typing ata
computer. Increase the difficuley of any rolls for such
high-stress actions by two.

Missina Bur.(3-p1. Tuaw)

Your character’s mortal body is missing an eye.
Increase the difficulty by two for any Perception rolls
involving evesight, The difficulties of all dic rolls in-
volving depth-perception (such as ranged-weapon
artacks) increases by two as well

nch

the

Crip e Puaw)

Your characrer's mortal host is pre-pubescent.
She's much smaller than the average adult, and she
moves at half the rate of adults. Also, since the host
body isn't fully developed physically, your characrer
may not start play with more than three dots inany
Physical Avtribute. Similarly, your character does
not have the experience of an adult, so he cannot
start play wirh more than three dors in any Knowl-
cdge Abiliry.

Cinosic s

Your character's mortal body suffers from a de-
bilizating illness such as chronic fatigue syndrome or
even cancer. She frequently feels weak and is injured
sily. Add two to the difficulty of any Athletics and
stk rolls.

Drarsessd-pr.FLaw)

Your characrer cannot hear. You automs ly fail
amy test that requires hearing, and the difficulty of
appropriate Alermess rolls increases by three,
BLple-pT.lLaw)

Your acter can't see. Increase the difficulty of
any rolls involving hand-eye coordination by three.
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BabLian(-pr.lLaw)

Your charaeter’s mortal host had rremendous trouble
Iying. The spontaneous excuses that she came up with
Were s ably elaborate or easily refuted
with th le telling a lie,
your charcter stutters, stammers, blushes and generally
Iooks guilty. Increase the difficulty by two on any roll
that involves verbal deceprion.

Bavomsa-erePuaw)

Your character barely has any hair left on his
head, whether it's due to old age or cruel genes. He
is relatively easy ro pick our of crowds and has
problems making a good impression on the opposi
sex. Increase the difficulty by one for any Ability
rolls involved in actempting to seduce a member of
the opposite sex.

Bavia-rr Praw)

Your character tends to push people around when
she can ger away with it. This aggression doesn't
nec ily take on a physical display. 1t is often
purely social. She chafes under the leadership of
more forceful personalities and can be a malcontent
when she isn't in charge.

Criones-pr. )

Your character has children for whom she is the
primary emotional, social and economic provider. She
takes u lot of joy in her kids and prides herself on being
a good parent, but clawing for rank and ritle in the
infernal court gers in the way of parenting. If your
characrer goes more than three days withour seeing her
kids because of work or nctivities related to her infernal
genda, she feels remendous guile. Your chamcterceases
roregaina Willpower point after a nighrof rest until she
sees her kids,

CrroNICALLA LATE - Law)

Your character is always nmning behind schedule.
If she agrees 1o meet someone at a particular time, you
must make a successiul Willpower roll (difficulry 6) to
arrive on time. Failure means your character amives
between 15 and 30 minutes lare. A botch means she
shows up an hour lare or not ar all.

CrnomicALLA S -pT. PLaw)

Your character becomes very nervous and ill ar ease
when dealing with strangers in social situations. She
often goes out of her way to avoid meeting new people.
Increase the difficuley by two for all Social rolls invalv-
ing strangers. If she becomes the center of attention in
a large group of strangers, increase the difficulry of any
T Social rolls by twa.

L]

A
Crposc PessimistO-pr. FLaw)

Your character thinks the glass is half-empry, thar
the waterin the glassiscontaminated, and that the glass
will probably be dsopped any second now. Others prac-
tice pessimism out of habit, but its an art form for your
character. Nothing can ever go right, especially plans
that others propose. She is the implacable voice of
gloom and doom, always ready to point out a potential
problem no matter how remore a chance it has of
coming to pass. Add two to the difficulty of your
lership rolls.

Cramsistlamna C-pr.Paw)

Your character’s family is as loving and supportive
asanyone else’s, but they don'ttake kindly vo strangers,
Yourcharacrer'srelatives eitherdisapprove of her friends
orthey like to keep favorsin the family. Your character’s
family members don't do anything that directly or
indirectly helps anyone beyond their own.
CoLaponaron( 1-pT. Fraw)

Some time in the recent past, your character allied
with demon-hunters {or possibly an Earthbound) te
injure or eliminare a fallen rival. Or the gossip at court
reportsherdoing so, whetherit's true or not. Either way,
word has spread through the local or widespread fallen
community, and many demons mistrust your character,

Crapr, (-1, FLaw)

Your character’s mortal host never leamed any
manners while growing up. As a result, your character
talks with her mouth full, burps loudly and slurps her
soup. When interacting with others in any refined or
formal environment, increase the difficulty of all Social
tolls by two.

CurrunALSsoR1-pT. FlLaw)

Your character's morral host had nulhmu but dis-
dain for popular music, TV and movies. She couldn’t
name any of the current top- 10 songs, and she thinks
knowledge of TV is a sigm of poor taste and incorrigible
stupidity. Unfortunately, this means your character his

a hard time relating to people who aren't equally snob-
bish about such things. When dealing wich strangers
who don't share your character's allegedly enlightened
nerease the difficulty of any die rolls involving
socialization by two.

Drressive (e Foaw)

Your character's mortal host had problems raking
responsibility for her actions. Perhaps she viewed her-
sell as a perfectionist, or maybe she was simply too
immature to accept the blame for failure. When things
go wrong, your character tends to look for ways to blame
others. She rarely accepts blame or criticism for her
actions withour contention.
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Lecrstric Appeanascr(1-pr.Miaw)

Your character's mortal host dyed her hair pink,
wore clothes that were fashionable only among fringe
subculrures such as goths or punks, and otherwise
appeared nothing like the average citizen. When
dealing with people who are not familiar with your
characrer's host's particular subculrure, increase the
difficulry by two on any Social rolls you attempt.
Your character’s appearance unnerves mainstream
people and makes them wary of her, Furthermore, her
appearance is eye-catching, though people rend o
focus on her mode of dress rather than her actual
physi ics

Gamsrrsa Appcr-pr.Frawm)

Your character’s mortal host was addicted rawager-
ing money on games of chance. A sizeable chumk of her
income goes toward this habit, and even when she wins
sheinevitably gambles the winningsaway, Your charac-
1er is too much of an addicr to walk away with a profit
overany extended period of time. Increase the difficulty
of any Resources rolls you attempt by two,

GroausnSesseor Hamon (-pT.FLaw)

Your chamcter finds humor in-situations that
make most people uncomfortable. Her bad taste
doesn't make her particularly resistant o the horrors
of gruesome sights. Her defense mechanism is simply
to belirle the sitation or those involved in an off-
color way. When confronted with a horribly gory
scene or otherwise uncomfortable situation, she tends
to crack jokes and sling insults. The difficulty of any
Social roll you make under such imstances in-
creases by two.

leaDeameanon (1-p1 Fraw)

Your character is uncomfortable relating to people
onanemotional level, which isreflected inhermanner-
isms and speech. She clams up, sceks escape or avoids
eye contact, Increase the difficulty by two for any
Empathy rolls made toward your character, as people
have trouble identifying with her.

lasoranr (-pr. Faw)

Your character tends to miss common cultural
relerences that others take for granted, such asknowing
that the Statue of Liberty is in New York Cicy. Your
characterisnotnecessarily dumb or uneducated, though.
Acloistered college researcher could just as easily dive
so deeply into his field of study that he dismisses
imything outside it. She does tend to give people the
impression that she’s slow or uneducared, however.
InpracTicALDRESSER U-pT. L)

Your character's mortal host tended to dress
with more of an eye toward impressing others than

characteri

personal comfort. Unless you explicitly state thar
your character dresses appropriately for physical
activity, she wears high heels, tight jeans or some-

thing ¢lse that hampers physical acrivity, Increase
the difficulty of Athletics or Dodge tolls by two
when your character wears such clothes.
Issessrrve (-pr. Fuaw)

Your character has problems understanding how to
gauge others' emotional reactions. She can be mther
blunt in handling delicate matrers, and she often finds
herself apologizing without really understanding whae
she's done to offend someone. Add two the difficulty of
any Empathy rolls you attempr,

IsroLepant Nriansons(1-pT.FLaw)

Your chamcter’s neighborhood s exceptionally
placid, and people like it that way. Any odd noises or
disturbances coming from your character's home in-
variably cause someone 1o call the police.

Musisronmen( -pr.Puaw)

Your character's morral host upheld some odd be-
lief, suc a conspiracy theory or a UFO visitation,
that flies in the face of accepred science or common
wisdom. Your charcter now tends w incorporate this
misinformation into her worldview, Whenever you test
aKnowledge that in some way relaves toyour character's
belief, increase the difficulty by two. This penalty kicks
in when you roll a failure, and it represents your
character's tendency to come up with off-the-wall an-
swers that are obviously incorrect o others,
MustakesloesrrraC-pr s

Your character's mortal appearance bears astriking
resemblance toa notorious figure. This person could be
nted criminal or an obnoxious local lout, or your
character mighe simply look like an infamous media
star. While most people can quickly figure out that your
character isn’t who they think she is, hotheads mighe
not think twice before confronting her.

Nreepu Pracsps (1-p1. Fuaw)

Your chamacter’s mortal friends and other non-
fallen social contacts have a pattern of falling into bad
situntionsand turning toher forhelp, Sheis the bedrock
in their lives. Whether they need some advice dealing
with a girlfriend or need bail money, they look to her.
If your character has the Allies Background, this effect
is magnified even more, at the Storyreller’s discrerion,

NoIwrenser AccessO-pr.FLaw)
Your character does not have an email address, web
access or perhaps even a computer. She must do her
csearch through non-digital outlets such as libraries or
by old-fashioned legwork.

aw




NoProne(1-p1. P
Your character docs not have a regular phone
number through which she can be conracted. There-
fore, she can be very hard o get in rouch with on shor
notice, and mortals find her difficult to track down.

Nox-ComrnorraTioNaL U-pT.Law)

Your ¢ mortal host had a hard rime
bringing up difficult subjects with others. Now, your
character is willing to make a lot of sacrifices ro avoid
interpersonal confrontations. She lets people
their way simply to avoid fights, and she often steps
into arguments and artempts 1o end them without
giving any thought to the outcome of the discussion,
She has a hard time caping with pushy people and
finds herself making compromises thatshe lacer wi
she hadn't. Add two to the difficulry of any roll thar
involves debating or arguing with someone whao is
normally friendly with your character,

Poon Desrar HearrnQ-pr. Fuaw)

Your character’s teeth obviously in need of
serlons work. They jut out at weird angles, and some
have fallen out. When interacting wich her prefereed
sex in superficial social setting 1 nightelub or
bar, increase the difficuley of o 1 rall by two.

Poon Prnsosar Huagiese-pr. Praw)

Your character often goes days without showering,
and she only brushes her teeth when they start wo gain
a dark vellowish cast. She often smells quite bad and
her breath is atrociously offensive. Add two tw the
difficulty of any die roll that invalves interacting
socially with others
Poon TAsTrU-pT.Fraw)

Yourcharacter's mortal host wallowed in bathroom
humor, lowbrow jokes and other practices that make
more refined people uncomfurtable. She had seen mov
ies like Dumb and Diomber dozens of times and didn't
plan on giving up on them any time soon. Your
character's sense of humor makes her an instant pariah
inany reasonably cultured company, and she can'thelp
bur et her rrue colors shine through in even shore-rerm
social contaces. Add two to the difficulty of any Social
roll involves people who might dislike your
character’s brand of humor,

SOCALLUEOBLIV IO (1-p1. FLaw)

Your character has trouble pickmg up subtle hines
from others. She often overstays her welcome at par-
ties, and she tends to blurt out topics that everyone
else takes great pains to avoid in conversation. Your
character isn't a soctally repellent person, just ocea-
sionally ractless. Add two to the difficulty of any
Etiquette rolls you atcempt.

Aracrer's
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acter stutters, stammers or otherwise has
tronble speaking clearly. Inerease the difficulry by two
ny roll involving verbal communication.

or

TURBOI 1. F Rt

Onee your character's mind is made up, there’s no
changing it. She clings to her beliefs with rhe renaciey
of a rabid bulldog, and she is equally pleasantly com-
ported when others challenge them. She hates being
proved wrong and will go o extremes to avoid endur-
mg the shame of it. Increase the difficulrics of all
Sacial rolls by two when someone challenges your
character’s behavior,

SPERSTITIONS (P P

Your charncter’s mortal host adhered to a supersti-
tion doggedly, such as knocking on wood or tossing salt
over hershoulder. While everyone has foibles, she g
the behavior to an extreme, often tying misforune ro
her inability to obey a superstition and credirir
success to paying proper respects. Your character’s new
absession doesn't lead her 1o risk her life, nor does n
have a pervasive sway over her. She tends to raise
warnings and make superstitious suggestions frequently,
though., Add twe o the difficulty of any Social roll
when dealing with people who know about your
characters superstitious bent and who frown upon it

Trustisa(-prFaw)
Yourcharacrertends ro follow herinstinets when
ling with strangers. Sadly, her instincrs often rell
her that she can trust people, Your character wants ro
believe the hest abour everyor Asa
result, she tends to put herself in sinmtions that could
be dangerous, such os accepting a ride home from a
recent acquaintance, poing home with a person she
justmer ata bar or takinga stroll ina poorly parrolled
city park afrer dark.

Apusvr PArTSER2-07, e

Your character's mortal host is married o or living
with someone who routinely abuses her physically.
Make a Stamina roll (difficulty 6) every time she
spends a night ot home. Failure indicates that your
character has suffered one health level of bashing
damage. A botch means that she suffers two health
levels of bashing damage. Though it scems steange that
a demon would submit herself to such a situation
willingly, the psychological dependencies that kepe
her mortal host bound into the same eyvele of vialence
hold sway aver her as well

CompuLsve Lian (2-p1. Fraw)
Your character can't help but put her personal
spin on the truth. She doesn’t necessarily do so out

she meerts.
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of spite or maliciousness; she might even come
genuinely believe the tall tales she tells (especially
when she spins them often enough). This trait is
especially troublesome when other demons rely on
your character for information. You might have to
spend a Willpower point to force your character ra
e honest, especially if it means publicly revealing
a previous lie.

Cor

icaous Comsumen (2-rr. FLaw)

Your character's mortal host rended to blow a
lot of money on useless items and overpay for hrand-
mame clothes and other impracrical irems. Your
characrer still rends to live above her means
warys short of cash. Add two o the difficulties of
Resources rolls,

Dogarpia Frisar. Mepia2-p1. Fraw

Your character has somehow avracred the aten-
tion of an amateur feparter, one who operates a fringe
website or publishes a 'zine that covers the hizarre «
prcanormal, This criak ocessionally follows hic. try
ing to uncover any dirc on her. Unfortumately, and
true modern journalist style, he tends to catch your
character in the most bizarre circumstances thae he
simply can't understand. OFf course, he tries to incer-
pret them anyway.

oneiaRen (2-pT. LA
Your character's mortal host is not native to the
area in which she's been living. While your charac-
ter might understand the language and the general
customs, she has trouble with many of the finer
details. She has a distinguishing aceent (which
makes her casy to identify), and the difficulty of any

P

Strectwise and Eriguerte rolls you atrempt increases
by two.
Homesroa Pawr (2-pr.FLam)

Your characeer always try to tell the truth, regard-
less of the situation. She won't strech it, bend it or
manipulate it to take advantage of others, unless lives
are in jeopardy. [f she does atempr o lie to someon
the difficulty of any roll involved increases by two.
Lasrran(2-pr.Faw)

Your character can't resist the advances of the
appropriate gender. She is easily seduced and often
exhibisvery poorjudgment whendealing with sexually
attractive people. The difficulty of any atemprs o
seduce her decreases by two.

MinED 8.ScANPALL2-PT.FLAw)

People in your character's community tend to
ms. Mayhe her
mortal host was involved in a scandal involving a

tocal politician, or perhaps she was charged but not
convicted in a sensational case. Mo marter what the
cause, v racter tends to atrract a lot of une
wanted atrention wherever she goes. People look
down on her, though they don't necessarily hinder or
harass her. Add two to the difficulty of any Social
rolls that involve people who know your character's
mortal past.
Morsrrous Comn e Prawm)
Your character has todeal unhnm(m\lmmdunml
as part of your mortal job or even your family life.
Perhaps it's your character's boss or an important family
figure. The demon is not necessarily hostile roward your
character, but it's in o position 1o cause her a lor of
trouble should it choose to.

Mosu Necnsons(2-pr Fraw)

Your character's neighborhood 1s exceprionally rife
with gossips and busybodies. Her neighbors are always
dropping by for umannounced visies, and they take an
stive interest inher comings and goings. Whar's worse,
they aren't shy about sharing whar they know with
anyone who asks.

Poon Juparor CHARACTER
Your char:

2-p1, Fraw)

was the type of
person who always ended up hanging our with tf
wrong crowd. Maybe she just liked to date danger-
ous men or was a sucker for a woman in trouble,
Whatever the reason, your character hasa very hard
time figuring our whom to trust. Increase the diffi-
culry by rwo for all Awareness and Intuition rolls
you attempt in social circumstances, Also, your
c cter's friends and acquaintances tend o be
leeches and other lowlifes.

SaLken(2-pr. Faw)

Someone has an unhealthy obsession with your
racter. Despite repeated calls to the police and
I restraining orders, he continues to follow and
onally harass her. Your Storyreller should creare
ats for the stalker. Any time your characrer

game
heads out on the wwn, the Storyteller can make a
Perceprion test om your character's behalf (difficuley 6).

If e fails or horches, the stalker has managed ro tail your
character throughout the night and might put in an
appearance when it's least helpful.

T.Law)
acter's mortal host v

TrchNopHonr (2-

Your ch rely in
timidated by computers and other technology.
Therefore, your character never uses an ATM if o
teller is available, and she gers nervous ar the sight
of a keyboard. You must make an Intelligence roll
(difficulty 6) for your character to perform even

s
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simple tasks on a computer, ATM or similar device.
Increase the difficulty of any Computer or Technol-
ogy roll by two.

aneeou(3-pr.Fraw)

Your character's mortal host lived to make
money. Family, friends and other concerns were
trivial when compared to the all-mighty dollar. [
someone offers your character 4 bribe, you must
make a Willpawer roll (difficulty 7) to resise, If the
bribe invalves something that won't directly result
in any injurics or lasting damage as far as the char-
acter knows, increase the difficulty to 8. Your
character also tends to vicrimize demons who have
a lot of material wealth.

CrimumaL EsTasaLemests (hrr, Fuaw)

Your character's mortal host owes someone on the
wrong side of the law a lot of money or a big favor that
she now refuses to pay. While hit men aren't being sent
after her quite yer, the threat hangs over her constantly.
The exact nature of the debr and the figures behind it
are left to the Storyeeller, but they shauld suit your
character concepr.

Untuera (4-pr P uaw)

Your character's mortal host dealt with had
s all her life. From the struggling Inrerner
company she quit two months before its billion-
dollar [PO to that true love who had to move acrass
the country, your characrer seems to make the
wrong moves at the wrong time. Once per game
session, the Storyreller may increase the difficulty
of a critieal roll you make by two, If you fail the roll,
w's due to some random, hard-luck factor, Your
character’s bad luck seems to crop up at the mast
inconvenient times. You may not take chis Flaw and
the Lucky Merir.

PacieisT (5-pr.Fraw)

Your character utterly refuses to use violence
against anything, even if her life or the lives of athers
immediate danger. Furthermore, your charac-
ter works hard to prevent others from using violence,
though she does not recklessly endanger herself or
expect others 1o do so. She never carries weapons,
and she refuses to procure them. A Willpower roll
(difficulty 6) might be required to resist the rempra-
tion to engage in violence when a gross offense is
committed before oragainst your character, such asa
loved une being harmed. If she defies her narure and
succumbs to violence ar some point, she cannot
regain Willpower each morning until she comes 1o
terms with her indiscretion or she changes life phi-
losophies altogether.

ress
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GuLLIBLEC1-pT. I Law)

Your character's moreal host had a lot of mrouble
separating truth from fiction, Your character is not
stupid, she just tends o believe what people rell her
rather than taking things with a grain of salr. [ncrease
the difficuley by two on any roll wo detect bies.
NoDmecrios Sesse(-pT. FLaw)

Your characrer’s mortal host got lost all the time.
Maps, compasses and detailed directions never seemed
to help. She now has a lot of trouble figuring out
where she is in relation to landmarks that aren't
immediately abvious, and mapsare largely incompre-
hensible to her. Increase the difficulty by two on any
roll that involves following convoluted direcrions,
hacktracking a route or navigating a confusing set of
city streers.

Poon S Time(t-pr.Fraw)

Your character has no intuitive sense for the flow of
time. She can't even begin to guess the current time
without looking at a clock, and she always over- o
underestimates the amount of time that has passed since
{or that remains before) a specified event.

Stort Tempen (-0, Fraw)

Your character is casily driven to distraction
by what would otherwise be minor failures and
other frustrations. [f you fail to gain any successes
on any single roll during an extended action,
increase the difficulty of all subsequent rolls by
one, cumulatively.

TrennpLewrrn NamesO-pr. Fuae)

Try as you might, your character almost always
forger people’s names, especially when mecting large
groups for the first time. You may not write down the
names of any people your characrer meets during the
game unless your characrer has a pad and paper
handy. Your character also rablems with recog-
nizing faces or remembering if she's been somewhere
before, Make an Intelligence roll (difficulry 6) 1o
recall such informaion.

AnseEsT Misprp(2-pT.FLaw)

Details and important facts slip your character’s
mind constantly. Once per game session, when your
character artempts ro use an irem that she normally
carries with her, the Staryteller might require you
o make a Willpower roll (difficulty 6) to see if she
remembered to bring it or if she can remember
where it is. The item turns up again after an hour or
so of searching.
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Y Dericrr Disenprn(2-pr.Fraw)
Your character has a hard time sicting still and
paying attention to anything for more than a few
minutes, [fshe must sit still and quiet for more than 10
minutes, such as when keeping watch over
wrstanding guard, make a Willpower rall {difficulry 6)
Om a failure, your character loses interest in her task
and is distracred from it

Dastrexic(z-pr.Law)

Printed information of any sort, from written text to
miaps, is nearly indecipherable to your characrer. While
read the
simplest sentences. In order for yo acter to inter-
pret o map or read anything, you must make a successful
Intelligence roll {difficulry 8). On a botch, she interprets
the to have its nearly opy

nenemy

shie is not necessarily illirerare, she serug

rch

© meaning.

Exrisa Disonpen (2-pT. )

Your character’s mortal host had an unhealchy
obsession with herappearance and had chosen to starve
herself in order to lose weight. Increase the difficuley of
any Stamina-related rolls by twao,

Lasaunar Banmen(2-on 3-01. Fraw)

Your character canmot speak the language in the
tegion where she lives. In order o communicate with

the locals withour using any lore, your characrer must
find a wmanslator or rely on a language handbook 10
attempt ough tanslations. Taking the two-point ver-

sion means your characte
rouble using it in conve
means il

canrendthe langusge but hiss
tion. The three-point Flaw
an neither speak nor

ryour characer acl i,

OVERCORIDEST (2-p 1. Law)

Your character eitheroverestimazes herownskillor
underestimates her opponents’. Omce per game W,
the Storyreller may secretly add two o the difficuley of
a non-combat action that your character mkes, This
increase represents her tendency o plunge headlong
into activities that are bevond her capabilivies.

Parstor Heanr (3-0r. Praw

The sight of gore and blood shocks your character
o the core. [f she witnesses a gruesome scene, you must
make a Willpower roll (difficulty 8} to keep your char-
acter from suffering debiliraring nausea for five 1o 10
minutes. The difficulty of all actions in
when your characrer is ill.

Iscomperest(3-pr.FLam)
Your characte

s by one

*s mortal host was spectacularly
bad at something, Unfortunately, your character is
the only person arsund who doesn’t know this fact.
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Pick asingle Ability. Your characrer believes thar she
has the proficiency of three dots in that trair, when in
reality she almost always messes up any attempr at it
When you try to use the Ahility, treat the outcome as
if you rolled a boreh.

Low SeLe-Isrrem(3-or.Puaw)

Yourc rer's mortal host had rouble aceepring
her own value and worth, She tended 1o highlight her
failures and overlook her eriumphs. Whenever your
character has the opportunity to gain Willpower from
accomplishing a goal {not from resting ), make a Will-
powerroll (difficuly 6). Hyou fail the roll, your character
docs ok piiin the boriug: JFyou boteh, yiur-chancter
lases a temporary point of Willpower,

StowLeansen(3-pr.Fram)

Your character's mortal host always lagged behind
in school, and even the most patient peaple found it
frustrating to reach her the simplest concepts, Your
character isn'r dumb, she just takes longer than mast to
wrap her braln around things For the purpases of
figuring out how many experience points it costs to raise
an Ability, add one to your character's cureent raring.
Acquiring a new Ability costs four experience points,
not the usual three.

WAk WLen G- F)

Tryas your characeer mighr, it's challenging for her
to summon inner reserves of courage or mllp‘hm.se-
While others shoalder extra burdens in pursuit of their
goals, your character simply finds the going harder and
harder. Your characrer isn't a coward, she just doesn’t
have the fortitude necessary to make toaly heroic ef-
forts. Add two ro the difficulty of all Willpower rolls. As
long as your character has this Flaw, her Willpower
rating may never rise above 8
AMEESIA G- P

The life of your mortal host before passession is
a blur, Your character remembers nothing of her
host's existence before she was possessed, althoug
thar doesn't mean that her old life has forgotten her.
Your Storyteller ereates the derails of your character's
host's ald life and the circumstances surrounding
her amnesia.

Drenessios(4-rr. Faw)

Your character’s mortal host was mired in a pit of
bleak, mind-numbing sorrow. She refused o seek
professional help, convineed thar her etermally dark
mood was completely narural — or deserved. Your
character does not regain a point of Willpowerperday
as most characters do, Instead, she pains Willpower
only through actions, and even those must ardently
rm her goals.

IuTeERATE (4-pT. PrLaw)

Your character's mortal host never learned ra
read or write. She can understand most traffic signs
and warning labels that rely on pictographs, but
written instructions and warnings arc complerely
beyond her comprehension.

LEGAL

PorrricaL Rabicar(1-p1.Maw)

Your character's mortal host had connecrions to
political organization that many people
view with suspicion, such as the Nation of Islam or
the KKK. Your character is an active member of the
group, and local law enforcement has an open dossier
on her. While she does not necessarily have a crimi
nal record or engage in illegal activity, the local
police view her as a rroublemaker and suspicious
character. Arany given time, she mighe be the arget
of undercover observation prompred by the activities
of her organ

Revorep Darvrn’s Lict =P o)

Your character's mortal host has lost her driver's
license due to a poor driving record. 1f your character is
pulled aver for reckless driving or is-otherwise caught
ing, the police will attempt to arrest her immedi-
ately and impound her car.

Susvt Driven (- L)

Whenever your character goes our with friends, no
one wants her t© She pays almost obsessive
artention to traffic regularions and makes a conscious
effort to drive below the speed limit. Alternatively, your
characrer has no parience for traffic, right of way or
signs, or sh s to pay atrention to the road
The difficulty of any Drive rolls you make during a chase
or other high-speed situation increases by two.

Crimisat Reconp (2-rr.Faw)

Yourr charmcter's mortal host had a biv of a shady
past, having been convicted for several misdemeanors
o perhaps for a minor felony. Your character is unable
to buy fircarms legally, and she recerves excepuionally
poor treatment from law-enforcement officials who
know her recond.

a madi

AEiOT.

Proparios(2-pr.Fuaa)

Your characrer’s mortal hose is currently on proba-
tiom for some minor offense. She has tomeet with a case
officer on a repular basis, and she is subject to random
drug tests and scarches of her apartment and person.
She must also commit — or seem to commit — herself
to hecoming a good citizen by maintaining a job, keep-
ing an apartment and e ng in other aspects of
respectable life.
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Youe s} al st Tacks propes lugal
permission to be in the country in which she currently
es. She does not have a legitimare 10 and will most
ely be deported back to her home country if she s
placed under arrest. Your character cannot hold a job
untless it pays under the table,

WanTEpa LAw EXropcemesT
(3. P

Your character's mortal host is the prime suspect in
afelony erime. The police actively look for her, and she
cannot move openly about her usual hangours. If she
encounters cops who know thart she's wanted, they'll
call in backup and try to bring her in.

Fromomic
AupiT(1-pT. Fraw)

Your character’s mortal host is currently undergo-
ing an audit by the national tax authority, She cannot
purchase illegal goods totaling more than $500 withour
ateracting the attention of the officers sssigned w her
case. Any money she wishes to use for illegal purposes
must be laundered fiest. Increase the difficuley by rwo for
all Resources rolls.

Drmaspina Caneen -

Your characrer’s host's current job requires long
hours and frequent travel, making it challenging for
her 1o both work and pursue her goals, She must
always carry a pager and keep in touch with the
off mil she can be called back to work ar almost
any time, [f she should quit her job o free up time for
her infernal agenda, reduce your character’s Re-
sources by at least one point.

Hract el

s mor

Prmana Breapwrssen (2-vr, Fuaw)

Yourcharacter's mortal host is the primary income-
carner in her family, She pays the bills, from the heat
and electricity ro the weekly grocerics. She must main-
tain a steady paying job, despite the demands of her
infernal obligations. At least two points of your
character's Resources scare must be dedicared ro sup-
porting her family. If her rating drops below that level,
her family begins to suffer. The difficulty of all Will-
power tolls you attempt increases by two thereafter,
hecause of the deep shame and embarmassment your
characrer feels for nov providing for her loved ones.

Unsissanen (2-p1. Fuaw)

Your character's mortal host either cannot afford
insurance or has simply chesen 1o go without it, She
must pay for all medical expenses and any damage
imeurred from accidents our of pocket.

Aoy PaumesTs G- Fao)

Your character's mortal host is financially respon-
sible for his ex-spouse and perhaps children. He must
hald down a steady job and meet monthly payments or
risk having his assets frozen and his possessions seized.
Your charcter can never have mare than three dots of
Resounrces because of the economic hardship of keeping
up with payments.

Homewrss (h-pr.Fraa)

Your character lives on the strects. She can never
have any dots in Resources, and she doesn't have a
secure place o rest and recuperate. Your character
cannot_heal any aggravared damage naturally while
living on the strect, and she must carry all of her
possessions with her at all times or hide them and hope
na one finds them.
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1demon's apocalypric form is one of the
st terrifying — though occasionally uplifring

1 being could ever experience. The
demon’s form can embody terror, can
despair or any number of concep
what the -unl\y cr
natomy of an A

e
things a hums

o, hope,

 depending on
ited to do (see
’ * exact nature
2 demon’s revelatory form depe nds on her pri
mary lore » Demon rulebook provides a
basic remp 1ol 1se lore paths
Although each form has its own appearance and
special abilities, the system barely scearches the
surface of

ngel was on

{ the myriad possibilities open 1o the
nrs of Creation

fers new oprio

v building and
mizing a demon's revelatory form, hoth during
¢ character-creation process and larer over the
course of play, These systems should be considered
optional, thougt

A player who wishes to simply use

an to walk up the steps.
e Price

the

wealypric form trairs listed in €
Demon is certainly welcome to do so

Sevenof

During game play, it is possible to chan
abilities of a demon's apocalyptic form, cither by
ST -\rhu demons’ »'nul: ar l\ rems ILIHI‘ the

revelat
h.lr

using expetience points,

BuiLping a PEmon

When building your demon's revel:
consider the character first. What sort
she! Why did she join the rebellion? W
m the War of Wrath? An
much of the war spyin,

y form,

ang
twas her role
of the sea who spent

was

on the enemy from rivers and
sercams might assume a sinuous, iridescent form rhar
Anangel of the wild wh
foes across the world's newborn sav

confuses the ¢

pursued her
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lean and long-limbed, able to run withour tiring and
possessed of supernal physical senses. With the
form definitely follows function.

Once you've decided what kind of capabilities the
chamcrer's apocalypric form should incorporate, ke
a look ar the three hasic visages manifested by her
House's love paths, If any of those visages is exactly
what you'd pictured, your work isfinished. If, however,
you envision something different for your char.
feel free o use the system presented here to build an
apocalypric form based on the character’s House and
primary lore.

=
OUSTEMS
player begins with 16 “form poins” with which
1o build an apocalypric form, Each capability has a
poinr value ranging from one w four. These lists
include “common” form powers ( thle to demons
of any House) and more spe ol powers listed by
House. The player must purchase eight revelatory
capabilities (four normal and four high-Torment) for
the character, thus establishing the character’s begin-
ning revelatory form abiliries

Note: These “form points” do not transfer into
freehie points; a player cannot \i\nn\i’ to spend 10
form points building his character's revelatory £
and then spend the other six o buy addic
Attributes or Abilities. By the same token, a player
cannot use freehie points to buy additional or more
expensive form characreristics for hisdemon'sapoca-
Tvpric form.

A starting characrer's revelatory form s still
based on her primary lore to some degree, so it must
have at least one of the basic template’s special
abilities deseribed in Chapter Seven of the
Demon nild’\m)k This one special ability can come
either from |Iu- normal or high-Tormene abilities

5 eac

er,

y .u.l.u inspiring
{and terrifying) others, but they possess limited
ability 1o change their own bodies, whereas De-
vourers almost universally manifest aspects of the
natural world in their revelatory form. In addition
to i list of “common” form abilities, cach House
has its own list of specialized abilities. A player
who wishes to purchase a form capability from a
different House list pays one more paint than the
listed cost. For example, if a pl red o give
her Devil character the Scourg of Vitality,
she would have to spend five form points to do so
instend of four, as the ability is not available on the
Devil House list of the common ability list. The
Storyteller isthe f iteron whether acharac-

rer may choose a form ability that is not normally
available to a character's House or on the common
powers lise,

The abilities presented on the following lists can
be taken as either normal or high-Torment powers.
Abilities purchased to fill high-Torment slots cost one
point less than the lisced  preceded by
a "*" symbol may be n emly as 2 high-Torment
ability ar the listed cost.

Common FonmAnILITIES

The capabilities listed here are available ro all
demons of all Houses. In some cases, the cost is
slightly higher than those listed under a House
pow erof asimilar nature. (A Malefactor's player, for
ance, could purchase Master Artisan at a lower
cost thun that listed for Enhanced Abiliry in order
o bump up his characrer’s Crafes Abilicy, but he
would still pay the cost listed here for Enhanced
Ability in order to bump up his characrer’s Brawl.)
If a demon can purchase a form capability at two
different costs from the House list and the common
form abiliti , the lower cost applies. This list is
by no means exhaustive. If a player wishes o creare
a unique ability for her character, the Storyreller
should work with the player to decide irs game effect
and point cost.

* Armor (4 points): Whether his armor comes
from the stony hide of the Visage of the Earth or the
thick, leathery skin of the Visage of the Beast, the
character is extremely hard o hure. Add four dice to
the demon’s soak pools to resist bashing, lerhal and
aggravated types of damage.

# Casts No Reflection (2 points): The demon's
image does not appear in a mirror, nor can it be
captured in a photograph or by a video camera

## Claws/Teeth (1 point): The character mani-
fests claws and fangs that inflict Strength + 2
aggravated damage.

* Damage Resistance (3 points): The
capable of shrugging off damage thar would cripple a
normal human, She may ignore any wound penalties
for the duration of the scene. Penalties for injuries
incurred while in apocalyptic form apply again once
human form is resumed.

* Enhanced Ability (3 points): The difficulty
on rolls involving any one Ability drops by two
while the character is in her apocalyptic form. This
bonus might be due topretermatural quickne:
letics), an awe-inspiring wreath of flame
(Intimidarion), aspecial kinship with animals { Ani-
mal Ken) or enhanced knowledge of ancient secrets
{Occult). The player must specify which Ability
this power affects at the time of purchase, and he

5
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cannot change it to a different Ability later. En-
hanced Ability may be purchased multiple times,
but each purchase takes up one of the characrer's
cight available slots, and each one musr be allocared
10 a different Ability

* Enhanced Senses (3 pointsh: The characrer's
s are heightened w superhuman levels, re-
ag the difficulty of her Perception rolls by two.

* Enhanced Mental Acuity (4 points): The
character receives a mere taste of the clarity of
thought she once knew. The chamcter adds four
dots to her Mental Attributes in any combination at
the player's discretion. The allocation must be de-
termined when the ability is purchased, and it ma
not be changed afterward unless the rles for mod
fying the apocalypric form during play are being
used (see page 126 for derails),

* Enhanced Social Traits (4 points): The
characrer's physical appearance, poise and grace leave
humans instupefied awe. The demon gains four dots to
add to her Social Arributes in any combination ar the
player'sdiscretion. The allocation must be determined
when the ability is purchased, and it may not be
changed afterward unless the rules for modifying the
spocalypric form during play are being used (sce page
126 for details).

» Extra Actions (3 points): Fairh poines can be
spenit to gain extra actions in a turn at the rate of one
point per action. These actions occur in order of
descending mitiative, soif a Devil withan initiative of
7 gains an extra action, she takes her normal action at
Tand her extra action at 6. The player must decide wo
purchase extra actionsat the beginning of a tum before
any other actions have been taken.

# Extra Health Levels (3 points): The character’s
vitality provides three extra Bruised health levels for
the purposes of absorbing bashing, lethal and aggra-
vated damage.

*+ Extra Limbs (3 poiats): The desnon grows a
second set of arms or a prehensile tail, ar the play
discretion, Extra arms allow a characrer either w
parry or block hand-to-hand or melee attacks with-
aut sacrificing her own attack, or ro make up to two
additional artacks of her own per tumn using her full
dice pool. A prehensile 1ail is half the characrer's
hieight, usesonly half the character’s Strength (round-
ing down) to life shjects and allows the character to
hang suspended.

#* Gaping Maw (2 poines): The demon can chew
andligest anything it can ger its teeth on. Metal, stone
and flesh can all be ground up and digested with case.
The difficulrics of bite attacks decrease by two, and the
maw inflicts Strengrh + 4 aggravared damage.

* Horns (1 point): A pair of curved ram or bull’s
homs protrude from the character’s forchead. If ar-
tacked in close combat, the character may make a free
counterattack at his foe. Roll Dexterity + Brawl. If
successful, the character inflicts aggravated damage
equal to Strength - 1.

* Improved Attribute (3 points): One of the
demon's Artributes increases by two in revelatory
form. This must be the same Arrribute every time,
unless the rules for modifying the apocalyptic form
during play are being used (see page 125 for details),

* Improved Initiative (1 point): Add two to the
character's initia ore.

* Increased Size (3 points): The character's hody
grows to a third again its own heighr, adding the
following bonus traits: +2 Strength, +1 Stamina, and
one extra Bruised health level for the purpose of
soaking bashing, lethal and aggravared damage. Diffi-
culties 1o strike the chamcrer in ranged or melee
combat drop by one.

%= Lashing Tail (1 point): The charcter mani-
fests a long, reptilian tail tipped with a curved, bony
spike that inflices Strength — 1 aggravared damage.

* Pass Without Trace (2 points): The difficulty
of the character’s Stealth rolls decreases by two, and
her passage does not disturb the surrounding environ-
ment in any way. She leaves nofoorprines and disturbs
no foliage.

* Regeneration (4 points): The demon regener-
ates one health level of bashing or lethal damage per
turn automatically as a reflexive action.

= Wings (3 points): A pair of wings extends from
the character’s shoulders, At full extension, each wing
is @ third again as long as the characrer is tall. The
characrer can glide up to three times her running speed
per turn. These wings might resemble those of a ra
owl, swan or eagle or (if the demon uses a h
Torment applicarion of this power) the leathery wings
of a bat. At a cost of one extra form point, the demon
can take off froma standing positior tually gin
aleitude by flapping her wings.

ol ¢

u might seem like social burrer-
{lies, but they were once angels of the deep, inspiring
the rebel host to fight against overwhelming odds
for the sake of mankind. They are capable of grear
insight and passion, and their apocalyptic forms
often reflect this, granting them a surprisingly
diverse array of powers and capabilities. One
Defiler’s revelatory form might resemble a beauti-
ful, untouchable Adonis, while another might
appear as o winged, androgynous harror made of
kelp and seawarer.
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su likewise vary in their ca-
‘m|'|\|l|(-\. Some take on the forms of the meaner

Tormenred Lamm:

creatures of the sea, while others develop insidious

Wiys to ”‘LLIL“L with the hearts of mortals.

e (3 points): The demon canalier her
in order to slip through nanow
crawl into impossibly small spaces. She can reduce Im
size to as little as a third o ginal volume, The
difficulties of attacks directed against the mintarur
demon increase by two

* Distortion (3 points): The demon's form
shifes and shimmers as if the viewer were lot
the Defiler through warer. The difficulties of |I!
ranged atracks against the demon Increase by rwe

while thoseaf close -combat attacks increase by one
Orther demons can resist these effects as they can
any other illusion (sce page 171 of the Demon
rulebaok for derails)

* Enhanced Empathy (1 point}: The difficulties
ofall Empathy rolls decrease by two.

# Enhanced Intuition (1 paint): The chamcter's

uneanny insight lowers the diffieulries of all Intuition

ralls by two.

=& Ichor (2 points): A foul black ichor covers the
demon's bod im difficult rogeab or restrain
The difficulty of any grapple atrempts directed at the
demon incre

5es Dy Two.
ints): The De-

no damage fromeany kind of
sed artacks.

¢ Immune to Electricity (2 p
filer suff
clectricity-

= Improved Dexterity (2 points): Add rwo rothe
character's Dexterity

* Ink Cloud: The demon can expel o cloud of

ink that hangs in the air and Blinds her foe
Individuals within a number of feet equal to the
demon's Faith score are blinded for a number of turns
al to the demon's Torment, unless a successful

Stamina rall is made. The cloud of ink lingers for a
number of s equal to.the demon's Torment,
Victims are subject to the Blind Fighting rules onp,
240 of Demon.

* Lyrical Voice (1 point); The difficulties of all
Leadership or Subrerfuge rolls decrease by two.

+ Sea’s Beauty (3 points): The cha
physical appearance, poise and grace leave hu-
mans in stupefied awe. The demon gains the
following bonus traits: +2 Charisma, +1 Manipu-
lation, +2 Appearance
Shark Hide (3 points): The demon's shark
like skin acts as armor, providing four additional dice
to soak bashing, lechal and aggravared damage

* Shocking Touch (2 points): The
rouch inflicts a number of hashing levels of

acrer's

ICter's

amage
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cqual 1o her Faith score. This special ability may be
used only once per scene.

* Spines (2 point): A long ruff of spines runs
down the demon's hack along the backs of her
arms. She inflicts an additional health level of
aggravated damage with every successful atrack in
unarmed combar.

“® Venom (3 points): The demon's saliva
contains an intoxicating venom rthar affects a
victim's will. If a victim is exposed to the demon’s
saliva (through a successful bite artack, through an
already open wound or via a kiss), she loses one
Willpower point per point of the characrer's Tor-
ment unless a successful Stamina roll is made
{difficulty 7). If the victim lases all of her Will-
power in this fashion, she falls into a deachlike
coma. The effects of the venom last for a number of
days cqual o the character’s Torment.

* Weather Sense (1 point): The character can
always intuitively sense changes in the weather up to
adistance of 10 miles times her Faith score
Drvis

The Namaru's command over faith, fire and the
Celesrial Word bestows their apocalypric forms with
the bearing of the angelic savior — or the infernal
destroyer, Depending on her primary lore, a Dy
might appear as a warrior wreathed in holy fire, or a
resplendent angel with beautiful, blinding features.
Most Devils h it Jeast ome form capabilicy that
allows them to influence the heares and minds of
others in some way.

Their monstrous forms abandon subtlery, how-
ever, While the normal r
Namaru allow them to app reatures of
God, their apocalyptic forms can't hide the truth of
their infernal narure. Many of them sprout fangs,
claws, tails or orher crude manifestations of their inner
Torment. When the Devils reach their breaking poing,
everything within reach must burn,

* Affirm (3 points): By making eye contact with
amortal, the Devil can reaffirm that moreal's place
God's plan. The player rolls the demon’s Faith (diffi-
culty 6), If successful, the mortal regains a point of
remporary Willpower.

* Beckon (2 points): The demon is so beautiful
that those who lay eyes upon him cannor help bur
follow him, entranced by his precernatural charisma,
Any mortal who fails aRevelation check (see page 253
of the Demon rulebook for derails) must follow the
Devil as best he can, keeping the demon in sight at all
times, The mortal snaps out of his reverie if he is
attacked or simply shaken. The demon can choose to
mum this eftect off ar will,

#a Corrosive Spit (2 points): The demon's spit
burns like acid. A bite inflicts an addirional health
level of aggravated damage, or the ¢l ter can spitat
a rarget up to 10 feer away with a successful Dexterity
roll. The spittle inflicts one die of agaravared damage
plus any extra successes rolled. Targets such as mortals
that do not deal in aggravated damage suffer lechal
damage instead.

* Diread Gaze (4 points): Individuals {mortal or
demon) who meer the demon’s gaze and wha fail a
Willpower roll (difficulty 7) must forfeit their acrions
for the urn.

* Fiery Blood (4 points): The charcter's blood
burns like magma. Inflammable objects that touch
more than a few drops burst into flame, and opponents
in close combar suffer one level of lethal damage each
time they successfullyinflicr damage on the characrer.
* Immune to Fire (3 points): The Dev
age from fire or heat of any kind.

* Increased Awareness (2 points): The f:
especially arruned wthe fabric of reality, reducing the
difficulty of all Awhreness rolls by two.

* Inhuman Allure (2 pointsk: The chame
voice and fentures are refined to inhuman perfection,
adding the following bonus rraits: +2 Charisma, +1
Manipulation, +1 Appearance.

* Lordly Mien (2 points): The character's aura of
divine authority reduces the difficulty of her Charisma
and Manipulation rolls by two.

* Radiant Aura (1 point): The characrer’s body
is wreathed in a corona of shifring, multicolored
hues thar distract and confuse her foes. The difficul-
ties of all ranged attacks divecred ar the character
increase by one

*# Scales (3 points): The charicter’s skin is cov-
ered with dark, lustrous scales that provide four dice of
armor protection against bashing, lethal and aggra-
vated damage.

* Sense the Hidden (1 point): The character s
supernaturally adeprat sensing mortals or demons who
artempt to hide from her. The difficulties of all Percep-
tion tolls o deteet hidden individuals within the
character's line of sight decrease by rwao,

* Spark of Faith (3 points): The Devil can
cause a mortal’s Faith to flare up with a touch. The
Devil must touch her targer to use this abilicy; the
player then makesa Faith roll with a diffieulty equal
tothe targer’s Willpower. [f the roll issuccessful, the
demon heals one health level of bashing damage per
success. If the character possesses Spark of Faith as
ahigh-Torment spec bility, the player rolls Tor-
ment instead of Faich and inflices a level of hashing
damage per success.

101
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## The Host (2 points): Fanged mouths appear
onthe character’s hody, The characrer inflicts Serength
+ 3 aggravated bite damage per tum with a successful
grapple. When they are nat otherwise occupicd, the
mouths whisper blasphemies inany language the char-
acter knows,

* Voice of the Damned (1 point): The demon's
voice hooms with the authority of God, or, alterna-
2y, secthes with inhuman hate and malice. The

difficulties of all Intimidarion rolls decrease by twa.
Dryouncns
The savage rebels of the House of the Wild wok

s

m the forms of | o plants in days long past.

sir apocalyptic forms, confined and stunted by
time in the Abyss and by the modern world,
retain much of that primal strengeh. The Rabisu are
not necessarily cruel or vicious, but all of them
ept that in the never-ending cyele of predator
and prey; some things must die. A Devourer's low-
Tormene revelatory form is often just as monstrous
as another demon’s more monstrous form. Claws,
weaponry is commonplace

fangs and other natu
among the Rabisu.

When their Torment overwhelms rhem, how-
ever, the natural world is left by the wayside and the
Devourers live up to their sobriquet. Monstrous
Rabisu exhibic powers that no living creature on
Earth should ever possess. In those momenis, they
truly become

= Aura of Vimlity (4 points): Living beings
(plantoranimal) withinanumberofyardsequal ro the
character’s Faith are infused with réstorative energy.
Individuals within this area heal any bashing damage
ar the rate of one health level per wm.

* Chameleon Skin (1 point): The demon's skin
allows it 1 blend with its surundings. The difficul
ties of all Stealth rolls decrease by one if the demon is
on the move; twe if he is standing seill.

*e Disperse (3 points): The demon can dis-
solve her body into a mass of maggots, spiders,
insects or other tiny creatures. The p\.wcr rolls o
number of dice equal tothe charncrer’s Torment

(difficulty 6). 1f the roll is successful, the trans-
formarion is instantaneous. The Devourer retains
contral over this swarm, and he can use this
power to flow through tight openings orsimply to
terrify opponents. The character can choose to
attack opponents while this power in is effect; see
the Swarm rules on page 72 of the Demon Story-
tellers Companion. Successful attacks inf
aggravated damage.

* Enhanced Social traits (3 points): The refine-
mentof the ch ersfeatures, mannerisms and voice

AWillpower (difficulry 6 on both rolls). If the de-

provides the following bonus traits: +1 Charisma, +1
anipulation, +2 Appearance.

* Enhanced Survival (1 point): The diffi
all Survival rolls decreases by two

*e Frenzy (2 points): The Devourer flies into a
rage, hurling himself at his foes again and
despite the pain of his wounds. The demon is im-
mune to wound penalties during frenzy, but the
player must make a Willpower roll each turn with a
difficulty equal to the character’s Torment. If the
roll fails, the character must attack the closest per-
son, friend or foe, wirth wharever weapon is at hand.
A Willpower point may be spent to gain an auto-
matic success on this roll.

* Immune to Poisons (3 points): The character is
immune to damage or impairment from any toxins,
including alcohol and nicotine.

* Natural Weaponry (3 points): Each time this
ahility is purchased, the player can choose from the
followingah “laws/ Teeth, Gaping Maw, Hom
Lashing Tail or Spines. Note that these natural weap-
onsare [ow- Tormentabilities. For one form poine le
cach natural weapon chose be a high-Torm
abiliry.

+ Nimble Hunter (3 points): The difficulies of
all Achletics rolls decrease by rwo. Also, the demon's
leaping distance doubles.

# & Primal Mind (3 points): The Devourer can
mike contact with the small part of a mortal's
mind that retains its ignorance, that remembers
what itis tahive only o survive like a beast, To use
this ability, the demon must physically touch his
intended target. Then the player rolls the demon’
Torment in a t

culry of

sisted roll against the mortal's

ses and
slth or
eller's discre-

mon wins, the human lozges all Knowled
most Skills (though such Abilities as St
al may remain at the Stor

Survi

tion) for one scene and generally acts on surviv

i
instinet — flecing from fire, avtacking with touth
and claw if cormered, et cetera.

* Relentless (1 point): The demon can walk or
run without need of rest, enabling her to cover su-
pethuman distances without pause. As long as she
stays in motion, she is unaffecred by fatigue or hung

* Sun's Bounty (2 points): By standing in
direet sunlight for one full hour, the characrer can
heal all bashing damage suffered or one level of
lethal oragg ed damage. This power can be used
only once per day

= Thick Hide (2 points): The chamerer's learher-
Tk skir fcts 4 arinor; providing sm additenal four
dice to soak bashing, lethal and aggravared damage.
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® Thorns {1 point}: The demon's shoulders, chest
and arms are covered with nch!-: sharp, black thormns
that inflict one level of & ol ige 1o any
attacker who successfully str \Lu.-ul u.npplu the demun
in unarmed combat.

* Toxins (3 points): The claws and saliva of the
demon are poisonous. Targets exposed to the venom
{either by n successful claw or bite attack, through an
open wound or via a kiss) are subject toa dice pool of
lethal damage equal to the demon’s Torment. This
dmage
Fiesns

The long acons in the chaos of the Abyss took a
toll on the ordered Neberu. Where once they could
recopnize the beauriful machinery of all Creation, the
fallen angels of fate can see exactly how things
have become. Their revelatory form, far from the
physical perfection of the Namaru, reflects the cracked
and disjointed nature of the universe, even without
taking their Torment into account.
er, when the Fiends assume
their monstrous aspects, they become more recog-
nizable, if more rerrifying. Many of them become
silvered, reflecring the degradation of the world
und them like a garish funhouse mirror, Quick-
silver tears often stream from their empry eyes as
they regard the world through the distorting lensaf
their Torment.

“e Aura of Misfortune (3 points): Any indi-
viduals caught within a distance in yards equal to
the demon’s Torment score suffer a botch on any
roll of 1 or 2

* Cloak of Shadows (2 points): The demon is
shrouded in a pall of darkness, making her fearures
difficult o see in the best lighe and rendering her
neatly invisible at night. The difficulty of all Stealth
rolls decrenses by two whenever the demon stands in
shadow or moves in darkness, If the character is at-
racked, the rules for Blind Fightingapply to the attacker
(sce g 240 of the Demon rulebook (or details).

*a Chimerical Attack (3 points): The swirling
illusions that surround the demon attack apponents
ambat with the fallen. These chi-
merical figures have the same initiative as the demon,
and they attack a single opponent in close-combar
range. Use the demon’s Torment score as the dice
pool for the attack, inflicting a ba amage of four
dice plus any extra successes on the artack roll. This
damage is aggravared.

* Dread Mien (1 pointh: The difficulties of all
Leadership and Intimidation rolls decrease by rwo.

= Enhanced Dodge (1 point): The difficulties of
all Dadge rolls decrease by twa,

an be soaked.

Tronically, how

* Enhanced Intuition (1 point): The characrer's
uncanny insight reduces the difficulties of all Intuition
rolls by two.

+ Enhanced Mental Acuity (3 points): The cl
acter receives the following bonus trairs: +1
Intelligence, +1 Wits, +2 Perception.

* Eyes of Fate (4 pointsk: The Fiend knows
instinctively whether a given being is important to
him or his plans. The player rolls Perception +
Aweareness (difficuley 6). If the roll is successful, the
acter gains a gencral sense of whether or not a
rarget is potentially important to the demon's cur-
rent plans or goals. As a side effecr, and ar the
ller's discretion, the Eyes of Fate can often
derect whether or not a mortal has an especially

c

ons (3 poines): The aura of light
and shadow surrounding the nd distracts and dis
quicts the mind of her foe. An attacker's player must
make a Wits eol] against a difficulty of the demon's
Faith or Tomment score (depending on whether this
power is purchased as a low- or high- Torment abiliry).
1f the roll fails, the attacker may not act until the end
of the wirn. Demons (and thralls gifted with the power)
are able to resist the effects of these illusions thanks to
their inherent powers (see page 171 of the Demon
rulebook for details).

* Increased Awareness (1 point): The fallen is
especinllyattuned o the fabric of reality, reducing the
difficulties of all Awareness rolls by two.

* Night Sight (2 points): The characrer can see
Iy in utter darkness.

*» Rend the Soul (3 points): The Fignd fays :

€l

4
hand on a target and shows him, for one split
second, how infinitesimally small he (the target) is
in the grand scheme of Creation. Roll the character's
Torment (difficuley 7). For each success, the targer
loses one temporary Willpower poine. If his Will-
power score is reduced to.zemm, the targer can do
nothing but sitand weep. Demons are unaffected by
this power,

* Sense the Hidden (1 point): The characrer is
supernarurally adepr ar sensing mortals or demons who
artemipt 1 hide from her. The difficulties of all Percep-
tion rolls to'detect hidden individuals within the
character's line of sight decrease by two.

« Sibilant Whispers {1 point): The diff
all Subterfuge rolls decrease by two.

* Unearthly Glamour (1 point): The difficulties
of all Manipulation rolls decrease by two. Demons
(und thralls gifred with the power) are able toresise the
effects of these illusions rhanks to their inherent pow-
ers (see page 171 of the Demon rulehook for details).

ulties of
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MALLIACTORS

The Malefactors built the Earth, adding layers
upon layers for humanity to explore and learn for
themselves the wonders of Creation. They never
thought that the humans that they so loved would
destray the world and carelessly discard anything
thar didn't scem immediarely v I
lion was, for them, a desperate cry ation,
and now that the i ain, many have no-
ticed exactly how little their toil apparently meant
to humanity.

The Annunaki are cach unique in their revela-
rory forms, These forms definirely follow funcrion —
Malefactor who was originally charged with shap-
ing the flow of lava will likely have a rocky hide,
whereas one given the task of coloring the gemstones
1o be seeded in the earch might cause anything she
touches o change color briefly. Their Tormented
forms, however, remind anyone nearby how reerify-
ing the Earth can wruly be. A monstrous Annunaki
might shake the earth with each step orevenspew ash
into the air with every breath.

* Alter Size (3 points}: The demon can alter her
physical size in onder to slip theough narow gaps o
crawl into impossibly small spaces. She cangeduce her
= to a5 lictle as a third of her oniginal volume. The
difficulties of attacks directed against the miniarure
demon increase by two.

* Conjuration (2 points): The characrer is
capable of supernarural sleight of hand, seeming
to conjure irems out of thin air, only to make
them vanish againewith a flick of the wrist. She
candraw an item from a pockeror conceal anitem
withour detection on a_successful Dexterity +
Achletics roll.

* Dead Reckoning (1 point): Your che
always aware of 'where she is in relation o known
landmarks, no matrer how far away those landmarks
are. Unless shesaffected by spatially distorting evoca-
tions such as Warp Path, she can never lose her sense
of direction.

*e Ichor (2 poines): A foul black ichor covers the
demon's body, making him difficulr wo grab or restrain.
The difficulry of any grapple attempts directed at the
demon increases by two.

* Immune to Bashing Damage (4 points): The
characrer suffers no damage ar all from any arack thar
would normally infliet bashing damage.

* Immune to Fire (3 points): The Malefacror
suffers no damage from fire or heat of any kind,

* Tron Skin (3 points): The character’s iton-like
skin acts as armor, providing four additional dice to
soak bashing, lethal and aggravated damage,

chel-

The
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are free
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® Irresistible Force (2 points): The difficulty of
any featof strength (see p. 232 of the Demon rulebook)
performed by the character decreases by two.,

* Magnetic Field (2 points): The demon is sur-
rounded by a magnetic field that is intense enough o
disrupt electronic devices within a radius in yards
equal o the characrer’s Faith.

* Master Artisan (1 point): The difficulties of all
Crafts rolls decrease by two,

* Night Sight (2 points): The chamcter can see
clearly in utrer darkness,

* Relentless (1 point): The demon can walk or
run without need of rest, and she is able w cover
superhuman distances withour pause. As long as she
stays in motien, she is unaffected by fatigue or hunger,

*e Spikes (1 point): The demon's body is covered
in stony spikes, adding rwo dice of aggravared d
to the Malefactor's unarmed attacks.

* Thunderous Voice (3 points): The characrer's
shour shatte and makes stone tremble. Ind
ils within anumber of yards equal to the character's
Faith suffer four dice of bashing damage. This ability
can be used only ance per scene, and it requires an
action 1o perform.

® Tremor Sense (3 points): The Malefactor
nse the slightest eremors passing through the
earth around him, allowing him to sense even the
stealthiest movements. The demon automarically
cts first in combar, and he cannot be surprised
unless o foe scores more successes on o Wits +
Stealth roll than the demon's Faith or Torment
{depending on whether this power is purchased asa
low- or high-Torment ability).

Scounars

During the War of Wrath, the Asharu were
supetlative spies and couriers, and their reappes
on Earth has led many of them into similar roles.
They take wing once again, carrying word to their
various factions and carrying hope and protection —
or occasionally a rruly ill wind — to the reeming
masses of humanity.

Maost of the House of the Rising Wind can fly, or
at least glide on winds summoned by their lore.
Their revelatory forms vary based on whether they
follow their original dictares to breathe life into
those who live on Earth or whether they perform
their tasks among the winds and the firmament.
(The former ¢ almost human but for the
holy light thar softly surrounds them, while the
latrer are quick and mercurial, rarely brightly col-
ored, but always beautiful.) Tormented Scourges
seem to be made of smoke and diseased flesh, and
many leave a foul wind in their passing.

can
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» Aura of Vitality (4 points): Living beings

1al) within a number of vards equal to

racter's Faith are infused with restorative

encrgy. Individuals within this heal any bashing
damage at the rate of one health level per rurn.

+# Caustic Bile (2 points): The demon is capable

of vomiting a stream of corrosive bile at her foes within

ful

inumber of feer equal to her Faith score

Dexterity + Athletics roll isneeded rohira
bile inflicts Strengrh — | agm

+ Cloak of Shadows (2 points
shrouded in a pall of darkness, making her fea-
tures difficult tosee in the best light and rendering
ble ar nighe. The difficulty of all
Stealth rolls decreases by two wheneyer the de-
mon stands in shadow or movesin darkness: 1f the
cked, the rules for Blind Fighting
ly ro the attacker (sce page 240 of the Demon
rulebook for details).

* Dead Reckoning (1 point): Your charcrer is
always aware of where she s in eelation w known
landmarks, no matter how far away those landmarks
wre. Unlessshe is affecred by sparially distort
tioms such as Warp Path, she can never lose her sense

dam

ts): The demon is

her near-invi

characrer is att

of direction
* Enhanced Dodge (1 pointh: The difficulvy ofall
Dadge rolls decrenses by twa
* Enhanced Intuition (1 point): The ch
imeanny insight lowers the difficulty of all Intuition

CIers

rolls by two.
® Immune to Falling Damage (2 point): The
demon can fall any distance and land safely on her feet.
* Improved Physical Capa s (3 points): The
onus traits +1 Strength, +1

ins the following
Dexeerity, +1 Stamina
£ Miasma (3 points): The demon's breath reeks

quarters. The demon can affect
victims up to adistance in feet equal toher Faith score.
Mareals and demons caught in the path of her exhala-
tion forfeit their actions for the tum unless asuccessful
Stamina roll is made (difficulry 7). If the Stamina roll
is aleo infected by a virus or disease
.

= Mist (4 points): The demon can summon up a
sneealing cloud of mist, De
wment wll (depending on whether the por
wen as a high-Torment capabsilicy) av difficulty 6;
ures a 100-square-foot atea. The mist

batches, the victi

at the Storyreller's discreri

ng so0 requires & Faith or

each success of
lasts for one scene if condirions are g

1 stTong
wind will blow the mist away in a few turns, High-
Torment apy
smoke inst

ications of this power summon choki
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*e Multiple Eyes (2 points): The demon gains
four to six extra eyes, which sprout from her h
or neck. These extra organs give the demon 360-
degree vision and reduce the difficuley of all Perception
rolls by rwo,

+ Perfect Balance (1 point): The difficulty for all
Athletics rolls involving leaping and tumbling de-
crepses by rwo.

*o Quills (1 point): The demon's shoulders and
upper arms are covered with a ruff of sharp quills thar
pose i hazard to foes in close combar. Anatracker who
hits a demon in close combat suffers one health level
of lethal dan unless his player makes a successful
Dexterity roll (difficuley 7).

* Supernatural Vision (1 point): The character
can see five times as far as a normal human can,
allowing the demon ro see objects at 50 yards as clearly
as if they were 10 yards away as long as even a weak
source of light (such as moonlight) is present. This
effect also reduces the difficulty of all visual-based
Perception rolls by two.

*e Viscous Flesh (2 points): The diseased flesh of
the Scourge sloughs away when he is pinned o trapped,
leaving a would-be assailant covered in rotting flesh.
The difficultyof grappling the demon increases by two,
and the chamcter can escape from bonds such as ropes
or handeufis with a successful Dexterity roll.
SLAdERS

The Halaku did nat fight as fiercely in the War of
Wrath as many of the other angels did. Much of the
host on both sides were thankful; the Skyers were
rerrifying warriors, grim and silent, swooping into
combat to simply do what came naturally — ending
lives. Many of the Angels of the Second World re
mained on the fringes during the battles, however,
tending to the humans who had recently been mad
mortal. Death, they explained tim i
the end, but simply the beginning of a new
mysterious existence.

Therefore, the FHalaku were horrified when they
emerged from Hell to find a world thar not only
feared death, but had every reason ro do so. The
lands of the dead were wm asunder, and the still-
living humans sensed the pain of the afrerworld,
even if they didn't know ir. Every human is born
knowing, somehow, that her time on Earth is lim-
ited. And this perhaps is why when the Slayers
appear in revelatory form, silent, pale and beautiful,
the most common reaction is a silent prayer.

Of course, Tormented Slayers do nor elicicsuch o
response. Regardless of their particular form, wings or
no, whatever the colors of the demon's eloak or the
part sheen on her eyes, a human who sees a

wd and

menstrous Halaku knows that he has looked into the
face of death itself.

e Aura of Dread (2 points): The deman is
surrounded by an aura of fear that saps the will of her
foe: T.!r‘u.t- within a number of yards equal o the
Faith lase their normal initiative unless a
successful Willpower roll is made against o difficulry
equal to the demon’s Torment, Affected individuals
act last withina given rurm, The Willpowerroll is made
every tum in which aperson oranother demon isin the
character’s apocalypric presence. Normal iniriative
resumes for a vicrin as soon as a successtul Willpower
roll is made

te Aura of Entropy (2 points): Plants wilt in
the demon’s presence, and living beings are suffused
with an icy chill that saps their strength. Mortals
.]l\'r\thu‘dt_mﬂlw“|I|11I'l,ll1llllvh(‘rnl‘\‘.'m equal to
the demon’s Faith lose one die from their dice pools
unless a successful Stamina roll (difficulty 8) is
made. The effects of this capability persist for the
duration of the scene.

¢ Cloak of Shadows (2 points): The demon s
shrouded in a pall of darkness, making her fi
turesdifficult to see in the best light and rendering
t night. The difficulty of all
creases by rwo whenever rhe de-
mon stands in shadow or moves in darkness. If the
charaerer is attacked, rhe rules for Blind Fighting
apply to the atracker (sce page 240 of the Demon
ruleboak for details).

& Conjuration {2 points): The characrer is
apable of supernatural sleight of hand, seeming
to comjure items out of thin air, only to make
them vanish again with a flick of the wrist. She
can draw an item froma pocket or cone vitem

cl

-

without detection on a successful Dexterity +
Athletics rall.
* Dead Reckoning (1 point): Your characrer is

always awarc of where she is in relation o known
lanmirks, no matter how far away those landmarks
are, Unlessshe is affecred by sparially distorting evo
tioms such as Wa ath, she can n lose her sense
of direction.

* Death-Grip (4 points): The demon's spiric can
cling to life past the point of human endurance. If the
demon'’s host body suffers eight levels of lethal or
aggravated damage, she can still hold onto life with a
suceessful Willpower roll. If successful, the characrer
until the following dawn, at which
point she rises with one health level and one less
temporary Faith, If the demon has no Faith rems
when she enters the coma, she loses a perm
Willpower poing instead.
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* Dread Gaze (4 points): lndividuals (mortal or
demon) who meet the demon's gaze must forfeit their
actions for the mrm unless a successful Willpower roll
(difficulry 71 is made.

* Enhanced Awareness (2 points): The fallen is
especially arruned wo the fabric of reality, reducing the
difficuley of all Awareness rolls by two.

# Enhanced Social Traits (3 points): The angel's
beatific appearance provides the following bonus trairs:
+2 Charisma, +1 Manipulation, +1 Appearance.

* Ghost Sight (2 points): The angel can see the
spirits of the dead that linger in the mortal realm,
whether the ghosts wish o reveal themselves or not,
with a successful Perceprion roll (difficulty 6).

* Howl of the Damned (1 point): The voices of
the dead echo inthe demon's words. The difficultiesof
all Intimidation rolls decrease by two.

* Night Sight (1 point}: The character can see
cleaely in utrer darkness.

#& Reaper's Breath (3 points): The demon can
exhale a chilling breath that affects victims up to
distance in feet equal to her Torment score, Mortals
and demons caught in the path of her exhalation suffer
a number of health levels of bashing damage equal o
the characrer’s Faith. This ability can be used only
omee perscene, and it has no effecton creatures that do
not breathe

* Relentless (1 point): The demon can walk or
run without need of rest, able 1o cover superhuman
distances without pause. As long as she stays in mo-
tion, she is unatfected by fatigue or hunger.

¢ Touch of Death (3 points): The Slayer must
he able to touch her intended target 1o use this
ability. Thereafrer, as long as the demon maintains
physical contact, the target cannot move, speak or
feel at all. The targer cannon feel pain, and unless
this power is chosen as a high-Torment ability, he is
strangely ar peace. (The monstrous version of this
power eraps the hapless rarget in his own bady as the
demon inflicts wharever damage upon him she
wishes.) The targer can escape by spending a Will-
power point, but then he must best the demon ina
resisted Dexterity + Brawl roll (difficuley 7) to get
away. Otherwise, the power takes effect again, This
power has no effect on demons or supernatural
beings thar are already dead.

VisaGES

Chapter Six of Deman: The Fallen provides
everything you need to create a functional char:
ter, but this section devotes special attention to
shaping the demon’s true visage, or revelatory form.
In many cases, a demon feels more at home in this

form than he does in the stolen human flesh he
currently inhabits. Afterall, this flesh is a temporary
shell, and a borrowed (or, more accurately, stolen)
one at that. The rev
small taste of the freedom that all angels once
enjoyed, and a more fitting manifestation of the
demon's true nature than a human flesh-cloak. The
apocalyptic form is more than a war form or
weapon for the fallen; it is a reflection of their goals,
their dreams and rheir nigh-fargotten purpose as
agents of Crea

When creating a character, read over the de-
scription of the demon's visage, as determimed by
the character’s primary lore, Also, have a look
through the suggestions for incorporating the visage
more completely into your character concepr (see
the God's Inrent secrion). Even if you wind up
choosing entirely different powers for your demon'’s
revelatory form, this visage seill applies to some
degree. While one Dagan might cause flowers to
spring into bloom and any who look on her to feel
stronger (the Aura of Vitality and Affirm abilities)
and another mighe soar invisibly through the night
watching over her chosen thralls (Wings and Pass
Withowt Trace), the very fact thar borh embody the
ge of Awakening means thar they shine with
life, in whatever ways their players interpret that
characteristic. Decide how the character embodies
her primary lore and why she chose to specialize in
it in the first place. Was it integral to her duties
under God? Has she fallen back on a particular lore
path because the years have eroded her knowledge
of her previous specialty? (See Chaprer Two for a
more derailed description of learning lore.)
Gop'slsTest

The various types of lore that demons now
evoke is bur a weak cousin to the power they once
wielded during rthe War of Wrath, When God
created each of the angels, He did so with aspecific
purpose in mind. That purpose shows through, if
only a lirtle, in a fallen angel's visage. Even those
lore paths that grew out of necessity during the war
manifested revelatory forms that harked back roan
angel's o al role in Heaven's plan. Although
the Lore of the Forge didn’t exist prior to the Fall,
those fallen who dedicated themselves to master-
ing the lore still bore skin like iron and the molen
veins of an angel of the deep carth. Whatever the
fallen have become, even after countless ages of
torment, their appearance still hines at the lumi-
nous glory of the

fon.

i origins.
Some suggestions follow for the original purpose
for angels who exhibit each of the visages. Consider
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ter with regard to her purpose as mandated
by the Creator (and expressed through her primary
lore) when describing the details of her visage,

It might seem as though a give
arguably fall under a number of di
For example, an angel respansible for hope might
now be a Slayer with the Namrar Visage {c)]d
things die, but new things take their place), a
Ishhara Defiler (longing is not far from hope, ldcu-
logically) or even a Devil who exhibits the Visage
of the Celestials (in God's Word there is always
hope ). This kind of overlap is deliberate. Although
the angels never questioned God on the martter,
the assumption was always that WO pairs oru,'u‘mn
a project are better than one, Ther
jeer falls under multiple jurisdict
any one angel from having the last word on L!u
subject’s usage and specific traits.

* Adad, the Visage of Storms: The Adad were
once Angels of the Deeps, designed by God to ws
over the baundless oocaris and to carry water inland
by drawing the life-giving waters up into them-
selves. Elemental angels, they represented the
physical side of the water (which their sisters, the
Ishhara, embodied spiritually). As a result, Adad
tend to be the most basic and grounded of the
Defilers. Yer a grounded nature mixed with the raw
fury of the Visage of Storms in no way makes them
safe to be around. Angels remember days when most
of the world was not covered by ocean. Fven when
the waters receded enough to allow humans and
animals to walk on land again, much of the world
remained submerged (and does o this day). The
d are proud of this fact. Where God did not trust
man, He trusted them. The Adad embody one of the
great truths about the nature of the world — they
can be deadly and unforgiving at the very same
moment thar they sustain and create life.

Modermn-diy Adad remember, if vaguely, thar God
charged them with the world's destruction once. Some
of them wish anly for the chanee ro do so again. An
angry Adad is the fury of the hurricane and the tsunami
both, but o tormented Adad rakes on the appearance
of the modern seas — choked with ¢hemicals and
smelling of foul pollution. This is the Adad's grearest
lament. The mortals, whom they so loved, have now
corrupted even the seas,

* Anshar, the Visage of the Firmament: The
Lore of the Firmament is a poor cousin 1o the power
the Angels of the Firmament once held. They were
once the angels thar forged the spiritual connections
berween beings. Predator and prey, mother and son,
plant and sunlight; none of these would interact
without an Anshar to bridge the gap berween them.

purpose could
erent visages,

A

The Dagan breathed God's life into the world, bur
the Anshar made thar breath possible. They, teuly,
were the divine messengers, The Fall saw the end of
this power, but the Anshar slowly developed the
Lore of the Firmament as their new mison d'érre.

Most cultures recognize a connection between
all living things. What exactly that connection stems
from — an element that makes up all life, a shared
soul, the touch of God — isn't always agreed upon,
but in losophies, everything on Earth isa
partof everything else. For the Anshar, this fact isn't
idle speculation or philosophy, it is their reasen for
being. Implicit in thar focus on conneerions was the
concepr of distance. It was the Anshar who placed
the stars as far away from Earth as they did, Some
Scourges walking the Earth today note with pride
that the light of some of the stars they placed sull
hasn't reached human eyes. Thar pride is ringed with
longing, however. It might be thousands or millions
of years before they gaze on their own handiwork
again, if ever.

The Scourges” power and responsibility changed
after the war, of course, but they did retain the
knowledge of how to create and maintain connec-
tions, Lost forever, though, was the ability to create
anew and unique relationship between beings, The
could {and can} see through their thralls” eyes, yes,
but they cannot cause their thralls to deaw serength
from their very presence. Modern Anshar are wary of
growing too close 1o things of this world, Test they be
hurt again, but they can’t fly to the stars anymore
either. Torment removes them even further from
Earth, sapping their life and vitality, making them
thinner and dimming their eternal light. An Anshar
who succumbs entirely to Torment is likely o fade
o not having the strength to connect with any
part of the world.

= Antu, the Visage of Paths: R
layered, such that any living thing could exist on
any number of levels. As the world began to grow
more complex, however, and humans began to
muove through it, God creared the Antu to make
paths through the innumerable realms of Earth,
The Antu were responsible for crearing the cur-
rents, the jet streams, the game teails and even
other methods of traveling from place to place.
Thar meant thar they also worked hand in hand
with their brothers the Kishar, making sure thar
time would erode certain pathways thar might be
used in coming centuries. Most of the Antu worked
on the ).,rouml amony humans and other inhabit-
bly influencing the growth
of a tree or the fall of the rock. Some few worked
above with the Angels of the Winds, making sure

aw
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that storms and other weather followed their God-
given paths.

The modern age panics many Antu, who see
billions of people wandering the world withour the
first iden where they mean to go. Antu are direcr;
when they rravel, there's a reason, and they arrive ar
their destination quickly. In times past, they were
veryefli tangels, and theirwork ethic haschanged
lietle. Cars, airplanes and other modes of eransport
fascinate them but are also cause for worry. Afrer all,
they built pathways into the world — and between
worlds — that only angels were meant to tread. The
Antu hear stories of mythological figures journeying
tothe shadow lands, they wonder where some of
their paths might now lead. After all, if the entire
world has become warped, they can no longer be sure
that the trails they once lnid lead ro the same d
nations, Whartif the humans, intheir current faithless
and meandering state, were 1o find these paths!

High levels of Torment rob these demons of
their focus on destination: Instead, they lose their
way and pull others into that state of confusion and
helplessness as well. Their physical forms begin to
fade ar the edges, making their boundaries indis-
tinet and blurry, Their voices, likewise, begin ro
echo, as though emanaring from somewhere other
than their mouths

* Arury, the Visage of the Flesh: Once, the
Angels of Flesh were the most powerful of the Angels
of the Wild, creating the very laws by which life
abided. With a rouch, an Aruru can stop a mortal’s
heart or reshape his flesh so that even his mother
won't recognize him. While this is impressive, it s
nothing compared 1o the wonders that the Aruru
worked in rimes past, and this makes them bitter. The
Lare of the Flesh is all that remains of whar the Aruru
once were.

Cynics often point out that any human emotion,
fuith inclhuded, can be quantified as an elecrrochemi-
| pattern in the body. The Aruru don't see this as
evidence against God; they, after all, were charged
with creating those patterns. Living biology is im-
mensely complex, and it involves so many reactions
and variables that God created only a few Arury,
rather than risk too many cooks spoiling the primor-
dial soup. These angels, unlike their more basic
cousing, were charged with making sure thar life
could flourish, even in the immense vartery that God
had bestowed upon the Earth. The fact thar humans
arc still discovering new species does these angels
proud, as does the fact that many organisms are
adapting to environments for which the Aruru never
intended them.

Like the Antu, the Aruru are efficient. They
might like to experiment, sometimes with their own
bodies, but on the whole they keep their revelatory
forms simple. Many of them simply idealize their
human hosts, making them healthy and physically
pertect. They rarely hother with aestherics, although

they do tend to carrect any physical asymmel
find. The new sciences of cloning and gene
pering horrify most Aruru; God granted powers such
as these to the angels for a reason, after all. More
progressive {or cynical) demons simply point out
that God never granted the power to fly to humans,
yet they do. Even these demons, however, must
admit that the power to reshape a life form on so
basic a level does not seem 1o be a wise thing to put
into mortal hands.

* Bel, the Visage of the Celestials: The Bel were
the leaders of the Host, designed by God to be
managers, generals and when necessary, disciplinar-
ians. Granted power over Faith irself — the very
building block of the universe, in ancient times —
the Bel used their authority to direct and command
the othe els. Unlike their Nusku brochers, who
actually carried and commanded the Fire of Heaven,
the Bel used their lore 1o spread the Word of God,
spreading understanding as well as illuminarion, thar
everything in the universe might know its place. The
Bel were among the angels who rarely rook any
particular form at all. Like the Shamash, they pre-
ferred to ravel as light or sound. Being forced to
adopt physical badies as the world grew thin is a
phenomenon that all of the Bel deeply resented.
Conceprually, some Bel worked with notions suc has
inspiration and creativity, while their sisters among
1'\]||'Ill'-l actually provided inspiration. The Bel

t possible for mankind to ger ideas; other
:mu_l\ (hm supplicd the imagery and physical trap-
pings that activated them. Bel were angels of potencial
and, in many ways, faich,

Like all Devils, Bel were made for leadership,
and their visages are always striking, regardless of
the details. Almost all Bel glow with inner light —
they resemble a “classical” angel in many respects,
Whether they do because legends of angels stemmed
from memories (or visions) of the Bel or because the
Bel choose this form to be betrer able to influence
human thoughrt is an academic question. As a Bel's
Torment increases, her effect on those around her
changes from awe-inspiring glory o unholy rerror.
Many Bel find that their physical forms change
quite beyond their control, spiraling ¢ from the
spiritual purity of light and Faith into the base
power of natural weaponry, Therefore, monstrous
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Bel often exhibit such traits as wicked fangs and
claws or an increase in size.

* Dagan, the Visage of Awakening: The Angels
of Awakening were present for the birth — and,
pethaps, conception — of every living thing on Earth
hefore the Fall. They brought the breath of God o
the newhorn children of all the world's creatures,
from the crawling insects to the mightiest leviathans.
Foraseed to germinate, a Dagan was necessary 1o give
it the essential spark of life. The Angels of the Dawn
mighr have spread God's word, but the Dagan swepr
ition interacting with life directly. As
such, they tended to be the most grounded and
practical of the Angels of the Second House. The
Dagan enjoyed a special working relationship with
the Namtar. The Angels of Death broke marrer
down, and the Dagan reinvigorared it so that nothing
EVET Went to waste.

When the rebellion came; the Dagan whao
joined with Lucifer were thrilled by the idea of
being able to warch over the births of human
children without masking their presence. Then
Giod"s curse upon the Asharu changed everything.
Humans would grow old and die, no matter how
much the Dagan guarded them from poison. That
alone was enough to drive many of them to the
more destructive side of their powers. Worse yer,
theirspecial kinship with the House of the Second
World was shatrered as the Halaku now had to reap
the souls of the slain, leaving many o view the
Dragan as working at cross purposes.

Diagan are beings of life and vitality. Monstrous
g e the antithesisof life, foul ereatures of disease
anel decay, They are life left unchecked, health spun
aut of balance by neglect. While a Dagan's revelarory
form is the picture of perfect health, the body begins o
fall away as his Torment incr . A Dagan with
extremely high Torment might resemble nothing more
than a skeleron with a few clumps of flesh clinging ro
the bones,

* Ellil, the Visage of the Winds: While the
Dagan rraveled throughour all of Creation doing
their work, the Ellil were much more specialized.
They provided the air that powered the breath of
Godand worked alongside the Adad ereating weather
parterns. Like the Kishar and Adad, they were very
angels of the elements, tied 1o the physical
reality that humans could see (or feel, in the case of
the Ellil). The Angels of the Winds were among
those Celestinls most interested in music. By send-
2 their winds through cerrain strucrures — such s
stones, trees or caves — the Ellil were able o
produce natural sound and thereby communicare
with the humans without \'mhrm;, God's ban. It

A

was a good idea, but true to form, humans ignored o

© responsible for creating everything from
gentle breezes o hurricanes. When the rebellion came,
many of the most destructive rebels jomed simply ro
show humaniry that they were merely doing their jobs
in creating the gales thar frighrened humans so. The
unfortunate result, however, is that the most destruc-
tive of the Ellil larer fought agninst the Heavenly Host
in the War of Wrath.

Ellil are angels of air, so their visages tend roward
liche and quick forms. Most Ellil have wings, and they
wse their power over winds 1o execute some truly
dazling acrial displays, And yet, for all that, they
remember the days when they ok the form of the air
itself, rather than riding its currents. Ellil are restless
demonsat the best of times, but high levelsof Torment
madden them. The winds that constantly surround
their apocalyptic forms begin tw reek — the rerm “ifl
wind" best defines them. Some Ellil tend roward base
physical modifications as Torment rises; quills and
fangs are common. Some grow subtler bue begin o
poison the air around them.

* Ereshkigal, the Visage of the Realms: The
Halaku changed greatly in the wake of Heaven's
curse, but none so much as the Ereshkigal. These
demons bear the least resemblance ro their once-
angelic forms of any of the fallen, simply because
they created a new purpose for themselves — as
well asa new lore path — after the Fall. The Angels
of the Second World were once charged with
killing off species that had either failed in their
purpose {many of the Zalew's early experiments
provided wark for the Ereshkigal) or had simply
outlived their role in the ecosystem. Only humans
remained untouched, as they did not die. Then,
one harrible proclamation from Michael, ev-
erything changed. Reapers who sided with God
found themselves collecting the souls of man, and
the Ereshkigal, who had heretofare stalked dying
beasts throughour Creation, tried o find ways 1o
hide them. The Angels of the Realms were, in their
way, responsible for preserving what lirtle remained
of the “layered reality” after the Fall and the War
of Wrath, for they creared the spirit worlds where
dead souls could hide from their reaping angels. To
this day, no one is sure if it was an act of God or
angel that made denizens of one realm incompat-
ible with another, but many of the creatures that
the Halaku hid in the spirit worlds die in moments
on Earth. The Ereshkigal had only so much time 1o
focus on animals, however, as they were busy trying
to show humans how to cross these houndaries.
Together with some few of the rogue Antu, they
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wteways and paths that led to the newly
constructed spirit realms

The Lore
created out of necessity :
Ereshkigal built the lands of the d
hat would allow chem pas
the realms. Owver time, humanity knew them as spirit
guides, psychopomps and ferrymen. They shed th
and other angelic rrappings, and their vi
e quict and dark, so a5 not to

re paths

Asthe
. they assumed
unnoticed berween

of the Realms is one of many

Ereshkigal of roday still exhibit thy raits, even when
Torment begins to consume them, When the anguish
mverpowers their souls, however, |hn row cold. In
the darkness of the lands of the dead, there waits

livion, and even the oldesr Ereshk ANOE re
et why they allowed this spiritual void into the
realm they built for their beloved humans — if indeed

me

it was their choice to do so.

# Ishhara, the Visage of Longing: The Lammasu
understand longing. They were created, after all, ¢
lure humans carer and deeper thoughtes, Im

NENEr [0 reve

o

I themselves directly. That ab |In\ 55
tice, to create desire formed the essence
And yet, they roo yearned to be
made to love, When
the

wpire, to e
of Angels of Longing
closer to the humans they w
the rehellion came, many shhara jumped

lities open o

e 1o show humanity the possil
them, rather than simply tempt them. The problem
at thisdidn't satisfy the Ishhar
cre made from the start to be creatures of endless
desire. In short, even when they had whar they

, who

wanted, it wasn't enough

This kind of cternal want isn't nece
of ¢ Yes, it eventually spurre
Ises as greed and gluttony, but italso drove humans

1o findd berrer and more efficient methods of study

and worship. The Angels of Longing acted as muse

working with their sisters the Mammetom to slowly
manipulate luu-nmr\-- wishes in ways that would
|||| rove the race's lor. Bur human desire,

€ un-

leashed
ther
by how much hum
e. In particular, the competitive natre of hu-
manity horrified the lshhara as the War of Wrath
went on. Mortals seemed perfectly content to burn
anything rthey couldn't have, rather than rake the
and work slowly and methodically o
goal. [shhara, by
motivator to alter behavior. Humanity sees it as an
CHCUSE [0 nlh-r the world

proved a dangerous beast, and the Ishhara

selves, the embodiments of desire, were humbled

s could acquire and sell wane for

m

aure, saw desire asa

are beautiful, no matrer how
T SeSHE Chey acerae, Thibokiity, Hawever:
changes from a pure, almost chaste beauty to a
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siten's untouchable glamour as the Defiler allows
the Torment of the Abyss to haunt her. A mon-
strous Ishhara might be the most beautiful thing o
mortal has ever seen, so lovely to look upon that he
cannat bear the strength of his own desires, lroni-
cally, this is much the same way the Ishhara feel
regarding the world around them.

* Kishar, the Visage of the Earth: At first blush,
the Angels of the Earth might seem simplistic and
brutal. When one considers the sheer amount of
responsibility these angels had, however, their tru
complexity becomes apparent. The Kishar were re-
sponsible for the natural topography of the world,
including mountains, fjords, volcanoces, sea beds,
glaciers and any other earth or rock-based phenom-
enon. In the process, they pioneered such concepts as
patience, diligence, and tenacity. They were en
rrusted with more power than any other *earth-based”
angels, except perhaps the Arure. They understood
thar the earth changed slowly, but in changing al-
rered all life in Creation. While the humble Kishar
never thought of themselves as domg the most impor-
tant work, they did admit that only they had the
parience and skill towork the liceral clay of the world,
When the rebellion came, few Kishar joined Lucifer,
but those that did formed the juggernaues of his
legions. Along with their brethren the Antu, the
Kishar knew the Fundament better than any ather
angels. With their abilitics of reshaping rock and
earth, they could create tunnels and pathways for the
legions, as well as cause remendous earthquakes and
other natural disasters. Each of the strongholds of the
Host kept an Angel of the Earth on hand, simply to
prevent a rebel Kishar from leveling the pl with a
nod of his head, The bartles berween these titane
literally shook the earth, as modern-day fault lines
and mountaim ranges can att

The Angels of the Earth rr:sva-: golems, huge
beings formed of rock. The temperament and fune-
tion of a Kishar is obvious upon looking ar the
minerals thar compose his apocalypric form. An
ngel responsible for creanmg mountains might be
formed of gray stone, whereas an angel who did mose
of his work beneath the sarth might be made of coal
or even a precious metal. The Kishar's capabilities
lean overwhelmingly roward physical enhancements,
even when the demon’s Torment rise:
low-Torment Kishar tends toward empowering him-
self, however, amonstrous Angel of the Earth develops
spikesand other natural weaponry, the better to rend
and destray the objects of his malice:

* Mammetum, the Visage of Transfiguration:
The sea is ever-changing yet always the same. Likeall
angels before the Fall, the Mammetum could assume

ereas

whatever form best suited the needs of the momenr.
Bt at the hey were called upon to embaody
change and incongruity. Some Angels of Transfipura-
tion worked with literal, physical change, allowing life
o grow and develop, Some worked with the Ishhara o
create attraction and then to change in order w meet
approval. Some Mammetum even worked with the
esoteric umupm-I'mu.ap]*uul and itony, transforming
meaning itself, Supposedly, the angel who pioneered
humor was an Angel of Transfiguration.

Change s difficulr and often painful, however.
Once something changes, it leaves a part of iself
behind forever. A man who grows older might gain
experience, knowledge and happiness, but thechanges
distance him from the youth he once was. The
M wetum knew that this evolution was nothing
fear, and they longed ro show humanity that change
was simply part of God's plan. For the Mammetum,
the rebellion was a to reassure humaniry that
change did not lead inevitably to death. After the
Fall, of course, that assertion was harder to make.
While nor many will admit it, almost all Mammetum
had the thoughit eross their minds in the dark of the

Abyss that maybe they hxml.]] e left humanity
well enough alone. This isn’t in their nature, how:
ever. Transfiguration isn't simply changing oneself,
it involves changing one’s environment to suit one's
ever-changing needs. Mammetum are never seden-
ary, and the sluggish nature of many modern-day
humans annoys them o no end.

While it is said that the Angels of Transfigura
tion never assumed the same form twice before the
Fall, the Lore of Transfiguration is all the fallen
Defilers have left to remind themselves of theie

former diversity, Although Mammetum cannot
achiceve the same degree of fluidity as they could in
the

Visage of Transfiguration is scill a
Many Mammetum leave
s they walk in revelatory form, their
¢ constantly changing. Monstrous
m lose that fluidity, and although their
¢ ange, the change requires effort
instead of being intrinsic to the Defiler. High levels
of Torment confer the worst curse a Mammetum
could conceive: permanence.

* Mummu, the Visage of the Forge: Creating
twoals for man would have violated God's ban on
inreracting with them, so the Lore of the Forge (and
thus the Mummu) didn't exist as such until after the
all. Some Annunaki, however, atempted w show
humanity how the world around them could be rumed
o their advantage even before the rebellion. They
created stones in certain shapes and worked v he
Zaltu and the Mammetum to inspire beasts to build

past, the
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homes and use twigs and other tools. Tt didn't seem to
help. They tried to show humanity. secondhand, how
theirenvironment was constructed ina specific way so
that it could be made mare suitable ro their needs. On
the day thar Adam fashioned a sling to kill o bird, the
angels who would become the Mummu rejoiced. The
fact that he forgot his accomplishment the next day
and went back ro chasing rabbits cemented the angels’
decision to rebel.

en leave to creare and reshape the world as
w it during rhe War of Wrath, the Mummu
ame the artificers and weapon-smiths of the infer-
nal host. They worked human faith into the wols of
war and fashioned cursed treasures to seduce and
corrupt the enemy. Since the Mummu were never
part of the pre- r:‘.lw.ﬂmn hierarchy, they didn't share
the same constraints as far as honorable bartle and
traditional tactics. Their presence in the War of
Wrath led Lucifer's forces to a number of memarable
victories. Yet for all their rrouble, they were cast into
the Pit for a million dark eternities with absolurely
nothing to do.

Demons who manifest the Visage of the Forge are
giants, titans who once reshaped the living rock into
their heart's desires. Despite their size, they retain
their skill and mechanical finesse. .. until Torment
kes them. Their creative impulses spin out of
conrrol, sending everything around them into chaos.
Still, 1o them, even this is preferable to the nothing-
ness of the Abyss,

* Namtar, the Visage of Death: Once the
Namtar used their mastery of death o determine
what creatures needed to be excised from the Earth,
then simply touched them gently and returned their
badies to the ground. The Angels of Death were
created to recycle the material left by the passing of
the spirit (whereas the disposition of the spirit itself
was left to their brathers, the Nergal). Their powers
ere not designed to be used on humans, and the
curse placed upon the Halaka was worse thanany the
gentle Namtar could have conceived. Their beloved
humans would now fall victim o their proverbial
scythes — small wonder, then, that some of the
Halaku immediately began building realms where
the loyalist Nergal couldn’t find human souls. As
agents of decay and physical death, the Namuar tried
o concelve of ways to make death acceptable, if nor
palatable. From their work during the war came
notions such as martyrdom, gricving, funerals and
many forms of me suicide and despair also
came about, however, as the Namear tried to make
every human’s ultimate face a lictle casier.

As the Warof Wrath wore on, though, the Namear
slowly began toenjoy their work. Again, theyhad lictle

truck with the souls of the dead, so to them, humanity
became mere matter, worked in the same manner as
the Munimu worked the earth, When the rebel Namrar
were cast into the Abyss, many had already ch‘mgtd
the cold glee in ending life paving the
Torment 1o come.

The Visage of Death terrifies any who see it
regardless of the demon's Torment scare. A Namitar is
an embodiment of mortality, but it offers none of the
comfors that a Nergal mighe. As Torment rises, t
cold silence of the grave gives way to thechilling howls
of the dead. The Name: self, however, becomes
oddly deaf to those screams, seeing only the crude
matter hefore him.

* Nedu, the Visage of Portals: The Angels of
Pur. were created as a sort of auxiliary o the
linsun, creating gates for them to rravel back and
forth across Creation instantly. The Nedu, however,
were also responsible for the framework of magic thar
later became wards and summonings and the pro-
cesses of thoughr thar invented locks. The concep
of entrances and exits also stemmed from their ef-
forts, did concepts such as privacy and,
unfortunately, theft. Their collaborations with the
Annunaki during the war led to locks, doors and the
portals berween the phy: and spirit realms. It was
a loyalist Nedu, in fact, who suppesedly designed the
pates of the Abyss itself,

Few Nedu actually joined the rebellion, as their
work kept them far removed from humans, Those
who did side with Lucifer were often the ones re-
sponsible for creating gateways between the heavens
and the earth, so that various angels with responsi-
hilities that took them away from Paradise could
wvisit their cherished humans occasionally. They
also ereated portals for the Angels of the Funda-
ment, transporting them from the surface of the
earth to their fiery forges. As a result, the Nedu
know carth better than any other angels except
perhaps the Antu: Like the Antuand the Ereshkigal,
the Nedu fashioned portals between worlds, ]'lcnds
who know the Lore of Portals are very likely to
several different versions of a summoning spell r
to be performed by their thralls just in case they are
ever sent back to the Abyss,

The Nedu have an odd relationship with light.
The Angels of Portals understood thar shadows
could be easily used as gateways, but the Shamash
considered shadows {an ideological extension of
light) to be their domain. After the Fall, however,
the Nedu wove the shadows into an intricare web of
gateways spanning the entire world. The secrer of
this nerwork of portals was lost after the Nedu were
cast into the Pit, though mortal soreerers and even
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centain vampires hove occasionally sumbled upon
it. The newly freed Fiends have had licde luck in
accessing this web again, for reasons unknown.
Many Nedu sl app shadowy apparirions in
their apocalyptic form, harking back o their great-
et creation during the war. Monstrous Nedu often
appear shrouded entirely is darkness, as though
receding into some unseen partal.

* Nergal, the Visage of the Spirit: Before the
rebellion, the Nergal performed a function similar
1o their sisters, the Namrar, bur instead of reey-
cling matter, they worked in more esoteric circles,
Nergal worked with the Dagan and the Ninsun to
make sure that all who needed o be awakened
could be, and then removed the spiricual derrirus
left in the wake of change. Tt focus changed
dramatically, however, when humans became mor-
1h1 their souls needed o be ferried on to their
tions. Loyalist Nergal were given charge
wving the souls ro another place, but the
rebels, of course, were never told what that place
might be. Unable ta bear the thought of human
souls passing beyond their grasp into an uncert
i ted the Lore of the Spirir.

dr

humans in their dying moments and allowing their

spirits to return by ferrering them to those things
| peaple that they loved. No one can say if it was

ment or if the Nergal's willingness toartach human
souls tostered that tenacity. Whatever the
spiritual death became the Nergal’s purview, and
therefore, sa did curses and supernarural occur-
rences connected with death. The most common,
of course, was vampirism. When the Halaku saw
whar Caine had brought upon himself, their pun-
ishment scemed light by comparison.

L the erl, though, the Nergal were overwhelmed
trying to cope with the staggering scope of souls lost

ach day across the Earth, eventually leading to the
ionof the spirit realm. The fuct that the Abysswas
located close enough to these realms (metaphysically
spenking) that the Angels of the Spirit could hea
interact with those souls surely no accidenr, But
the Nergal, wanting so desperately o reach out and
comfort their charges, over rime began to simply wish
ta silence them,

Now, back on Earth, the Nergal retain much of
their power over the souls of dead humans. The
Torment their time in the Abyss earmed them has
altered them, however. While a Nergal who staves off
Torment retains his beatific Visage, a monstrous one
s an infernal soul collector, come to snatch a human
spirit to Hell. Such beings grow (n size (if not mass)

ey
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nd loom over their vict
human legend.

# Ninsun, the Visage of Patterns: The universe
is ordered, even if it took humans thowsands of years o
notice it (ler alone begin to understand that order).
The Angels of Patrerns were responsible for building
thar order and making sure that it did not fall apart.
They did their job well, in fact, and even during the
rebellion, the Ninsun took pride in the fact that they
could predict with certainty where the earth and the
ens were going and why. Laws of physics and even
¢ spiritual truths — the Golden Rule, the Three-
fold Law — rested in the hands of the Angels of
Patterns. The MNinsun built much of the foundation
upon which the world was hased, not in terms of raw
material (which fell to the more clemental angels such
as the Kishar) but the rules by which even the basest
materials abided.

And then God destroyed that order with a swipe
of His hand, and all the work the Ninsun did was
knocked askew. Some demons guess tha
tered the order so thar the rebel Ninsun (and rhere
were quite a few, as many of rhem agreed with
Ahrimal and his dire predictions) could not tip the
balance of the War of Wrath. As it happened,
Angels of Parterns on both sides of the war retained
their abilitics ro see the fitre, bur not affect it on
a broad scale (and cerrainly nort to alter the funda-
mental order of the universe). The Ninsun were
often deciding factors in the war, but they could no

ms like the Grim Reaper of

Gaod

¢
longer manipulate worldwide events to best advan-
rage. The rebels never quite rega -d their

equilibrium before being rossed into Hell,

After LSC“]"I]I;,\ many Ninsun noticed with homor
thar the grand clockworks of the universe keep un-
ning, though no one has tended them in acons, This
means that the whale thing could spin our of coneal
at any moment. The various factions, of course, re-
spond ro thar sentiment in different ways, but the
Ninsun, on the whole, aren't ready o see the rest of
their work fall to pieces.

The Visage of Parterns is perfectly symmerrical
andusually covered in marking and symbols older than
language irself. Partern angels were grear proponents
of language and writing, and they adopred such sym-
bols onto their revelatory forms. Monstrous Ninsun,
strangely, do not lose their symmetry. Instead, they
grow cold, alien and distant, as though listening o a
-off invocation
urtu, the Visage of the Wild: Like the
Zaltu, the Angels of the Wild were given the task
of creating as many different varietics of life as
possible. As any modern bortanist mighr atrest,
they ourdid themselves. The Ninurtu creared plants
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that the animals used for food — and vice versa, as
the bodies of the dead served to feed the world's
flora. The Angels of the Wild also enjoyed a spe-
cial relationship with the Shamash; the Angels of
Light provided the energy for many of the cre-
ations of the Ninurtu.

If not for God's command to love the humans,
the Angels of the Wild might have I)d:cn content to
et them wallow in ignoranee forever. But the
Ninurtu had grandiose dreams of the hnm-mn]n ing
carefree in their forests, running in their fields,
without fear — not because the angels prorected
them, but because the humans would learn and
remember what plants could be touched and caten.
When the rebellion came, the few Ninurtu who
joined with Lucifer were those who had protected
the nascent humans from death resulting from cat-
ing a peisonous or indigestible plant. All through
the war the forests were batelegrounds as Ninurtu
changed the flora into combatants and guardians,
And then, the rebels found themselves exiled ro
dark place with no life, supposedly forever.

Upon returning to Earth, however, the Ninurtu
discovered exactly how the humans have weated the
angels' creations, clear-cutting forests and polsoning
the soil with chemicals. Despite this displeasure,
though, not all (or even most) Ninurtu are cco-
terforists. Just as many want to see the world rorn
down, burning the earth clean so they can grow new
life from the ashes. Some Devourers don't wish o sce
theworld destroyed so much as rerurned to the simple
Paradise it once was., That would mean petting rid of
most of the humans, of course, bur many Ninurtu feel
that humanity had its cha

Inapocalyptic form, Nmur:u usually take on the
features of the plants they helped o create. There-
fore, a Devourer who helped to create oak trees
might be huge and sturdy, whereas an angel of ivy
might be thin but extremely strong. As Torment
builds, however, most Ninurtu grow in size and ke
_gn the fury of the planet thar their cherished hu-
mans are slowly destroying.

* Nusku, the Visage of Flame: The angels who
were pranted authority over fire did not have the
same prestige as their cousing among the Bel did.
Charged with the creation of sources of light {rather
than uses for light itself, which was the provinee of
the Shamash) the NMusku set about igniting the sun
and the stars, Lightning was another invention of the
Nusku, although authority over using it passed 1o the
Adad. The Nusku, however, had dominion over fire
asthe embodiment of faith as wel |- Working with the
Bel, they sought o teach humans how Fith could
nurture them in rimes of cold just as fire could. Unril

the rebellion, of course, the humans weren't able to
make thar connection, The Angels of Flames took
this in stride, and continued their dutics of providing
Tight and warmeh,

Utterly devoted to his cause and his faith, a Nusku
constantly runs the risk of burning too hot and dying
out. During the War of Wrath, the Nusku joined with
the Ellil to creare de ting firestorms. The Angels
of Flame were and remain uncompromi a fire
either burns or it doesn't. It can be contained, but
never diminished without killing it entirely. As such,
Nusku tend o be txtrl.‘m\.]y. almaosy cally, de-
voted to their fi ns.

o

An Angel of Flame always burns hot in revelatory
form, the flames surrounding her the only constant
berween different Nusku. As a Nusku's Torment rises,
though, the fire begins o die. Strong emorion might
cause it to flare up unexpectedly (and even out of the
demon’s control) but for the mast part, monstrous
Nuskus look like dying embers, smoldering and sullen,
but no less dangerous.

* Qingu, the Visage of Radiance: The Lore of
Radiance didn't exist until after the rebellion, when
the Devils who had once been the leadersamong the
Haost refined their powers of authority into a set of
evocations. They found the power to inspire those
around them, to lead the mortals and the fallen
alike, and speak with n voice thar carried authority.
The Qingu, in the process, were singled out for
much of the hostility from the Host of Heaven,
Michael, especially, despised the Angels of Radi-
ance, decrying them as blasphemers for pretending
to their former authoricy.

During the War of Wrath, the Qingu were
cians and warlords. They were also keepers of records,
as their power allowed them to mark and recall friends
or foes. When fighting loyalistangels whocould change
their shapes, this ability proved invaluable.

Erernity in the Abyss humbled the Qingu, and
upon rerurning to Earth, many of them lost much of
the influence (and Eminence) rhr.\\- once held. Yet
i ages are still majes
Their inner light is blinding, especially to mortals, but
the Qingu are impossible ro ignore. Monstrous Qingu
sometimes develop features such as tails or horns, but
they do not become the same gorts of monsters ns the
Rabisi. Instead, they become cruel taskmasters, ready
ro serike down anyone with the remerity to so much as
i w them.

* Shamash, the Visage of Light: The Lore of
Light emerged during the war, so the Shamash only
appeared after the rebellion, but all angels had some
form of relationship wich light from the beginnings
of the universe. God began the universe with lighe,

Acti-

15



D Pravers Grng

e of all of
and fallen

I, and the essential energy is a p:
ations. This might be why
els) are resistant to illusion; they see much more
ned ta perceive light when it
The pre-rebellion Angels of Light were
ponsible for the creatic
God's [-m\ iew — bur they developed different ways
sr and imparted prop-
el |u\|||w| hotosynthesis, often inconjuncrion with
other angels

ngels

seill new

nat res light — that was

They created ¢

As one of its most important events, the rebel-
lion involved granting light to the humans.
Whether it was literal light in the form of fire or
metaphorical light in the form of knowledge,
Shamash were there rejoicing as the first mort:
learned how much the angels loved them. Before
the war, optical illusions were created as chal
lenges to spurk eater depth of thought
and connection (something of which all angels,
but most especially the Mammerum and the Anshar,
heartily approved). That use of illusions was never
adeliberare attempt to harm, but simply an angel's
hint that there was a connecrion berween two

IS OO §

things or ideas. As the war was joined, howeve
the Shamash were forced ro use their talents to
deceive rather than illuminate, something they

have regrerted ever since,

A

In the lightless Abyss, the Shamash formed |
ies for themselves for the first time. When the
opportunity came to escape Hell, the Angels of Light
found thar they could no longer travel as light does,
s still shone brightly. Monstrous
Shamash do not darken as their Torment increases,
but instead become more apt to what the Angels of
Light so loathe, deception, Such angels create whirl-
ing, hypnotic images, confusing and rerrifying those
whao look on them.
faltu, the Visage of the Beast: Like the
Ninurtu, these angels were cl d with populating
the world with as much variety as possible m \Iu
tiniest insects to the greatest s the Zalu
worke osely with the Aruru to create animals
everywhere, The Zalou prided themselves on their
ingenuity; they created ways for life to endure and
adapr regardless of the environment or the condi-
ather (some suspect a less-than-friendly
competition between the Zalt and more destruct
Adad or Kishar). When called upon to create hu
mans, they took their cues from the Creator and
didn't use the most efficient methods possible for
signing them. Later cultures would speak of beings
who lav s the animals, leavir
none fo;

although their vis
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tions of wi

shed natural gifts o
man, but the Zalow would gladly have made
humans the st, strongest and most perceptive
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creatures on Earth had they been permitted. But
since the other heasts were forbidden from artacking
hwrnans, the Zaltu didn't much mind.

And then came the curse from Michael that
Blimans would now: b peay foe the bbasts of the
Barth, and the Rabisu howled inanguish, for they
had linn; their work too well. All chrough the war,
e Zaltu protected humanity from the most dan-
gerous of beasts, and when they were shut up in the
Abyss, these angels worried and frerred that the
beasts would rise up and eat the humans if the Zalw
weten't there to save them. But when the first
wsed from Hell, they saw instead

Zaltu were re
that humanity had wantonly slaughtered most of
the predators of the world, destroying whole sp
cies that had taken the Zaltu incalculable time to
create. This, more than any concern abour Lucifer,
turned many Zaltu to the Raveners, Aside from any
concern about the humans ruining their handi-
work, the Zaltu regret never being able to teach
humanity that everything under Heaven has a
purpose, no mateer how horrid it might seem to
human eyes, If only mankind could have learned
that, the Devourers lament, perhaps the world
2 better state! Now, however,
ly moot, as the Zaltu don't see any
mpt 1o educate humaniry.
It ook the same. Often, the Visage of
st depends on the area of expertise of the
mon in question. Therefore, some Zalru have fur,
othersscales, while some have shells o leathery hides.
AsaZalt's Torment rises, howe
@ important that their bodies begin to decay.
monstrous Zaltu might appear diseased and bloodied
but howl continuously for fresh blood.

DeviLis the Derais
over the preceding ideas with regard royour
Those ideas and the desériptions
given in Chapter Seven of Demon should
good idea of what your demon's revelatory form
might look like. Taken rogether with the suggestions
provided hereafter will allow you to describe and
envision your charpcter's apocalyptic form to a much
greater degree

* Skinz A demon's flesh doesn't always change in
revelatory form. Sometimes a demon appears to be
simply a human being with wings (or whatever other
garish features the visage conjures up). Just as often

would he in the
point is larg

at

t, the hunt hecomes

ve you i

Bwever. this dermion's oubward appearancs chasiges so
dramarically that no one would mistake the demon for
human at any distance. Does your demon's skin take

idifferent tone orcolor? What about texture? Some
les or armor in apocalyptic forms.

demons have se
Sometimes a demon’s skin doesn't even look solid

times it hdpr.n And that
ldn't

anymore. Diefilers can appear 1o be made of wa
whereas some Scourges and Fiends resemble walking
picces of the sky.

» Vaice: Fallen angel though the ¢ crer raght

be, she is still an angel. The character's voice should

resonate, be it the booming, carthshaking bass of
Malefacror or the soft but per D
vourer. Does the characrer’s voice become lyrical or
melodious, or is it painful for any mortal to hes
Maybe the demon's voice sounds, to a given mortal,
like the voice of someone he knows and
deeply (very Defilers or
Truly impressive demons might have v
sound like many people speaking in unison. This is
especially appropriate for demons who make com-

ive growl ol

ares tor

appropriate for

maon use of the Lore of Humanity (even though it
doesn’t have its own visage), Does the character's
Torment show in her revelatory form's voice, and if
s0, how! Does the demon get louder the more Tor-

ment she accrues, or does the voice simply become
more menacing’

= Ey
soul. When a demon in apocalyptic form makes eye
contact with a mortal, the effects of Revelarion might
well incre: Many demons possess sensory powers
that allow them 1o see grear distances — do the
demon's ps sharpening to o

Suppasedly eyes are the windows of the

eyes reflect this, pert

4
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he views something far beyond the vision of a
Perhaps the demon's eves change color as she
grows angry or they begin to smoke as she calls on the
Lore of Flame?
= Monstrous Featuress While some demons
wings, claws and any of the obviously inhu-
man features, many of them do exhibit such
acteristics. Try to imagine what form these
tures might take with your chamacrer. Are her
claws horrid, blackened, crooked things, or are
they retractable and impeccably clean? Do her
wings spread majestically our as she glides, or do
they drip with caustic slime as she flies overhead!
Wings mighr be cagle’s wings or raven's wings,
depending on the characrer’s visage, but high lev-
cls of Torment often mean that wings become
leathery and bat-like, often with holes womn through
them and tiny vestigial claws ar their poines. Most
of these features, however, are only avai
characrer grows more anguished. Consider how
they reflect the pain that your characrer felr after
s0 long in the Abyss.

* Transformation: The change from human
vessel to revelatory form should be dramatic and
memaorable, no matter how many times it happe
Den'tsettle for a quick “Poof, I'm unh
Picture your characrer as ms |'==wings rise
from his shoulders, even as his h.ur darkens from
hiund 0 blood-red and his skin pales to whire.
w the character's shadow lengthening as she
s twa feer in heighe, or her image disappearing
apocalypric form rakes hold.
t you can choose to have your
acter manifest only a few of her form capabili-
ties at a time. A demon might begin by growing a
few feer taller and o gall those in her presence
o avert their eyes (Increased Size and Dread Gaze)
but nor unfurl her wings unril she actually needs
them. Likewise, if the character chooses to use a
high-Tarment power, remember that itis a repre-
sentation of her Torment. A demon whe exhibies
the Relentless power as a normal power is simply
driven and obstinate. A demon whose relentless-
ness comes from her Torment is an unstoppable
hunter, her eyes inhumanly focused on her goal.

® Lore: A demon’s use of lore in apocalyptic
form might be reflected by small changes in that
form. A Namtar who has also learned the Lore of
Flame might have tiny licks of blue-white fire burn-
ing around his otherwise cold and dead eyes when
activaring the Holocaust power. Ifa Defiler with the
e of Storms summons up fog, perhaps she
exhales it, or perhaps itsimply rolls off her body like
mist off a moonlit sea.

from a mirror as b

A
AAPLEOE ApacALa e Form CREATION
Tina sits down to create a Demon character, and
er considering the Houses, feels drawn to the
Angels of the Fundament, those who were known as
Malefacrors after the Fall, Tina decides that this
angel was a kind of manager in Paradise, purting
fimishing rouches on the wark that his fellows did o
the physical geography of Earth. To wit, he used
erosion like a sculpror's tool, carving a canyon here,
a fjord there. The character joined the rebellion
hecause he felt that the world's splendor and artistry
had to be seen from the air to be truly appreciated,
and humanity would never be able to reach such lofry
heights (literally) without the help of the angels.
Tina tentatively names her character Telviel (isn't
from any angel book; Tina just likes the sound of it).

During the war, Telviel used his command
over other former Angels of the Fundament ro
undercut enemy defenses, making use of the ter-
rain and the Malefactors” command of the land, It
all came 1o navught eventually, however, and he
was cast into Hell.

Upon eseaping, Telviel found himself possessing
the body of a young would-be pilot, a man who had
tried several times ro enter various flight schools but
was always unable to finish for one reason or another.
The demon's frustration ar being locked away from
the soaring heights faran eternity resonated with the
man's helplessness at knowing a dream and being
ble to realize ir. Tina pictures Telviel's human
host as meek and unassuming, bur she sees the
Malefacror’s revelatory form as having huge, lumi-
nous wings that reflect cloud formarions and erackle
with lightning. While this sorcof imagery might scem
more appropriate to the Defilers than the Malefac-
tors, Tina decides that Telviel was largely charged
with the interaction of two forms of matter — water
and earth — as an angel of crosion. Therefore, the
Malefactors seem a better choice than the Defilers
ding the notes on the appropriate

- Tina's Storyreller does ask, hows thar
1 purchase a dot of the Lare of Srarms for Telviel,
which Tina agrees is reasonable.
all of this in mind, Tina sits down to create
Telviel'sapocalypric form. She knowsthat she wishes
to choose the Lore of Paths as her primary lore.
Looking at the special capabilities confereed by the
oe of Paths, however, Tina realizes thar she had
envisioned Telviel as being able to fly (or at least
glide), looking down on creation and changing and
eroding the landseape ar will, Of course, the fallen
racter won't have anyrhing near that level of
power, bur the player sull sees that longing for the
open skics and the literal “hird's-eye view" as an

cha




Laparmer Fonn

2

N

integral ability of the Malefactor’s personality. (It
also serves ro set the character apart from most of his
normally grounded Howse,) Since Antu aren’t nor-
mally equipped with wings, however, Tina decides o
huild a revelatory form from scrarch.

With 16 points to spend on Telviel's apocalyp-
tic form, Tina looks over the lists of both common
and Malefactor abilities. Since the character must
have one of the cight capabilities listed under the
Visage of Paths, she laks over those offered o the
Antu and discovers that a few of them waork
well for what she envisioned for Tel
Conjuration, Dead Ru.lmnmg. Enhanced Scnses
and Wings for Telviel's non-Tormented form
hilities. She reasons that the increased Pe
and constant sense of direction are perfect for Telviel,
who likes to know where he's going and be aware of
As mentioned, however, Tina
wishes the chs vt be able 1o glide, so she
decides thar Tel kles with electricity (some-
thing thar she decides will become more prominent
Telviel gains Torment). The non-Tormented
ahilities for Telviel's revelatory form, therefore,
cost nine of Tina’s 16 form points. This leaves her
seven points to buy high-Torment abilities
ng the high-Torment abilities associared
with the visage in the core book would cost Tina her
remaining ver, to
wweak the selection of high-Torment abilities a bie.
If she so desires, she can jgnore the normal Antu
high-Torment abilities entirely, since Telviel al-
ready has two of the abilities normally ascribed to
the Visage of Paths. Tina decides thar the Mirage
and Relentless abilities suit Telviel, though, so she
keeps those, The high-Torment versions of these
abilities cost a point less than their normal applica-
tions (minimum of one peint), so Tina has three
points left. She purchases the high-torment version
of Thunderous Voice (afurther reflection of Telviel's
association with storms and erosion), spending two
more points, With the remaining point, Tina pur-
chases Cast No Reflection. When he is Tormented,
Telviel fades to near-invisibility and can be seen
ouly by the lighming crackling around him (which
doesn’t show up on cameras for whatever reason),

TAcTICSOF REVELATION

Demons are individuals, bue they are neverthe-
less influenced by the perspectives and duties of
their House, This is reflecred in the way that e
fallen manifests and uses his apocalypric form and
its unique combination of abilities. After all, the
fallen arc beings shaped by the Crearor with certain
jobsand habits essentially inculeated into their very

his. susroundigs

It
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ven points. She decides, how
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being. While the nature of each rebel angel neces-
sarily changed during the war, certain patterns
behavior still remain ingrained within the fallen
angels of each House. Whar follows are ideas that
offer insight into how members of each House use
their apocalypric form, whar siruations might call
for the use of their form and possible applications for
their form’s special abilities.

Derens

The rev

atory form is plumage ro the Defilers.
Like a peacock displaying its feathers, the Defilers
most commonly use the form as a seduction or ingp!
tion te unwitting mortals, Afrer all, they now exist in
a culture dominared by Western thoughr, where ap-
pearance is the essence of who one is. The look is
everything, and to the Lammasu, the apocalyptic form
is exemplary of their “look,” They can get just about
anything their hearts or souls desire through dressing-
up in their demonic re

The Defilers” revelatory form essentinlly helps
them to be modern-day Muse ith it, u Defiler
capable ofinspiring art, terror, lust, self:hatred, self-
love or any other rung on the emotional ladder.
With beautiful voices and sculpted fe
can gather Faith with the magnetic appeal of the
uncarthly beauty. On the other side of the coin,
their black orb ¢yes and razor teeth allow them to
arouse new levels of horror and enthrall morals
with inescapable dread.

Tactics: Defilers, like Devils, have no problem
delivering deals to patential thralls and using their
forms asa bargaining chip — so many people desire
pleasure in so many forms thar a Lammasu's form
abilities scemonly ro further the theatrical nature of
what they can deliver. They rarely invoke their full
form — merely hits and picces to aid them in thei
conquests. Casual use of Lyrical Vaice, Enhanced
Empathy and Enhanced Soclal Traits gives any
Detiler the edge in a social situation, and they use
their abilities with care and precision. [t's when «
Diefiler doesn’t ger what she wants that the desc
into high-Torment powers begins to become a ve
seductive notion. Someone not playing along with

Lammasu's little game! He might see the darker
side of a Defiler's form, complete with invecrive,
claws, teeth and rerror.

D

¢
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Devils were once the arhiters of God's Will, and
their fiery, radiant forms were meant to convey an
image of power and divine leadership. They were the
bearers of the Word, the living embodiment of the
Crearor's authoriry. It's true thar things are drasti-
cally different in this modern World of [
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the Devils no longer wield the man
irself — bue that's not to say that they don't act as
though they do.

When a Devil reveals his apocalypric form, it
isn't just an expression of his ancient soul, it's an
assertion of autonomy, influence and dominance. It
all boils down to posturing. Most Devils won't waste
their apocalyptic visage on trivial marters. Their
revelarory forms are mantles of power, majestic dem-
onstrations of divine right. Most Devils can i
demesning to squander the power of their
meager uses like getting past the velvet rope
elub or reaping Faith from mortals unworthy of be-
ings of their elevated starion. Whena Devil chooses
0 exert_his power and direct it via the revelatory
form, i's like a king or a bishop donning the regalia
of his position — the robe, crown or scepter. The
apocalypric form, like the regalia of ¢hurch and stae,
is indicative of rovalty and celestial authority and not
to be bandied abour casaally.

Tactics: Devils frequently use their revelatory
forms as tangible extensions of their will, blazing with
nfernal glory when called upon 1o inspire, lead or
mtimidate. Harking back o the earliest days of Cre-
ation, and later when they hlazed like defiant stars over
the bartlefield, the Namarnuyiew theirrevelatory forms
as physical manifestations of their right to lead the rest
of the fallen. Far this reason, many are reluctant o
manifest the high- Tormentabilities of their apocalyp-
tic forms and thus reveal how tarnished their noble
souls have become. In bartle, Devils do nor hesirate ro
don their revelatory forms as they did during the war,
using the searing light of their visage tooverwhelm the
weak-willed and end many fights withour landing a
ile blow.

VOURERS
The Devourers are rarely two-faced. They are
forthrightand often brurally direct, gerring right o the
heart of a matter instead of wasting time
less subtle at's nor to say theyJon't unders
manipulating minds and emotions, icjust doesn't hap-
pen to be their specialty, They have formed a serict
predator-and-prey mindset for the world at large, and
they firmly choose to never he onithe préy end of that
equation. Therefore, their usage of the apocalypric
form tends to embody this direcrness of action and
warlike namure. The form is just another weapon to
many Rabisu, Like a sword, sometimes it's best used
just by prominently displaying ivin its sheath. Other
times, it necds to be removed from its scabbard and
brought to bear against an enemy.

To the Rabisu, the apocalyptie form is not a
costume to bend mortal minds ora uniform  help

Dr
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them build things or uncover information — it isa suit
of armor, protecting them in this haesh and confusing
age. [tis trulya “hactle form,” a physical manifestation
of their command of the wild and of their martial
abilities. Their forms help them toact not to wait, not
to display plumage like a rutting bird. When a De-
vourer sees an obstacle, he destroys it. The form isan
axe. A hammer. A shicld, A breastplate. It protects
m and, at the same time, euts to the quick of &
situation. They have no time for skullduggery or pas-
sive social displays.

ctics: Rabisu tend 1o be all-or-nothing when it
comes to their form, soif a situation requires revealing
their infernal namre, they see little poine in doing
things halfway. Many Rabisu use their forms as purely
physical creations, standing in the way of other fallen,
or combating mortals in an effort to display their
prowess, It is also a tactic of intimidation — grow o
massive size, wield black claws and dnnk deep of the
crowd’s collective Faith. Unfortunately, rthis darker
usage of form abilities only makes the progression
high-Torment powers scem more and more natural. If
vs and teeth are okay, then why nor develop a
ping Maw or gristly Armor! The more horrible a
Devourer in her form looks, the more certain one can
be chat she is already well on her way to becoming a
highly Tormented creatute,

Fiesps

Like the Sconrges, the Fiends aren'taltogether oo
likely to use their apocalypric form assome of the other
Houses are, though foraltogether different reasons, To
the Neberu, knowledge is power, and unless the apoci
lypric form isa way to get the knowledge it ultimarely
isjust a side-benefit to other powers. It rarely comesto
the fore asanecessity in any given situation, unless the
use of the form in thatsituation will open the doorto
new knowledge.

Some Fiends shift to their revelatory form while
wotking intently on salving some new conundrun, if
anly becmse it seems like the proper shape to take
whendeciphering the mysteties of the cosmos.

Tactics: The Fiends' apocalyptic formsare ide: al
for putting on shows to teap Faith — the Visa
Lighr alone can create wondrous illusions thar ca
be ratlored to-a particular mortal's expectations.
Combine thar with a Fiend's potencial ability to
know the weave and weft of fare, and suddenly
have a fantastic tool with which to collect 3
More than thar, their forms are capable of helping
them pather new information and knowledge as
well. Their forms give them grearer cognitiv
perceptive abilities and allow them to be hi
actuned to the flow of information. A Fiend's crawl
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tothe higher-Torment end of their form spectrum is
slower than demons of other Houses. The high-
Torment ahilities do not lend themselves to the
gathering of knowledge — that is, until later, when
they grow to accept thar the pach to information is
one riddled with lies, fear and violence,

MALEPACTORS

Pragmatism is in the blood of the Malefactors.
Hiding there, deep within their souls, is a core of
practicality that comes from their chatge of crafting
the foundarions of earth, srone, metal. Building tools,
weapons, structures. There is a gut-level sensibility
that comes with that responsibility, and it often re-
fleces in the way that many. Annunaki choose o
display their apocalyptic forms. This artisan nature
leads them to use their apocalypric form in something
af a blue-callar manner — ic's all about the work. [f
work needs doing, and the form can help, then so be it
Ifassuming the revelatory form willhelp to mold earth
qecording to some blueprint or forge a weapon, of
destruction using the wonderful new materdals dhar
humans have cohbled togecher, then so be it To these
Malefactors, the apocalyptic form is less of a guise
meant for grandeur as much as it is a functional
uniform (like a haz-mat suit o a bullet-proof vest)
MECANE [0 SCCUre 3 Means (o an er

Onther Malefactors aredess inclined ro such prag-
matism and simplicity — many Annunaki.choose
souls who are emotionally needy or damaged in some
way. These souls use their forms to lash out or to bully
others who have always stood in the way (specifically
inthe way of the human host). These alicnated mor
minds help to dirccr the revelatory formasa ool inand
of iself (fitting the Malefactor’s ultimate mindset),
bt in this case the ool isn't meant 1o jimmy a door ot
a limb, but to display the rage and isolation that
wiman once felt,

seve
the

Tactics: A Malefactor might use his form vo build
a destroyed shelter — or destroy a standing one —
culling Faith from those who once lived there. Since
they view their formsas a toolbox instead of a costume,
they are likely to manifest only those abilities they
need, and only assume their full visage mrely. Still,
Malefactors sometimes are distant from the minds of
the people they gain Faith from, for the: so roored
in the world of carth, steel and stone that they don't
" ching to their humanity as dearly. As such, they expe-
rience a slow bur steady slide ineo higher-Torment
form abilities. There might come a time when an
Annunaki grows frustrated ar humanity’s inability 1o
- appreciate the physical world and rurns quite suddenly
- wher higher-Torment form abilities to help break the
world into lietle bits instead of piccing it all back
together again.

Scoundts

The Scourges are passtbly the least likely of the
Houses to utilize their apocalypric form. Afrer all,
they were the closest to humanity, and they now lie
hidden beneath the skin and memories of an actual
maortal being. Love for the human they have uncon-
sciously paired with might give them pause before
shifting to the egregious display of demonic power
that the apeealypric form affords. There might be
much guilt associared with revealing herself to hu-
mans the Scourge might feel thatr such
manipulation toys with their former charges wo
much. Violating the sanerity of the moral condi-
tion i not o comforrable thing for most newly
escaped Asharu.

That'snot tosay that Scourges don'tassume their
revelatory form, but their reasons for doing so are
often different than other demons’. Scourges rarely
\.mpluv their apocalyptic form to ravage mortals for
1 — human belief is easy 1o come by for demons
whacan heal a mortal's njuries orspread disease with
a thought, A Scourge's use of her revelatory form is
often intrinsically tied to humans— it is most often
employed in the act of defending mortals orattacking
the demon's foes.

Tactics: r«cnmrmm(!nwerTunmm almostalways
use their forms to benefit humaniry instead of them-
selves. They might use their enhanced physical traits
tor stand in the way of harm in an effort to protect
mortals, suchas a bodyguard whogladly rakes a beari
while hischarge e ury. Otherabilities car
be used ro keep m:lzmd from harm — a Scourge ina
hespital might use Aura of Vitality to aid in the
healing process, or A detective Scourge might use
Enhanced Senses and Enhanced Intuition 1o help
solve crimes (especially erimes committed by other
fallen). A Carch-22 of the Scourges is that their
conn.
Torment, but their marryr’s need to defend humanity
might cause them to slipinta higher- Torment guises in
an effort roget the most our of their defensive capahili-
ties. This of course leads them quickly down the path
to corruption, and as such Scourges always need ta be
wary of how far they will go for the sake of the mortals
around them.

SLAIERS

To many Slayers, the apocalyptic form is a
regretful symbol of their duty thar many Halaku still
feel obligated to answer. As such, their revelatory
form is less of a tool and more of an emblem of their
task. They don't use it to bully others like the
Devourers might or use it to express their holy and
righteous cammand as the Devils —they doitasan
expression of abligation.

‘tion to huminity allows them o stave off
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The form does have practical uses, howeve
of which is irs ability of to pass unseen through the
physical world, of cldfiom the
darkness. Their forms allow them to cast shadows
about themselves, go unseen in mirtors or record-
ings and pass without leavis w clues of their
existence behind.

serving the mortal w

Tactics: Rarely does a Halaku use his apocalyp-
wl form to drive home a Faustian bargain or even to
reap Faith from mortals. A Sl ight usc Pass
Without Trace or Cloak of Shadows to work un-
seen, either secretly healing humanity or covertly
ushering humans o their demise. The Halaku vary
on their slide to the high-Torment abilities. Many
stmply don't need the powers for much, and they
don’c push themselves 1o such darkness so quickly.
Others, however, have no differer
tow- and high-Torment abilitie:
them with only a fleeting id
ardless, it is rare for a Slayer to manifest his full

iation between

and float berween

1 of what it means.

visage ny given time

CranginGg Forms

Demons can change their revelarory forms, given
As the fallen are newly

the right circumstances

teturned to Earth, many do not realize they have the
pavidc 1o b &;
found ways to alter their apocalypric form traits,
however, remaking themselves in their own in
In so doing, of course, they grow even f
d envisioned
wsly absent from the

us demons have

Certain ingeni

moved from the purpose

bur then, God seems cur
orld of Darkness.
B

sidering whar makir

are discusst

me systems, it's worth con

changes 1o a demon’s

apocalyptic form means to the demon. As men
tioned previously, the apocalyptic form is a reflection
{albeit & tarnished one) of the purpose for which

Godoriginally crafted thecharacter.

e chara

Torment has warped the once-divine |
ping the demon of much of his
what remains. In many ways, the visage is all that
remains of the angel the characrer once was. This
means that demons who still wish 1o hold true o
their original purposcs
Luciferans, and the occasional
won't seek to change themselves overmuch. M

T,

wer and tainti

(Reconcilers, some

Crypric) pr

M
progressive (some would say “practical”) demons
seek to reshape themselves into wharever form w
present the greatest advanrage roward whatever
goals they have ser. This means that the Ravener
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who has discovered that her form is more fluid than
she thoughe will quickly change her apocalyptic
form into an engine of destruction (and likely be-
come consumed by Torment in very shorr order).

This isn't simply a marrer for idle debare, either.
What form a demon takes when the human mask is
cast off says a grear deal abour how much the waorld
fand the Abyss) has affected her and how functional
she still is with respect to her true narure. A demon
whose apocalypric form looks like a beautiful, radiant
angelis, on some level, that angel. Likewise, a Defiler
whose revelatory form allows her to manipulate lis-
teners is not being untrue to herself by doing so—she
reilly s a manipulator. Bura Devil who embodies the
Mugku, and then, as Torment rises,
barbed tail is drifting steadily away from being a
wiclder of the Holy Flame, God imposed an order on
the world, so0 a demon's attempts to change his form

can be leg tely regarded s attemprs to improve
God's order {acts that have historically gone over
extremely badly).

The counter-argument, of course, is that change
is part of the divine order, People, animals, and in
fact everything in Creation changes day by day.
Even angels and do change — God Himself
changed each of the Houses of the Host when He
levied His curses through Michael. And although
Hell occasionally been described by human
pin asaplace where nothing ever changes, the
fallen can confidently say that this is not so, Change
is possible in the Abyss — not a single angel cast
there has emerged withour aleeration. In the face
of this logic, altering one's revelatory form doesn’t
seem 5o blasphemous. As support for this arg
ment, the few demons who have changed their
forms — using the slower method, of course
have reported no increase in the nagging anguish
they feel constantly {at least not connected with
changing the form).

Both argumencs are academic, of course. Absorh-
ing the abilities of a demon’s revelatory form by
consuming his soul carries its own risks, regardless of
whether God mtended for these forms 1o change.
. Doing so by practice (thar is, spending experience
points) is probably safer, but much slower as well,
Changing one’s form on the fly merits its own discus-
sion (see page 126). The Storyteller, however, is free
w make a ruling on whether or not altering one's

Demons are, of course, so far from the angels of
| Creanon that it's hard to ||1\.u,|m. a slighe cf
I revelarary form making much of a differ
Gudd does work in mysterious ways.

The three methods for changing a charcrer's
revelatory form traits are explained later. All of these
methods are lefi to the Storyteller's diseretion in the
end; players should not assume thar simply because
these mles exist that the Storyreller will allow them
unchanged. This is especially true for the rules on
changing one's form during play.

-
DevrLopmeNT AND GROWTH

As players accumulate experience for their char-
acters, they may choose to “buy” different abilities for
the demons’ apocalyptic forms. In truth, the process is
more like trading than purchasing, as a demon charac-
ter can never have more than eighr apocalypric form
traits. As demons progress in power (and more specifi-
cally, as they grow in Faith andfor Lore), however,
their revelatory forms might well change, roo.

Before looking at systems, the player should
consider exactly what is involved in changing
these abilities. As stated previously, the revelatory
form is literally an essential part of the character.
For it to change, something about the characrer
must change as well.

Crasarsy Lone

[t's not really possible (or ar least not supported
by the system) for demons to lose dots in lore, so the
change is really in the area of increase. As a demon
grows into his mystical power, his essence — and
therefore his revelatory form — might change as well.
Demaons do nor look upon their infernal eve
as toys. Using them is an acr of Faith (e
evocation in question docsn’t actually require an
expenditure) and that is never to be mken lightly,
Learning (or n:mcmhcrlng} lore is discussed in detail
on pages 64-68. The player should consider her
character's lore and how the character learns it with
regands to herapocalyptic form, however. Afterall, a
Mamtar was probably created with the (rather vague)
purpose of bringing death. That concept can be
further refined by what other lore the characrer
knows. If, for example, the characrer also has dots in
the Lore of Patterns, maybe that particular Slayer was
responsible for infection or epidemics! Conversely, a
Namtar character with ratings in the Lore of Flame
and the Wild might have invented (or contributed
to) forest fires. Plus, a starting charcter knows very
little of the lore she once mastered. This means that
the character might have vague nations of her pur-
pose, and as the character develops, she is able 1o
recall more of what she was once able to do.

Thisall ries in with the apocalypeic form because
an angel's original purpose helps determine the ves-
tiges of glory that remainas apocalyptic formahilities.

rations

en il the
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The forest fire Namtar might stare with two dots in
the Lore of Death and one in another of her House
lore. Over time, she recalls the first dot of the Lore of
Flame and somethingclicks. At that poinr, the player
wsider changing out one of her form abilities
r something more suitable to her original purpose.
Inn this case, the character acrually doesn’t contre
what form ability she loses or gains, From her perspec-
tive, it just happens (although the player naturally
makes the decision)

On the other hand, if
be taughe a new lore, the apocalyptic form mighe
remain the same or change in response o the new
evocations, as the player wishes. The difference is
that the character is willfully directing the change
At the Storyreller's aption, attempting this sorr of
“improvement” might constitute a Conscience roll
for demons with low Torment,

Crasarss OUTLOOK

If the character simply wishes to aleer a form
ihility of her apocalyptic form independently of her
re (perhaps changing one House ability for an-
other), the Storyteller should adjudicate whether or
not the change is valid for story purposes. Simply
swapping out abilities that the player doesn't find
useful isn't a good enough justification for changing
the demon's innermost essence. The |1\.m| should

secks o

o activ

describe what about the demon is truly char
e the form change as simply a metaphor the
The Storyteller may require the purchase of other,
ancillary traits to help solidify the choices. For ex-
ample, Marash, a Devil who embodics the Nusku
visage, has Radiant Aura
ntinues, Marash's player sees the char

s one of his form abilities
ter

of the Raveners. His form begins to change as well
He no longer embedies the resplendent Angel of

and play: bilit

salot
tely, thi
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A

ly Fire that he ance was; instead he burns

t anything coming near him is singed. His pl
decides rhar this manifests as the light of the fire
dimming (5o opponents no longer receive a bonus to
hit him) but bumning horer (so foes might acrually
rake damage from doing so). This change involves
taking a kind of natural weaponry for the char
and the Storyteller approves the choice, provided
that the playeralso spe \ce to raise Marash's
Strength or Stamina (representing the shift from
k).

yer

s expeti

social to physical in his outl

SusTEMS

1f the player wishes to buy a form ability that
15 equal in “form point” value to the one she
wishes to replace, the player must pay a number
experience points equal to twice the characeer
Faith raring. This means that the higher a demon’s
Faith the more firmly cemented her
pur > is, and the more difficult
changing her apocalyptic form b There is
no further experience point cost if the two powers
are of equal value.

If the player is trading a form power for one witha
higher “form point” cost, the process is a bit more
costly. In addition to the listed cost (Faith rating x 1),
the player must also pay. four times the difference in
form points berween the two powers. The point modi
fiers for buying high-Torment powers and for buying
de of one’s House still apply.

If the characrer is, for whatever reason, "trag
down™ and replacing a power with one of lower
value, she must seill pay the Faith rating x 1
incurs no additional cost. There's no "price br

either, however. Changing the revel
r,and making extreme chan

rating is,
se and self-im:

comes.

powers oul

nvalve

torm isalwiys

(that is, buyi e expensive powers) is simply

ilitics. T!m re qum-um.ul allc




Ciaeren Foun

Example: Tina has played Telviel, §
tor who once shaped canyons, for several staries now
During that time,
the love he once possessed, mostly in the Lore of Paths
{his primary lore} and in the Lore of Storms. The
player has also purchased dots in the Love of the Earth
far Telviel of evosion, naturally, needs to
undersrand his medium. As Telviel remembers more
of his past, the player decides that his form changes,
becom g mare solid. Instead of the clowded sky,
Talviel's wings now reflect the earth and vock beneath
fim, ‘and-hit exitive boddy becomes like vain-polished
Tina asks the Storyeeller
[rermissic viel's Conjuration power
for the slightly more expensive Immune to Bashing
Damage. The Storyteller requires a number of ancil-
lary prerc including raising Telviel's
amina, but agrees to the request
Telviel has a Faith rating of 4. Tina must pay cight
experience points { Telviel's Fatth rating x 2) o change
y ability of his revelatory form. Plus, Conjuration
normally costs two “form poins™ wheveas [mmune ]
Bashing Damage costs fowr, Because she is “rading
1 a higher-cost power, Tina must pay four times the
difference (in this case, eight) in experience points. In
total, changing Telviel's apocalypeic form costs Tina 16
experience points

CoRSUMING SOULS

A demon’

dc

stone fn

to trade in

ses firse,

revelatory form might change he-
lled lore or simple distance from God”
original design. This might be desirable as far
redemption i but this method is far
preferable to the other.

Chaprer Nine of Demon: The Fallen details how
one demon can consume the soul of another and
shsorb her memories, lore and Faith, A skilled enough
demon can even absarb his victim's revelatory form,
addingit to hisown, While thisis most certainly a path
10 great power, the risks that it carries give the few
demons who know of the possibility pause.

cause of reca

concerned,

Consuming a demon's soul absorhs not anly the
vicrim's Faith, bur her Torment as well, Ordinarily,
this is not an issue, as the demon usually takes in
only knowledge, but if the artacker atrempts o
b the vicrim's very form, that Torment be-
real and physical part of the atracker,
Additianally, the attacker's original divine purpose
(or whatever remains of it in the demon’s current
state) isn't alrered by the absorprion of another
mon's soul. This means that the new form modi-
fication is added rather sloppily to the atacker’s
own revelatory form, and his control over it is
fect fora rime. Absorbing form characteristics

Telviel has vemembered much of

is also dangerous becouse it alters the demon's True
Name. While this might foil any being who knows
the attacker’s True Name (at least for a time; the
Name changes but slightly, and a being with the
means to investigate the character can discover her
“new” True Name by the means deseribed on p. 256
of Demon) it also confuses the attacker greatly. His
essence, his soul, his very persona has been altered,
and that takes some time o get used to, The alter-
ation presents a slight chance that the awacker's
memories are altered or destroyed, or possibly even
replaced by those of the demon he consumed.
TES
The mechanics for absorbing a demon’s apocalyp-
tic form are similar ro the normal rules for
soul-consumprion. The victim's host body must be
destroyed and the arracker must inhale the victim's
soul, The attacker’s player then makes the Faith rollas
usual, resisted by the vicrim's Faith or Torment. If the
aggressorscoresmore successes, the victim is destroyed
and the Storyteller rolls the victim’s Faith mring
{difficulry 6) to determine how much of the victim's
soul the aggressor can consume

SHCQ {
m that the ramif
ide effects of i

unigue,
ht manifest the Lo

doesn’t ne
] lﬁv ~L}, i ju

uming rhat
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At this point, the aggressor can attempt to
absorh the victim's apocalyptic form as well, as-
suming the aggressor even knows that this is
passible. The aggressor might “guess” thar this can
he done (allow the player an Intelligence + Occult
roll [difficuley 8], and add any dots in the Legacy
Background ro che roll).

If the ageressor wishes to attempt to consume the
vietim's form, the Storyteller makes a second roll
against the victim's Faich. If the victim's Torment was
higher, however, roll that trait instead. In cither case,
the difficulty is 6. For each success, the aggressor
absorbs one ability from the victim. The attacker may
choose to absorh fewer form abilities than the number
of the successes rolled should she so desire. Given the
consequences for consuming a demon's apocalypric
form, this is often the case

The following constrains and consequences ap-
ply when absorbing another demon’s revelatory form:

 The aggressor gains a temporary point of Tor-
ment for each ability absorbed.

® All abilities absorbed are considered high-Tor-
ment. The character begins manifesting these abilivies
at five dots of permanent Torment, not seven.

® The new capabilities take some rime to meld
with the aggressor's apocalypric form. For a number
of weel form point” cost of the power,
the difficulties involved in using the new power
increase by one. This does not apply to such powers
as Enhanced Abilities, where the stated purpose is
reducing o difficuley, nor to “passive” powers like
Radiant Aura.

® The aggressor's True Name changes shightly,
which requires adjustment on the demon's part. For
the nexe month, the difficulties of all evocations and
wy other roll involving supernatural prowess or Faith
{including rolls to see through illusions) increase by
the number of form alilities absarbed (maximum di
ficulty modifier of +3). Additionally, the demon is
harder to contact by invocation using her True Name.
She'll feel a tingle when someone uses her *old” True
Name, hut she canniot be invoked complerely. Invok-
ing the demon by her Celestial Name still works
normally, however.

Example: Telviel battles Marash and destroys
him, consuming his soul. In the process of aleering his
won apocalypric form, Telviel learned that it is possible
to absorh other demons” abilities by consummg souls,
so he attemprs to do so to Marash. Separate from the
memories, love and other informatiom gleaned from
Marash’s destruction, the Storyieller ralls Marash's
Torment vating (as it happens to be higher than his
Faith) — sixdice. Atdifficulty 6, the Storyieller scores
four successes. The Storyvieller tells Tina (Telviel's

A

player) that she can assimilate up to fowr of the Devil's
abilities. After careful consideration, she chooses w0
absarh Improved Iniative, Fiery Blood and Sense the
Hidden. All three of these abilities are consideved high-
Tarment for Telviel, although only Fiery Blood was a
high-Torment power for the late Marash. Telviel also
gains three points of tempovary Torment, but he has
other concerns. His Triee Name changes, meaning thar
difficulties on all evocation and other supernatural
rolls increase by three for the next month (because
Telviel absorbed three abilities from Marash) . Addi-
tiomally, the difficuley to use Sense the Hidden is at +1
for one week (as the power novmally costs one “form
point”). Fiery Blaod and Improved Initiative, how-
ever, are passive powers, so they do not suffer any
difficudty modifiers

Tn story terms, Telviel's apocalyptic form changes
vet again. Where his wings took on the veflection of the
earthafter the last change, noww that earth looks cracked
and blasted, with lava seeping throngh. When Telviel
assumes apocalyptic form, his eves shine with a red,
sickly light that seems 1o malke solid barriers stightly
transparent — this is a reflection of both the Sense the
Hidden and Improved Initiative powers. Telviel begins
to regret the choice 1w absorb Marash's power, His
essence is changing in an alien divection, and he no
longer feels like the driven, soaring Angel of Eroston
that he once was.

OPTIONaL
drocavyrric Forms

Onee upon a time, demons were able to shift
their forms with a thought — if they could conceive
it, their bodies could become it. They could
shapeshift into animals, become walking pillars of
wind or fire, could even become bodiless abstrac-
tions like music, beauty or pain. Alas, the modern
World of Darkness is no longer a place of widespread
spiritual belief, and what little Faith is left is nor
enough to sustain such mutable forms. But for be-
ings that have escaped a supposedly eternal prison,
nothing is impossible. Wirh a sufficient store of
Faith and a heroic will, s demon mighrstill learn the
means to alter his form from moment to moment as
the situation demands.

This section contains two optional systems for
customizing a character’s apocalyptic form on the
{ly, altering special abilities from rum to . The
first method allows characters to choose from the
apocalyptic form abilities associated with any lore
path that they possess. The second, more freeform
method allows characters 1o manifest literally any
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form ability the player can imagine, limited only by

relative to each infernal House.

As ever, these oprional systems are for use at the

Storyrelle

\IXING ABILITIES FROM
DirreneNT L@hl_l’.‘\'m.ﬁ

The lore paths present
rules each have specific apocalyptic forms associ-
ated with them, representing the physical
manifestation of the knowledge and power the lore
embadies. A character’s primary lore — the evoca-

tion

od in the Demon core

tons that the demon knows best and can recall most
easily — determines the apocalypric form thar he
can assume. Yet the characrer is able to manifest

other lore paths as he be: wenstomed 1o
rtal shell and can
estial power, so it stands to reason that he could

her physical manifestations as well

ess greater levels of

ICCUss it

This system allows your character to manifest
special abilities from the apocalypric forms of any
6 piths she possesses, Wh
fests her ap
from any special ability listed among the apocalyp-
tie forms of the lore paths the character possesses.
Manifesting a fc 1o
¢ characrer's prir ore path requires a success-

aith rall (difficulry 7) or the expenditure of a
Faith point 1o gain an automatic success. If the
manifest multiple non-primary

-n the character mani-

choose

ability that does not bel

choéet tx

ilities, the difficy

Ity of the Faith roll increases by
one for each additional ability to a maximum diffi-
culty of 10. If the roll borches, the characrer loses
ary Faith point, as normal. Inter
festing high-Torment form abilitics incurs one
nporary Torment point per ability, Further, the
followin

ULC Cerm ionally

Iy when choosing alter-

estrictions aj

nate abilities:

* The

aracter cannot manifest more than cight

ahilities at any time — four low-Torment and four
high-Torment abilities, as normal.
® The character cannot manifesr more abilities

than the number of dors she
ssesses in the path. Therefore, a characrer with two
_ore of Storms cannot manifest more than
1 with that path.

ym a particular lore pat

in the

ries Associa

The character can continue toaleer the ahilities
bis form each tum if the plaver wishe
hilities with a successful Faith rall or by

wdding
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in the Lore of Portals as his primary love path, plus two
dots in the Love of Light and the Love of Longing. The
Visage of Portals isn't a form especially built for combat,
so Jim wants to draw on some of the abilities embodied by
the Lave of Longing. Firse, Jim chooses Increased Aware-
ness and Awra of Misfortune from the abilities associated
with the character's normal apocalyptic form. Since his
character possesses only two dots in the Lore of Longing,
Jim can choose omly two abilities associated with that love
path. After some consideration, he picks Claws and
Venom. Having made his selections, Jim can either make
a Faith roll with a difficuley of 8 (base difficuley 7 + | for
the second non-primary form ability) or spend a Faith
point for an automatic success. He chooses to spend the
Faith point, and the mansformation is automaric, Fur-
thet, the character inctars no less than three temporary
Torment poines due to manifesting three high-Torment
special abilities, Next mrn, Jim can manifest an entively
different cambination of abilities if the changing situation
demands it, going through the same process

When acharacter manifests abiliries froma differ-
ent lore path, his appearance reflects the mingling
forms. In the preceding example, Hanviel's lithe,
shadow-wrapped form might become more perfectly
proportioned, his features refined into dark, chiseled
beauty by the influence of the Lore of Longmg. When
combining abilities from different lore paths consider
how these manifestations might alter your character's
appearance, and deseribe it for the benefir of the
Sroryteller and your fellow players.

Crearma Uoun Own
APOCALUPTIC ABILITIES

1f the previous option is still wo restricoive for
your style of play, the following method permirs a
character to manifest entirely new modifi
her apocalyptic form at will. These modifications do
not exist as part of any other lore path — they are
limited solely by your imagination and the overall
nature of your character's House. Although your
creativiry is boundless and your character is countec
amaong the archirects of Cres e ds still limired by
the perspectives and affinities embedded in his soul
by the Creator Himself.

Using this method, your characrer begins play
with the apocalyptic form described by his primary lore
as presented in the Demon core rules, but at any rime
erwand, the character can replace one or more of his
form's special abilities with one that berter suits the
needsof the moment. Thisnew ability u.mln: anything
you want within the guideli
House, though the Storyteller is the ﬁndl rhiter as to
the overall effectiveness of any given abiliry.

ons

Creating a new form ability requires a success-
ful Faith roll. The difficulty of the wll and the
number of successes required depends on a number
of factors, The difficulty for creating a low-Tar-
ment ability is 8; creating a high-Torment ability
is 7. One success is requi ach Arrribure
increase, damage die or difficulty reduction that
the ability prov :(Ic-“ Abilities that provide spec
powers such as passing without a trace or being able
to run without tiring require anywhere from one to
three successes depending on the scope of the
power. The Storyreller is the final arbiter on the
number of successes required to create any form
ability, and she can increase or decrease the amount
beyand the listed guidelines at her discretion, If
the roll botches, the character loses a temporary
Faith point as normal, or Faith points can be spent
o Attain automaric successes at the rate of one
Faith point per success.

Example: Jim wants to create two new farm
abilities for Hanviel: enhanced Wits and the ability w
remember anything the demon sees or hears in his
apocalypric form. Jlim must make a Faith roll for each
new ability; since he wants bath o be low-Torment
abilities, the difficulty for both rolls is 8. In the case
of the enhanced Wits ability, Jim wants Hanviel 1o
gain +2 w his Wis Arribute, so he needs two
successes on his Faith roll. The photographic memory
ability doesn't divectly affect any dice rolls, s it's up
to the Storyreller to determine the number of suc-
cessesrequired. A photographic memory is a powerful
tool, bu it is largely passive in nature, so the Story-
teller decides char Jim will need mwo successes o
create the new abilit

Once created, each new form abiliry becomes a
permanent addition to the character's revelatory
tolm. until it is replaced by a different modification.

he character can never have more than eight
apocalyptic form abilities (four low-Torment and
four high-Torment) ar any given time.

Hoasr Rures

Every demaon is limited in her choice of form
muodifications by the nature of her House and the
affinities assigned to it by the Creator. A Devourer
would be no more inclined to lie like a Devil than
the Devil would think ro transform his radiane skin
into the hide of a hoar. The following are the
Attrihutes and Abiliries that cach House can
change, as well as general guidelines concerning
the nature of their special abilities. (In the preced-
ingexample, Hanviel d couldonly enhance
his Intelligence, Wits or Perception with any single
form ability,)

d for
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Th\' ‘\ni.’(-ls of the Deep were the muses that
lefr men's souls yearning for the sea. They were
spirits of longing, meant to teach people how to
look inside themselves for answers to the mysteries
of the earth. Unforrunately the power of longing
cuts both ways, and as much as mankind yearned
for the Lammasug the Angels of the Deep yearned
to join them. This laneliness spurred many to rebel
against Heaven, and their passion for humankind
gave the Defilers the power o inspire the infernal
hast to ever-greater acts of heroism in the face of
incalculable odds. When stirred to wrath, the
Lammasu could do more than merely spour slogans
— they scoured the earth with titanic storms and
hattered the coastlines with [ists of warer hundreds
of feet high. Mysterious, inscrutable, winsome and
beauriful, the Defilers artifice concealed souls with
all the peril of the raging seas. These qualities drive
the Lammasu to manifest abilities that provide
them with the power to read the desires of mortals
— and other fallen —and actupon them. Abilities
to read another’s emotions, stimulate feelings
through pheromone release or CReate strong pas-
sions by manipulating a wictim®s hormone levels
are typical Defiler form abiliti
Secondary to theseabilities, L
fest form characreristics that reflect their affinity for
the sea and the crearures that exist in its depths.
Carrilaginous flesh, paison stingers and crushing ten-
racles are all potential physical modifications that a
Defiler might possess,

* Attributes: Appearance, Charisma, Manipulation
® Abilities: Empathy, Expression, Perfor-
mance, Subterfuge

* Aura of Want: The Defiler can affect mortals
with overpowering ings of longing and despair
within a radius in yards equal to the character's Tor-
ment. Unless a successful Willpower roll is made
(difficulty ), the victim forfeits hisaction cach turn as
long as he remains within the area of effect. Demons
are immune to this ability.

® Soul Glimpse: If a Defiler meets the gaze of a
mortal or demon, he can gain a sense of thar person's
basic nature. Roll Perception + Alertness (difficuly
70 if successful, the demon learns the victim's Narture
and Demeanor.

# Soporific Touch: The Defiler's touch can cause
avicrim to fall into a deep sleep. If the demon touches
the vietim's bare skin, make a resisted Willpower roll
— thedifficulry for the Defiler's roll is 6, while the roll
for the victim uses the Defiler’s Torment as its diffi-
culry. If the Defiler's player wins the contest, the

mmasuoften mani-

tim falls into a near-comarose state for a number of
turns equal to the character’s Faith.

* Cartilaginous Flesh: The demon’s skin be-
comes thick and rubbery and is highly resistant 1o any
form of blunt rrauma. All bashing damage inflicred on
the character is halved before the soak roll is made.
Drvounrhs

The Rabisu are the angels of the living earth, the
spirit of the forests, ficlds and deserts and the archi
rects of the hunt. It was they who created the
immutable laws of the wild and laid down the foun-
dations for the cycle of life that kept nature dynamic
bundant for thousands of years. Unlike their
senior kin, the Rabisu cared linde for higher
notions of politics or philosophy. Of all the angels,
they lived for the moment, exulting in the heady rush
of the chase or the burst of color in the first blooms of
spring. They tumed their backs on Heaven because
they knew in their hearts that it was the right and
honorable thing ro do, and when they fought their
former brethren in the War of Wrath, they did so
without hesitation or regret. The Devourers are the
most brugally direer of their kind, and this outlook is
reflected in their form abilities, They manifest abili-
ties that allow them to interact with the natural
world they know so well. Chameleon skin, enhanced
musculature and tireless stamina are common abili-
ties, as well as the ubiquitous combinations of watl,

Secondary to these abilities, Devourers often
manifest :hu.ucrcmncs rl'm ‘dinw them o dr‘w.

skin, cell regeneration and mimicry skillsare typical
Devaurer abiliries.

® Attributes: Strength, Dexterity, Stamina

* Abilities: Animal Ken, Brawl, Intimida-
tion, Survival

» Eyes of the Predator: The Devaurcr manifesss
the golden of a wolf or tiger; the difficulty of all
Incimidation rolls decrenses by two.

* Repellant Musk: The Devéurer can exude a
frightful stench thar affects victims within a radios in
vards equal to the character's Faith score. Unless o
successful Stamina roll (difficulry 8) is made, each
victim loses two dige-from all et dice pools for the
duration of the scene.

* Mimic: The Devouter can manipulace her vocal
cords to almost perfectly mimic any « sound.
Upon hearing a sound or voice the character wants to
mimic, the player rolls Perception + Performance, The
inirial difficuley is 8, but it decreases by one for cach
consecutive turn the character spends listening o the
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sound she wants to imitace. If successful, the demon
can mimic the sound at will as long as she is in her
apocalyptic form,

* Clinging Flesh: The Demon's skin is covered
with millions of molecule-sized hooks thar allow her o
cling 1o almost any surface. The d mon can climb the
sheerest of surfaces, even plate glass, with a successful

Diexterity + Athletics roll (Jl”ll uley 6).
Devis

First among the fallen, the Namaru were counred
among the Heralds of Heaven, bearing the word of
the Creator to every part of the cosmos and direct-
ing the Heavenly Host indts labors. Later they were
named the champions of humanity, bringing their
divine authority and majesty to on the guard-
ianship of mankind, The Devils are lead i
statesmen without peer; even the most venal angels
of the House are capable of moments of powerful
magnetism and haughey pri As befits their sea-
rion, the Namaru are focused on social and politics
power, cultivating abilities thar grant them rthe
ahility to win hearts and minds through love or fear.
Form abilitics thar allow the demon ro caprure the
attention of those they address, w banish fear or
command fealty from strangers are [ikely manif
tions, 18 well as supernatural perceprions thar allow
the fallen to detect falsehood or hostile intentions.
A Devil'sentire being is devored to dominating his
surroundings, bending the will of demon and mortal
alike through subtlety or pure, blinding radiance.

This is nor resay thar the Namaru must depend
onothers for their survival; they were the warlord:
of the infernal host, bearing the title of mankind’s
champion with deadly earnest. Devils are capable

of manifesting
from lustrous, armored scales to wings v
razor-sharp silver. As u rule, a Devil’s coml
manifestations tend ro be more pru 1se and elegant
in execution than the hrutal abilities manifested
by the Rabisu.

* Attributes: Appearance, Charisma, Manipulation

* Abilities: Etiquette, Intimidation, Leader-
ship, Subterfuge

 Liar's Ear: The Devil
when someone lies to him,

* Halo of Majesty: A shifting polden halo sur-
rounds the Devil's head and face. No moreal or demon
can attack the Devil without a successful Willpower
roll (difficulty 8).

* Razor Wings: The Devilsprouts a pair of white
wings from his shoulders whose long pinions are
sharp and flexible as mzors. The Devil can artack
opponents in close combat (or by swooping past a

wide range of combat abilities,
h

tomatically rell

targer while in flight) with a successful Dexterity +
Melee roll (difficulty 7 if standing, difficulry & while
in flight). The razor wings inflict Strength + 4 aggra-
vated damage.

* Abyssal Eyes: The Devil's eyes rurn to liquid
shadow, vozing down his face or occasionally reaching
out like U.'ndrl 5 or fingers. Any mortal or demon who
meets the Devil's gaze loses three dice from all her dice
poals tor the duration of the rurn unless a successful
Wilipower roll (difficuley 7} is made.

Fiesps

The Neberu were charged with charting the
stars in their courses, measuring the seasons and
maintaining the great engine that is the universe
itself, They were the engineers of fate, rranslating
their understanding of the ordered processes of the
cosmos (nto lore that allowed them to view the
past and the future or travel
distances with a single thought. The more the
Fiends learned, how the more they real
how little they really knew; the more information
they gained, the more they were driven to inguire
further. Upon their escape from the Abyss, the
Fiends learned how millennia of neglect had spun
Creation out of bals nengine so out of
tune that it threatens to tear itself apart at any
moment. Driven by the need ta regain their lose
knowledge and possibly repair the Grand Design,
the Neberu manifest abilities that enhance their
perceprions, their intuition and their copnitive
abilities. To further thelr effores, they also prefer
manifestations that geant them spcul. stealth and
the ability to process and retain information. Ex-
trasensory perceptions like the ability to sense
danger, cognitive abilities thar allow them to make
rapid deductions ot abilities that conceal or alter
the demon's appearance are common.

ondary to theseabilivies, the Fiends sometimes
manifest abil 1lurlmr.!lluw11u.m o dazzle or fool ther
cnemics by creating illusory images thar cloak their
appearance. These chimerical auras can distract an
artacker, blind them with bright pulsesof lighe, or alter
racter's features to make them appear as some-
one clse.

e Attributes: Perception, Wits, Intelligence

¢ Abilities: Awareness, [nwition, Investiga-
tien, Oceul

® Danger Sense: The Fiend i highly atimed 1o
potenttal threats — if danger is imminent, the Story-
teller roll Perception + Alertness (difficulry 6) on the
characrer’s behalf. Themare successes rolled, the more

erailed a picture the charcter receives of any im-
pending danger.

ze
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* Infinite Tome: The difficulty for all Knowledge
rolls decrenses by two

* Tnvisibility: The charctercan bend light around
her body, becoming invisible. This effort requires
conmstant concentration — make an Inrelligence +
Stealth roll (difficulty 6) ench nam to maintain the
character’s invisibility. If the character attempts any
other action that calls for a die roll, the invisibility
fs. Demons can attempt to penetrate this as they
would any illusion.

* Mirage: The character can creare an illusory
that transforms her appearinee, allowing her to
disguise her features from distant or careless observers,
Roll Intelligence + Subterfuge (difficulty 6). An ob-
seTver must gain more successes on a Perception +
Alertness roll (difficulty 7) to see the characrer's true
features, Demons can attempt to penetrate this as they
would any illusion.

MALEFACTORS

The Annunaki were the shapers of the carth, the
sculprors of mountain and steppe, the fathers of
earthquakes andvolcanoes, Their will ser the conti-
nents in motion, forming aml re-forming the surface
of the world in anend! | parade of wonders
for mankind fo ohserve and I.L atn from. Afrerthe Fall,
the Malefacrors became the personal tutors of man-
kind, teaching them how ro master fire and shape
stone and hend-meeal to their will. The Annun:
prefer abilities thar allow them to interact with the
earth in all its power and glory, manifesting skin that
can bear the hottest temperatares without blemish,
muscles that can crush stone or maldsteel like clay or
eyes that can see in urter darkness. These manifesti-
tions also tend 1o provide potent combatabilitics, bi
this is largely comcidental. Malefactors ereate abili-
ties that allow them to focus on their work and leaye
the fighting to others.

Secondary to these abilities, the Annunaki culti-
vate powers that enhance their perceptions and allow
them an affinity with mechanical objects. Eves that
can see in total darkness are common, as is the ability
to detect the faintest vibrations though their skin.
Intuitiveabilities that assist the Malefactor in divining
the funcrion of an object is also valued, though newly
rerurned Annunaki have grear difficulty adapting ro
the more subtle operations of the modern world's high-
tech devices.

* Artributes: Strength, Intelligence, Perception

= Abilitiess Crafts, Science, Survival, Technology

* Shattering Touch: The Malefactor can read the
harmonic vibration of an inorganic object by ouch
and shatrer it with a precise application of pressure.
The player makes a Faith roll; the rarger depends on

the relative density of the object: difficulty 6 for glass,
difficulty 7 for wood, difficulry 8 for stone, difficulty 9
for merals, The characrer hatter one square
of matter per Torment point.

* Creator's Mark: [fthe player make
Perception + Awareness roll, the Malefactor auto-
matically knowswhocreatedan oh well aswhen
it was constructed and the manner of its construction
The character must be able to touch the object in
question to gain the information.

* Flesh of Magma: The Malefacror's flesh glows
e like molten steel. Anyone who come

t with this demaon's flesh suffers one level of
lethal damage per twum of contact. Inflammable
materials burst into flame upon contace with the
demon’s skin.

+ Absorption: The Malefacror is capable of ab-
sorbing inorganic objects into his body, turmng his
appendages into li
tobristle with anassortment of hlades, -p|[\L :
hooks. The Malefactor can absorb any inorganic ob-
ject ineo his body with a successful Faich roll (difficuley
7) and suffer no discomforr or damage. Note that this
only lasts as longas the demon is in its apocalyptic form
— once the verts 1o his mortal form, the

weessiul
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SCOURGES

The Asharu were ance the bearers of the very
breath of God, infusing mortal clay with the first
stirrings of life and then watching as their charge
grew into adulthoad and beyond, These guardian
angels rode the gentle thermals high above Paradise,
ready to rush o the aid of those i need. After the
Fall, their keen eyesand understanding of the powers
of health — and pestilence made them grim
figures indeed, dispensing life or hideous death as
they saw fit. Fallen Scourges manifest abilities chat
reflect their ancient ties g the winds and their
mastery over the encrgies of life. Graceful wings or
the power to avoid damage from a fall are favorite
manifestarions, as well as life-giving power mani-
fested in their breath, their touch or their kiss
Vengeful or tormented Scourges are nighrmarish
figures that seethe with uncontrolled life in the form
of cancerous rumors, talons dripping with viral slime
or flesh that emits clouds of spores that allow the
demon’s perceptions to penetrate the most tightly
sealed room.

In addirion to these powerful a 5, Scourges
hark back to their days as puardians Iw\, manifesting
abilities thar enhance their perceptions beyond hu-
mun ken. Eyes that see farther than any hawk’s,
filaments thar detect the slightest change in air




pressure

r olfactory bulbs that can detect the faint-
snt from miles away are possible S
enhancements,

e Artributes: Stamina, Wits, Perception

o Abilitiess Alerness, Athletics, Empathy, Medicine

» Martyr's Flesh: The Scourge is
wound penalties in her rev

est sC

hle to ignoreall

atory form.

e per scene, the Scourge
mortal or demon. This
action heals all bashing damage or one level of
lethal damage, or converts one level of aggravated
damage 1o lethal damage.

can lick the wounds «

 Spore Cloud: Onee per day, the Scourge

n
emir a cloud of spores from his body that are light
ough to remain suspended (o air and drift with the
wind. Living creatures that pass through this clowd
of spores pick up scares of microbes on their skin and
clothes bur are otherwise unharmed. The Scou
cive sensory information from this spore
cloud for the duration of the scene, allowing the
demon to see and hear everything oceurring in the
vicinity of the spares as though she were standing
there herself

can re:

« Plague Touch: With a single rouch, 1
Scourge can inflict a deadly
the demon touches her target, the vicrim suffers o
number of levels of bashing dama
Scourge’s Torment score. Furthe
cessful Stamina roll is made {difficulty 7), the
rarget suffers one level of lethal damage per day
for a number af days equal to the Seourge's Tor-
ment score

Seaur

All things must die, and the Halaku are the
spirits who make it so. The Angels of De:
last of all the Celestial Houses ¢
the Slayers were meant to follow like shadows in the
ather angels' wake, eliminating the old, the infirm
and the obsolere. In this way, the cosmos remained
dynamie; constantdly. re-inventing irself instead of
slipping dnto stagnation, bu the Slayers only saw
the sadness and terror that their work spread amor
nkind, They loved humanity no less than any
other angel, and the curse they suffered upon their
Fall was perhaps the most cruel of all. No longer
would they harvest the lives of plants and animals,
but men and women ag well, They were forced o
end the lives of the beings they loved most of all, a
i ste of Hell that rortured them all through the
War of Wrath and beyond. Regardless, the Slayers
n devored 1o their grim task of killing, and
hiliries reflect this, manifesting powers
that allow them ro determine a being’s health,

lisease ona vicrio. If

ual ro the
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tumped on ideas for your charactes
tic form ? Hergare some suggestions forsource mat
that might spur your creativity;

Art: Go to a museum or grab an art history
book and flip through it. Paintings from the
Middle Ages and later periods depict devils,
demaons and angels in a wide varlery of shapes
and siz
Hieronymous Bosch and Salvador Dali. Bosch’s
most famous works (The Tempration of St. An-
thoniy, The Garden of Earthly Delights, Pavadise
and Hell, erc;) detail Eden, Heaven, Hell and

Purgatory with a grim joie de vivre. Dali takes

similar imagery and surrcally distorts it. A lot of

it might be too abstract for your character, but
his depictions of the human form, however bi-

rre, can provide the fruit of inspiration. Also,
check our the work of Gustav Dore (his work is
often featured in rranslarions of Dante's Inferna,
and in' many editions of Milton's Paradise Lost).

Film: Go rent The Praphecy (orits sequels) for
a good look at the angelic form in bartle. If you
want a good glimpse at other demonie creatures,
chieck out the film Nightbreed, which is essentially
a film adaptation of Clive Barker's novella, Cabal.
Speaking of Clive Barker, we would certainly be
remiss toneglect the Hellraiser series as excellent
sources for high- Torment inspiration. Also, some
animé films might provide you with a less tradi-
tional glimpse into demdnie forms. Go rent Ninja
Serall or Demon City Shinfuku for good sources of
infernal forms, {(Ifyou don't have a weak stomach
and can handle some true demonic... ugliness,
there's the Urotsukidofi series or the Angel of Darke-
ness films),

Books: First, laok to non-fiction forseurces of
inspiration. This author specifically recommends
The Ulnmate Encyclopedia of Mytholagy (by
Correrell and Storm) or the Encyclopedia of Hell
(by Miriam Van Scorr). If those don't wark (or
aren't available), there are always “dictionaries”
or“éncyclapedias” of angeleand demonsavailable
at most bookstores — check ouc the occult or
religion sections for possible sources. As s
fiction goes, there are a few oprions. Piers
Anthony's Incarnations of Immortality series is worth
looking ar for their personification of abscract
ideals (Death being one of them — good for
potential Slayerchatacters). The horror novels of
Douglas Clegz mighr be worth picking up
Abaddon; Lord of the Pit is featured in one novel,

Specifically check our the works of

and in the book You Come When I Call You he
describes a being known as the “Desalarion An-
1k Peretei’s religious-themed novels,
specifically This Present Darkness and Piercing the
Darkness work, too. And, while the book is more
humerous than horrific, the angel/demon end of
the world romp Good Omens by Terry Pratchetr
and Neil Gaiman might give you more than just
a good lau;
Comics: Yeah, eamics are technically
nd “books” combined, but that makes them
unique medium; one thar can supply a great deal
of inspiration for the apocalypric forms you might
want to create. There's a rrivmyirate of comic
books you'll want to read if you need inspiration
for a revelarory visages Hellboy, Lucifer and any-
thing out of the Sandinan series. Hellboy (by Mike
Mignola) isa classic series of an occult investiga-
tor who happens to be a hig red demon with
sawed-off horns and a massive stone hand, Not
only does Hellboy himself provide ideas for form
maodifications, but every tale is filled with bizarre
creatures of the supernatural that might give you
yet more interesting ideas. Lucifer is an obvious
choice as a comic hook — ir derails the wavails of
the Lighthringer himself in the mortal world. He
encounters otherdemons, gods, angels —all pood
fodder for inspiration. The comic is of course a
spin-off from the Sandman series, which is alsc
good source of ideas because the beings and crea-
tures detailed in that series are straight out of
dreams and mytholopy, perfect for inspiring one-
self to create new designs for your charagter's
demonic appearance
Mythology/Religion: Myth and religion are
rife with descriptions of gods, demons, angels,
djinns, faeries or other preternatural critters that
supposedly walked this earth. Middle Eastern
religions arguably creared the blueprint for our
modern concept of demons — Zoroastrianism
started ir, Judaism and Christianicy carried it on,
and Islam polished it off. You can even peek into
the Bible for the weird descriptions of
(they come with many limbs, multiple eyes and
other weird physical accoutrements), or check
out the Jewish Kabbalah for more of the same.
Also, Astan myth (anything from Chinese, Japa-
se or Indian religion) is ideal. Demons are
prevalent in their cosmologics, and there are
huendreds of deseriptions of different types of de-
mons that can provide a wealth of inspiration.
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casing pain with a touch or even assuming a death-
like stare themselves if necessary.

Secondary to these abilities, the Halaku manifest
characteristics that allow them to move swiftly and
stealthily in pursuitof their duties. The ability o move
in absolute silence, tw slip berween the eracks of doors
or windows or w envelop themselves in concealing
darkness are all potent wyer abilitics.

* Attrib Dexterity, Manipul: Perception

= Abilities: Awareness, Intuition, Religion, Stealth

* Death Sight: In her revelatory form, the Slayer
can look ata person and determine his relative health.
Naroll isrequired. A single glanee rellsthe Slayer how
close the individual is to dying through natural causes
or injury.

* Silent Steps: The Slayer makes no sound whar-
soeveras she moves, seeming to glide soundlessly over
the ground.
= Auraof Darkness; The S
o5 around iself out to a distance in yards equal
haracter's Faith score, Light sources wichin this
radius (natural or otherwise) simply go out and refuse
o re-ignite as long as they are within the aren of affect.
Individuals caught within this radius (exceprthe char-
acter) are subject to the Blind Fighting rules on page
240 of the Demon core rules.

* Voice of the Banshee: Once per scene, the
Slayer can emita hideous wail that fills her foes with
feelings of imminent dearh. Any individual {friend
or foe) within a number of yards equal to the
clharacter’s Faith score will flee from the demon’
presence unless a successful Willpower roll (diffi-
culey 8) is made.

4
MATTERSOF SCALE,

This section contains a number of optional sys-
tems for increasing or decreasing the averall power
level of theapocalypric formsin your Demon chronicle.
Be advised that a number of these oprions significantly
impact the overall feel and playability of the game. As
ever, our Golden Rule applies: If it works I'm your
chronicle, use it. If nor, don't

Leancaasprae Form

Much of this chapter is devoted to powering up
your characrer's apocalypric form, burt if you're play-
ingamore mortal-centric game with characrers who
are a lictle less demonic, then you might acrually
loak to power down your apocalyptic form. One way
to do 50 is through the Legacy Background. Legacy
is a benchmark to derermine how much of the pre-
historical past your character remembers, In this
regard, you can use Legacy as a yardstick to measure
how much of the apocalypric form your character

Ayer create
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remembers — and the less he remembers, the less he
can use. The higher your characrer's Legacy Back-
nand is, the more of his apocalypric form he can
access and use. A character who does not have the
Background cannor access his apocalyptic form at
all. If your Storyteller allows the arainment of
Backgrounds during play (see Chapter Two for de-
tails), each Legacy dot purchased allows the characrer
ta access one low-Torment ability from his apoca-
Iyptic form. The fifth Legacy dot then allows the
character to access all four of his form’s high-Tor-
ment abilities, With this oprional rule, you can
essentially regulate the character's apocalyptic form
and reflect it more soundly in the Legacy Back-
ground for a low-powered game expericnce.
No Hianon Low-"TormesT DisTiscTIons
Should your Storyteller allow this option, your
character can ignore the distincrion berween low-
and high-Torment powers. Additionally, no Tor-
ained from accessing any of your apocalypric
form’s hlj,])fTunm‘nt abilities, Your character can
manifest all eight form abilities, should she choose,
and there would be no penalty for doing so. Obwvi
ously, this approach emphasizes a  more
action-oriented horror game; best suited to epic or
cinematic chronicles. The rormented nature of the
fallenis lessened and the * 17
much higher. If you're looking for a thmmclc that's
more Blade IT than The Prophecy, this is an oprion you
should discuss with your Storyreller.

POCALUPTIC Fonm
1 m\uhlmh.n vou and your Storyreller feel thar
the apocalypric form makes the characters too power-
ful. Afrer all, the game isn't abourt all thar, right? You
might want to limit your characrer’s supernatural pow-
ers to make his struggle more desperare and fearful. As
such, here are a few ideas to reduce the power of the
apocalyptic form in your chronicle:

* Don't have a form acall. Your characrer has her
lore and her inherent powers, and that’s it.
* Only allow o low-Torment powers and o
-Torment powers. This limits the form withow
d ereates o slightly less “pow-

higl
removing it entirel
ered up” fallen charncter,

= Require the expenditure of a Faith point (or two,
if you want to really be demanding) to achieve the
revelarory form, Doing so makes the form a litele less
accessible and forcesa lintle more stearegic thinking on
when and how to employ the fo ities.

* Giain a temporary derangement every time your
character assumes the apocalyptic form. Basically,
every time the character assumes her form, she must
open hersell once more o the full memory of the
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Abyss, with the artendant consequences. You or the
Storyreller can choose this derangement, and it lases
fora number of hours equal t your character's perma-
nent Torment score.
P
I HRALLSARD THE
ApocALAPTIC Form

Onie of the prospective gifts a demon ean give his
thrall is one or more of the special abilities conferred
by her own apocalypric form. Typically, this applics
only to the low-Torment end of the spectrum —
buing the thrall with the high-Torment form abili-
ties is dangerous for both the demon and the thrall,
That's not to say it can't be done, but the price is often
more than just th srnal bargain sealed between the
twir in the first place,

Hign-TorMesT THRALLS

Ifa demon's Torment is 7 or less, it is dangerous,
bur not impossible, to 3 to the four
high-Torment form abilitiesassociated with hisapoca-
Iypric form. Why is it dangerous! When a fallen
confers one or more of his high-Torment form en-
hancements to a thrall, he is forced ta open himself
1o his demonic nature and memories of the Abyss
The mental stress of remembering the knifing winds,
the colddesolation, the tortuows parade of humanity’s
sorrows and failings all comes back to haunt the fa n]lul
as it pours from him into the thrall. Therefore, for
every high-Torment power given to a thrall, the
demen incurs a point of temporary Torment.

But that's not all. The thrall feels the Torment as
well, bur mortal minds not meant to grasp an

s

erernity of pain. For cach high-Torment power that a
thrall is given, the mortal gains a single derangement.
These dermgements are often (though not always)
relared o the pact forged berween the fallen and the
theall in the first place.

Example: Baashar, master of the Love of the
Forge, decides to empower her thrall, Marecella, with
ane of her high-Torment form abilities. She chouses to
grant Marcella the ability to turn her fingers into
blades mﬂulrng S:rrngih + 2 aggravated damage.
There is a price, however. In doimg so, not only does
Baashar gain a temporary point of Torment while
empawering her thrall, Marcella gains a single de-
vangementin the process. Since the two made a bargain
involving Marcella's suecess as a surgeon, shed
a devangement associated with health and
{namely a phobia of germs).

TrnALLS EXOKING THE

To activate any enhancements, the player of a
mortal thrall rolls Willpower (difficulty 6). This is
different from when a demon evokes the form, how-
ever. When a fallen accesses her revelatory for
takes only one roll o bring forth any or all of the
powers available to her. A mortal’s player, however,
must toll for each enhancement he chooses to use, Ifa
mortal thrall has both Thunderous Voice and Immune
1o Fire, cach one requires a Willpower roll to mrigger.
Failingthis roll means the ransformationsimply doesn't
occur. Borching the roll, however, causes the thrall to
lose n point of temporary Willpower, A Willpower
point can be spent in lieu of a mll to automarically
access the ability.

pocALArTIC Fonm
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o mortals, or simply placed so that an unsuspecting
human might stumble upon them. A few corrupted
artisans made cursed items for the sheer joy of destruc-
tion — wanting nothing more than 1o see mortals
destrayesd by their poisoned gifts, no matter what side
the humans served in the war,

When the demons lost the war and were exiled o
Hell, none of their relics and creations went with
them. Instead, most demonie relics were destroyed by
the victorinus armies of the Creator, so that such foul
devices could no longer mar the face of Creation. A
handiul of relies were preserved and guarded in case
they were ever necded again. Many others were lost,
hidden in forgotten redoubts and caches or passing
through countless mortal hands. Over the acons, some
few relics resurfaced from time to time, making grear
impact upon mortal society before being lost again,
leaving behind only myths |
that heal
sword Excalibur, the magic rmrmr (lf Snow Whire's
stepmother—the true relics behind chese pe
might still exist, lost in the vasmess of Creation,
g to be found again.

Now the Abyss has been shaken, and demons
flood fram their weakened prison to wreak new havoc
on Earth. These demons have found a Creation sorely
diminished from the glories of Paradise, a world with
lietle faich or spirituality. One effect of this diminution
is that the great relics of old — engines that could
t the world — can no longer be created.
Relics are now f-ll more limited in scope and effect
r rand wonde

In Jupn.raucm Jumun are urgently searching
out the old redoubts and caches — tracking down
in alchemist's laboratories and Varican
— only tofind that the surviving wonders
nl’[hu Age of Wrath have been diminished as well.
There are a few remaining relics from that age, b
their powers have weakened over the millennia,
1 their cffects are but tattered shadows of the
wonders they could once produce. Still, any power
nadvantage in these days of chaos and reemer-
e vl tracking down lost relics — and I*ulldm;,
new weapons and artifacts — are top priorities of
many demons.

The Demon rulehook touches briefly on the
relics, giving rules on how characters can create
own relics and devices. This chaprer expands
greatly on that information, with a more complex
system for creating relic
relics both new and ancient, Thy
though. Your Storyeeller might prefer todownplay the
pact of relics on her chronicle, rather than focusing

i
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strongly on inventlon and discovery of mystical ari-
facts. If your Staryreller does decide to allow these
cs that chamacters

tles, vou can use them o design re
can build and use in the chronicle.
ST

o < 1 T Pal ]

e Narascor ReLies
Relics come in all shapes, sizes and appearances.
Some are obvious — swords of hlackened steel that
burst into ﬂ.nm st crystal scepters that glow with a
i nce, Others look like no more than
pmetal, wooden earvings or simply
per. Relics can be as small asancedle

twists of folded p
or the size of a bulldozer. Regardless of appearance,

Acts

companents or size of a relic, though, all such art
operate an the same principles.

Creation comprisesavast, incomprehensibly com-

plex set of forces and principles. The laws of physics,
the laws o hetics, the shape of the soul, the color
of the sky —all these things exist because the Creator
willed it 0. Creation is a vast network of threads,
where each thread is & natural law, an emotion, an
objecr and so on. The lore of demons allows them o
manipulate these threads and principles. Demons un-
derstand the principles of their !nn. on a perfect,

spiritual level, so they can conrrol atlon with just
o e ight: Whige o Devil conjumia-fice iing the Lore
of Flame, she doesn't create the fire herself, she m
nipulates the very principles and meaning of fire and
inflammability, so that it would be impossible for afire
not 1o exist in the area she targets,

ae:

The way a relic works is similar, bur different in
nt ways. When a demon sets out to create a
relic, she decides on the effect she wants the relic w
produce, She then manipulates Creation to produce
that effect — but stops just short of completing her
evocation. Instead, she stabilizes thar particular con-
figuration of threads and will and shapes it into a
spiritual pattern. Once the patcern is stable, she can
then embed it into her chosen object — one thar she
builds araund the pattern of evocation ar an existing
item that can contain the energi
The stable pattern of encrgies within the relic is
like o key resting in a lock — a lock in the door of
Creation itself. By focusing his will and energy into the
relic, a character can activate the stable patrern of
encrgy inside it, allowing the original effect o finally
come into being. The key is tumned in the lock, the
wor opens, and Creation comes rushing through.
When the evacationor effect ceases, the stable partern
still remains in the telic. Therefore, it can be used
in and again until the relic finally falls apart, unable
to continue chanmeling the forces of Creation,
Some relics, such ns enhanced items, mainta
comtinal effect or improvement, rather than having

Tmpor
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to be activared — like o key that stays in the lock and
keeps the door open. Such items, though, are alwa
minor relics that produce less powerful effects. It's just
impassible for a medern relic to continually produce &
truly powerful effect.

Relies are useful, bur they are also intrinsically
limited. A relic normally contains only one effect,
oneconfiguration of energies. Some rare relies can be
used to evoke two or more effects, but no matter how
many effects a relic can channel, ir's always a ser
number, The relic can create only those specific
cffects that have been built into it. A demon with the
Lore of Flame can conjure and control fire in many
wirys, choosing new configurations and evocations
each time, selecting new threads of Creation to touch
and pulland knot. A relic canmot doso, any more than
a car can suddenly decide to fly. A relic containing
the evocation of the Lore of Awakening does
not also give the wielder the power w perform the
Find the Faithful or Cleanise evocutions, even though
ademon with three dots in the Lore of Awakening
could perform all three evocations. Similarly, the
creator of the relic must decide whether the relic
performs the normal or high-Torment effects of an
evocation. If it can perform both, he must imbue the
relic with both effects.

The other major limitation of relics is the need
for sacrifice. The time has long passed since when
relics could evoke their effects at any rime, powered
anly by the desite of the user and the energies of
Creation. Modern relics — and even those s
fromancient times — require the user tosac
own spiritual energy to {
energy is the hand that turns the key in the lock of
Creation; it's the final pulse of power th
together the threads of the evocarion and triggers the
relic’s power. Just what kind of sacrifice is required ro
power a specific relic depends on many things, in-
cluding the power of the effect and the desires of the
relic's creator. Most relics require a Faith or Will-
power roll toactivate, representing the sacrifice of a
small measure of spiritual energy, Other relics require
the user to spend Faith points or Willpower points, or
suffer bashing or even lethal damage. Others have
subtler, less quancifiable effects, and they might re-
quire the user 1o give up the thing he loves most or
cause pain to those he cares about.

If thisseems unelear, think of it in rerms of a more
modern metaphor, Creation could be compared o a
massive, complex computer network. Demons are
gifted programmers, able to put together code on the
fly and instantly reprogram the system (within cer-
tain parameters) whenever they wish. Relics are
cros — small, dedicated programs that operate

with a single fcon. A relic is casy to use — almost
anyone can click on the icon and run the program —
hut it does only one thing. You can plug in different
variables or num it in different applications, but it'll
still just do one thing. You can assemble several

macros inro a multi-purpose program, but ic'll still be
limited 1o a particular set of uses.
Within these limitations, relics can create amaz-

ing effects, and many Demon characters can create
useful relics within the chronicle. The key to creating
relics of power is mastery over the Lore of the Forge

iritual knowledge of how to build, change and
infuse physical objects with power. Maletactors, espe-
cially those of the Mummu visage, are the pre-eminent
cersamong the fallen, arenot alone. Any
cter with an appropriate rating in the Lore of the
Forge can creare relics of various kinds. Lacking such
knowledge, charicters can seek out relics, racking
down those few artifacts that survived Heaven's purges
and still exist in lost caches and collecrions.

Tuprsor RELICS

Every relic is unigue, hm it's still possible w group
relics into three major groups, depending on the relic’s
of and the process of building the artifact, These
gtoups are exclusive, though. An item can be en-
hanced, enchanted or demonic, but it cannot be both
enhanged and enchanted, or enhanced and demonic.

Exnascen R

Enhanced re s known as consecrated,
hlessed, exemplary orhieratic items — are the simple:
kind of relics. With a erivial evocarion of the Lore of
the Forge, a demon can greatly enhance the mundane
properties of any normal item or device. An enhanced
faster and more maneuverable than nore
enhanced pistal is more accurate and lethal; an en-
hanced compurer has greater processing power, speed
and memory. These minor relics are not significant
enough o be worth searching for, and they will rmrely
play amajor role ina chronicle, but they provide useful
aid for mundane actions and are excellent gifts to give
to thralls and mortal followers.

Crearing an enhanced relic is comparatively easy.
The demon wses his lore to understand the principles
of the ohject and how those properties are reflected in
the laws of Crearion. Reaching out with his will, the
demon touches those thr at represent the object
and the principles that affect ir. In the case of a car, for
instance, those principles might include velocity, size,
mancuverability, durability and many other f CLoTs.
Using the Enhance Object evocation of the Lore of the
Forge, the demon intertwines those threads, strengrh-
ening the relationship berween the object and the
desired properties. If he is enhancing a car, the demon
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could improve the relationship between the
the principles of velocity and acceleration. The mest
common effect of this enhancement is a reduction in
the difficulty associated with dice rolls using the ob-
ject, but the enhancement could have other effects,
depending on the object being improved.

Like other relics, an enhanced item requires the
sacrifice of spiritual energy ro power ir, but it requires
far less than other, more powerful relics. The im-
provements to the object can last for ashore peri
scene ) without any notable sacrifice arall, other than
the initial actention of the demon evoking the Lore
f frer that time, the enhancement fades

nd

d (a

of the Forge.
and the item ceases to function, often falling to
picces. To make the enhancement permanent, the
evoking demon expends a point of temporary Will-
power a fairly minor expenditure 1o make for a
eful relic.

1
permanently o

[nn some cases, an enhanced relic might require

some other sacrifice, if the evoker wishes. Such an
item will become enhanced for only shore periods,
h the
permanently inside the relic. Only after a sacrifice
made does the item improve itself for a short perio
of time. example, an enhanced sword might
and more lethal for only a scene after
rastit Ider's blood; an enhanced car might
need to be fed the flesh of innocents before becoming
faster and mere ms neuverable for a scene. What's
mare, this ce on the part of the wielder adds
ree of permanence o the item, allowing it
irselt
d irems fueled by sacrifice may be used for a
number of times equal to the Male
ar the rime of its creation, These enl
v be made permanent with the ex
illpower poinr, in which case the sacrifice needed

7
ntial for enhancement ¢

even tho

become

: used multiple times hefore consuming

pon becomes less of o preservative
ned o

vate the wes
function and more of a security measure de

prohibi casual use.
It's important to note that enhancing mmuu in
er dlo-more than improve its normal propertices. An
enhanced car cannor fly; an enhanced sword cannot
w in the dark or immarerial spirits. Such
agical effects require a more powerful relic and a
ation and creartion,

ami

more complex process of ev

Escnasrep RiLics

Enchanted irems (sometimes called talismans,
churms or artifacts) are true relics — ivems thar evoke
supernatural, mlr.mllnu\ cffects. If an item can do
vir's an enchanted item.
wide variety of such relics exists — everythir
9 flaming swords and scrying orbs to candles made from
¥ the hands of murderers and books of blasphemous
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knowledge thar steal the reader’s sanity and soul away.
Anenchanted relic might have fairly minor powers, or
it might he a world-shaking treasure thar demons
acrass Creation are desperate to own,

Creating an enchanted relic is a far more com-
plex and time-consuming act than simply enhancing
amundanc object. The demon erearing the relic must
begin evoking the effect she desires, using her avail-
able lore. Before the evocation is complete, though,
she has to arrest the process — holding the unstable
threads of Crearion together with no more than
willpower and spiritual energy. This configuration of
energy must then be embodied in the object — aslow,
difficult process, only possible for those who have
nearly mastered the Lore of the Forge. The process
becomes a little easier if the demon purposely builds
an appropriate ohject 1o house the effect — such an
ohject will be tailor-made to contain and direct the
evocation — but doing so adds even more time to the
process. Many other factors also affect the process,
including the quality and durability of the materials
used, the power of the evocation and the time taken
w complete the enchantment,

In order 1o enchant relics, the demon needs more
than just the capability 1o evoke the Lore of the Forge
— she must have a degree of knowledge of other lore
s well. A relic cannot evoke an effect that the
ereator cannot understand — but it can evoke an
effect thar the creator could not evoke herself, Even
the most basic familiarity witha body of lore gives the

amon expert knowledpe of the principles of thar
lore, even if she doesn’t have the power, skill or
control to evoke more complex effects. By using her
knowledge of the Lore of the Forge w fill in the gaps,
the demon uses the relic o power and complere the
evocation, overcoming her own limitations by using
the item's power as a crutch.

As long as the character has even o single dotinan
appropriate body of lore, she can create relics that
evoke all the effecrs of thar lore. Just whart lore is
needed to create a given item depends on the effect
and the interpretation of the Storyreller. Some relics
are straightforward, creating an effect identical 1o a
standard evocarion. Others are more complex and
might require less obvious lore knowledge or even
multiple bodies of lore. A staff th

causes a voleano

o erupt when the user strikes the carth might require
knowledge of both the Lore of the Earth and th-: Lore

project might require knowledge of the Ium of the
Firmament {which governs perception and commu-
nication), the Lore of the Spirit (to allow separating
the spirit from the bady), or both, depending on the
decision of the Staryreller.

While enchanted relics can be powerful, they
have definite limirarions. The evocation of a relic has
to be fairly specific — the relic can do only what it is
“programmed” to do, Only a single effect can be
embedded in 2 relic only a demonic item can
manifest multiple powers or evocations. The Story-
teller
evoking an effect that is too powerful or complex. The
glory days of artifice are long gone, and some effects
that could have been created in the Age of Wrath are
now impossible.
Drmomic RrLics

The third class ¢
also known
obsjec
one of the greatest limitations of other relics — they
can be used for variable effects. How is this possible?
It's because demonic irems are intelligent — because
they con a living soul. The item’s crentor binds an
incorporeal soul — mortal or demonic — into the
item. He can then command the rapped soul 1o do
his bidding, drawing on its knowledge or powers. The
soul is bound into the relic, and it can be freed only
if the objeer is destroyed. A demonic relic mighrbe a
sword thar can fight berrer than [1s wiclder, a car that
drives itsell and breathes fire ar pedestrians or a
computer that writes your book for you — bur writes
a morbid, depraved novel that drives readers to sui-
cide.

There are two kinds of demonic relic. The most
common kind — and the easiest kind ro creare — is
# mundane item that houses a disembodied spirit.
Demons create these items wsing the Anchor the
Soul evocation of the Lore of the Spirir. With this
evocation, the demon binds a discorporate soul —
be it the ghost of a mortal or the apocalypric spirit
of a demon without a hast — into o narmal abject
This item can be almost anything, from a pen-knife
to 2 motorcycle, and the item's composition does
not affect the evocarion. Whar marters is the exist-
ing relationship between the rapped soul and the
item. The item ncquires similar properties to Hell
{rself — an empty, barren space that emits a terrible
spiritual gravity. This awful aweeaction pulls the
spirit into the vessel and traps it there forever. As
well as welding the soul into the vessel, the evoca-
tion also binds the trapped soul into obeying the
user of the item and allows the wielder o ce
cate with the soul. If the relic traps a demon’s s
that demon can be forced o use its evocations and
powers in limited ways to greatly enhance the item,
For instance, a demon with knowledye of the Lore of
Flame who was bound to s sword could evake its lare
toset the sword alight,

Frelics is thar of demanic |rcmﬁ‘
T

1also mule that a relic is simply incapable of
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The second, less common kind of demonic item
is one rhat is also an enchanted item. To make such
an item, the demon must have near-mastery of both
the Lore of the Forge and the Lore of the Spirir, being
able to perform both the Enchant Object and Anchor
the Soul evocations. The demon can't enchant an
item that already houses a soul, nor canshe trap asoul
in an already enchanted item. Instead, she muse build
normal, but use a trapped soul as one of the

thereli
original components of the item. Spiritually binding
the soul into the evocarion, she then binds it inra the
Item. This process takes even longer than the normal
enchantment process does, and it is significantly
more ult— and, of course, the demon must have
a way of imprisoning the enslaved soul for the dura-
tion of the process. The effort is worth ir, though,
s the ensuing artifact is immensely useful.
With a sentient mind controlling every facet of the
relic's power, the artifact becomes considerably more
flexible. A |!<|I|m|| magic mirtor might only be able 1o
create one kind of illusionary reflection, but with a
soul controlling the effect, the mirror could creare
lnose any illusion or reflecrion. And if the rrapped
soul b a demon, it can again lend its powers to those
that the relic already possesses.

BuiLping NikacLEs:
Revic CrEaTioN
SYSTENS

The following systems enhance and replace the
hasic rules for evoking the Lore of the Forge. It's
worth repeating that these are optional systems that
add a significant degree of complexiry to the original
rules, so players can use these rules only with the
Storyteller's permission. Furthermore, these rules are
not meant to work in a vacuum, Players can't simply
plug in the numbers and tell the Storyteller what
their new relic does. Not only do these rules require
dice rolls, they also rely on judgment calls on the part
of the Storyteller. A player should come up with the
idea for the relic she wants to creare, then sic down
with her Storyteller and work out the details and
result m;.:uther.

Prnrrct Exaises
P)(!II.-I)!I\(] n.‘d'l.\f‘i( toRELICS

aking an enhanced relic (or rather, enhancing
ring item) fairly simple process, both for
your character and as a mechanical system. To en-
hance an item, all the character must know is the
Enhance ltem evocation of the Lore of the Forge. A

o

Summangor sHascen lTranmTlm -
Determine difficulty of enhancing item. L

2 ?&Routmoﬁﬁcwmmmdimpwlm

#: Assign suecesses various praperties
5 kcm“:;\ncdm:tpermanﬁn’ﬂf‘ﬂesiﬁm%

few factors are involved in the enhancement process,
but once the different ors have been pinned
down, it just takes a simple roll to determine the
success of the evocation.
Tuelres rone Bsiascrn
Many items can be enhanced, some in quie

subtle or unusual ways, but not everything can be
improved with an evocation. Only manufacrured
items — things that have been forged — can hL
enhanced. You can’t enhance s batch of chemi
living creature or a rock that you just picked up from
the ground, but you could enhance a device that
mixes chemicals ora rock that’s been tied 1o a haft 1o
makeastoneaxe. Asa rule of thumb, only those items
that can be made or repaired with a Crafts or Tech-
nology roll can be enhanced,

Fistherimone, only itemss sk
ame cffect — ones that require dice rolls; or that
mr]un.m.c other dice rolls — can be enhanced. You
sci s ook, & phatograph or a GO, becauss
itemsaren't used in away that can be made better

e A concrete in-

t|\L‘
with the evacarion.

When your character has decided on the item she
wants to enhance, the major factor is the object’s
complexity. The larger and more complex the item is

— the more principles of Creation it embodies, the
mare components and subsystems it possesses — the
harder it is to enhance, and the higher the difficulry of
the roll needed o perform the evocation is,

¢ Difficulty 5: Small items with little or no
moving parts. These items generally do only one
thing — cut, chop, lever or bind — but they do it
wll. Examples are hammiers, crowbars, baseball bas;
clothing, lockpicks, swords, tools and longhows. Items
like CD¥ and compurer disks don't count — they
might be simple, but they're designed to be used as
part of a complex system. Particularly small items
bullets, playing cards, tools in a kicand the like— can

The Storyreller m:
the character’s Faith to be enhanced in a single
evocation. He might rule that a right group of small
items — such as a pack of cards — counts as a single
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trem, or he might decide rhar each item must be
enhanced separacely.

* Difficulty 6: Large, simple items. Large means
anything man-sized or larger. Some items of thi
e interacting parts, but not moving parts
towhoar has distinct parts, but it doesn't rely on
complex mechanical interactions. Good examples
include sailboats, surfboards, parachures, ladde
wagons, hot air balloons and batrering rams. Many
items of this type don't benefir much from enhance-
ment. There's not a lot you can do 1o a sofa, for

= Difficulty 7: Small, mechanically complex items,
where small means smaller than a man, These ftems
can have some electronic components — it's rre 1o
find items thatr don't. these days but the irem's
primary use must come from the mrerplay of its me-
chanical moving parts. Examples include pistals, rifles,
wcooters, outhoard motors, bombs, jackhammers, air
conditioners, binoculars, locks and lawnmowers.

s Difficulty 8: Large, mechanically complex
items. Many items of this type are more electronic
than mechanical, or they rely heavily on their ¢l
monic components. These items don't come under
this category. A car falls inro this category, bur not
an airplane — that counts as a large electronic
device. Aside from cars, good examples include
mororcyeles, cannons, speedbonts, eranes, refrig-
erators, lathes and bulldozers.

* Difficulty 9: Small elecreonic devices or item:
that combine complex electrical systems with me-
chanical systems, A computers is an obvious example,
but other possibilities mclude security cameras, DVD
players, mixing desks, cell phones and GPS locators. If
several items are connected — such as a LAN or a
security system — the Storyeeller may count the sys-
fem as a large item or require each item in the system
10 be enhanced separately.

* Difficulty 10: The most difficult items w en-
hance are large, elecrronically complex devices. An
arrplane (large or small} would come under this cat-
cpory, as would a cruis surveillance satellite,
a computerized manufacturing line, a speaker stack or
o radio broadeast system. The Storyreller may derer-
mine that some very large or very complex items are
impassible to enhance, even ar this high difficulty. A
battleship or aspace shurile, for instance, would be too
much o handle.

Te Evocarior

Once youand the Storyteller have decided on the
details of the objecr ro be enhanced, the process of
improving the item is very simple. You roll your
charscter's Perceprion + Crafts against a difficulty

7

derermined by the object’s complexity. If you roll one
or more successes, your character evokes her lore and
enhances the item.

That's the base system, anyway. You can doseveral
things to improve vour ¢hances at the evocation,
cither by adding extra dice to your pool or by reducing
the difficulry, Here are several ways in which you can
berter the odds. Your Storyteller might also come up
with other modifiers.

# Ravaging: By ravaging the souls of your
character’s thralls, you can add a number of dice up
to her Faith rating to the dice pool for the evoca-
tion. This is a good way to get several bonus dice for
ton, but your character’s thralls pay a

* Faith: ‘-;pcmilng 1 potne of temporary Fairh adds
an automatic success to the evocation ol

# Extra Time: Like all evocations, Enhance Irem

takes just a single tum to evoke. Ifyour character takes

more time — slowly coming to grips with all aspects of
the object, both physical and spiritual —you can gain
extra dice on the evocation attempr. If your characrer
minutes performing the evocation — at
if not more — add one die to your pool. If
acter takes a full scene uo!um her lore, add
1w dice to your pool. You can't gain maore than
two extra dice this way, no matter how much more
time you ake.

* Resonance: As mentioned in Chaprer Two,
each lore has a body of symbols and morifs that
resonate with it. [f yvour character uses the resonance
of the Lore of the Forge in her evacation, the di
culty of the evocation attempt decreases by one,
Suitable resonances probably include rools, a fory
circwit diagrams, an anvil or other symbols of me
chanical engincering. Gerring your hands direy with
good hard work is also resonant with the Lore of the
Forge. You can enhance an item with a word and an
act of will, but it’s casier if you pull the engine apart
and put it back together.

# Visage: If vour characeer benefits from reduced
difficulty vo her Crafts rolls in her apocalypric form (as
the Mummu do), that benefit is applied ro the evoca-
tion roll if she is in her apocalypric form while
performing the evacation. If she takes extra rime, she
must maintain her visage for the entire duration of the
evocation. Characters who benefit from reduced diffi-
culty an Perception talls in apocalyptic form do not
apply this benefit to the evocation. Sharp physical
senses are no help when sensing an object’s spirinual
shape. If the chamacrer’s Perception increases in his
apocalyptic form, however, that benefit does affect the
evocation dice poal.

1
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* Unfamiliarity: If the demon has no idea how
the object works, the Storyteller may raise che diffi
culty of the evocation by one or two, This penalry
will rarely be an issue, though. After all, a demon
in full understanding of an object’s propertics
with a single, separate evocation of Enhance ltem.
Sometimes, though, a character is pressed for time
and might not be able to spare the few seconds
needed to study an object before desperately trying
to enhance it.

= Existing Relic Status: If the item is already
enchanted or demonic item, it cannot be enhanced
Similarly, an item that is already enhanced cannot be
shanced again. The item’s spiritual shape is already
altered in ¢ v it cannot be de-
formed further.

Once all the factors are pinned down, it's time ta
make the roll. Remember thateven if the rollsucceeds,
your chareter might still end up evoking the high-
Torment effect of the lore. Alternatively, you might
want to evoke the high-Torment effect, creating an

v unnatural fashic

Te VML TAND

mple, hon
-Tarment item, one

Lo atte m[rh i
S5 H‘ i roll too m

A

irem that is likely to rm an it user. Perhaps this isa
wife for. somsone who nseds 1o-be tatight 4 lessor, o
perbaps it'sa poisoned chalice that v
the user nothir L pain.

If the roll botches, the item could be damaged or
even destroyed, and the demon could lose temporary
thpoints. If it fails, it simply fails
can make another evocation attempt straight av
though the Storyteller may increase the difficulty of
the evocation by one. If the roll succeeds, the item is
enhanced. The next step is working out just how the
objec has been improve

i

wihope vill cause

DING THE SUCCESSES
The player can spend each suc

w8 0n the evo

particular aspect of the enhanced
item. If the object has multiple properties chat can be
improved — and almost all items do — cach aspect
must be improved separarely. A suce
making & car mote durable will do rocki
faster or more maneuverable, Any unspent successes
are lost

tion o improve
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e often, and mare dr.
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The following are the most common aspects that
an be improved through enhancement. If you want o
improve a property that doesn't appear on this list in
some form, talk it over with your Staryteller.

= Reducing Difficulty Numbers. Many items are
wsed in conjunction with an Ability. Youmake a Drive
toll when your charmcter uses a car, a Fircarms roll
when she shoots a gun, a Technology roll when she
uses her tools to repair a motoreyele. The most com-
mon use of enhancement is to reduce the difficulty of
using that Ability with the item — making the gun
more accurate, the computer more easy to use, the car
more maneuverable. Ench success spent in this way
reduces the difficulty of using the item by one. You
can't reduce the difficulty of using the item below 3 —
any additional successes spent on reducing difficulty
have no effect.

Some items have more than one Ability asso-
ated with their use. For instance, using a computer
normally requires the Computer Ability, but if the
user is accessing computerized records, he would be
using his Research Ability. If he is writing a novel
on his computer, he'd be using his Expression
Ability. If the object is associated with multiple

Abilities, you must choose which Ability is af-
fected by the successes you spend. If you want to
enhance multiple Abilities, vou have to spend
successes on each Ability that is affected. For a
computer, you could spend a success to reduce the
difficulry of Compurer rolls by one, then spend a
second success o reduce the difficulry of Expres-
sion ralls by ane.

* Increasing Difficulty Numbers. In some
cases, you might want to merease the difficulty of
inreracting with an object. This is usually only the
case with objects thar perform a defensive or pre-
ventative function — a lock or a security system,
for instance. In such cases, cach success spent
increases the difficulty of bypassing or circumvent-
ing the item’s funcrions by one, up to a maximum
difficulty of 10.

* Increasing Effects. Some items have a quan-
tifable effect on the world, measured in terms of
dice. Guns and weapons are the most obvious ex-
ample, as a pistol or sword has a base number of
damage Similarly, armor provides a set number
of sonk dice to the wearer, while objects such as cars
and doors have their own soak dice. Each success
spent on improving these aspects increases the
object’s dice pool by one, up 1o a maximum of
double the original dice pool. If the object has two
or more different effects — for instance, a rifle with
anattached grenade launcher — each effect must be

® Increasing Durability, All physical objects
have health levels, just like chamcters do. Each success
spent on increasing an object’s durability gives it an
extra health level, up to double the object’s original
number of levels.

® Improving Other Quantifiable Factors. Many
items have factors thar can be measured or defined but
don't break down into dice pools. Examples include a
car's top speed, a pistol's range or a computer’s memory
and processing speed. Each success spenton improving
one of theseaspects increases the value of the aspect by
20%, toa maximum of double the original value. Inthe
case of a light pistol with a range of 20 yards, each
success spent on improving the range increases that by
four yards, up to a maximum of 40 yards. If the object
has multiple quantifiable aspects, each must be im-
proved separately.

Onee you assign and spend all the successes from
your roll, the evocation is complete, and the enhance-
ment of the object rakes effect.
(:l‘.-"\!’.i“.'l'lmi'I'I1l=.|'"' HANCEMERT

The evocation is now complete, and the frem now

benefits from the effects of the enhancement. The
| question that needs to be answered is how long
will the enhancement last!
If nothing is done w extend the effects of the
evocation, the item will retain its enhancement for the
rest of the scene. After that point, the evocation will
dissipare, and the ﬂl‘Jeu will cease to function. The
stresses of the evocation leave the item cracked and
broken, and it falls apart from the strain. Simple irems
such as swords might simply snap in half ar crumble
intodust. More complex items such as cars might break
inta their component parts, or even explode (ar the
oryteller's discretion).

Depending on circumstances, you 1nl|,ht m:cd an
item to be only temporarily nnh-\nu- ially if
you want to use it only once and then di nl it. In
many cases, though, it's more wseful o make the
enhancement permanent so that the item will always
perform better no nd be useful o your
character or her allies and thralls.

The usual methesd of making the enhancement
permanent s simply 10 spend a point of remporary
Willpower. Your character flexes her will and fixes the
evocation infoa complerely stable configuration thae
permanently modifies the nature of the object, This
n't the only way to make the enhancement perma-
nent, however— not if the item s destined to be used
by one of the demon’s thralls,

Dluring the enhancement process, the demon
can fix the evocation into place with the faith of
one of her thralls — using the thrall's Willpower
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instead of her own. To do so, the demon
dedicate the irem ro the thrall during the ev
tion precess. Doing so might entail simply keepi
the intended recipient of the item in mind while
enhancing it orsomething as complex as engraving
a symbol representing the th on each compo-
on the style of the
When the

st

nent of the item, dependir
demon and the taste of the player.
evocation is almost complete, the demon
present the irem to her thrall and ask him to accepr
. If he accepts it, the thrall then loses a
nt Willpower, which seals the

point of
evocation into place and enhances the item. If he
cation fails.

perman

he irem, the ey
nced irems made in this way have an addi-
rts — an activation condition

st
Enh

tional drawhack ¢

that must be mer each rime the thrall wants to gain the
bonuses of the item. This drawback results from the
fact thart the faich and determination of mortals is less
certain than that nd it lacks the focus and
direcrion nee the item. For the
1 thrall's player must make a Willpower
rell o activare the limited evocations his master might

w on him (see page 252 of the Demon core rules
for details). Until the item is activared, it's merely a
nd it can't be detected with

demons
to fully emy

SHITIE Fease

hest

normal object of its type,

supernatural awareness (see page 172 of the Demon

LA AP S
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nce the chrall meets the
il

core rules for details), Onl
requirementwill the item become enhanced as
tor the rest of the scene.

The demon decides on the activarion condition of
¢ item when she creat Common condirions
include making a Willpower roll (difficuley 8), spend
ing a paint of temporary Willpower or suffering a level
of unsoakahle bashing damage, The demon can be
more creative if she likes, requiring more unusual or
litions ta be met. For instance, a mi
t become enhanced unril i rastes the
ent (or perhaps tastes the blood of
matters s that the activation

ic

difficult co
rd mighe r
wd of an oppo

W

I
the wielder). W

condition demands at least some small degree of sacn

Saying a m
the will of the user.
n help cement the evocation inthis

fice from the user

W o

cause it doesn't drz

Only thrallsc
wary, because the demon can g
only those mortals who have faith in her and have

agreed to a pact with

ain access to the wills

enhanced item
part of her pact, but the evocation can be finished ¢
ree

the item enhanced only if the morral ;
and offers up his faith to the demon. 1f the mo
he pact is b

the demon retums to Hell, or
cither party, the relic instantly loses its enhancement
and breaks apart.
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wusimgeach by one. The last sticcess goes onto improving the
comprter'smemary by 20%, taking it from |5 gigabytes ta
18 gigabryres. Not wanting the computer 1o fall apart a
scene later, Enerbanske’s player spends a point of Will-
power 10 make the enhancement permanent.

DamsrepDosDERS:
BuLpmsa ExcnANTED RELICS

Enchanted relics — items that create a limited
evocation or supernatural cffect when the user or
creator wishes — are among the most powerful and

esirable relicsindemonic society. They'tealso among
the most difficultand costly rocreare — norjust for the
character, but for the player as well. Compared o the
systems for creating enhanced relics, the system for
creating enchanred items is significantly mare com-
plex — becanse these relics can do so many things.

Having said that, this system 1sn't too complex. In
practical terms, you and the Storyeeller need o pin
down the effects created by the relic and how easil
those effects can be used. From these derails, you can
work out just how many successes are required on an
extended evocation roll, and what modifiers will affect
that roll. Roll some dice, accumulate enough suc-
cesses, and the relic 1s complere.

Ervisiosmsa raelrem

The first step in enchanting an item is deciding
what kind of relic it's going ro be — whar the object
will be and what supernatural effects the objecr
generates. These decisions determine how difficult
the evocation will be, how powerful aneffect the relic
can gencrate and what bodies of lore the crearor
needs ro know.

So what are you trying to create! A mirror that
always shows a beautiful reflection? A book thar lers
you communicate with dead souls? A wand that shoors
firehalls! A trench coat thar lets you teleport! Almost

anything is possible. The item you enchant can he
simple or complex, big or small, natural or artificial,
appropriate or bizarte. For the most part, the item's
nature doesn't matter, because the evocation doesn't
invalve that nature — it simply embeds and anchors
another evocation into the object. You could enchane
abrick ora newspaper if youfelt so inclined. What does
matter is how well you know the item and the qualiry
of the item, An abject you made yoursell' is easier 10
enchant than one you didn’t. A finely crafted item is
necessary to contain the power of o strong evocation.

Technological irems cannor be enchanred, how-
ever. Science and technology are alien things to
demans, whowere locked oblivious in the Abyss while
mortals developed amazing new devices. Demons find
the spiritual nature of things such as cars and video
cameras very difficult to understand, and while they
can enhance such items (with grear effort), they can-
not yet percetve the shifting, confusing nature of
technology enough to manipulate that nature to form
an enchanted relic. Demons can enchant me
itemns — clockwork toys, car engines, even firearms —
but elecrronic items such as compurers or cell phones
are out of the question. You could enchant a broken
high-tech item — u broken camcorder is just a lump of
plastic and metal wires — but the enchantmenr would
dissipate if the item were repaired, because its nature
would change and force our the embedded evacarion.
1 up to the Storyreller ro decide if a charcrer can
enchant any specific item.

At this poing, you also need t deseribe the specific
effect the relic evokes. Unlike the evacations of de-
mons, which are flexible and modifiable, the powers of
relies are clearly delincared. You can'tmakea relic that
both dampens and strengthens fires. Or mher, you
can, but you'd need 1o enchant the item twice. Simi-
larly, your magic mirror can show only one kind of
illusory reflection — making rhe viewer look maore
beauriful, for example.

A relic's effects can combine the power of two
bodies of lore in some cases, but that effect still needs
1o bedefined. A mirror that candetect what the viewer
wishes he looked like, then shows him that reflecrion,
would need a combined evacarion of the Lore of Light
{illusions) and the Lore of Longing {desire) — butstill,
that’s all it does.

Just to make it perfectly clear — an enchanted
relic can evoke only one, limited, predefined effect or
evocation. It can’t produce a complex, flexible evoca-
tion, and it can't be enchanted twice to produce two
different effecrs, It was possible to create relics with
multiple enchantments back in the Time of Babel and
before, but Creation is too thin now to allow such
power, and only rare surviving artifacts from thar time
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sercame these restrictions. If you wane to make
amore flexible ivem, or one that can produce multiple
effects, then you need to create a demonic item.

Talk your idea over with your Storyreller first
just in case she doesn't feel the item is appropriace for
her chronicle — then move an to outlining the details
of the irem
Nrerssana Lore

Before your character can build the relic, he
needs to know how to evoke the effect thar the item
will mimic. He needs ar least basic knowledge in the
bodies of lore relevant to thar effect, meaning he

must have ar least one dot in every body of lore
required for the effect. Tt isn't necessary for the
chamcter to be able to evoke the effect himself -
you don't need to have four dots in the Lore of the
Winds to make a relic that can evoke a Wall of Air.
But without basic knowledge of the appropriate
lore, you won't be g 1d how ro contain
those energies within an object or how to direct
them using the Love of the Forge. If the relic's effects
Rerabine fhe powers of two-or move bodiés of love,
your character needs to have ar least one dot in each
of those lore paths. If the effect is the high-Torment
sion of an evocation, then the characrer will
10 gain a point of temporary Torment when
enchanting the irem.

e to understs

If your proposed relic issimply evoking a standard
effect, the system is pretry straightforward, One of the

strengths of enchanted items, though, is that they
l can create a wide variety of effects, not all of which
are standard evocations. It's up to the Storyteller to

decide what lore is relevant roa particular effect. The
following list is a puideline, but the Storyteller may

¥ decide thar a different lore —«
— is needed.

combination of lore

® Lore of Awakening — Relics that heal or
directly harm a person or creature, or onesthat involve
medicines or poisons.

® Lore of the Beast — Relics that contral or
influence animals.

® Lore of the Celestials — Relics thar affecr a
demon’s Faith, powers ar eve

# Lore of Death— Relics thar directly end mortal
lives or affect undead creatures.

® Lore of the Earth — Relics that control the
earth, metals and stone.

* Lore of the Firmament — Relics that involve
COMMURICATIon ov

* Lore of Flame— Relics that creare or affect fire
and hear,

* Lore of the Flesh
a character’s body, including relics that modify a
crer's Artribures.

* Lore of the Forge — Relics thar affect other
or control objects.

* Lore of the Fundament — Relics that change or
override physical laws, including most relics that fly or
act as a form of rransport.

* Lore of Humanity — Relics thar control or
influence moreal minds directly

* Lore of Light — Relics that create illusions of
any kind or create or affect light.

* Lore of Longing
minds indirectly or detecr or modity emorions.

* Lore of Paths — Relics thar ir
or direction,

» Lore of Patterns— Relics thar provide informa-
tion or predict the future.

arlons.

ange.

Relics thar directly affect

cha

relic

Relics thar control moreal

olve movement

» Lore of Portals — Relics that teleport the user
or control doors and |

* Lore of R ee — Relics o
influence groups of meortals,

* Lore of the Realms — Relics that allow mravel
or interaction berween worlds.

* Lore of the Spirit — Relics that allow com
munication or control over spirits

* Lore of Storms — Relics that control or influ-
ence water or storms

RS

1 overawe or

» Lore of Transfiguration — Relics thar change
shape or allow others to change shape.

* Lore of the Wild — Relics that control or
influence plants or wildemess areas.

* Lore of the Winds — Relics that create or
influence air and winds (including some relics thar
allow flight)

Aswell as evocation effects, the Storyreller mighe
allow relics that mimic features of ademon’srevelarory Y

(R H]
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ard, The mirror b
k our her uj al im
f and create that ima
crserictly has ow o they don't  work
ndently, so i a single (if slighely
cated) effect.
There's ng standard evocation that prod
this effect, but ith David ¢
basically a

form, such as wings ar inereased size, Thecreator of the
relic must have one dot in the primary lore of a
visage inorder to mimic that feature. For instance, the
ives the user the Perfect Balance
feature of the Ellil visage must have at least one dot in
the Lore of the Winds. If the feature is one shared by
several different visa

5 (many demons have wi

their revelatory form, for instance ), the demon needs
to know only ene lore that provides that featur
feature is a high-Torment feature of the visage, the
character gains a point of temporary Torment for
embedding the feature in the relic

Afthe

The Storyteller may allow a character who doesn't
know the necessary lore to work in collaboration with
ar 5. Such a collaborator must
in the Lore of the
harator is much more diffic
e'sown. Modifiers for we
a partner (or partners) are shown larer i this section.

Serecrina THERiGrT MarermaLs

Two facers of the chosen item are relevant in
enchantment process. The first ishow familiar the demon
is with the item — whether he made it himself o
obtained it throughothermeans (bought it stole i found
i t, erc. ). I the demon made the iem
himself, it's much easier for him to enchant ir. He knows
the nature of the item well and cim easily perceive the
places where an evocation can be anchared. I he didn't

sher character who doe

have ar least one o
working witha coll
creatingarelicon ol

make the item, the process becomes harder,
Theother factor is the suitability of the item and its
An evocation isanexus of mw power and

uring it to @ physical object is no easy

components
energy, and s
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taske If the irem s flimsy or of poor quality, it can’t
anchor a powerful evocation effectively. The evoca-
tion won't take hold, and the object might even be
destroyed in the process. qmr.l'm]m' is more than just
physical robustness, though — " sure of
how rare and hard ro obtain the material is. The best
materials aren't available in supermarkets or factary
showrooms. A character might want meteoric iron, an
ique sword made in the 12th century, or the hand
afa hanged murdérer to form the nexus of his relic, all
of which takes time and effort to acquire.

Inmechanical terms, the |L‘[l\<m\:i:lll\i]l‘lr!l\'“"llh
the device determines the basic difficulty of the evoca-
tion, The character must roll against a difficulry u!’ﬁ o
enchant an item his character made, or against a
difficulty of 8 1o enchant an item made by another.
The item's suitability determines the maximum num-
bér of successes that the character ccumulate in
the extended evocation roll — which, in wiem, will
dicrate the effects of the evocation.

also a me

The minimum amount of successes needed 1o
enchant an item is equal to twice the dots in the lore
required to produce the effect. So if you wane to make
an irem thar mimics the Command the Dead eve
tionof the Lore of the Spirir, which requires three dots,
vou need aminimum of six successes to make the item,
If the relic requires multiple lore paths o produce is
effect, only the highest Tevel of Tore is doubled. If the
device requires one dot in two lore paths and four dots
inanother, youneed eight successes to create the item.
If you add further successes to the required toral, you
can make the relic more powerful — more effect
berrer range and so on. If the number of successes
required is more than the maximum allowed for your
materials, you probably won't be able to create the
relic. You'll need more suitable materials, or perhaps
you can tinker with the effect to make it cheaper.
The suitability of an item is reflected privarily in
how difficulr it is to obtain, as shown by chis charr.

Tian Aaracial

i E 1 Maximum

Suitability Background o Successes
Shoddy Driftwood, rocks, broken toys, lowgrade 3

steel, quartz, skarcboard, pocker knife
Adecuare W Quallty wood, semi-precious stanes, 6

: stecl car, L priest’s vestments.

Good 3 Small amounts of precios mcml somall Precious stones, 9

Armani suir, Toledo sword, alchemical equipment
Exceptional 4 Gold ingor, large rubies and sapphires, rre antigue, 12

Superh

metcore ron, hand of 1 hanged murderer

One-of-a-kind antique, diamond the size of your fist, 15
chest full of gold
Time of Atrocities

OI‘,] AnIsGARTEM

The casicst — and probably quickest
obtain for enchantment is one that's already available

one your character already owns or can buy, Maost
characters have access to a variety of weapons, tools,
vehicles and knick-knacks rlml can lwn. u.\\:hl“\' en-
chanred. Such ite i
ardinary quality, m] wan rl1.|] i.!\[lnm. evoc
your character doesn't want to go to the timeand ¢
of making a suitable item from good marer
to buy or bargain to get the right object,

The preceding table lists the minimum rating ina
given Background to obtain asuitable item or suitable
materials, Just whar Background is required is deter-
mined by the Storyteller based on the kind of item and
the needs of the chronicle. Many items can simply be
boughr. requiring a minimum Resources rating. Other
items might only be obtained by use of Contacs or
Influence, given up only to a demon of a given Emi-
nence or tracked down through the memaricssupplied
by Legaey. If your character doesn't have enough dots
in an appropriate ground, then it's time to call in
some favors or go looking for aid from other ¢
cking down highly suitable materials to make

item o

1 has

powerful relic can be a story in itsclf,
Marmanaslres
Creating an appropriate item from mw mate:

possibly a lor longer — than just buying
one, but the resultant item is a lot easier to enche
The maost important factor here is the a|u.\l|ll, of the
2 ous use to make your item.

arelic out of scrap fron and driftwood, but the
resulting picce of crap won'tdo much, A truly powerful
relic needs o be made from the best marerials possible
— tempered ste
It'"s no cheaper or easier to obrain good-quality mate-
rials than it is to buy an item already made from those
materials, but the payoff kicks in when it comes time
1o perform the evocarion.

takes longer

perfect dinmonds, arcane rreasures.

supply of séyr metal from the
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Onice your characrer has obtained the raw m
als for making the relic, it's time to set to wor
creation process occurs with a Dexrerity + Crafts roll
(for simple ereations) or Dexterity + Technology (for
mechanical items). The Storyteller might also decide
that you need to use Wits or Intelligence rather than
Dexrerity, depending on the item being made.

Creating the item Is an extended s ion, with a roll
being made for each day your character wortks on the
item. The Staryteller may rule thar the proc
evenlongerand allowonly one roll every in-game week.
This is usually the case for karge items or cre:
require special ools or procedures (such as building acar
engine from parts). The difficulty for making most items
is 6, bur the Storyteller may rule that a given item is
harder to make. Anything requiring fine work or special
tools, such as making an intricate clockwork device or
engraving a pold ring, is probably difficulty 7 or 8. Ifyou
botch the roll, the item and materials are ruined, and
you have to start all over agair

The more successes you accumulate on this roll,
the higher the quality of the item is, and the mare
powerful the evocation you can store in it is. You can’t
just keep accumulating successes forever, though. The
maximum number of successes you ¢
1o the maximum successes allowed for vour o
acter is building an opal ring from “good
stonies and materials, you ean accumulate
maximum of nine successes on the exrended roll
s s good as it's ever going to get. You can stop
before that point, with aring that ‘hasonlyseven or five
orone success, but the amount of successes you end up
with s also the maximum number of successes you can

gather on the extended evocation roll for enchanting
the item. You might have great materials, but if you
just slap them together, the resulting item isn't going
to be good encugh to house n powerful evocation,

Remember that you get rodesign the relic fully before
youstart rolling dice, Once you've worked outhow many
successes you'll need for the chosen evocation, come back
to this point and rethink the item requirements if neces-
sary. Maybe you'll need a more expensive ftem to house
scation, or maybe the relic is so simple thar you
whor it to 3 much less costly object.
DETERMINGG THE SUcCESSESNEEDED
part of the relic design system,
and the one where the player and Storyreller need to
do the most work.

Performing the Enchant Object evocation is
extended action, where the player needs to accumu-
late a certain number of successes. The power of rhc
relic — the effect it generates, how stror
is and how often it can be used — derermines rhr
number of successes you need to accumulare with the

VO e

can 3

—

Tue MmnonorLi
has ruled that
mirror

reguir
TRindmum ¢

icn'e make it R
nting the mirror will be
ich a mirror outrighe w
3 — which, un y

Benigny
the gift of

evocation roll, The bility of the item determines
the maximum number of successes you can gain with
the evocarion.

The player and the Storyteller should progress
through the following steps in order, determining at
cach step how many succ When all
a total

I've

sses are neede
the steps are completed, you should hav
number of successes needed ro creare the item v
designed. If that rotal is higher than your chose
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can contain, you need to go back and redesign the
effect 1o make it less powerful or choose a new item
that can contain the power of the evocation. If it's

equal to the item’s maximum, you can go ahead and
make the item. If it's lower than the maximum, you
might want to beef up the evocation's power, use a
lower qualit v, or simply go
ahead with the Enchant [tem evocation,
The Basic Eyocarios

The pawer of the evocation — the number of dots
in lore you would need to evoke that effect — is the
base from which you start. The relic requires an ahso-
lute minimum number of successes equal to twice the
number of dots in lore required. If your relic evokes an
effect equivalent ro a three-dot evocation, you need

StrepOse

six successes at this step,

If the relic creates a conjuncrional effect thar
would require knowledge of multiple hodies of lore,
then you need a minimum level of successes equal to
double the highest level of lore involved. If the relic
is a scepter that inspires loyalty in a mortal (Aura of
Legend, three dots in Lore of Radiance) while ex-
panding his consciousness {Inspire, four dots in Lore
of Longing), then the irem requires eight successes at
this stage

Ifthe relic's effect is nota standard evocation, then
sedd on how
able 1o a minor,

the Storyteller should set a minimum
powerful the effect is. If it’s comps
one-dot evocation, then the player needs twa suc-
cesses; if it's a powerful effect comparable to s

evocation, then the player needs 10 succe:
Srep Two: Thr Powenor o Errrg
2 dice pool

ted with the

5500

Evocations hav
effect, which determines how powerful the evocartion
Il the standard evocations include an associated
dice poal. The relic has itsown dice pool for the effect,
rather than using that of the wielder or the creator
This dice pool can be made larger by increasing the
number of successes required to make the relic.

The basic dice pool fo
creator’s relevant dice poal. If your cha
relic that mimics the Create Ward evocation, which
involves a Charisma + lntuition pool, then the relic's dice
pool is equal o your chamcter’s Charisma + Intuition.
Relics thar mimic the features ofa particular visage havs
hase dice pool equal to the creator's permanent F
rating. If the effect is based on rwo or more different
evocations, then the base dice pool is equal 1o the highest
of the creator's relevant pools, For these items, the player
illyrollstherelic'spool onceand applics the successes
ets of the effect, but the Storyreller might
decide that it's more appropriate to ol the pool separarely
for cach part of the effect. If multiple chamcters are o

arelic’s effect is the same as the

ter is making a

Hor
o all the fac
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collaborting on the item, the dice pool of the character
evoking Enchant Objecr is the one used for the relic.
inerease this pool by adding more successes
to the required total, though, since one of the most
common reasons for making enchanted relics is w
transcend the crearor’s limits, Everysuceess added to the
required toral adds two dice to the relic's dice pool, with
the only limit being the maximum successes permitted
by the relic’s suirability. If you add another three suc-
cesses to therequired toral, the relic’s dice pool issix dice
Targer than your characrer's relevant pool.

The difficulry of the relic’s effect roll is the same as
the normal difficulty of the sppropriate evocarion, If
the effect isn't a standard evocation, the Sroryreller
-ﬂlmul 1 decide on a difficulty (6 is usually good). You
can't lower this difficulry by requiring more successes,

Youe

You can't aceidentally evoke the high-Torment of an
evocation when using a relic (another advanrage of
these items), because the relic produces omly the “pre-

ect. (If the relic is designed 1w heal
't suddenly harm them inscead.) If you
want the relic toproduce the high-Torment version of
an evocation, you have to decide thus when you make
therelic. Should you doso, the character suffers a poine
of temporary Torment to embed thar effece in the relic.

e Tunee: Preauescaort
Once you've determimned how ;mwnrhll the relic's
ct {5, the next step is determining how often the
relic can be used. Relics can be used over and over
again, bur usually only a few times ineach scene. Some
relics can be used at whim, but they are much harder
to produce, and rhey require far more successes

The relic stants ata base of one use perscene. You
increase this limit by adding more successes 1o the re-
quired total. Adding up to four successes to the requined
total increases the uses-per-scene by the same amount —
soif you add three suecesses ro the required total, you can
use the relic three more times per scene (fora toral of four
times). Aleernatively, if you add five successes 1o the
required total, the inem can be vsed as many rimes per
scene as you like, Only the finest mazerials will be able 1o
contain such a powertul effect, however,
SreePouriQrrnen Mopiriens

The first three steps are enough w cover almost all
enchinted 1, there are always other ;.um]wlt-
cations and possibilities, other ways ro make the re
more complex and time-consuming to produce. The
follswing possibilitiss cover some grourid, but aren's
exhaustive. Players and Storytellers may come up with
other factors that increase or decrease the number of
successes needed,

* Working With a Collaborator. It's possible
fora characrer to work with another demon in order

programmed”
others, it ¢

el

s, S

A

to produce a relic thar he could nor make alone due
to shortcomings in his knowledge of lore. s a ot
more difficult to create a relic while depending on
another's knowledge, though. As well as increasing
the difficulty of the evocation roll (covered lan
the successes required to make the item increase by
two for every other demon working on it with the
characrer. If a demon had ro work with two pareners
to create a relic — perhaps because each knew part
of the lore needed to create the eifect — then the
player would need another four successes to creare
the relic.

* Additional Sacrifice. All enchanted relics re-
wquire the sacrifice of spiritual energy and the strength
of belief to power them, which is normally based ona
Willpower or Fairh roll. You can make the item easier
to create — reducing the number of required successes
— by demanding an addiional price be paid for each
activation of the relic. The roll must still be made, but
there are other demands made of the user as well

Ifthe item requires an onerous sacrifice, reduce the
number of successes needed by ane. An onerous sacri-

e is inconvenient and painful, butitdoesn't chrearen
the life or sanity of the user or others: An appropriate
mechanical sacrifice might be the loss of a lechal
health level or having to suffer a penaley to all dice rolls
for the rest of the scene. An onerous sacrifice can also
be something emotionally meaningful o the user,
such as having to hurt someone he loves or give up
caring abour one important thing in his life every time
he uses the relic.

If the item requires a severe sacrifice, reduce the
number of required successes by two. A severe sacrifice
requires geeat pain on the part of the user —or on the
partof others, Possible examples include having rokill
an innocent person cach time the item s used, losing
a permanent health level, having to cur off a finger or
sacrificing one of your memories to the relic.

* Miscellaneous Limitations, If the evocation
produced by the relic is signifi
Sroryreller may reduce the requiredsuccesses by oneor
even two, It's importane to distinguish, though, be-
tween a limited evocation — one that is notably les
wl aspecific effect, which is whar
l]u. relic is meant to produce. An item that evokes the
Lore of Longing but affects only one particular emo-
tionisn't limited — that’s the appropriate scope of the
relic. A relic that affects only that emotion, and in
acddition works only onwomen, is limired. Itsup tothe
Storyteller's discretion to decide whether an evoca-
tion is limited, and what reduction in the required
successes is warranted. Asa rule of thumb, «ugmﬁt‘ml
limitations reduce the successes by one, while d
limitations reduce the required successes by two.
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* Miscellaneous Bonuses. Just as the Storyteller
nrechce th nevocation that
cems limited, she can increase the required successes
if the evocation seems unusually useful. If the evoca-
tion manages to overcome some of the normal
limitations of the lare, such as having a longer range,
the Staryteller should feel free o increase the require-
ments by one or even two successes.

uired successes fo

juired toal
ngitto 11
rolled jus
howwell the mirror de

rimes per
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id's liking.

e the miror thn

StepFrer Apprr AvLUe
low that you've worked through all the preceding
steps, youshould kriow how manysuccessesyou'lI need
on the Enchant lrem evocation rall. If ic's more than
the item can hold — or more than you think you can
accumulare in the time you have — go back o Seep
One and tinker with the numbers to reduce the tot: iL
T Evocarios

Onee you've worked out how many successes you
require on the extended evocation roll, the next step
is to make that roll, which means determining the
difficulty number and the dice pool.

The hase difficulty number depends on the item
being used — 6 if your chamcter created it himself, 8
if someone else made it. The base dice pool is equal to
the character’s Dexteriry + Crafts. You make a roll for
every day your character spends enchanting the relic
When you accumulate the required number of suc-
cesses, the relic is fimshed

If you hotch the roll at any point, the porenrial
relic is ruine
have required to creare. If, over the course of the
extended roll, more successful dice are rolled below
your character’s Torment than above, the item is
cursed, and it demands a higher price from the user.

A number of different modifiers can change borh
the dice pool and the difficulty of the evocation.
Several are listed here. The Storyreller may impose or
grant others if she feels it warranted.

* Ravaging. If your character mvages the souls of
her thralls, you canadd anumber of dic th
rating to the dice.pool for one: evoearlan rall. f you

1 lose the Faith the item would

uptoher

want to increase the poal for the nese roll, your
character has to ravage her thralls again.

# Faith. Spending a point of temporary Faithadds
an automatic success to ene evocation roll 1 you want
another suceess on the nexr roll,

you need to spend
another point of Faith

» Resonance (1) If your character uses appropti-
ate resonances of the Lore of the Forge throughour the
xtended evocation, the \l:\mullg of the evocarion
atempt decreases by one o recduce the
difficulty by one if the relic resonates with the lore of
the evocation. For instance, a
L eV
resonares with the Lore
difficulry by only one
use resonances of the

ation of the Lore of Death; ¢
of Lomging. Y
r using resonance, even if you
md enchanr an
ion,

ou can reduce the

_are of the For,

item that resomates with the evocs

* Resonance (2). As well as usi
can get
resonance as a side effect. You can add an exrra die 1o
il the evocarion rolls if minor manifestations of the

TCSOMANCE, you
bonus 1o the evocation if the relic causes
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relic’s loreappear in the vicinity when the relic is used.
Asanexample, arelic tharevokes the Lore of the Wild
might cause plants to grow faster in the area for a day
after being used. A relic that evokes the Lore of Diearh
might cavse shadows to become permanent in the
1 These manifestations are
always too minor to give any real in-game benefit or
penalty, but they can make the item slightdy easicr to
track down. (They also make the relic a little more
interesting, and that's worth rewarding.)

* Visage. If yvour characrer benefics from reduced
difficulty to his Crafts rolls in his apecalyptic form, or
if he pains a bonus to his Dexterity, those benefits can
be applied ro the evocarion roll as long as he remains
in apocalypric form while performing the evocation
Doing sa for an extended roll isat best impractical, and
at worst impossible, though. Cl
find it very difficult to remain in revelatary

lace where it was used.

FACIETS

form
days on end. Forgiving Storyeellers might allow the
character to benefit from his vi

¢ 1
¥ LHlL ulare the
nd difficulry of the roll.
usdhidn'tmake the mirror himself, so the
F B ~n|-rnn|\\r‘rh

for the En tItem roll is 7.
The hase dice poal i
Craft,which equals nine di 'tprepared

er, and David does
aith on auromaric

vin l||Lh|_.1'h\ are
theuglines

, I ;u[ finally

s finishes en-

count for only those rolls
is manifesting his visage,

might allow the benefir ¢
made while the characte

® Existing Relic Status. Remember, if the object s
alresdy a relic of any kind, ircan't be furcher enchane

# Collaboration. [f other characrersare helping vou
create the item by providing the necessary lore, increqse
the difficuley of the evocarion by one. Mulriple collabo-
rators still increase the difficulry by only one

With all the details pinned down, it's
dice, count successes and determine how well thir
weent for your characrer!

ThePrasmsa Toucnrs

With the extended evocation roll complere, only
a few more things need to be wrapped up before using
your relic.

* Cementing the Evocation. The r\m.\ilnl\ has
been designed and embedded in the n‘ln . but it won't

ay there unless the knot of energies is stabilized.

Dving so requires your characrer to spend a number of
temporaty Faith points equal ro the maximum 1c
needed for the evocation, So if the relic mimics the
two-dot evacation of the Lore of Flame, you need 1o
spend two points of temporary Faith. In the ¢
evocations thar draw on multiple bodies of lore, you
don’t need to pay Faith equal toall of those lore rarings
— just the highest lore rating of all those required

The Storyteller can increase or decr ase this re-
quired amount by one point of Faith if she feels it's
appropriate, A relic that is particularly useful or flexible
might cost an extra point of Faith to finish. A relic with
a significantly limired application might have irs Faith
cost reduced lv, me (down to a minimum of one poine)

+ Activation and Use. To use arelic, the operator
i energy and belief
to the item — the amount of encrgy is usually quite
small. Whenever a mortal uses the item, she must
make a Willpower roll (difficulty 8) or spend a Will-
power point in order to activate the relic’s power
Players of demaons must make a Faich roll (difficulty 6)
orspend a Faith point to activare the relic. This roll
must be made every time the relic is used, but the user
needs a only single success each time. If the roll is
batched, the user loses a point of the relevant rrait.
Relics that suffer more onerous wse conditions (see
Step Four) still require this rollin addition to the other
sacrifices that the user must make

Ifthechamcters evokes the high-Torment version
of Enchant Object — deliberarely or accidentally —
the relic demands a higher price of the user, but is mone
reliable, There'snoneed fora dice rall when activating
ahigh-Torment relic. Instead, mortal users must spend
a point of Willpower to activate the relic, while
demons gain a point of temporary Torment each time

ime 1o roll

e

sase of

must sacrifice a measure of her o
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ventually the curse of the rw
telic breaks the will of any mortal user and slowly
corruptsany demon who draws onits power. As before,
any enchanted item rthat requires a more onerous
activation condition retains this price, which must be
paid in addition to the normal cost of using the it
High-Torment relics also borch more often — onaroll
of 1 or 2 — and those mishaps almost always have
tragic consequences.

* Attunement. Rather than have to make a roll
cach time your character uses an item — whether he
creared it or not — the characrer can anune to the
relic. Attuning is an mtuitive process that doesn't
require any kind of ricual or knowledge — the user
simply needs to gain a feel for the demands and narure
of the item. This process is pretty minor for demons,
bur attunement is more significant to mortals. It's
sign of deep obsession and psycholog
s the mortal begi

they use the device

often

lems, s to fixate
extent thar he sees it as part of himself. Befo
canattune to an item, he must have itin his possession
and have successfully used it at least once,

Toartune toa relic, d
of permanent Faith, while mortals must spend a point
of permanent Willpower (demons can't choose o
spend Willpower instead of Faith). Once the chs
is artuned to the relic, he can use it with ¢
dice roll is required to activate the item's power. If the
relic demands a more onerous activation cost, that cost
still exists — attunement makes the irem more reli-
able, bur doesn't make it any lessdemanding. The relic
still has an increased borch chance if it is cursed due to
ahigh-Tormentevocation, but the arumed userdoesn’s
need cp spending Willpower or gaining Torment
1o use it

mons must spend one poine

crer

and no

1k

TueMinponor Liks

mirror finished, Benigne

{
the L

dic
didn't e

Any number of characters can be attuned to an
item at one rime, That doesn't mean that the owner
will like it when a newcomer attunes herself to his
precions, precious relic. The orginal user can't stop
the new user from attuning to the relic — unless he
steals ivaway from her before she can do so — but a
jealous user might arcack or kill anyone who dares o
try touse his prized possession

ExampLrs

As you can see, enchanting items is a fairly com-
plex procedure, but you will become proficient with
the system with a bit of practice. The following ex-
amples should help llustrate just how straightforward
the system can be in use.

* Example 1: The Malefactor Orobas wants to creare
a key that will open any lock, Ovobas already knows the
appropriate evocation — OpenfClose Poreals from the
Love of Porwals — but his dice pool for this i
measly fourdice, and his player wanis arelic to compensate
for her character's weakness.

Open/Close Poreals is a one-dot evocation, so the velic
has a base requirement of two successes, Orobas awill be
making the velic out of an old-fashioned key, which the
Storyteller riddes is of “shoddy” suiwabilicy. (1t's just a piece
of eial, after all.)

Orobas's player's main aim is to get the velic's dice pe
for the evocation as high at it will go — it staves at fust four
dice, the same as Ovabas's dice pool. Adding one success 1o
the required total brings that 1 six dice, but thar's still too
lotw, so she increases the required swccess total o four m
order to improne the pool o eight dice
A “shoddy” irem allows a maximun of th
so the tatal has to come down, Adding an onerous activa-
tion condition to the velic would work, so the plaver decides
that the wser must suffer a lethal health level of damage in
order to activate the relic, In fact, that condition suggests a
cool image to her. The ke is sharpened along its edge, and
the viser must stab himself with the key and coat it with his
blood before it works its magic. The Storyteller agrees that
it's a cool image and allows the activation condition,
bringing the required successes dowun to three

Orobas’s dice pool for Enchant Object is s
The difficuley of the evocation starts at 8 — since Chrobas
diddn’t make the key himself — but the Storyeeller reduces
that to 7 because keys resonate with the Lore of Portals {and
because he likes the grim requirement). The Storyreller
allows the player to roll the evocation herself, rather than
the Storyteller volling i himself and checking for iormented
successes. Rolling once for each m-game day, it takes just
two days 1w make the key, and it in't cursed. Fimally,
Ohobas spends a pointof Faith { because OpenfClose Povtal
is & ome-dot evocation) to finish the relic.

For Crobias taise the key, the player must succésd i o
a Faith voll (difficulty 6). If thae works, she then volls eight

28 SUCCLSSES

ven dice.
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ey can be used only once
treally want w
els unless abso-

dice to overcome the lock. The
ascene, whichis fi e plaver doesn’
keep bleeding off her character's health
Tutely necessary

= E

sing

J.'mq a “relic

grenade”
weapon by his chavaceer, Lac
rulebook, he sees the high
the Wind evocarion, which summons a fe
iddes to make that the effect of the relic
Command the Wind is a three-d.

vocatiom, so the
esses. Lachama
doesn’t have any dots i -J' the Winds, however,
so she needs a collabiatar to build this velic. That increases
the suce ¢ [

sses

Clounueracting this, the

relic. The Swovyreller considers that a severe limitation, so
she veduces the vequired successes by two, back down to six

Philisn't goimg to bather mereasing the dice poolof the relic’s
adding cmy other improvements to the item, 50 six
sses s the final weal.

ades her ally Braxamun (who

tnds) tor help her brald the relic, she
atevials. Six swccesses will vequire
matevials of “adequate” suitabilivy, and Phil wants Lachama
to make the item herself. He comes up with v 1 of
making the relic from glass — a sore of glass egg, filled with
igreed with copper and steel, and hanging from
asteel necklace, It looks like an vnusual piece of fewelr:
et when the user pulls the relic from the necklace
throws it to the ground, it breaks open and spews forth the
naxions gas. The Storyreller vules that those matevials are
of “adequate” switability, and Lachama spends a few daxs
Baying merciry and ground glass.

mercury,

and

Crafting the relic requires an extended Dexterity +
Crafts action, rolling once each in-game day wnail Phil
amudates six successes { the amotnt he needs w support
the evocation) . The difficaley for this voll is usually 6, bue
storyteller feels thae because the ftem is small and
¢, and because of the danger of handling mereury,
wlty should increase o 7. Lachama's Diexterity +
ight dice; rolling for each m lay, Phil
derermines that it takes her five days to make the necklace

Now it's time to enchant the necklace, and Lachama
gets together with her collaborator to perform the Frchant
Object evocation. The difficulty of the evocation starts at 6
stnce Lachama made the necklace herself. Because she
workmg with a collaborator, the difficulty i
total of 7. Lachama's Dexterity + Crafts pool is ¢ight, and
she tsn'tdoinganything to gaim extradice. Becawse Lachama
is crafting a high JlJﬂl'I\'I"(.]rf‘ . she must gain a paint of
temporar; Tmawnrrr\

ac

creases o a

L
o
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thar it takes five days tocreate the item — and tha Lachama
has inadvertently evoked the high-Torment version of
Enchant Object so thae the necklace is cursed. Tr still warkes,
and will perform as novmal, but will botch on avoll of 1 or
2 when used. Furthermore, Lachama will gain a point of
temporary Torment awhen she yses the item (bt she doesn't
have to make a Faith roll to activare it}

With the evocation complete, Phil spends three points
of Faith to fmish the enchantment, and he hangs the relic
avonnd Lachama's neck

= Example 3: Mike comes up with a cool idea for a
relic for his character Namastar — an unbreakable silver
chain that can mjreisom anyone it binds and prevent demons
fronm wsing their evocations to break free. His Storyeeller,
Janet, agrees that it"s a cool idea, bue il be a wic k_v iddea 1w
mplement. No stndard evocation m the Demon rulebook
binids a targee m this way, so the two of therm need 10 come
ufy with an appropriate lore and evocation level,

Looking over the various bodies of love, a few seem at
least somewhat appropriate. The Love of the Celes
affects the evocations of other demons, so that'll have mh
muolved. The imprisoning effect could come from the Love
of Paths {which affects movement) , the Love of the Fimda-
ment {which also affects movement and physical laws) or
even the Love of the Flesh (which affects the body)
Thinkingit over, Janee feels that this effect is a combmation
of Flesh and Fundament. The chain will caprure the energy
of the subjece’s muscles and vedivect itinto the velic, making
it grow tighter. That seems to coincide well with the
Maniprlate Fnertia evocation of the Love of the Funda-
ment, which is a three-dot evocation. Similarly, the Pillar
of Faith evocation of the Love of the Celestials, which can
negate a demon's evocations, & a three-dot effect. Janet
rules that the velic will requite knowledge of the Love of the
Flesh, the Love of the Fundament and the Love of the
Celestials to creare, and it will start from a basic require-
ment of six suceesses, Fornmately, Namastar has some
knowledge of all these bodies of lave (as well as four dots in
the Lore of the Forge), so he can make the velic without
onitside aid.

The relic will wse a single dice pool for both effects —
negating the target'sevocations and binding hin (which will
work similarly toa grapplingatempe) . Pillar of Faith works
from Namastar’s Manipulation + Leadership pool, which
is nine; Manipulate Inertia works from his Dexterity +
Adthletics pool, swhich is only five. The relic’s pool will start
aenine dice, bar Mike would like ie higher. He adds anather
two successes to the required weal (bringing it to eight) w0
increase it to 13 dice, He doesn’t thimk the device will need
10 be used more than once per scene, so he doesn’tadd any
further successes to the wial.

This velic is quite unusual, and it has advantages and
drawbacks that differ from the evocations it's based on
Pillar of Faith normally requives knowledge of the targer’s
True or Celestial Name, but this relic doesn’t. On the other

e

hand, the chain only affects a single characeer that #'s
attached o, and Janet rules thar a conscious and mobile
character couldn't be chamed . Samilarly, Manipulate Iner-
tia normally lasts for only one tiom, whereas the chain's
effect lasts for as long as the rarget is boumd. Then agam,
the effect is very limited in its scope, compared o the feats
that can normally be performed with Manipulate Inertia.
All of these advantages and drawbacks cancel each other
out, as far as Janet's concerned, so they don't increase ot
decrease the vequired mumber of successes. Mike wants one
additional feature, however — the relic not only negates
evacatioms but also prevents demens from assuming their
apocalypric form. That's a fairly major advantage over the
wsisel Pillar of Faith effect, 50 Janst ncreases the véquired
SUCCESSEs 10 Tine.

Nine stccesses mean Namastar must make the relic
from good quality marerials, which is hm since the plan
was to make it from silver anyway. } needs 1o roll
Namastar's Dexteriry + Crafts pool to make the chain,
agamst a difficulty of 7. Janet also feels that fme-detail
silversmithing should wke a while, so she allows only one
voll to be made for every three in-game days. It takes
Namastar several weeks ro get the chain just right, accumu-
latng nine successes em the Crafis voll.

With the chain ready, Namastar can begin enchant-
ingit. The base difficulty of the evocation will be 6, since
he made the chain himself. Mike adds an interesting
touch heve. During the evocation, Namastar painstak-

ingly engraves a word meaning “binding” on each link of

the chain, with cach link using a word from a diffevent
language. Janet thinks that's cool and feels that it
resonares well with the purpose of the item and the love
being used, so she veduces the difficulty o just 5.
Namastar's Dexterity + Crafts pool i seven dice. With
Janer rolling for the evocation, it takes Namastar just
foner days to enchant the velic. He then spends three Faith
o finish the evocation.

Ohnce the chain is activated { with a Faith or Willpower
roll), wrapped around someone’s wrist, then artached to a
solid anchor (like a steel beam or bar) , the chain performs
the Hold maneuver on its prisoner (see page 242 of the
Demon core nules for details) wsinga poolof 13 dice. Tralso
rolls this pool trresist any attempt by the prisoner to perform
evncations or assume his visage. The chain can only he
broken by the prisoner if he escapes from the hold (not
likely, with that massive dice pool), but another character
could easily snap it.

SouLsaBOTTLE:
Bumpisa DEmoxic RELICS

Demonic relics are difficult relics to create, requir-
ing near mastery of the Lore of the Spirit. The
mechanical system for creating a demonic relic is
preety simple, however, only slightly more complex
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1 %\«m appropriate ub]ut and record details.

than that for erearing an enchanted item. Forcing a
discorporate soul into a vessel s a fast, straightforward
process. You just make a simple roll for the evocation,
with few madifiers.

There are two kinds of demonic relics. A simple
item is simply a soul — mortal or demon — thar has
been bound into a mundane object, This object be
comes the soul’s body, and it can be manipulated in
appropriate ways. Complex demonic items use a cap-
rured soul as part of ¢ nted relic, allowing the
soul to control and alter the relic’s powers.
Croosima e VEsser,

Almost any item can be used as a vessel for a
disembodied soul, even such high-rech items as com-
puters. [t's easier, however, for a demon to evoke the
lore on an object that has a close personal connection
to the soul being caprured, or on items made from
simple materials, so many eharacters will want 1o
choose the vessel carcfully.

I the item being used had a ¢lose personal connec-
tion to the soul, the difficulty of the evocation is only
6. What coun close persanal connection? It's not
enough for the person 10 have simply used the item in
lifie — no one feels a close personal connection to the
bus she catches or the sparula she keeps in her kitchen
The item must mean something to the person. It
doesn’t have to have an intense emotional meaning for
her, bur it should be something that she found useful
and would miss if it were taken away. Computers, cars,
favorite shirts, pianos, jewelry — many items in a
person's life could make suitable vessels. Picking an
appropriate item usually requires the demon o do
some research into her subject {unlc‘-\ she knows him
well) and then abtain the item. [f you're capturing the
soulof your best friend or next-door neighbor who died
last week, this is fairly easy. If you want ro ensnare the
spirit of a long-dead nnhlemal w capture a demon
newly summoned from Hell, it gets a lor harder,

If you can't obain a suitably meaningful item, that's
not a huge sethack — almost any irem can be a suitable
vessel. In fact, you might want to capture the spirit in a
different vessel — especially if you want the spirir in a
specific vessel for a reason. Sure, it might be casier 1o

Do Prvems G
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caprure that ghost in his favorite rug, bur thar's handly as
usefulasbindinghim toyourcarso hecandrive youaround.
When you use meaningless items to capture asoul,
different objects make the evocation easier or harder
o perform. Crystals, gems and precious metals are the
casiest materials to use, since their nature resonates
particularly well with the Lore of the Spivit and the
power of the evocation. Objects made from other
marerials — stone, wood, glass, steel and 50 on —are
harder to use. The most difficult items o make into
vessels are those made from artificial materials or that
incorporate high technology — such things as com-
puters, cars, plastic mannequins and the like, Of course,
these items are often the most wsefil ones to make ineo
vessels, since the captured soul can use them in more
ways if you suceeed in hinding it in the first place

Tur Evocarion

If your character has four dots in the Lore of the
Spirit, h suitable item to hand, and is in the
presence of a spirit — a ghost, a nature spiric or a

demon outside of its mortal vessel — she can attempt
to perform the Anchor the Soulevacation and trap the
spirit inside the vessel. Your character doesn't have to
beable fosense the spirit, but if she can't, she mightnot

know it's in range for the evocation (or even that it's
there at all).
When your charscter performs the evecation, the

object’s spititual nature changes momentarily, gaining
many of the characreristics of Hell — a spirinual vold
that emits averrible graviry. This arteaction affects only
the targeted spirit — the ion targets boch the
object and the chosen spirit, tying those two entities
together inko a specific configuration that ignores any
otherspirits in the vicinity. [f the spirir resists S the pullof
theitem, the powerof the evoeation fades and the irem’s
nature is unchanged. The demon could atcempt ro use
it again with this evocation, but she might suffer in-
(= mwu\{ difficulties (ar the Storyreller's discretion) if she
prure the same spirit.

re armed with appropriate relics or imired
evocations, mortal thralls can also capture spirits
this way and even enslave incorporeal demens, For
this reason, demons rarely bestow such power on even
their most trusted thralls. If a moreal did gain such
power, most demaons that leamed of it would make thar
mortal an immediate Saill, it’s not imy
Mortals hungry for demon slaves might be hy
your character even now.

Evoking Anchor the Soul is a simple mll. The
player spends a poin of temporary Faith and makes 4
Stamina + Awareness roll, where the difficulty depends
on the nature of the chosen vessel. If the vessel has
personal meaning ro the targered spirit, the difficulty is

-
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just 6. If the vessel is made of crystal, pems or precious
metals, the difficulty is 7. For an iem made of non-
precious natural materials, the difficulty s 8, and the
difficuley of usinganartificial.non-meaningful irem is 9.

The target must be within a number of yvards equal
w0 the demon's Faith. If it’s ourside this radius, it is
untouched by the reliquary’s gravity. The character
must be holding the chosen item {or at least touching
itif it's a large item like a motoreycle or statue), If the
spirit is affected, it resists the power of the evocarion
with a Willpower roll (difficulty 8). If the player using
the reliquary gains m uccesses, the evocation takes
ctfect, and the spirit is deawn into the vessel. If the
player botches, the chamcter loses another point of
temporary Faith, and that item can never be used as a
vessel for any soul — the borched evocation has
permanently distorted the object’s spiritual nature. If
the spirit botches its Willpower roll, it is not only
bound into the item, bur it also loses a poine of
permanent Willpower.

Only a few additional factors can modify the
evocation roll. Taking extra time is ineffecrive —
this is an instantaneous evocation
benefits for extending the performance overa longer
time, In fact, stalling just gives the targered spiric a
chance to escape.

* Ravaging. By ravaging the souls of your
charncter's thralls, you can add a number of dice up ro
her Faith rating to the dice pool for the evocation.

* Faith. Spendinga point of temporary Faith adds
an automatic success o the evocation roll.

* Resonance. Anchor the Soul benefits from the
resonances of the Lore of the Spiric. If the characrer
incorporates symbols such as religious rappings, shad-
ows or magic circles into the evocation, the difficulty
of the roll decreases by one, Furthermore, resonances
can still come into effect if the spirit being targered is
a demon, If the vessel is made primarily of materials
that resonare with the primary lore of the targer or isan
ubject associated with thart lore, then the Storyreller
may reduce the difficulty of the evocation by one. For
instance, a sceprer would resor tha characrer of
the Qingu visage (Lore of Radiance), while an item
made of bone would resonare with a demon of the
Namtar visage (Lore of Dearh). No marrer how many
levels of resonance are involved, the difficuley of the
evocation decreases by only one in this way.

* Visage. If your character is performing this
evacation in her revelatory form, your dice pool ben-
efits from any increase in Stamina, or difficulty
reduction for Awareness-related rolls, that are associ-
atedd with that form.

= Existing Relic Status. An item that is already a
relic, or thar already contains a soul, cannot be used as

a u.-w—l Souls can be incorporated into enchanted
relics, but only when the relic is being enchanted.
There was a time when a vessel could contain two,
three or a legion of souls, but no longer. Now an object
can barely contain a single soul, moreal or demonic,

The Storyeller might alsoassign further modifiers
if he feels thar other relevant factors apply.

Once the evocarion |5cump]ue the relicactsas a
prison for the spirit for 2 number of days equal ro your
[ ter’s permanent Faith rating, After this rime,
the relic falls apart, breaks down or crumbles into dust,
and the spiritis freed and unbound —and possibly very
ngry at the demon that dared o enslave it. To bind
thespiritinto the item permanently, you need tospend
apointof remporary Willpower. Doingsostabilizes the
evocation and stops the relic from falling apart under
the strain of containing the spirit. If the relic is dam-
aged, it will still act as a vessel for the imprisoned spirit
Only if the item loses all its healch levels is the rrappecd
spirit freed.

ISTERPRETING THESUCCLSSES

Even asingle suceess on the evocation roll means
that the spirit is rrapped in the vessel. Such a mar-
ginal evocation, though, leaves the spirit lost inside
the object, unable 1o sense the ourside world more
than feebly, unable to communicare with others and
unbound by the will of the evoker. More successes
leave the spirit with a greater capability 1o interace
with the world, or they allow the evoker to bind the
spirit tor her will,

Divide your rotal successes between binding the
spirit and empowering the spirir, then determine the
results in the following sections,

Bispisa T Soun

Unless the evoker works to bind the trapped spirit
w her will, it is under no compulsion ro obey her
commands or work toward her goals. Strongly binding
the spirit forces it to obey the evoker. While demons
are immune tomind-control, they can be bound justas
tightly as mortal spirits. The binding process is similar
to that used in summoning and binding rituals, though
the mechanics are different.

* Zero successes. The spirit is rapped within the
item hut is completely free from the evoker's control.
Itcando whatever it likes— assuming it has the power
to do anyehing in this state. Anyone who can commu-
nicate with the spirit can ask it to do her bidding, bur
it's up to the spirit to decide wh
request. A wise character should learn the spirit's True
Name if possible and use that ro force obedience from
the spirit. The trapped spirit can work against the
wiclder in various ways, A rebellious spirit trapped in
a sword could make it much more difficult w atcack
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effectively with thar weapon, and possibly even tum
ade on the user.

* One success. Thespirit issometimes compelled o
accede to thedemandsof the evoker, butitcan fightback.
Ifthecreator of the relic can communicatewith the spirit,
mand that it pedorm a certain duty, The
characeer and the trpped spirit make opposed Wil power
rolls; if the charceer wins the contest, the rrapped spirit
st obey that specific order, If the charcter botches the
contest, the mapped spirit gains strength, recoversa point
oftemporary Willpower and can refuse rofollow the user's
wishes. Forexample, the spirit insideasword might refuse
o improve the user’s dice pool or channel a useful
evocation through the blade.

* Two successes. The spirie is bound so strongly

into the vessel that itisconstantly compelled ro accede
to the wishes of the e ator, Unless a request
goes directly against the trapped spirit's Nature, the
spirit must obey any orders the relic’s creator makes.
Semands that violate irs ure call for a resisted
Willpower roll, however. It's quite possible thar if a
spinit is trapped for a long time, its Nature might
change, becoming more attuned ro the wishes and
personality of its master and slowly falling into line
with all requests.

* Three successes. Thespiritcanno longer refuse
the requestsand demands of the evoker, so it automari-
cally ai ter in whatever ways it can.

It’s important to note that the trapped spirit is
bound valy o the demon thar imprisoned it, not o
anyone who wses the relic. fsomeone ¢ <up the
item, the spinit 1s free todo whatever it wanes (if iv can
do anything ar all), If the creator of the frem i sent
back to Hell or permanently destroyed, the spirir is
completely free. Of course, the creator of the item ¢
also order the spirir to ohey another character,
the creator then dies, the spirit is stuck obeying the
wishes of its new me

Empowrnmeni
The more empowered the trapped spirit is, the
maore able i is to perceive the outside world, commu-
nicate with others and exercise its will over the vessel.
Demon spirits have more options than moreal spirits,
since they can continue to use their lore and abilities
in limited ways even while trapped, but greater em-
powerment will give the demonic spirit a berrer
capability touse that lore, Demonic spirits continue 1o
collecr Faith from any existing pacts, and they retain
demonic powers such as resistance to mind-control.
(Note that even though rrapped demonic spirits
don't have Physical Attributes any more, they still
include their pre-imprisonment Arribures in the dice
pools for evocations as norm;

the

15 i

< the char

vl

Asadefault state, the trapped spirit has only a very
vague sense of the ourside world. It cannot see or hear,
but it can sense neatby objects and rell when the vessel
fsmoving s being held by anocher, The spiric canitd
communicate with the outside, unless someone con-
tacts itwith evocations, invocarions or special abilities
The spirit has no control over irs vessel's movements,
and the item is no more robust than normal.

The more successes youdevote toempowering the
spirit inside the relic, the more thae spirit can do in
your service. For each suceess vou spend on empower-
ing the spirit, you can choose one package of abilities
from the following list. (Each package can be chosen
only once.)

* Keen Senses. While the spirit has no sensory
argan: 2
sensory abilities. [t can see m!ln »elark, hear any audi
sounc and even deteer smells and changes in temperas
ture, The spirit can also deteet other nearby spirits —
even thuse that are invisible or hidden inside objecrs —
with a Perceprion + Awareness roll (difficulry 81,

* Communication. The spirit can communicate
with any being wha is holding or interacting with i
vessel. This communicarion is usually silene and rele
pathic, but it might be audible if the vessel's propertis
would allow it. For instance, a radio could broadeas
audible speech, while s mannequin could speak through
its mouth.
* Vessel Control. The spirit can move and ani-
mate its vessel as if the ivem were its normal body. The
wvessel can only move in ways that make sense, howe
A spirit inside a ventriloquist’s dummy could
walk and pick up small items but nor alk, unless the
relic has the Communication ahility, A posscssed cat
or motoreyele could drive inself (assuming it can sense.
where it's going). A possessed sword couldn't move
under its own power, because it has no way of getting
around, but it could still influence: its movement when:
being swung in combar. The plaver and Storyelle
should work together to determine any relevane deralls
like speed and capabilities of the vessel.

Spirits that animate their vessels use their nomal
dice pools for any relevant easks (such as Dexterity
Dirive for a possessed car or Dexterity + Achletics fora
possessed doll), The spirit can use its dice pool in place
of that of the item's user if it is higher. A possesed
swaord could use itsown Dexterity + Melee pool instead
of its wielder's, making the user seem more skilled i
. A poorly bound spirit can work against the
user with its own dice pools, making the roll touse e
item @ resisted roll. The car could turn against the
direction the driver wants ro go, while the sword could
swing away from the rarget.
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= Enhanced Durability. The possessed item is far
mare robust and durable than anormal item of its type
Add the spirit's Stamina raring to the item's norm,
Soak pool, and add a number of health levels equal 1o
the spirit’s permanent Willpower to the item’s normal
rotal. The spirit does not suffer any wound penalties if
the item is damaged. The spirit can spend one tempo-
rary Willpower point each week of gane time to repair
one level of damage.

* Spiritual Infusion. Only vessels conmining
demonic spirits can have this quality. The demon's
soul infuses the structure of the relic fully, aleering the
item’s spiritual shape to better fit. The demon is suill
trapped within the item, but it can channel its powers
and lote through the relic — ro a limited extent. The
relic is o prison, after all, and it will not allow the
demon fu'\I reign over its lore,

All demons bound into relics retam their immu-
nity o possession and mind-control, as well as their
capability to sec through illusions. Spiritual infusion
gives the demon two other important benefies
rst, the demon can use a limited number of i
evocations — just one possible evocation from each
buody of lore the demon knows. A demon with knowl-
edge of three badies of lore can pedform only one
evocation that it knows from each path, for o ol of
three avallable evocations. This is a mere trickle of
power compared to the freedom the demon would

ave ina living host, but it's all the vessel will allow,
The player and Storyteller should work together w0
pick the evocations the spirit can perform, and to
modify the evocations to beter fir the demon’s new
form. The evocations can be minor or major, one-dot
or five-dats, as long as the spirit knows how to perform
them. The spirit uses its normal dice pool 1o perform
the evocation, and it can accidentally (or deliberarely)
perform the high-Torment version instead of the low-
Torment version of any evocation it performs. The
demon must possess at least one point of temporary
Faith 1o use its evocations.

Second, the item ecomes charged with the na-
purpose of the demon, making it a superior
used in ways appropriate to that nature. The

ture
ool if it

difficulty of certain dice rolls— those aligned with the
demon’s Nature — made with the relic decreases by
ns modified in this way are usually those
e both

two. The ac
associated with the demon’s House, and its
before and after the Fall. Only those actic
directly using the relic are modified: of the rel
used in an appropriate fashion, the user doesn't get the
benefir, If the demon has contral over irs vessel and
can make its own actions, those actions can ber
well. It's easter to use a body that's milor-made for a
certain kind of task.

* Defilers: Reduce the difficulty of Social tasks
that enthrall others or any rasks involving travel
through water (such as swimming or boating).

® Devils: Reduce the difficulty of Social rolls for
lying or deceiving others, as well as aremprs roinspire
or command others,

* Devourers: Beduce the difficulty of <
in combar,

*# Fiends: Reduce thedifficulty of Research, Knowl-
edge or Investigation rolls, orany Occult rolls involving
divination.

* Malefactors: Reduce the difficulty of Crafes and
Technology rolls, orany attempt to build or tear down
inamimate objects.

tack rolls

* Scourges: Reduce the difficulty of parry ar-
rempts incombat, of Medicine rolls and of tasks made
to directly protect another person.

* Slayers: Reduce the difficulty of damage
rulls in coml

t

EAAMPLES

Making a possessed item requires less dice-rolling
and number-crunching than enchanring a relic, bur
it's still fairly complicated. These examples should
make things completely cl

* Example 1: The specter of a local coke dealer who
was killed by his former partners a few months ago has been
sighted in Magdiel's neighborhond. Magdiel decides to
capewre the spirit, i case he is a threar o the movtals of the
area — and because he might be a useful rool. Dotng some
reseavch, she finds that the dealer oumed asports car, which
is being sold cheaply by his family, Maxing ot ha credit
card, Magdiel buys the car and drives it avound the neigh-
borhood as she hunts the ghost.

When Magdiel fmally macks down the ghost after
severalnights of searching, the spivit attempes to attack her
Sitting inside the spirit's car, Magdiel waits for the ghost 1o
approach. When he gets close enough, she evokes Anchor
the Sord to trap him mside his own car!

Magdiel's Stamina + Awareness pool is nine dice, and
the base difficulty is 6. The car is.a complex artificial devi
buat it has a strong personal link o the spivit. Magdiel's plaer
also chooses 1o spend a point of Faith to gain an auremarc
success, Fimally, the ghost canvesist the evocation, but it has
a Willpower of only 4. Magdiel's player volls nine dice, gers

four successes and adds the awtomaric success for a total of

five. The Storyeeller volls four dice for the ghast but gets omly
twosuccesses, Magdielwins the contest with three successes,
and the ghost is trapped inside the car
The player divides the suce

ment, and one into binding the spivit. The bindig success
means that the ghost stll has some capability to resist
Magdiel's commands and can make Willpower rolls 1o defy
her, bt with a low Willpower, he's unlikely to defy her for

1633



L

Deson PLavens e

lang
plaver
The st

aned me

.:‘un-u.ml SUECEssEs

ses and Vesse

learty see the world
He can’t commumi
, but she can wse her
with him

\envering and it can

1 hirn ond where he's

casily with others, even with May

Speak with the Dead evoca

when necessary

spends a puint of Willpower 1o make the
and now h.ax alr nn.du\u .‘.h. ;-

cammunicate

ome when \J\.-..wﬂ\u‘ Now \.'u jiust

host's hushand why she hought a

s amel will

minar upstart in L

ceh fi Inh enough
1 her enemy is

h. Ravand plans to
useful ool

o Kanfaral's
she wants aweapon. She has
with ¢ |<}|.

are the I'?ul il's sord and form it ¢

Ravana doesn't know of any items ne
heart, n'tcare
n an ornemental de
decorated with
vesse| for her pl

he does

- g

When the Deuil’s spimit
Ravanaev

iks free of the dead mortal she es her lore
and attempus 1o capeure the spivie in the dagger
Ravana's Stamina + A

of nine dice,

ness poal starts at o base
a of Faith for an
Ravana will also ravg

taly" Faith equals 7, so she

is a poi

her thralls — r.ln

anather

, for a total
the ¢

{ gems

even dice to her fro

iculty of the voll is 7, sinc
from preci

also resona

Suech mare

nary lor
s fit 1o redtice
Ralling
els seven
|umJ f

s the

nd swirds
b

165 400 STeCCesSEs it
ipoavering the relic
that the Dewil is bound rightly to Ra
an only atrempr
ulict his nat

directly he thiee

ects the Commur

aJ i'ul

MENE SHCCEsses,
tom, FnPh
ties
L(m.klr.,l
when the




Larmen Five

and damage-resistant than novmal. It gains three exoa
dice of soak (Kanfarol's Stamina) and six extra health
lewels { Kanfarol's permanent Willpower)

Kanfaral knew evocations from the Love of Radiance,
the Lore of the Celestials, and the Love of the Fundament,
The Storyeeller can select one evocation known 1o the Devil
from each of these lore paths, and Kanfaral can perform
that evocation while locked inside the dagger. The Story-
teller chooses Exalt from the Love of Radiance (bestowing
bons dice to chosen tangets that see the dagger); The Fire
of Heaven from the Love of the Celestials (allowing the
dagger 1o blast whiee five e distant tavgets) ; and Manipralate
Gravity from the Love of the Fundament (allowing the
dagger to hover motionless in mid-air and fly great distances
when throum), The Dewil’s essence could also make it
easier for Ravana to lie or command others, but she's not
likely to do that ina way that divectly involves the blade. Not
that she cares, since she didn’t want a relic thar aided
diplomacy — she wanted a weapom, and w make a
demonseration of her power. An example has been made.
Let nome dare to defy Ravana’s will from this day forward,
Drsosic ItemsaspParmm

The nature of spirits — both mortal and demon —
changes as a result of their imprisonment within a relic.
The spiritual space within the relic is very much like
that of Hell, and Hell is nor a place that permits Faith,

Demonic spirits within arelic no longer gain Faith
from any pacts they made hefore bemg unprisoned
The pacts remain in place, and the demon can start
gaining Faich from them again if it escapes its prison —
but while inside the relic, the demon cannot gain thar
Faith. This is a problem for both the demon and the
relic’s ereator—without Faith, the spirit cannot use its
. Demons who possess

s soon become desperate and greedy for Faith, and
will do almast anything to ger more.

A trupped demon can gain Faith in only two ways
while it is imside a relic. The first is for the creator or
user of the relic o use the item in an appropriate way
while reaping Faith from a mortal —using a demonic
knife to torture a mortal, or healing a man with a touch
from a possessed sceprer. If the reaping attempr is
suceessful, thedemon using the irem can decide whether
tokeep the Faith for himself or allow the demon in the
relic to take it.

The second way the demon can gain Faith is if it
makes a new pact with a mortal while it is stll impeas-
oned in therelic. If the trapped demon can communi
with a mortal who's come into possession of the relic, it
an make promisesand bargains as normal, cmpowering
.II]\UI‘IAi thrall and gaining Faith from him. Because this
pactwas macde through the bindingwalls of the relic, the
Faith from this new thrall isable to slip past the barriers
and feed the hungry demon. OF course, for this

continue, the demon must hold up its end of the pace,
and there are severe limits to what it can do while

trapped inside the relic. Pacts made by trapped demons
rend to revolve around allowing the mortal free access
to the relic, and using the demon’s powers in hisservice
— a position that most demons find galling in the
extreme. If it s freed from the relic, the demon rerains
any pacts it made with thralls while it was imprisoned,
but some demons mighe prefer o get rid of the mormals
that once had power over them. Unforunately, the
exigencies of maintaining the pact through the barrier
of the relic make it impossible for the demon ro mi
rain more than one pact at any given rime. Therefore,
these relies tend 1o find their way from one moreal
wielder ta another, leaving a tmil of broken minds and
ruined bodies in their wake.

Morral spirits trapped inside relics continue o
produce Faith, but ataslower rate. More precisely, less
of their Faith is able to cscape the relicy the rest simply
dissipates into the ether. A morral subject of an exist-
ing pact who is trapped in a relic — such asa demon's
thrall who was murdered then bound as a ghost —
provides Faith to the demon ance per weel ek, rather than
cvery day. Ifth
rrapped thrall for more
Willpow
becomes useless.

Amortal spirit that isn'ta demon's theall can enver
into a pact while trapped in a relic, as long as the
demon can communicate with the spirit, Such pacts
tendd to be shore-lived, as most mortal spirivs wane Litle
more than to be released from their prison. Once free,
the ghost can return to the afterlife.

Marisa Comprex Demonic Irems

Relics are powerful, bue they have drawbacks —
they can be hard to control, and they can produce only
the effects they're programmed for. These limitations
can be overcome (or at least reduced in severity),
however, ifa demon createsarelicaround the caprured
soul of a mortal or demon. These complex demonic
items are rare, bur very powerful. They have an intel-
ligent mind guiding and controlling their functions,
and tharmind can push through the limits of the relic's
nature and evocations,

To create a complex demonic item, a character
must know both the Anchor the Soul and Enchant
Object evocations. The demon cannot just force a
spirit into an already-existing relic. She must use the
spirit as a component in the enchantment process,
forming the relic’s spiritual shape around the captured
soul. Doing so gives the spirit access to the powers of
the relic, allowing it 10 control the item in more
flexible ways, while simultanecusly making the relic a
cage for rhe spirit.

aithand he exceedsthe sparit's
the spirit is utterly consumed and the relic
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The demon creating the relic must have access to
the captured spirit while enchanting the item —
usually the spirit is already present in another object,
held in place by the Anchor the Soul or Imbue Object
evocations. During the enchantment process, the de-
mon must free the spirie by breaking its current prison,
then pedform Anchor the Soul to infuse the spirit into
the half-finished relic under construction, It met
matter how tightly or loasely bo i
former resting place. The demon must rebind the
into the new relic with Anchor the Soul, and divide
the successes of the evocarion between binding and
empowerment all over again,

For the player, the pmw\: is quite simple — a
merging of the systems for crearing enchanted and
demonic items, requiring a few more dice rolls and a
tle more planning. Just follow this list 1o design and
create the relic.

* Perform the Anchor the Soul evocation as
normal, using the new relic as the focus object. The
difficulty of the evocation is the same as for making a
demonic item — 6 if the item has a personal connee-
tion tothe spiri, 7if it's made primarily from precious
materials, 8 if made from natural materials, and 9 if
made from artificial materials, Remember that high-
tech items chanted, so this new vessel
cannot be an electronic device or complex machine.

* If the evocation is successful, divide the suc-
cesses between hinding and empowerment as normal.
Youneed to pive the spirit the Vessel Control abiliry
as it will allow the spirir to conrrol and influence the
evocation embedded in the enchanted relic, Ocher
abil

ies have their normal effects

* With the spirit bound into the relic, you can
then determine the successes needed o enchant the
item. The relic’s effects are based on cither your
character’s dice poals or those of the trapped spirit,
whichever are higher. If you wanr to increase the
relic's effects, you again base those improvements on
the higher pools or traits of your charcter and the
trapped spirit.

* When finally performing the Enchant Object
evocarion, the difficulty of the evocation increases by
ong, due to rthe added problems of modifying the
evocation to include the trapped soul.

Usivg Comprex Demosic Frems

With an inrelligent spirit in the driver's sear of the
enchanted item, the relic gams a significant improve-
ment in fexibility and ease of use. The relic gains the
following benefits:

* Paying the Costs. The rrapped spirir can
provide the sacrifices needed for the relic’s operation.
For normal items, this means the spirit's traits cover

A

the Willpower roll (if mortal) or the Faith rall (i
demon). Only if this roll fails does the player need
make a roll with the character's trait. Similarly, a
spirit in a high-Torment item can pay the Willpower

point or gain the point of Torment needed toactivare
the item. An item with a more onerous requirement
will probably demand thar paymenct from the vser,
not the spirit, but thae depends on the nature of the
sacrifice. The spirit can't give up health levels, but it
could gain derangements or give up memories if that
was the requirement.

* Flexibility. Relics nommally produce a specific
version of a given evocation, such as a particular iHusion
particular emotion. With a spiric controlling the
evocarion, this effect can become more variable. The
spirit can vary the effects of the relic inany appropriate
way, producing, for example, any kind of illusion or any
kind of emotion, When using the relic ro produce an
cffect it was notdesigned to create — any variationon the
normal effect —the difficuliy for the spirit o perform the
evocation increases by one. If the spirit is a demon, ivcan
also evoke the lugh- Torment vession of the evocation—
or evoke the normal version of the evocation if the relic
anly produces the high-Torment version — by gaininga
point of Torment. The spiric can still activate only the
evocation embedded in the relie, nor the other evoca-
tiomns of the lore. If n spirit occupiesa relic that can evoke
only the Heal effect of the Lore of Awakening, iestill can'y
evoke the Cleanse effect of thar lore,

* Synergy. If the caged spiric is thar of a demor
can still evoke s lore, and it can supplement the
evocations of the relic with its own power.

Demons who givea trapped spirit control of a relic
should be confident thar they can control the spinit
within the item. If the spirit is not under the demon's
complete control, it can use the relic's power any way
it likes. If thar spirit becomes angry with the relic's
wielder, it's quite capable of turning the relic's power
upon the uger.

THE dRSENSL
OF THE dB¥SS

Every relic is unique, crafted with care by ademon
and based upon her powers and skills, Still, some relics
are souniversally useful thar many demons create their
own versions of the old favorites. All of the sampl
relics in this section can be creared by the playe
characters, as long as they know the necessary lore and
can gain access 1o appropriate materials and irems:
The details differ — different characters will produce
relics with different strengths and weaknesses — bur
the purposes remain the same.

ar
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Rather than give dice pools and meck
2 Fthese relics, these items have notes an

g
difficulry numbers you'll need 10 know 1o ms
own version of the relic, as well as iy relevant
strengths and weaknesses. Talk it over with your
Storyteller, decide on the fine derails you want, make

theevocation rolls, and the relic is ready to use in play!
=3 Rt AT e .
ExtnscepTEMS

Subtle andunglamorous, enhanced items are none-

theless the maost commeon of items, and among some of

the most useful. A conscerated ftem hasn't got the
panache or miraculous abilities of an enchanted irem,
but it makes up for this plainness with flexibility and
immense uility. A wise relic-maker builds numerous
aiid ndds chese plath seeming devices t

hieratic itc

her own arser

as well as distriburing them among
Ter thralls and allies

Parssasr Braor

This 19th-century dueling sword is a historical
curiosity to most people, who no longer see swords
weapons. More fool them. Enhanced by
demonic power, this perfectly balanced sword s
killing machine, capable of slicing through armor
and slaying a man in a single blow. The difficuley to
attack with this sword is just 4, and it inflices
Serength + 4 lechal damage

I)ufﬁmlq o enl 1 5. Successes incr
pon's hase

as real

the
fattack

w e or reduce the difficulry

or parry rolls

CONSECRATED AnRMOn

Chainmail is an anachronism in this medern age,
but it can srill be found in antique stores or made by
medieval enthusiasts, [t can also provide protection
from the knives and guns of enemies. This fine chain
shirt is impossibly light, thin enough to we:
coat or jacket and rough enough to turn aside the me
powerful attack. The shirt provides an Armor rating of
6 and gives no penalty to Dexterity-rels

Difficulty to enhance: 5. Successes increase the
soak bonus or decrease the mobility penalty.
Lessesor CLEAR SiGHT

This pair of black steel binoculars looks decent,
bur it doesn't seem in any way special. [t's only once
you look through the eyepieces that you realize that
these are more powerful than even the most expensive
and well-crafted Swiss binoculars. Details leap up o
your eyes, and the glasses peer through even shadows
and smoke — not to mention the fact that they bring
even distant events incredibly elose. The binoculars
reduce the difficulty of

unides

red rolls.

&

lertness rolls by two, and
make far-off sights seem 15 times closer,

fficulty to enhance: 7, S es Teduce the
difficulty of Alertness rolls, or increase the magnifica-
tion/ amplification factors of the ite

Usironmor AdrHonira

Thisis the uniform of adecorted US Navy capraing
medils a wed like Chrastmas tree omamenis o the
front of the jacket. Sailorsand naval personnel are quick
to snap o attention when they see you wearing this
uniform, and they will obey almost any command. Even
non-naval personnel and civilians become more likely
to listen and follow orders, convineed by your aura of

UCCes:
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authority. While wearing the uniform, the difficulty of
all Ln.ml;rﬂhlp rolls decreases h\ three.
es reduce the

ners, wrenches, pliers and other
tools looks completely normal except that they're kept
in a toolbox made of reinforced steel with a combina-
tion lock. Toals like the: luable and wseful
1o risk their loss or thefr, for with these tools, even an
AMAteur can wepair 4 car engine, shut down an air-
conditioning system or reverse a howse's plumbing
system in moments. All appropriate Technology ae-
ons made using these tools have their difficulry
reduced by three,

Difficulty to enhance: 3. Successes reduce the
difficulry of appropriate Crafts or Technology rolls.

Hecerme Exprosives
From the outside, this item looks like a normal
m\mI briefcase, Thatall changes when it explodesinto
nid shrapnel, destroying lives and property within
a wide radivs. Open it up and you see the wires and
devices, but which is the one to cut! The wires seem ro
change color and connecrions when you're not look-
ing, and the bomb's failsafes can defear even the maost
experienced expert. This bomb inflices nine dice of
lethal damage within a 1 0-yard radius, and all olls
made to defuse iv suffer a +2 difficulry penalty.,
Difficulty to enhance: 7. Successes increase the
damage pool, increase the blast radius or increase the
difficulty of Demalitions rolls ra defuse the explosiv

MUSIC OF THE SPHERES
This classic Fender electric guirar has been painred
and decorated to become o heavy meral fan's wer
dream — flames, skulls, barbed wire, corpses and
demons all dince on a jet-hlack backdrop. The guitar
canmakemore than brooding riffsand growling chords,
though. In the hands of a more softhearted musician,
it can produce music so sweer and beauriful thar it
could make angels weep. All Performance rolls ¢
wsing the guitar enjoy a -3 difficulty bonus.
Difficulty 3 for simple instruments
(bugles, drums), 7 for mechanical instruments {gui-
tars, pianos), 9 for elecoronic instruments (elecrric
guirars, turntables). Successes reduce the difficulty of
appropriate Performance rolls,
[noscLAb Secunr
Throughout this small but prestigious office
building are cameras, motion-sensors, hear detec
tors and other security systems. The system looks
competent but not impregnahle, Why, then ar
there so many failsafe systems? Why do the came:

1Te o0 ¥
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seem to know where to look ! And why do alarms ring
despire every trick you pull to avoid detection?
nhanced by demonic skill, the difficulty of all
Stealth and Security rolls to bypass this s
increases by two,

Difficulty to enhance: 9 for a single small system,
10 for a complere security nerwork. Successes increase
the difficulry of Stealth or Security rolls made wo bypass
the system,
STEALTHSWT

Made from slighely padded black cloth, with a
hood w cover the face, this traditional ninja obi looks
useful for stealthy work, but not exceprional. Pur iton,
though, and you melt into the shadows to become
nearly invisible. You can p
ghaost and creep through o crowded room without
beingdetected. Thesuit reduces the difficulty of Stealth
rolls by three and provides an Armor rating of 2.

Difficulty to enhance: 5. Successes decrease the
difficuley of Stealth rolls or increase the clothing's
Armor raring.

ENCHANTED ITEMS

These wondrous and miraculous tools are invalu-
able toall demons, regardless of their House or faction.
Mortal thralls are less likely to be gifred with such
rools, though. Notonly do they find these it
difficult or demanding to use, bur each rel
major investment of resources and time chat it
wasteful togive itto a mortal. Seill, some demons build
these devicesfor morrals. In fact, some corrupr demons
build them exclusively for morrals, mking care to curse
the relics beforchand.

TneldanLock'sAnace
A potent tool for mortal summoners and ma
cians, this simple abacus can be used as a specialized
compurational device. Atuned 1o the vibrarions of
Hell, the abacus can be used ro caleulare whether a
summoning ritual will be enacted in the user's city in
the next few days. It rakes a livle tme o make the
calculations, and ir's best to keep pen and paper to
hand for taking notes, but a skilled user can even
determine where and when the ritual will secur.
Evocation: Sense Congruence (Lore of Patterns ).

Comrasshose

This hand-carved compass rests in a fine glass
and wood casing. When the bearer whispers the
name of another person into the g lowing her
own hreath o fog the surface, |lu--mnp;
rotate in its housing. If the person named is withina
few miles, the compass will point him out as the spire
marked North comes torest pointing in his direction.

right by sentries like a

1f the bearer does not rench her quarry by the end of
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the scene, the compass loses its lock on the rarger
must be reactivate
Evocation: Find the Faithful (Lore of Awakening # ),

VermisCrare

pes allow the pedormer to
play a rune thar sounds normal to human cars bur is
indescribubly enticing to the ears of rats and rodents.
Any rat within several miles can hear the wonderful
song of the pipes and will be compelled to scurry
roward the source as fast as its legs allow. The
swarm to within ane yard of the player, but no closer.
If he moves away while continuing ro play, they will
follow him. Only once he finishes playing will they
disperse — possibly to wreak havoe in the place where

they

il themselyves,

Evocation: Summon Animals (Lore of the Beast
The plaver cannor roll more dice for the relic’s
effect than the character’s Charisma + Performance
pool, even if the effect pool of the pipes is higher,

EmparnaGrasses

Simple but effective, these normal-locking
glasses allow the wearer to read the emotions of
anyone she looks at. Through the glasses, people
appear to have an aura of various colors, the makeup
of which varies based on rheir emotions. With
pmc(m—,rh\ user learns that red means anger, purple
e, blue is contenement and so on, and

e.

shcan B
(Lontor Losaisg

Bookor The De
This heavy, leather-bound antique book lp[&\m
o contain only bl
relic, the user must write the name of a deceased morral
or demon on a lefi-hand-page. After a moment, writ-
ing begins to appear on the next page, detailing the
events that led to that person’s death. When the book
is closed, the writing vanishes.
Evocation: Read Fate {Lore of Death #). The
difficulty to use the relic is higher if the user doesn't
wrire the target's True N or Celestial Name.

Frane Gus

Unlike a traditional flare gun, this relic is a real
firearm, usually a large pistol. Thanks to the power of
its enchantment, though, this gun can fire more than
normal bullets. The user can choose to fire a bullet of
light— a packer of dense energy that blinds any targer
tha it hits. This energy doesn't come from thin air,
though. The gun uses one real bullet to make one light
bullet, converring the mass into brilliant energy.

Evocation: Light (Lore of Lighe ). Each activa-
tion of the relic requires expenditure of ane of the
pistol’s mundane bullets.

Exerrenor Asana Marmsau

A subtle bur useful item, this leather eye-patch
trimmed with steel allows the wearer 1o escape almost
any prison or bypass any obstacle. As long as there is
any gap in a wall or abstacle — even a hole so small
that enly a mouse could pass through — the relic
wes the user topass through it To use the patch, the
user must close her uncovered eye; she'll see a dully
glimmeringpathway through the patch, which shecan
walk along to escape her cell. To an outside observer,
she appears to walk through a wall or barrier, but from
her perspective, she simply follows a normal parh.
Parh {Lore of Paths ## ). The path
itern lasts only a tun and cannot be
made permanent.

Tm Trran'sNr
oughly woven net is m"uJ(' not from strong
ot mrd but thin meral wires, and nall stone sits
inside each knot. An odd weapon, this relic focuses
on immobilizing an opponent and removing her from
the fray, rather than hurting her. If the user man:
to entangle his enemy with the net — which can be
wsed in melee or thrown a few yards — the ground
heneath the vierim's feet becomes like water, and she
is dragged down into the earth itself. The ner melds
with the soil and ceases to impede her, bur she's srill
buried. She mustdig herself out before she can engage
her enemy again.

Evocation: Roil the Earth, high-Torment version
he user must successfully hit

roll)

.)

{Lore of the Earth
the target with the net (Dexterity + Arhletics
before the relic tkes effect

Curor rneSeen

This beautiful orb is made not from mere
asingle perfect crystal the size of a child's head, cur and
polished o an fine brilliance. A demon who stares into
the orb's depths can see, in his mind's eye, the world
around a chosen subj and he can glean what
information he might from his silent vision. The user
misst possess a personal item or effect belonging to his
tanget, or at least be able to breathe the subject’s name
onto the crystal’s surface.

Evocation: Scry (Lore of the Firmament ## ). The
vision provided by the relic is always silent, no matter
how many successes are rolled.

P)F\I"_‘. LR Or [RspiATion

Carried into bartle by leaders, this flag or banner
bears a symbol that ingpires the hearts of thase who
follow it. When the banner is rised ar waved, those

1G9
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allies of the bearer who see it are filled with courage
and hope, surging forward to betrer bartle their foes, In
the modern world, this relic is sometimes used for less
artial purposes, raised to inspirea room full of brokers
or programmers to twm the company arcund.
Evocation: Exalt (Lore of Radiance =),

Al MASK

This blank white mask is made of perfect porce-
lnin, and it fits neatly over any user’ ¢, The mask
allows the user to subtly alter her own facial features,
but no other part of her body. It's a perfect disguise, but
only from the neck up. Before it can be used, the wearer
must roughly sketch the desired fearuresonto the mask
with a pen or painthrush, then press it to her face.
When activated, the mask merges with her face and
alrers herfearures. Touse the mask again, the markings
st be erased and done again from seratch.

Poi

Evocation: Alter Appearance (Lore of Transfigu-
mation =),

Misnonor Sodrs

This antique mirrar seems 1o be nothing but nor-
mal, until a wise user touches it and forces her will
upon it. Then the reflection changes to an image of a
bl lifeless world — the realm of the dead, For the
bricf moment that the reflection remains thus, the user
{and only the user) can step into it, walking into the
land of death. The mirror reverts o normal behind
her. A version of the mirror remains in the realm of
dearh, and the user must work her will on this shadow
mitror to return to the land of the living.

Evocation: Step Beyond the Veil (Lore of the
Reilms we),

Dagarnor Viesom

This steel dagger appears to be nothing more
than a normal hunting knife, bur appearances are
deceiving, The very essence of venom and impurity
has been instilled into the substance of the blade, and
it weeps aut to poison and contaminare anything it
cuts. Those unlucky enough to be inju by the
dagger arc struck down by an incredibly virulent
poison, one unknown to medical seience. Indeed, no
evidence of poison or contagion is left in the wound

the poison is i the metal, not on it A doctor must
be lucky or very wise to even recognize that her
patient has been poisoned.

Evocation: Heal, high-Torment version {Lore of
Awakening
Car'sCurCoLea
is relic takes the form of two leather collars,
studded with clear crystals reminiscent of the eyes of a
cat. To use the relic, the uvser hinds one collar around
his own neck and fastens the other around the neck of

A

an animal — the collar always has just enough length
to fit the creature, While borh beings wear the collars,
the demon can concentrare and project his s
the animal. His body is insensate, whil
hearsall that the animal sees and hears, He can retum
his senses to his body at any time, but ar the end of the
scene, or if the animal is injured, he is rudely yanked
back to his body and disoriented for a time.

Evocation: Possess Animals (Lore of the Beast
e s), The wearer can only share the animal's senses,
rather than control it. If the animal takes damage, the
evocarion ends and the user must make a Willpower
roll (difficulty 7) or suffer a + 1 difficuley penalty toall
ralls for the rese of the scene.

Framisa Swonn

Nothing evokes im of demons, angels and
the Age of Wrath more than a sword encased in
flame. These weapons are bur poor shadows of the
weapon Michael mised against Lucifer, but they are
powerful enough to wr untold havee in the
modern world. The flames that surround the sword's
blade at the wielders command will not harm the
user, but they rake rhe hapless target of an atrack
with horrific burns,

Evocation: Command the Flame, high-Torment
version (Lore of Flame ¢ ), Apply the effect pool
aseparate source of damage to anyone hit by the sword
Bracenor Buack Deress

Made of blackened steel and cold iron, this an-
tique bracer is engraved with images of warfare and
archery. When worn by the user, it nimate her
arm with a strange life of its own ndepen-
dently of her will to block ranged artacks such as
bullets and arrows! The bracer cannot block esoteric
arracks coused by evocations, but its proof a
normal actacks and ir can deflect a .30 caliber bullet
wirhour taking any damage.

Evocation: Manipulate Inertia (Lore of the Fun-
dament #ee). Bullets can be deflected, but ar +1
difficulty.

SCUr NG SwonD
S agicit wnd. shosts s be T ind
nded by your enemies, it's a good idea to have
against them. This enchanted silver-and-
steel sword lets you sense nearby spirits — you see them
hazy outline or smear of darkness. You can also
physically ateack spirits and wound them with the
sword, even though their bodies are ianmlcnl!
Evocation: C
wre of the Nerg:
(Lore of the "'|\||Il s e#) The sword does the normal
amount of lethal damage for its type.
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Mounsrsa ConT
This elegane black coar would look out of place
anywhere bur a funeral procession, but its wearer will
find it useful in many other situations. When the relic
is activated, it allows the wearer to stand in the worlds
ofboth the living and the dead at the same time. To bath
the living and the d
figure that can move through walls and solid objects.
With a moment of concentration she can become more
solid for a short time in one plane or the other, bue will
not become fully solid until the relic's evocation ceases.
Evocation: Ghostwalk (Lore of the Realms s #)
Waspor HoraFine
This archaic looking relic is a two-foot-lory
cately carved wand of black stone and bumished
with highlights of silver and crystal. When the wand is
leveleclatanearby adversaryanda wosdof power lsspoken,
blazing white fire leaps from the tip o consumme the target,
reducing momal and demon alike ro piles of ash. These
wandswere potent weaponsinthe Age of Wiath, and some
demons wse them stll Wise relie makers artempt to house
such power ina b
Evocation
Celestials o »

ad she becomes a vague, shadowy

s-obvious shell, howe
The Fire of Heaven (Lore of rthe

).

SPNTER'S SHoS

This expensive v of sports shoes boasts maore

than just a lopo and a trrendy design. The soles are shot

chrough: with coppers stoel and Dlatinuntwices that
contain the power of their enchantment. When the
user activates them, he can run at amazing speeds —
even tunning up the side of walls for ashort period

This power requires a great deal of exertion on the part
of the wearer, though, After such a burst ¢
risks muscle damage

fon: Combination of Manipulate Adhe-
ston {Lore of the Fundamenr * ) and Manipulate
). The
Yafter useor

speed, he

Acceleration (Lore of the Fundamene =
user must make a Stamina roll (difficulty
suffer a level of lethal damage

Brazicror Distant SespisGs

This amate copper brazier sits upon a eripod of
blackened steel, and it must be fueled with hot coals
When the coals are burning
brightly and smoke pours forth, the user can throw a
lock of hair, a fingernail clipping or some other per
sonal effect of his target onto the ¢
consumed, the user can then perform an evocation of

As the item is

his choice onto the smoke thar issues forth. Wherever
his target is in the world, he is suddenly surrounded by
wisps of fragrant smoke — wisps that convey the full
power of the evocation cast on the brazier
Evocation: Touch From Afar (Lc
ment *

¢ of the Firma




SLAUER S SCATH

This seythe looks too fragile for any serious reap-
ing work — bur this scythe curs down souls, not
- A blade of rthin, almost translucent black
metal sits at the end of a length of blackened wood,
worn by acons of use. With a touch of the blade, the
user can sever a mortal's soul from her body. A lucky
human might be able to resist this, merely being
suffused with o paralyzing cold pain, with no wound
o show the seythe's touch.
Evocation: Exringuish Life (Lore of Dieath #
TOREROF APPRECIATION
Made from gold and precious metals, this token
an take ral forms — from an ornate medal o an
zantly simple tie-pin. Given to another (usually a
thrall} as a rewand, the user must inscribe the back of
the roken with the bearer's name as well a< her own.
While the bearer wears the roken, all mortals he meets
will be inclined to treat him with grear respect and
admiration and will welcome him into their homes
and lives without hesi
Evocation: The Mark of the Celestials (Lore of
Rdiance swas),

Drumsor CAracLusm

This large kertle drum; made from blessed copper
and voleanie stone, 15 hardly an instrument of sweet
music — more an engine of mass destruction. If the
user pounds out a cacophony on the drum with the
provided beater, the earch irself responds — dancingto
the din in an earthquake! As long as the user plays the
drum, the carth tremors will continue, reverberating
for a few seconds before dying down. It's a terrible
strain to play the drums loudly and powerfully encugh
to provoke the carth's attention — users of the relic
r away with aching muscles and ringing cars.
Evocation: Earthquake ( Lore of the Earth
The user must suffer a level of bashing damage (whi \.h
annot be soaked) before activaring the relic.

Sou Trap

There's a brisk trade in souls among demons,
whether they want to interrogare those souls for infor-
mation or simply devour them for spiritual energy.
These souls are often contained in a soul trap (also
called a spirit cage), which usually rakes the form of
crystal and gold amulets, When activated in the pres-
ence of a spirit, such as a ghost or an incorporeal
demon, the teap sucks the spirit in. Once inside the
soul rrap, demonic spirits find it nearly impossible ro
evoke their lore, preventing them from acring against
their capror.

Evocation: Combination of Imbue Object (Lore
of the Forge #*#*#) and Dillar of Faith, high-Tor-
ment version {Lore of the Celestials oo

)
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T BLACK Stroup

This unsertling relic takes the form of a
ragged shroud. Closer inspection, though, shows
that the shroud has been woven from the finest
macerials and is impossibly old. When placed overa
freshly deceased body — someone who died lsss
than one day ago — the shroud reanimates the
corpse as a mindless zombie, loyal to the relic's user.
Stories exist of 3 White Shroud that can truly rerum
the dead to life, no matter how long they were dead
— bt if it ever existed, such a relic was surely
destroyed after the Shartering.

Evocation: Unlife (Lore of Death s s e e

Annowor CHRONOS

Most of these rare relics are survivors from the
Age of Wrath, though a few still made today,
Thei ity is less due to their power {although they
are potent), and more due 1o archery being an un-
common skill in the modern world. These arrows are
made from the finest woods and merals, and they
carry a powerful enchantment, While they do no
more damage than normal, et struck by one is
propelled forward in time. (No more than a few
moments, usually, but that can be long enough to
negate him as a threat,) When the cnemy pops back
into existence, he might find his opponent gone or
backed up by reinforcements.

Evocation: Twist Time, high-Torment version
{Lowe of Terms # e e # ). The rarger must be hit by
evocation tukes effect, but he does
not need to take damage from the aack.

Pickpocker’s Risa

Made of white gold and hlack obsidian, thisring
is the perfect tool for thieves who fear that they will
be caught, for it allows the user to hide her loor far
from prying eves — far from any eyes. If the user
holds an item in the hand bearing the ring — and it
must be small enough for her to hold in one hand
alone — she can make it vanish complerely, hiding
it in a pocker of twisted space. The item reappears
only when she wills it, popping back into existence
in her hand,
tion: Doorway into Darkness (Lore of Por-

mple

AFFOF THE. \\W-[ sPanu

Carved from the wood of a lightning-struck tree
and finished with copper, platinum and crystals, this
six-foor-long seaff is both striking and extremely obwvi-
ous. Most users don't care abour that, since the seaff 1
not something that is meant for subtlery anyw,
When the user invokes its power, a glaring stream of
lighting boles courses from the relic and strikes anyone
the user targets, These bolts are powerful enough o ser
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wood alight, mele stone or metal and reduce human
beings to no more than greasy smoke.
Evocation: Invoke the Sromm (Lore af Stomms ©

Forgor e (DONDERS

Creation today is a weak and brittle thing,
faded and gray around the edges, no longer the
work of impossible wonder it was ar the dawn of
time. One effect of this fading is that demons can
no longer make the incredibly powerful and versa-
tile relics they could create during the Age of
Wrath and the Time of Babel. There v
limit to the wonders that could be ¢
rime, no limit except the imagination and will-
power of the relicsmith.

After the defear of Lucifer's forces, almost all the
relics cre Hell's prisoners were destroyed by the
Heavenly Host, lest they wreak further havoe upon
Creation. A mare few survived, though, hidden a
from angelic sight. In this new age, many demons
search for these powerful relics, hoping that the powers
of a bypone age can give them an overwhelming
advanrage against their foes,

Those ancient relics that have been recovered
are certainly powerful — but still they are less than
they were. The toll of years and the crumbling of
Creation have sapped the power of ¢ven these
wonders, making them shadows of l]l\:ll former
selves — and in some cases, corrupting and per-
verting their original purpose and powers, Their
mightis still greater than any demon could now re-
create, though, which still makes them arei
be coveted and feared.

Storyrellers can introduce ancient relics into
rheirchronicle as they see fit — perh:
used by the enemies of the fallen, perhaps as a tool
the p acters must race to find. Only the
‘*mnnIlu...mde\q_u.mr_u_m relics, and she doe
without paying any atrention to the design rules in
this chaprer. Relics this powerful and rare follow
their own rles. Ancient relics can be enchanted,
enhanced several times and be possessed by multiple
souls, or they can be something else entirely. The
only limic is the Storyteller’s imagination and the
need for sacrifice. Ancient relics almost always need
mussive sacrifices of some sort before they can be
used — whether on the partof the user or his vicrims
— hecause of their need to be powered by enormous
amounts of Faith. [n the Time of Babel, that Faich
wais easy to come by — now it requires effort on an
epic scale.

The following are examples of the kinds of ancient
relics thar might still exist in the current day, aswell as
whar powers they might command. Storyrellersshould

yers” ch

feel free to use these as inspiration to make up thelr
own incredible, terrible arrifaces,
SOULTAKLR

This massive broadsword is made of a dull,
pitted black metal — siyr, the first metal forged by
demon and mortal hands after the Fall. Apart from
irs enormous size, the sword is not that impressive,
as the years have not been kind. Its blade is chipped
el cracked, its meral pommel rusted and worn,
Holes in the hlade show where meral rings once
hung, but those rings are long gone, re the
gemstones that would once have rested in indenta-
tions on the haft, Overall, the sword looks like a
piece of oversized junk — until you touch it and the
voices begin to whisper madly in your mind.

Forged at the bloody height of the war,
Soultaker is an obscene and terrible weapon. The
willing soul of a demon — his name long since
forgotten — was bound into the black meral, where
he could use this power upon anyone rouched by
the blade. The sword's touch drained the energy
and life from anyone it wounded — and if it killed
a victim, his soul would be pulled from his corpse
mprisoned within the blade, there to be tor-
tured and devoured by the original demon. Mortals
and angels alike fell before Soultaker, their Faith
torn apart for his sustenance.

Then the sword's bearer used it to slay aniother
demon, and the sword changed. The two demonic
souls fought for dominance within the blade, nei-
ther able to gain an advantage. Over time, their
souls began to bleed into cach other, creating
single fractured personality, As demonic infighting
grew more serious in the war, more demons fell to
Soultaker, and their souls became absorbed into a
single insane entity — a being thar called itself
Legion. Soultaker was lost during the f
the war, hidden deep in a forgatten weapons
and without new vicrims to devouor for Faith, Legion
grew weak and thin. Now it can think of nothing but
food — Faith — and it will do anything to devour
fresh souls once mare.

Legion is unable to do anyehing ar first except
whisper weakly, in multiple voices, to anyone who
touches Soultaker — promising blood and power

nd the destruction of one's enemies. Should a user
ignore the voices, the sword is almost impossible to
tve and unwieldy, the difficulry to hit or
parry with the sword is 9. Should someone agree to
aid the sword, though, the sword moves like silk and
gossamer; all Melee rolls, whether o atcack or parry,
have a difficulty of just 4. In cither case, the sword
iz impossibly powerful, with a lethal damage pool of
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the user's Strength + 6 dice. If the sword is co-
operating with the wielder, the difficulty of damage
rolls is 4 instead of the usual 6!

When first found, Legion has no temporary or
permanent Faich, but that will soon change, If the
sword killsamortal victim, that person’ssoul isdragged
into the blade, there 1o be tom apart by Legion for
food. [t gains a number of temporary Faith points equal
to half the victim's Faith porential. There's no limit to
the amount of temporaey Faith Legion can retain at
one rime. These points can be spent in the usual way,
and they allow Legion o perform evocations. The
demon creature Ennmu"ry sne-dot evocation from
every lore, but no oth omce, but has forgotten
everything bur the b 3

evocations. Leg 1 also spend temporary Faith o
g permanent Faith. Every 10 poines of Faith that
Legion spends gains it one point of permanent Faith,
up to a maximum of 10,

Onee it has a permanent Faith rating, Legion can
begin stealing the Faith of any demon it wounds or
kills. Whenever a demon is wounded by Soultaker, rall
n's permanent Faith rating against the demon’s
iculty 6). Each success Legion gains allows it to
steal a t of temporary Faith from the target's
supply! Half of this amount (round down) is added o
Legion's pool. rest is channeled to the sword's
wielder (if she's a demon )} or simply lost. Ifa demon is
shain by the sword, roll Legion's Faith rating against the
demon'’s, If Legion wins, the demon's soul is ahsorbed
into Legion forever. If the demon wins, she is sent back
o Hell as normal.

As its supply of Faith increases and more demonic
minds are added o itssubstance, Legion becomes more
powerful and more insane, Legion wanes lirtle mo
than to kill, destroy and devour bur thar could change,
if a strong enough mind 5 pulled into the sword and
imprins its own agenca onto the insane hive-mind of
the creature. Legion is not bound in any way to the user
of the sword. It co-operates only because it wants
sustenance, and it will betray the wiekler any time it
feels theneed. If freed from the sword, Legion would be
a terrifying monster that might cause the Earthbound
1o tremble. If an Earthbound monstrosity was slain by
the blade and absorbed into the blade, the whole world
should fear the outcome.

Tue Beack THroNe,or GENHINSO

Created by Lucifer, this throne of black obsidian
and siyr sat at the center of the Black Cathedral, the
rebel city of Genhinnom, in the time of the war, From
this throne, Lucifer commanded his legions, consulted
with his generals and wept for the fate of humanity and
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the fall of the Elohim. Genhinnom was destroyed by
the angels after the rebels were sent wo Hell, but a city
of this power, this beauty, can never be complerely
destroyed. Parts of the Black Cathedral still exist in
different levels of reality, and the black throne, the 20-
foot-tall chair of commanders, can still be fourd.

The throne is a massive chair, made of stone and
metal. It's incredibly uncomfortable tosit in, bur thar's
the price you have to pay for power — and the throne
powerful. Ir allows the demon sitring in the chair
commangl legions of followers — hundreds or thou-
sarls of loyal mortals that will do almost anything in
VOUr service.

To use this throne, the demon must first feed it
Fuith — a total of 50 points of temporary Faich, either
all at once or slowly over time. One can do so simply
by touching the throne and willing Faich to flow into
it. Onee the Throne has been activated in this way, it
resonates with the spirit of the demon, and he can us
it whenever he sits upon it

If a mortal looks upon the demon sitting on the
throne, the Storyreller makes a Willpower roll on the
mortal’s behalf (difficuley 9). I the roll fails, the mareal
becomes the willing, almost fanatical, follower of the
demon, He will obey any order, even suicidal ones —
but onty if the order is given while the demaon s sitir
upon the throne. When the demon is out of the chair,
the mortal gives him respect but not obedience, only
following orders if the demon returns o the thione.

There's 1o the number of mortals that
can be enthralled by the throne, and o co-ordinare
thesefollowers, the throne gives the oc seven|
powers. The demon can perform all the evocationsof
the Lore of the Firmament when seated in the chair.
These evocations affect only those mortals in service
to the throne, and they use the occupant’s dice poals,
but carry no risk of Torment. (The demon cannot
evoke the high-Torment versions of these evoca-
tions, eitheraccidentally or deliberately, ) The demon
can also use the Exale evocation of the Lore of
Radiance upon his followers at will; again, there’s no
possibility of casting the high- Torment version. Thy
evacations can be performed only while the demon is
sitring on the throne.

alancing these great powers comes with several
drawbacks. Mortals in service to the throne cannor
become thralls of any demon, and they cannor agree to
any pacts. Any mortal already under a pact thar be-
comes enthralled by the Throne instantly breaks that
pact. The mortals serving the throne unconsciously
channel all their Faich ro the throne, allowing the relic
o continue empowering its accupant. It also extracts
a price from the user, drawing one point of temporary
Faith from him every time he sits in ir.

no lime
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Furthermaore, the user becomes accustomed to the
chair and starts to become uncomfortable when he's
ot seated there. Once 10 points of temporary Faith
have been drained from the user by the chair, he suffe
a +1 difficulty penalry to all actions taken when he is
not seated on the throne. This penalty fades once the
demon spendsan entire story separated from the throne,
but will return if he begins using it again. While the
user is away from the throne, another demen can
attempt to use it. Doing so takes another 50 points of
1ith being channeled into the chair, and it swaps the
layalty of any followers to their new leader: The form
occupant of the throne will know his place has been
usurped, and he might want to ke revenge.
Finally, the throne is a massive, unwieldy picce of
stone and meral that weighs many tons. Before a
demon can ger much use from ir, he must somehow
move it to a place where mortals can see it. Then he
must protect it against all other demons who want o
steal its powe

TheSouLronar
This terrible device was crafted by Schatenkaji the
Ghestsmith, master of death and invention, one of the
great relic-makers of the Ebon Legion during the Age
of Wrath. It allows for the slaughter of hundreds of
morals at the user's whim. The souls of thase dead can
then be collected and enstaved in demonic relics.

The Soulforge is a large, ormately angular cage of
copper and other merals, engraved on every surface
with runes and sigils that can no longer be rranslated.
Howks and spikes line the inner part of the cage, while
four wide, coiled flanges radiave from the rop.

To use the Soulforge, a demon in a mortal host
must enter the cage and be locked in. He must then be
killed, perhaps by being impaled on the spikes in the
cage (but being shot through the bars works as well).
As the hest's lifeblood seeps away, the demon’s apoca-
Iyptic form emerges from the host and is seized by the
Soulforze as the relic springs into life. The cage rlpe-rhu
demon’s energy apare. Treat this as a soul-devouring
arrempt (see page 260 of the on core rules for
details), with the Storyteller rolling 15 dice for the
relic. If the demon wins the conrest, itescapes the cage
(which then requires 1 new sacrifice). If rthe relic
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devours the demon's spirit, it converts the energy into
Faith and then acrivates the second part of its power,

A wave of black energy, invisible to humans but
detectable with a demon's supernatural awarencss,
washes forth from the Soulforge. This wave covers a
racius of one mile for each Faith point absorbed from
the sacrificed demon. Within this radivg, every mor tal
isaffected by the Extinguish Life evocation of the Lore
of Death (see page 210 of the Demon core rules for
}, using the Strength + Awareness pool of the
sacrificed demon. Only mortals are affected by this
killing energy; demons are completely untouched by
it. The death roll is likely to be staggering, especially if
someone uses the device in an ur

Any mortal killed ourright by the wave of enerpy
Thas his soul ripped from his body; it appears instantly
within the Soulforge, impaled on a spike or hook.
The Soulforge can collecr hundreds or even thou-
sands of souls. No matter how many, the cage always
has enough room to hold them all. These souls <
helplessly tapped in the Soulforge, as if they were
hound into a demonic item; they can do nothing but
writhe in agony. The user of the Soulforge can re-
move a soul whenever she desires, extracring it with
a long hook. She can then bind that soul inw a
demonic relic if she wishes,

de
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Evil this strong takes a great deal of power
the Soulforge requires a constant stream of sacrifices.
Each day thar the Soulforge imprisons morral souls —
whether one or 100,000 — it spends a point of Faith
from the energy it devoured from rhe i sacrifice.
1f it rums out of energy, all the soul rrapped within are
released ar on. ng into the afrerlife. To stop
this escape, the user of the Soulforge must continue
o sacrifice demons to the relic as before — each
heing ripped aparr by the Soulforge ro maintain the
enchantment.

The Soulforge

e of purest evil, and it will
corruprany deman that uses it. Each activation of the
Soulforge — whether to gather mortal souls or sacri-
fice a demon’s soul — inflices one point of temporary
Torment upon the user, The user will also have o
make Virtue rolls 1o avoid gaining more Torment
from the guilt resulting from the mass murder of
innocent mortals.
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F,n-n- aspect of the universe, from concrete mat-
ter to such abstract concepts as truth and beaury, isa
composite of nume elemental forces — the de
sign of multitudes of angels in a weave dicrated by the
Creator's design, Though the Heavenly Host was
ordered into separate Houses, each given dominion
over n;\“mL set of forces that formed rhe cosmos,
many of the Creator's greatest constructions required
the cooperation of |m|]UplL‘ Elohim, each providing
knowledge and lore. These symphonices of angelic
power, known as choruses, were formed and directed
 the First House, with the Heralds
using their broader knowledge of the Creator’s plan
tocombine the efforts of the Elohim into ever-greater
ation. As mighty as the Elohim were indi-
power was mighrticr still when they
contributed their energies to o higher purpose. Irv
an insight that Lucifer would m: atuse of in the
clark times o come.
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From the moment Michael levied God's curse
against the fallen, the infernal host faced an enemy
that vastly ournumbered and outmatched it in terms
of aw power. The Momingstar knew this and be-
lieved that the only w

¥ to counter Heaven's brire
force was to fight with greater wit and agility. This
meant creating newer, more flexible tactics that
eventually led to the creation of Lucifer”
a system of rank that cur across the be
House seniority and special
innovation were the order of the day, and the infernal
host !\lu'ph.nl mactical variations on the g

egions and

indaries of
zation. Cooperation and

and cho-

thim — combinations of Hnuw lore
performed quickly and 1o d
ttlefield, These rituals were highly
effective in countering the advanrages of the Heav-
cnly Host, particularly during the early stages of the
war, and the concepr was adopted to a wide variety of
functions, from information-gathering to the cre-
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ation of uuﬂny bastions hidden from the cyes of
maortal and angel alike. Although much of this ritual
knowledge has since been lost to the effeces of time
and Torme nt, newly returned fallen can attempe to
re-leamn these powerful cooperative evacations for
inst their enemies.

prer is divided into four secrions: the
cribes the history and theory of ritual design.
The second secrion contains systems information
for learning and creating riruals and performing
them. The third section describes those rituals thar
are most commonly remembered among fallen to-
day. The concluding section describes how rituals
were used 1o the construct the fortresses of the
rebellion and provides systems for characters 0
ereate their own,

Hisrory

According ro legend, the first rituals creared
during the I.-Irl.\ centuries of the War of Wrath were
largely passive in nature, allowing the fallen o
project their awareness across the globe and con-
front the enemy far from rhe fragile lands of morrals.
Many of these rituals were sald ro have been devel-
oped by the Archduke Asmodeus and his
subordinaces in the Silver Legion, and their effors
were instrumental in allowing the fallen ro stale-
mate Michoel's forces during rhe centuries of the
Silent War, Many Devils dispure this, claiming
instead that Lucifer himself and the
whaole were the architects of these cooperative tac-
tics. What cannor be denied is that the Devils were
responsible for the first ctive applications of
the craft, wielded during the first siege of Genhinnom
at the dawn of the Time of Arrocitie

Nort long after the fall of Sagun, the Heavenly
Host mustered its bartle-formartions and descended on
Lucifer's cathedral cley with a huge army of Elohim and
mortal forces, intent on capturing the Momingstar
and ending the rebellion while the infernal legions
were scattered. The Crimson Legion held the walls for
seven days and seven nights, while the earth shook o
the rread of titanic mgels and the skies split wich
heavenly holts of fire. The moreals within the city
despaired, for it was clear that the forces of the enemy
were numbetless and their strength undiminished,
while Genhinnom's defenders grew steadily weaker.
inally, just before the dawn of the seventh day,
Lucifer called his lieutenants o arrend him in the
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Palace of Shadows, and rumors ran through the streets
that surrender was imminent.
Instead, the dawn saw Lucifer and his chosen

angels rising like angry stars above the black needle of

A

the palace, Devils and Scourges circling one another
in mtricate patterns as they began to chant words of
power. Nosooner had the Heavenly Host sounded the
call toarms when the watch-fires of their mortal allies
erupted in huge towers of flame, whipped higher and
hotter by a sudden wind thar howled from our of the
east. The fire spread, and the wind mged like
and a terrible storm raged through the rnks of H
in moments, scouring skin from bone and leaving
nothing but ash in its wake, The Heavenly Host was
hurled back in rervor and dismay, retreating to its
prison cities with the knowledge that, far from being
beaten, the rebels had turned the tide in their favor
UncE more,

What followed was the construction of grear,
living battle engines; the bastions of Lucifer and his
penerals and the cugenies experiments within the

alace of Sighs. Many others rituals were designed as
well to spy upon, ta harass, to delude and to hide from
the enemy. Others were used to muster and enhance
the human troops fighting under the rebels, to create
new troops or beasts of war or to counter lore against
which there had previously been no defense. Using
rituals was one of the most potent and economi
ways for the rebels to channel their resources as long
as there was enough Faith to sustain them,

The carliest rituals were cone
tions of dance and song, whes ch participant
wove her lore with the rest and created new concep-
il efiects. The number and rank of the rinal's
participants depended upon the desired effect, bur
there was always a single individual known as the
Ankida who directed its power. Those angels who
contributed additional lore to the ritual were
the Mudu. The Ankida would gather the necessary
resources and provide the tempo of the song and the
pattern of the dance. As with the Firestorm, some
rituals were enacted by the highest ranks of the Houwses,
with hundreds of actendants (or Khaviki) providing
support and stores of extra Faitl

ved of as combina-

AOW s

Although it wassubsequently discovered that riou-
als could be creared within the jurisdiction of a single
House, the prevailing strategy was tocreare ricuals thar
made use of dissimilar lore. Each ritual had a dominant
or primary lore, and only & demon with the proper
mastery of the necessary evocations could act as Ankida,
Therefore, all rituals became associared with Houses,
even when otherswere called in ro participare. Asonly
the Ankida needed to know and comprehend the
entite ritual, it was easy to restrict the flow of knowl-
edge. Over time, many rituals came ro be considered
the property of one House or another.

During the war the infernal host creared and
emploved hundreds of different ricuals, borh on and

>
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off the battlefield. Since that time, much of this
knowledge has been lost. Few records remain in the
physical world, and the agonies of the Abyss has
croded the memories of the fallen. Whar is more,
the limitations of possession and the relative faith-
lessness of the World of Darkness has added a host
of new difficulties in recalling and properly enacting
rituals that demons once performed with ease. Where
it once took only one or two demons to muster the
relevant knowledge and power to fuel the rirual
dance, now the fallen must cast far and wide for
ary lore. They must look still
farther for mortals and fallen with the Faith ro spare
to ensure a ritual’s success, Special sigils must be
designed and inscribed ta properly amplify and focus

demons with the nec

the meager store of collected Faith and even so,
many rituals can now be performed only at specific
times and places that resonate with the effect the

demon is attempring to achieve. Nonetheless, many
fallen are actively researching the lost art of ritual

any advantage that they can
ainst their enemies and further their

lore, eagerly se
bring to bear a,
own agendas.

Lrarning Rervars

The fallen gainaccess torituals m three ways. The
first, bur by no means the easiest, is 1o retrieve the
memories from within themselves, The second i 1o
learn them from other fallen or through the rare
rranscriptions that have heen made throug

hout his-
1ew ones. Doing
s0 15 @ time-consuming and sometimes frustrating
pursuit, but it can yield rituals the
many of the modern world's innov

Knowledge of a ritual is a valuable resource. If
your character possesses something th
fallen yet on Earth has access to, then all kinds of
people are going to be interested once the word

. The third way is to create whol

rake

vantage of

[ENTRT

no other

NcePorsT(
ritual |

is the

ari the ritual, and

uires multiplied by 1l

ch ritual lis

out, Knowledge of particularly famous or infamous
rituals might have further consequences as well. Tnall
toryteller is the final arbiter as to wherher
your character may have access to a particular ricual
in her chronicle.

RecALLING RITUALS

The fallen have not lost the knowledge of ever

thing they once were, but much of their memory and
knowledge ismerely buried deep inthe subconscious of
their mortal host. Therefore, it is possible, with time
and effort, for a character to search her memorics for
the secrets of rituals she once performed with ea

wRyackanousn: Ry \LK‘GO(JJ\ 1Dl
‘Oh ves," said Zovmas, "1 sed eo do this all the o
andro staved worriedly at the sky above. Moments
before, it had been clear and blue. Now there was an
electrical charge to the aiv, and ugly, Mack clowds were
rolling in from the wese with stariling speed.

“Well, we're about to find out if your bullshit floats.
Start chanting.”

cases, the

Although many demons participated in rituals to
one degree or another during the war, few routinely
performed the role of Ankida, direcring all the con
stituent clements of the ritual to reach the desired
effect. Those who pedformed a ritual time and time
iin learned its intricacies so well thar they could
conduce it almost reflexively, like any of their awn
evocations. When these former Ankida return to the
mortal world, the old memories returmn with the same
sase as their native lore,

ter has in the Riual Knowl-
edpe Background provides your character with the
equivalent of six experience poines to spend purchas-
ing a ricual or ricuals during the char ation
process. The point cost of rituals is derailed under
their individual descriptions. Your character may
purchase a ritual from only her own House,
must possess the requisite number of dots in the
vitwal's primary lote.

o You remember nothing that will help you perform
aninsal. Nothing stops you from participating in
one or leaming them anew, however.

seup tosix pomts worth of ritals

Each dot your ch

(= ot

and she

. You canpurch
. Youcan purchase up to 12 pointsworth of riruals
oo Youcanpurchaseupto 8 pointsworth of riruals

sses  Youcanpurchase upro 24 pointsworth of rituals

# # & s« Youcanpurchaseup to 30 pointsworth of rituals
Recavisa Rrroars Damsa e CHRosICLE

A character might also recall rituals during the
course of the chronicle by devoting rime and effort to
piccing together scatrered memories and collecting
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knowledge from other pracritioners or ancient
sources of information. Asa pracrical matter, all you

ave to do is ensure that the characrer has the
requisite dots in the ricual’s primary lore then aceu-
mulate enough experience points to purchase the
ritual. Your Sroeyteller should also require your
character to devote the necessary time and efforr to
tesearching and meditating on the problem before
recalling its secrets, As a rule of thumb, each ritual
requires a number of days (at least 10 hours of effort
per day with no interruptions) of intense scudy and
rch equal to its base cost before the characreris
able to fully recall and perform the desired ritual,
Only rituals belonging to the character’s House can
lled in this fashion.

Leanzisa Rrranps
FROM AROTHER FALLEN

All fallen have the porential o perform rituals. If
your character has a willing and knowledgeable tutor,
she can leamn what rituals the ttor has o offer,
although it is neither a short nor a strightforward
process. Of course, finding someone whao is willing 1o
not only share her knowledge with your character, but
o spend weeks and even months doing so is another
problem entirely,

Your character must have sufficient dots in the

ritual’s primary lore before the learning process can
even hegin, For cach full day (ar least 10 hours scudy
with no interruptions) the characrers spend to-
gether, makean Ineelligence + Occultroll (difficulty
7). For your characrer to succeed in learning the
ritual, you must accrue successes | to the expe-
rience point cost of that ritual. There is no time
limit, but each full week spent without training
reduces the accumulated total by three successes. 1
the roll hotches, all accumulared successes are lost,
and the character must start from the beginning, As
mastering the most powerful rituals
ht take years!
Theexperience costof a ritual is the same whe
youremember it or whether you are taught it. You only
need to spend the experience points once you have
achieved the required number of successes ng
doesn’t cost any experience points, only time.

Demons and thralls can be raughr riruals belong-
ing to Houses ather than their own if they can find a
itor willing toshare the knowledge (and provided the
character possesses the requisire lore).,

Treacrsa RrruaLs 1o THrALLS

Even humans can learn ritals, though they must
also possess the requisite dots in the ritual's primary
lore to do so. The leaming process uses the same

he re:

you can se
m

T

A

system, though the difficuley for the Intelligence +
Oeeulr rolls increnses to 9

Onee a human knows a titual :
Ankida, although the risks of performing the ritual are
high. See page 187 for more details.

LeAnNinG RITUALS
rroM DR Tes REconps

It is possible that just as certain infernal relics
mught have survived the war in seeret bastions hid-
den across the earth, written records and romes of
knowledge detailing certain rituals might have sur-
vived to rhe presenr day. Such ancient knowledge
could take on numerous arcane forms — words in-
scribed upon veils of solid light, burmed into the
preserved husks of angels or whispered in hreezes set
to run eternally through intricarely carved vaults
deep within the fortress. Unfortunately, che slow
collapse of the multi-faceted aspects of Creation
means the majority of such “books” are not transport-
able as they once were.

Additionally, it is possible thar extant human
records contain fragments of lost 1 knowledge,
collected from summoned demons across the ages or
derived from the experimentation of sorcerers. Such
transcriptions might have occurred as recently as 400
years ago, and some can be found within actual
leather-bound romes, scatrered in oceult repositories
across the glabe. OF course, the unadulterared writ-
ings of the great sorcerers of the past are among the
most prized possessions of the sorcerers of the present,
so they are not much easier to find than extant
infernal fartresses.

Learning rituals from written works follows the
same procedure as learning them from a tutor, but
the process itself is much more difficult. You may
make an Intelligence + Occulr roll for your charac
ter for each day the fallen spends studying one of
the ancient infernal tests, Attempting to learn a
ritual from a human source holds additional dan-
gers. Any ritual transcribed by a human sorcerer
will be in debased Enochian ar best, and the
culty for the roll rises 1o 9. Further, it must be
remembered that these texts were often collecte
from tormented demons who intentionally infused
their secrets with malice and the seeds of insanity.
Each day spent in study requires a Convictlon roll
(difficulty 8), If rhe rall fa e demon gains a
temporary point of Tarment.

Cn ExTNG RITUALS
All fallen have the porential ro create rituals

from the lore they know or create variarions to the
rituals they currently possess. It rakes time and




effort, however, and
done spontancously, mucl: Wi
of combining her own lore paths into dulnunu
rituals, but she does not have to undergo the labori-
ous rask alone, The best parr abour the otherwise
rucling process is that as many fallen can contrib-
ute their knowledge and experience as there are
paths of lore involved,

The first step in the creation process is to deter-
mine the intended effect of the ritual, The character
o protip ofchaasters must wink gt a dléar doscrin
tion of what they want the ritual to do and then the
Storyreller derermines the necessary primary and
secondary lore paths required to achieve the desired
effect. The character or characters involved in the
creation process must possess all of the requisite dots
in Iln: required lore annot be
cred It the characters possess the nece
r]u l::mr\ teller then determines the ritwal's experi-
ence point cost, the relevant Attribute + Ability
required 1o determine its effects and might impose
further restrictions on performance of the ricual for
the purposes of her chronicle, The more complicared
the ritual is — the more requisite lore, and the more
dramatic or dangerous you want it 1o be — the higher
the cost rises, The scope of rituals is ot unlimited,

(it the ritual

trabhald

especially in the modern world, but means of expand

aritual'seffects are discussed in Performing Rirvals
{see page 182). They are very flexible, and if partic
lar care is paid ro choosing the relevant lore paths,
then agreat multitude of effects can beachieved. The
Staryteller is the final arbiter as to what lore paths
required to achieve a given effect, and if she decides
that a given ritual requires lore that the cha

re

acters do
n't be creared until the
required knowledge is attained. Refer o the sample
rituals provided at the end of this chaprer for guide-
lines on lore requirements, restrictions and point
costs when determining the necessary components of
your own rituals.

Creating a ritual is a complex process, requiring
both deep intellectual discipline and a medirative
contemplation of the fractured universe. Make an
Intelligence + Oceulr roll {difficulty 8) for each
character who performs 10 hours of research on the
ritual design per day. If a roll results in a borch at any
int, the ritual design has become flawed. The
characters can cither cast aside their research up to
thar point and begin again or accept the flaws and
carry on. Flaws in the design can cause unpredicrable
and potentially dangerous risks, depending on how
many total borches are accrued during the creation

not possess, the ritual ca

¢
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process. One batch might impose very stringent re-
strictions on the ritual — such as saying that one can
perform the ricual only during certain times of the day
or during certain seasons. Two botches might cause
the enactors of the ritual to gain temporary Torment
equal to the dots in lore they are contributing each
time the ritual is performed. Three dots might
the ritual to go out of control unless the Ankida
spends Willpower points to contain it. Four or more
borches might require the death of one of the ritual
members in order to unleash its energies. The Story-
teller is the final arbiter as to what risks are entailed
with a flawed ritual. Characters who create a flawed
ritual can attempr to discern the risk inherent in their
creation with a successful Perception + Awareness
roll (difficulry 8).

Once the required number of successes has been
accumulated, the ritual is complete. The designers
have determined the precise combination of evoc
tions, envisioned a proper sigil and crafred the ritual
this point, cach character who wishes to leam
» the design must pay
1l. Characters who contribute

15¢

wl wha cantributed
the base cost of the rir
to the design of a ritual are not required to learn it,
though. They can provide valuable insights and per-
farm important research without mastering the full
scope of the design

Human thralls can contribure to the ritual design
process, though the difficulty for Incelligence + Oceult
rolls made on their behalf increases to 9. They can also
learn the completed ritual if they also possess the
required primary lore needed to perform it and suffi-
cient experience points,

PerrornunGg RiruaLs

Like everything else abour rituals, performing
them takes time and effort. Some can be performed in
a few minuges with minimal or erivial restrictions;
some take hours and can be attempred only
precise astrological conjunction. All, howev
quire the same basic components.

PARTICIPANTS

While it is possible for a single demon to perform
a ritual, most modern-day fallen do not have access 1o
the wide range of lore paths that most rituals require.
Typically, ritualsare conducred bya leader {the Ankida)
and one or more Mudu providing whatever supple-
mentary lore the ritual requires.

* The Ankida. The Ankida is the leader of the
and she determines its ultimate effects. Only
the Ankida needs to know the ritual and possess its
primary lore, and she has sole

A

ritual will affect and how. The other ritual members
contribute any required supplementary lore, but they
don't necessarily have to know the bigger picture.
They are the choir the Ankida conduces. At the time
the ritual is performed, the Ankida must possess at
least one Faith point. A thrall can act as the Ankida
in a ritual if he possesses the requisite dots of the
ritual’s primary lore.

* The Mudu. The Mudu provide any supplemen-
tary lore the rital requires, offering their power ar the
direction of the Ankida. The Mudu sing as the Ankida

dircets, voicing a chorus of Enochian words of power
Each Mudu must have at least one Faith point avail-
able o parricipate in a ritwal,

It is passible to have ritual participants provid-
ing knowledge of more than one lore parh. This
reduces the number of participants required but
increases the overall difficulty of the effort. The
Mudu must spend one point of temporary Will-
power per dor of lore for each additional path that
]

she is attempring to provide, and she must hay
minimum of one Faith per lore path. For example
Mudu providing two dots of Celestial lore and two
dots of Wind lore must spend two remporary Will-
power points and have at least two Faith poinis
available to provide the extra lore. Thralls can
perform the role of the Mudu in a ricual if they
possess the requisite dots of lore.

* Kha Sometimes required, more often
optional, leso fallen lend Faith o the ritual in
support of the more acrive participants. Each Faith
point offered adds one die o the Ankida's Faith
pobl for casting purposes, Each of these fallen must
also have a least one dot in any of the lore paths
required for the ritual, and ar least one Faith point
available. The iiki choose for themselves how
much Faith they will individually offer at any stage
of the ritual. If the process is not going well and the
Khauiki is running low on Faith, she can refuse o
: any more. Thralls can perform the role of
Lh auiki in a ritual.

Oruen Rrranl
ReaunemeNTs

In addition to nbling the requisite number of
participants and necessary lore paths (no mean feat in
and of itself), the following ritual requirements must
also be mer:

* Restrictions. Certain rituals need to be cast ar
particular rimes or under particular circumstances —

uri sxarple, or under the light of a full
moon, Such restrictions provide resonances thar help
the members of the ritual focus their concentration
and channel their energies synergistically, The more

vl




LT S

2%

N

powerful and complex the ritual is, the more restric-
tions must be satisfied in order to enact it.

* The Sigil: Where the
spiritual power, requiring only a conscious mind to
channel it, the modern World of Darkness requires
physical symbols that help wl direct the
meager stores of energy that the ntap. [nsome
a sigil funcrions like a circuit board. [t channels
the energics of the Ankida and her participants into a
specific configuration

The sigil is inseribed ar the location where the
ritual {5 1o be o and irs size depends upon the
needs of the ritual, Its perimeter must be large
enough to accommaodate every individual perform-
the ritual, plus the intended recipients of the
rirual’s effect, it applicable. In all cases, the Ankida
and the Mudu stand equally spaced around the edge,
whilst the Khautki stand in a concentric ring di-
rectly behind them.

Creating the si

th was once awash in

I is the first actual step in any

ritual, although it takes place outside of the ritual's
minienm ¢
rial

sting time. le should be reaced in mare-
ppropriate tothe House, which mighe be sar
bweh or crushed glass. (Some rituals have
even more exacting requirements — see the sample
rituals fordetails:) 1t can also be made permanent as
ving, mosaic or incised symbol (perhaps into
which inflammable liquid or fresh blood is poured),
which makes it more difficult to disrupr. Weaving
the sigil from an appropriate @ rial into a large
cloth is one way to make it easily portable, but doing
so creates difficulties in that the cloth must be kepr
very flar throughour the casting 50 as not to distorr
the pattern.

Whatever marerials are used, crearing the sigil
tequires an extended serles of Dexterity + Oceulr
rolls (difficulty 6), accumulating a number of suc-
cesses equal ro the ritual's base cost. More than once
person can contribute to ereating the sigil. Even
mortals or demons who are unfamilior wich the rioual
can transeribe the pattern if they have a diagram to
work from, though the difficulty of the roll increases
1o 8. The amount of time required to create the sigil
s largely cn the materials used and the method
iption. {An intricate mosaic of inlaid coral
ht take weeks tocreate, at the Storyreller's discre-
tion.) As a rule of thumb, one roll can be made per
person involved in creating the sigil every five min-
utes of game time. A roll that resules ina botch means
that the sigil is flawed. Depending on the materials
involved, this could mean that the inscriber must
se the Inst segment and stare again (im the c
rele of salt, for example), or he might have to stare
from scrarch in anorher locarion. Since the crearion

of the sigil has no bearing on the ritual’s casting time,
it is pussible ro create one hours, days or even wee
ahead of the actual event, ready for use when
restrictions are right.

* Casting Time: The time the ritual will take o
perform depends upon its complexity and its power.
It can range from 10 minutes to over 24 hours. This
period consists of the Ankida calling forth her lore
and combining it with the Mudu, weaving them
together into the proper configuration to achieve the
desired effe

You n..\]cul"m. the minimum time in minutes it
takes to cast aritual by squaring the total number of
dots of lore that comprize the ritual, For example,
Age Landscape (sec page 201), has a total of eight
dots within its three lore paths, so it takes 64
minutes to ¢

-
CASTING THERITUAL

Omce all the participants have been organized, the
sigil has been drawn and the restrictions have been
met, the ritual begins. The Ankida begins the song, the
Mudu join in as she directs, and the Khauiki concen-
trate upon the scene before them, chanting a simple,
thythmic mantra. The performance of a ritual is 2
significant supernatural event. Nearby demons may
attempt to derect the ritual with a reflexive supernatu-
ral awareness roll (see page 172 of the Demon core
rules for derails).

Once the minimum casting time for the ritual
has been achieved, the collected energies are ready
to be unleashed. Make an exrended Faith roll (dif-
ficulty &) for the Ankida, adding one die per Faith
point offered by cach Khauiki participating in the
titwal. The Ank an also tavage her thralls for
additional dice (soe page 251 of the Demon core
rules for details), and/ or the player can spend Faith
points on automaric successes. You must accumu-
late s number of suceesses equal o the total number
of dots in lore required by the ritual in arder to cast
it successfully. Each turn that you continue to roll
the difficulty increases by ane, If you haven't accu-
mulated the requisite successes within five tums, or
if any of the rolls resules in a hotch, the ritual fails
and the collecred energies violently expends irself.
If the danger of a carastrophic failure seems ur
avoidable: the Ankida can voluntacily kbott-the
ritual before five turns have elapsed, dispersing the
energies safel:

If the ritual succeeds, it is time to determine the
ritual's effect. This involves rolling a particular combi-
nationof Areribure + Ability determined by the ritual
(Trait bonuses for a demon’s revelatory form are appli-
cable for the Ankida if the plaver wishes to manitest

I8




Denon Pravis G

the character’s apocalyptic form.) The Khauiki can
provide additional Faith here as well, adding to the

dice pool, the Ankida can ravage her thralls fo
ot Falth; ori the:playec tan; epend Faith poiits for
automac su
ample: John's character Aziwran leads the vitual
Rain of Frogs, witha Scourge and a Devourer providing
the ritual's secondary lore paths (see page 203). Only
fallen with knowledge of the Love of the Winds
the Beast or the Lore of Awakening can join as Khautki,
and another four demons ave found who agree 1o partici-
pate in this capacity

The ritual comprises a total of eight dots of love, so
the rvirual's minfmum casting tme is 64 minutes,
Aziveran’s current Faith is 6; the Khauiki cach donare
one point of Faith, and John decides that Aziuran will
ravage one of his thralls for another two points, Once
Johnralls 12 dice and

et

S5

the minirmuerm casting time is 1
ets four successes, The following turn, John volls
again, this time at difficulty 7. Each of the Khauiki
come through with another poine of Faith each, and
lohn spends one of Aziwran's Faith pomts for an
automatic success. He gets another three success i

Further, a S

ficulty 6) must

cipating in the mu:l

o difficulty.

of the ralls
8 | equal |u|]:r-
il (diff €
I of the d
i

e of

A

time, bringing his total to seven. On the third trn,

John decides not to tap the Khauiki for any move Fairh

{wishing to save them for the ritual's final effect) | so he
rolls Aziuran's current Faith score of 5 against a
difficulty of B. He zets the ane suecess he ne |
the ritwal is successfully cast.

The next step is determining the effect of the rineal
Tohmrolls Aziuran's Stamina {4) + Animal Ken {2) . This
time, anly two of the Khtlllli\?.i\’\. willing ruumn-ﬁi-m‘,-[
Faith, ea
and pets five successes, g
over his intended targ

Losisa Comrnot

If the
hamess the energy safely, it explodes i a blast of
unfocused power, Anyone within the sigil iself is safe,
but the Ankida, the Mudu and the Khauik
any onlookers, face the full weath of the rin
trolled encrgies.

kida loses control of a ritual and canm

Rall one die for every 10 minutes the ritual was
performed prior to failure. Each success inflicts one
health level of lethal damage ro everyone wi
distance in yards equal to the sum of

For example, had Asiutan's Rain of Frogs pate aut ol
control, it would have affected everyone within eight
yards of the ritual’s sigil. Additionally, the
participants of the ritual {Ankida and Mudu) each
lose one point of Faith. If a participant has no Faith
remaining, he loses a poine of Willpower instead,

-
COMPLICATIONS

Rituals are complex and demanding efforts even
for the likes of the fallen. It is possible for them o
fail due to nothing more than an Ankida's lack of
ability or the participants runnir
Other factors, particularly outside interference by
the Ankida’s enemies, can also affect a ritual's
success or failure.

Disnaprise A Tl

External forces can disrupt the casting of a ricual if
they can succeed i distupting the ntual's chant,
breaking its sigil or affecting its casting restrictions,
The simplest way of doing so is throu
a Therefore, the Khauiki serve another valy
purpose. Lintil the point they are called on to provide
their Faith, they can double as defenders of the ritual’s
active participants

If the Ankida suffers injury as the result of an
atrack, make a Wits + Occult roll (difficulry 6),
applyingany appropriate wound penalties. Ifa Muda
is injured, roll Wits + Performance. If the roll fail
the ritual ends. If it botches, the energies are re-
leased explosively

active

lurance.

it of er

th a physical
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Disrupting the ritual sigil depends largely on the
manner in which it is constructed and the methods
used ro disrupt it The Storyteller is the final arbiter on
how much effort is required ro disrupr a sigll and the
means necessary 1o achieve it Breaking a circle laid
with salt might require nothing more than a strong
gust of wind, while breaking one carved into solid
granite mighr take a careful application of dynamire. If
the sigil is successfully discupred, the collected enerpy
is released explosively.

Finally, while many rituals require careful chro-
nological or geographical restricrions that no amount
of interference can affect, others require environ-
mental or material restrictions thar can be influenced
by outsice forces. A ritual that cannot be performed
in rain ar fog, for example, could be disupted by
setting off the building’s sprinkler system. One thar
requires dirccr sunlight could be broken by throwing
atarpover the ritual s sigil. I the ritual’s restrictions
are violated, the ritual ends and the energies bleed
off safely. Of course, the attackers must know the
ricual’s restrictions in order to ake advantage of
them. A successful Intelligence + Oceule roll
required to idencify and analyze the ritual being
performed. [f tl acker knows the ritual in que
tion the difficulty of the rall is 6; if not, the difficuley
increases to 9
SUBVERTING BImuaLs

The participants can try to subvert a ritual from
within in a number of ways, It is impossible to do so
without the other members realizing what is happen-
ing, though it might be oo lare by the time they do.

1f the Ankida wishes 1o use the Tormented ver-
sion of a ritual, she may do so as derailed in the next
seetion. Even if she does not tell the other partic
pants that she is doing so, they can all gain Torment
in the process.

Any participant in the ritual who could qualify
as Ankida — that is, who knows the ritual and
possesses sufficient primary lore — can attempt to
seize control of ir, effectively becoming the Ankida
and redirecting its effects. The attempted takeover
of the ritual can occur at any point in the casting
process, though the best time to do so is afrer 1l
ritual is successfully completed (but before its effect
can he determined). Make a resisted Willpower rall
{difficuley 6) for the two characters. In the event of
a tie, the original / ns the contest and can
continue to channel the effects of the ritual. If the
would-be Ankida wins, control of the ritual passes
to her, but the ritual energies might run our of
control in the crucial moment of changeover. Make
a Faith roll (difficulty 6) for the new Ankida. If the

nkida wi

roll fails, the ritual becomes unconerolled, releasing
its energies explosively.

An Ankida or Mudu can also attempt to leach
off the Faith thar is being donated by the Khauiki
into her own Faith pool. Roll Wits + Awareness
(difficulty 8): E acrer to
add one pointof offered Faith to herown Faith pool,
up to her maximum Faith rating. {Willpower points
may be spent for auromatic successes on this roll.)
The character skimming this Faith from the ritual
daesn't have to rake the entire amount reflecred by
the succe rolled. For one thing, sucking up all
the Khauiki’s offered Faith is almost certain ro be
noticed by the other ritval participants. 1f a ritual
member is leaching offered Faith, the other mem-
bers of the ritual can arttempr to derecr this as a
reflexive action with a successful Perceprion +
Awareness roll (see page 172 of the Demon core
rules for details), The difficulty of the roll starts ar 9,
but it decreases by one for each additional point of
Faith that the character leaches from the ritual.

Example: Dave's chavacter Vyvishu is @ Mudu par-
ticipating n a vimal that is being supported by five
Khawiki. Vvishu's curvent Faith scove is a meager 2 out of
a maximum rating of 7, so Dave is strongly tempted 10
hijack some of the Khauiki's offered Faith to veplenish his
wwn diminished stock of power, When the time comes 1o
determine if the viewal is successfully cast, the Khaviki
each offer one point of Faith to the Ankida, for a wtal of
five Faith points. Dave volls Vrishu's Wits (4) + Aware-
ness (2) and gets three successes. Dave can elaim up w0
three of the Khawiki's offered Faith for his character, but
each point of Faith claimed will make it that much easier
for the other vitual members o notice the theft. After a
moment's consideration, he decides to leach away two of
the three points allowed by the roll, increasing Vrishe's
Faith score to4. This leaves only three Faith points for the
Ankeda, and each active member of the vitwal {the Ankida
and the other Mudie) can attempe to detect the theft with
a successful Perception + Awareness roll. The difficuley
of the voll is 8 (9 minus one additional point of leached
Faith}. Had Dave chosen to wake all three Faith points he
was allowed, the difficulty wotdd have been reduced 1 7.
Showld the ather participants detect the theft, Vrishu is
going to have some explaming w do.

Tormest

Just as with evocations, To taint the
outcome of infernal rituals, causing damaging and
uncontrolled effects. Rirual high-Torment effects are
determined in the same fashion as normal evocations.
Roll the relevant Artribute + Ability to determine the
ritual's effect and compare the successes olled o the J
Ankida’s permanent Torment score, If a majority of

et
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the successes rolled show numbers less than orequal t
the Ankida's Torment, the high-Tarment effect of the
ritual is used. [fa majority of the successes rolled show
numbers greater than the Ankida's Torment, then use

the ritual’s normal effect. In the event of a tie, the low-
Torment effect of the rital is used

The Ankida can deliberarely unleash the cor
rupred version of a ritual, but she and the Mudu (not
the Khauiki) all gain a poine of temporary Torment.
Note that some rituals, particularly those char dare
from the Time of Awmocities, are cruel enough o
accumulate temporary Torment even in their origi-
nal form

Errrer=sor DisseLir

The dishelief of human witnesses can make rituals
maore difficult, just as it does for evocarions. Apply the
madifier for dishelieving witnesses (see page 233 of the
Demon core rules for details) to each of the Faith rolls
made to successfully enact the ritual. The roll o
determine the effect of the ritual is not effecred. Onee
if the ritual is unleashed, lictle can be done

T STOp it
Example:
deserted wareh tigute @ Teport «
ey stumbleontoa n|r[suf|f¢.‘f??uih performi
aritual, The Storyieller makes a Willpower voll (difficulry
6) for the two cops, assuming an average rating of 8, and
forr successes. This means that when the tme comes

Two police officers emter a supposedly

‘o delermine if the ritual is wuu\,’lllH cast, the difficulry
af the Faith roll increases 10 10 if the ritual memb
find some way to get vid of the cops.

Usiza Demosicaia Possessep RrLics
Infernal relics imbued with a demonie spirir (see
Chapter Five for derails) can act as a Mudu in an
infernal ritual if the bound spirit possesses the requi-
site lore. The Ankida must hold the relic during the
ritual in order to mesh its energies with the other
participants, bur otherwise the procedure is exactly
the same as described thus far. Bound spirits are
qually capable of leaching offered Faith from a ritual
or even seizing control of one like any other rital
participant if the restrictions of their binding allow
them sufficient fre

s can't

sdom.

A demon bound into a relic can even act as the
Ankida fo if it
ahility to communicate and the requisite primary lore
(see Chapter Five for details). To participate as the
Ankid e relic must be borme by either a Mudu ora
theall rhroughout the ritual.

MORTAL PARTICIPATION

ssible for a mortal o participare

a ritu: sufficient freedom, the

an

riual, whether as a source of Faith, a supplicr
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of supplementary lore or even acting as the ritual's
Ankida. Human participants face much greater risks
than the fallen do, as their minds and bodies are not
equipped to channel the energies, and the demands
presented by the task make a successful casting that
much more difficulr,

* Mortals as Khau

ki. Enthralled or nor, morrals
can participate as Khaviki in an infermal . with
the following restrictions. Mortal thralls contribure
Willpower points instead of Faith bur do not suffer the
pain and trauma of being ravaged. Non-enthealled
mortals (willing allics of the fallen, followers, adoring
worshippers, ete.) can contribute a number of Faith
points equal to their Faicth potential (see page 252 of
the l)rmon core rules for details), Once they have
exhausted their Faith potentic
tals may continue to contribute Willpower poines in
liew of Faith.

* Mortals as Mudu. A thrall gifted with an
evocation of the proper lore at the required level
can act as a Mudu in an infernal ritval. A mortal
actingasa Mudu must spend one Willpower pomtra
access her infernal gift and participate in the ricual,
and the player must make Stamina + Performance
rolls for the character to maincain focus every half
hour as normal. Additionally, the difficulty of the
Faith rolls to determine the ritual's success increases
by one. Mortal Mudu cannot leach Faith from a
ritual, but they can attempt to seize control of one
if they wish.

* Mortals as Ankida. A thrall gifred with an
evocation of the praper lore ar the required level can
act as the Ankida of an infernal ritual. The mortal
Ankidamust spend one Willpower point to access her
infernal gift and direct the rit ndd she must make
Sramina + Occult rolls to maintain their focus every
half hour as normal. Roll the mnrtal's Willpower t
determing if the ritual is cast successfully, though the
difficulty of the roll increases 1 8 w reflect the daunt-
ing complexity of the rask. Mortal Ankida cannor
leach Faith from a ritual.

Mortal participants of an uncontralled ritual suffer
lethal damage the same as their fallen counterparts,
but they lose one Willpower point instead of a Faith
point. Additionally, a Willpower roll (difficulty 7)
must he made for each mortal participant. If the mall
1s, they gain a temporary derangement determined
by the Storyteller. If the roll botches, the derangement
15 permanent

InFErNaL Rrrvars

The followingsectioncontainsa numberof sample
rituals grouped by House that can be used in your

|, non-enthralled meor-

EapLasarosor Teams

Each ritual listed comprises eight components:

* Primary Lore: The pertinent lore required
by the Ankida to perform the rin

* Secondary Lore: One or more supplemen-
tary lore paths requited 1o pedorm the rin

* Base Cost: The base cost in experience
points required for a character o learn a given
rirual. The base cost is equal to the total number of
lore dots the ritual requires multiplicd by the total
number of lore paths,

* Restrictions: Restrictions that influence
how, where and when the ritual may be case, If
an object is listed as a restriction, it is the focus
of the ritual and must be laid at the center of the
i is an animal or person, it must not
leave the sigil during the casting.)

* Minimum Casting Time: The number of
minutes required to properly cast the rit
minimum casting time is equal to the square of the
total number of lore dots thar the ritual requires.

* System: Each ritual uses an Arurib
bility roll to determine its ultimate effect
* Torment: The high-Torment effect of
ritual
* Variations: The creation and use of ritu-
s constantly evolved over the course of the
war, and the fallen frequently experimented
with different variations of a ritual o gain
different effects. The listed variations are in-
tended as a springhoard for creating your own
rituals and to provide additional variety. The
Storyteller is free to determine the full compo-
nents of any ritual variation she wishes o
include in her chronicle

- The

e +

Demon chronicle. Note that the Storyteller is the final
arbirer as ro which rinmls are appropriate for her
chronicle, so she may disallow or modify the compo-
nents of any ritual to better suit her needs.

Thislist is by nomeans an exhaustive collection of
every ritual created by the fallen during the War of
Wrath. You are encouraged to add rituals of your own
using the guidelines presented.

DFEFILERS

HapriseL's Linarios

This ritual was one of the first cooperative at-
tempts by Defilers and Scourges o ereate a portable
healing draughr that could be applied to warriors of the
internal host during battle,
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Primary Lore: Lore of Storms oo
Secondary Lmn: Lore of Awakening »
Base Cost:

Restricti

ns: This ritual requires up o half a
liter of pure water, can be performed only under the
light of the full moon and requires a silver vessel to
contain the libation.

Minimum Casting Time: & minutes

System: Roll Intelligence + Medici
of the libation heals one health level
damage per success. Inaddiion, the libation cleanse
the recipient’s body of all toxins {e.g., farigue toxins,
the effecrs of alcohol, ete.) and cures any minor
illnesses (&g, cold, Ru, sore throat, etc.). The liba-
rion can be used a number of rimes equal 1o the
ith score at the point the ritual was
successfully cast. The libation's potency lasts only
until the following full moon, at which point any
unused amount reverts back to

Torment: The high-Torment version of this liba-
tion creates a viscous, oily liquid thar burms to the
touch and spreads disease and infection. Thie number
of successes rolled becomes a damage pool that inflices
hashing damage on any target struck by the water. In
addition, if the vicrim has open wounds onchis skin or
he swallows any of the substance, he will contract a
wvirulent disease ar the Storyteller's discrerion.

Variations: None

T,

SIRENS SoRG

This ritual was developed asa battlefield tactic by
the Crimson Legion as a means of luring enemy mor-
tals away from their place on the bartlefield and
creating an opening thar the fallen might then exploit.
The song was so alluring and powerful that it resonares
in humanity's collective memory to this

Primary Lore: Lore of Longing se»

Secondary Lore: Lore of Rs
Humanity *

Base Costz 18

Restrictions: This ritual must be pedformed at the
edge of a large body of water.

Minimum Casting Time: 36 minutes

System: Roll Manipulation + Performance. The
number of successes determines the radius of therit
effect in 100-yard increments, measured from Thl‘
center of the sigil. If the Ankida's player rolls five
migeesmes; the ritual affects every living being withina

0-yard eadivs. Any mortals caught within this radis

will stop what they are doing and make their way
teward the ritual <igi| unless a successful Willpower
roll (difficulty B) is made. Affected individuals will
walk in the most direct path toward the sigil regardless

liance ®®; Lore of

of potential danger. Vicrims have been known towalk
over cliffs, drown themselves in lakes and stapper ono

. While affected by the
ritual, victims can take no other action, even todefend
themselves. Once successfully cast, the ritual contin-
long as the ritual members continue to sing.
e Stamina + Pedformance rolls (difficulty 6) for
every ritual participant each turn to sec if they can
continue to maintain the song.

Torment: The high-Torment version of this song
fills the mind of a listener with visions of madness .uul
anguish. Make a Willpower roll (difficulty 8) fo
martal ordemon caught within ch vof effect. If rht'
roll fails, the im is overcome with visions of the
Abyss and falls to the ground, writhing in pain and
fear. Affected individuals can mke no actions of any
kind as long as the song continues. IF the Willpower
roll batches, 8 mortal victim gains a wemporary de-

the hlades of their enemi

rangement as well. A demon gains one point of
temporary Torment,
Variations: Legend speaks of a version of this

ritual thar could be centered on distant locations far
removed from rhe casting sigil. Add Firmament == o
the ritual's secondary lore.
Finra Visios

This ricual was one of the Defilers’ signarure batele-
field effects, creating a blazing image high above the
battlefield that exhorted the warriors of the fallen o
greater aces of valor and filled the hearts of their
enemies with dread. The ritual creates the image of 2
fiery figure high above the center of the sigil, speaking
in thunderous tones that can be understood by all who
witness it regardless of their native language.

Primary Lore: Lore of Longing #+*

Secondary Lore: Love of Light #=; Lore of Radi-
ance Lore of Humanity

Base Cost: 31

Restrictions: This rirual can be performed only on
a clear, cloudless day or night, and a fire must be kept
alight in the center of the sigil

Minimum Casting Time: 64 minure:

System: Roll Charisma + Performance. Any of
Ankida's allies or followers chat can see the
n receive a number of remporary Willpower
points equal to the number of successes rolled.
These extra points can exceed their maximum Will-
power rating, These bonus Willpower points can be
expended for automatic suceesses as normal or add
to a characrer’s dice pool for making Willpower
rolls. The ritual affects individuals within a radius of
100 yards times the Ankida's Faith score at the time
the ritual is successfully cast. The effects of this
viston last for the duration of a single scene, at

”
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which point the individuals' Willpower scores re-
turn to normal.

Toement: The high-Torment effect of this ritual
ts the souls of the Ankida's enemies, filling their
Tearts and minds with ns of despair. Enemies of
the Ankida who witness the vision lose a number of
temporary Willpower points equal to the Ankida's
successes. A victim whose Willpower is reduced 10 0
is avercome with fear and falls into a caratonic state
far the remainder of the scene. Mortals whose Will-
power is temporarily reduced o O suffer a temporary
derangement as well. A demon gains one point of
temporary Torment.

Variations: A variation on this rival is smid w0
exist that causes the vision to manifest itself over a
geograpk n far from the ritual's sigil. Add
Firmament ## to the ritual’s secondary lore.

MERTAL

This powerful ritual allowed the Defilers to create
living servants from the very sea, serving the Angels of
the Deep ina variety of minor roles.

Primary Lore: Lore of Storms =

Secondary Lore: Lore of Awakening ##; Lore of
the Celestials # #; Lore of the Fundament = »

Base Cost: 36

Restrictions: This ritual must be performed under
the lighr of a full moon, on the shores of an ocean or

all amount of mercury must be placed in the

center of the sigil.

Minimum Casting Time: 81 minutes

System: Roll Manipulation + Occult. The ritual
creates a living entity formed entirely of water, with
fectively one dor in the following traits: Strength;
s Intelligene eption, Wits
and Willpow £ ch success rolled becomes a dot
that the Ankida can allocare toany of these eraitsor
devaore roan Ability that she wants the elemental to
possess, The elemental can not possess an Abiliry
that the Ankida or any of the Mudu do not possess
themselves. The elemental can aleer its shape and
appearance at will, and ir ca nywhere
can reach. The entity is bound to the Ankida's will,
and it will follow her instructions to the best of irs
ability. The elemental will exist for the duration of
asingle scene. If a point of the Ankida's temporary
Willpower is spenr, the elemental will continue 1w
exist until it is destroyed or released by the Ankida.
A water elemental effectively has four health level
for the purposes of withstanding damage, but be-
cause of its fluid nature, the difficulty of all actempts.
o hit it increases by rwo.

Torment: The high-Torment version of this
ritual creares an amorphous, flesh-eating monster

that exists only ro hunt and kill the living. Only the
creature’s Phy: Attributes might be increased by
the Ankida’s successes, and only combat-rels
Abilities (e.g., Alertness, Brawl and Dodge) o
purchased. The rouch of the monster burns like
acid, inflicting lethal damage in combar. Finally,
the Ankida only nominally controls the creature, A
Willpower roll (difficulry 8) must be made on the
Ankida's behalf each time she attempts todirect the
monster’s actions. If the roll fails, the creature acts
under the Storyteller’s control
Vartations: None

Srona'sFung

This ritual allowed the Angels of the Deep to
putmmel their foes with the full fury of a raging storm,
directing it a5 an extension of their will and leaving
their allies unscathed.

Primary Lore: Lote of Storms sese

Secondary Lor
Lore of the Winds

Base Cost: 44

Restrictions: This ritual must be performed at the
edge of an ocean or sea under an overcast sky. Asilver
bowl containing salt water must be placed in the
center of the sig

Minimum Casting Time: 121 minutes

System: Roll Intelligence + Survival. The suc-
cesses rolled are subtracred from the dice pools of every
martal or demon within the storm’s area of effect
except the Ankida’s friends or allies, The storm ex-
tends to o racdivs ofa half-mile rimes the Ankida's Faith
score at the time the ritval is successfully cast. This
ritwal manifests itself as a raging thunderstorm regard-
less of the climate and season in which the ritual is
performed. The effect of this ritual lasts for the dura-
tion of a single scene.

Torment: The effects of the high-Tormenr ver-
sion of this ritual are terrible indeed, creating @ raging
rurnm st of hellish lighming and acid min. The suc-
es rolled when determining the effect of the ritual
hr. come a lethal damage pool thac is rolled every rum
for each martal or demon caught within the storm —
friend and foe alike.

Variations: Toward the end of the war, the Silver
Legion developed a version of this rinsal that could be
centered on aspecific individual, provided the Ankida
knew the individual's name. Increase Winds and Hu-
ity o @ =@ cach,

Parr rae DATERS

This ritual allows the demons o create a path
thirough a lake, river or, with enough Faith, a sea. The
water rolls back on either side of the designaced route,

Lore of the Firmament ®
Lore of Humanity ¢

e
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revealing the lake- or riverbed, which is dried suffi-
tly tosuppore traffic (although it might be uneven
and hard to maneuver upon)

Primary Lore: Lore of Storms s+ =#

Secondary Lore: Lore of the Fundament =e e
Lore of Paths

Base Cost: 27

Restrictions: If the ritual is not cast at high ride,
the difficuley to successfully cast it increases by one,

Minimum Casting Time: 81 minutes

System: Roll Stamina + Survival. Each success
increases the length of the path by 100 yands. The
width of the passage is 10 yards, and it lasts for up tosix
hours per Faith point. The Ankida can restore the
course of the waters whenever she wishes.

Torment: The fooring of the path is treacher-
s, and it might contain areas of quicksand and
other hazards (the location of which is determined
at the Storyteller's discretion). Also, the Ankida
does not have control over the duration of the
ritual. She cannet end it prematurely, nor know
when it is going to expire. The Storyreller secretly
rolls dice equal to the characrer’s Torment score.
The duration is equal to the maximum duration (six
hours per Faith point) divided by the pumber of
SUC s rolled. IF no successes are rolled, the ritual
ts one day per Faith point.

Variations: There is said 1o be a version thar
creates a path that is a mere 200 yards fong, but always
centered on the Ankida, so when she moves forward,
the waves part before her and close behind her. The
maximum depth s twice that of the normal ritual.
Increase Fundament o se e,

Ruvenor BLoop

All the anguish, resentment and frustrated love of
the Angels of the Deep is manifest in this unholy
carastrophe. Tt replaces the life-giving flow of warer
with a turgid, sticky mass of flowing blood thar scars
the land and sends an inescapable message ta those
living upon the Earth.

As well as being fir for little else than attrcting
s through ground water
and even infilerares the rain, meaning no-one can
escape its touch. In addition, the veil into the spiric
realm is significantly thinned in the area of the river,
leading 1o hauntings and strange spatial effects,

Primary Lore: Lore of Storms *:

Secondary Lore: Lore of the Flesh o ; Lore of
TPorrals # ##; Lore of Transtiguration ==
se Costs 45

Restrictions: The ricual needs 1o be performed
on the bank of a river, and an urmn containing five

carrion b

ts, the blood spre

pints of hum:m blood must be placed in the center

Minimum Casting Time: 144 minutes

System: Roll Cl ma + Empathy. Each success
adds a mile of river that is affected from thee source
point, Beyond the limies of that distance, the blood
then flows downstream, under the normal effects of
fluid dynamics.

For each point of the Ankida's Faith, the transfor-
mation into blood lasts a day. After that time, water
starts flowing again, but the mass of blood from the
ritual still remains, fouling the water until it rots away
naturally over the course of several months

All participants, including Khauiki, can donate
remparary Willpower, If 20 Willpower
in this way, the effect becomes permanent.

Torment: Such is the power of this rit
transforms the pain of the Abyss mto mater
creating a powerful and monstrous h[md polem that
roams the land, killing anyone it
construct is 15 feet tall md its Physical and Mental
Avrrributes, plus its Brawl and Ded,
the Torment score for the ritual (round down). In
addition, the profane and liquid form of its body
means its touch inflices lethal damage, and its soak is
twice its Stamina (it can soak "lf.‘,p.l"'l\ ated damage). It
does not e nd whenever it
takes 10 levels of damage s lnhh dissolves and re-
forms back in the river, as long as the blood still flows
there. Tt can also do so ar will. Trs first targers are the
participants of the ritual.
riations: Mone

DrviLs

BartismorParrn
While the thrall relationship is one of the closest
between demon and human, others can be forged.
MNobody is sure who developed the rite of haptism
first, but it was used by both sides during the war o
engender loyaltics among the various mortal fac-
tions. A human bestowed with this ritual can call
upon a particular demon for aid, and likewise, the
demon can use his baptized followers
information in some circumstances.

Primary Lore: Lore of the C

Secondary Lore: Lore of Longing **

Base Cost: &

Restr ns: The recipient must be a willing
participant in the bapeism
other than the thrall of a different demeon. The sigil is
carved into a plaque of clay that is hung around the
recipient's neck,

Minimum Casting Time: 16 minutes

in maore
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System: Roll Charisma + Empathy. The ef-
fects of the ritual last for as long as five years per
success. When the recipient calls an the Celestial
Name of the Ankida, the connection between the
two is automatic, In addition, the demon is made
aware of the sitsarion of the recipient if the human
is baprized or enth by a different demon or
angel, or on the recipient’s death but not if the
rvitual simply lapses.

A demon can have only as many bapri
ers as she has permanent Faith points
voluntarily break the bond only if the mortal gives his
approval (or she kills him). If the recipient larer
recants, theonly way to break the relatonship without
permission is with another baprism.

There is no requirement for the demon 1o
answer any call for help that is made of her by a
baptized follower, although the human is often

< follow-
he may

led to helieve otherwise. In addition, any rolls
made by the human to resist the demon in any
way (other than physical combat) incur a +1

difficulty penalry,

Torment: The high-Torment version of thisritual
infuses the human recipient with the demon's Tor-
ment as well, creating a detanged individual with
violent tendencies. A Willpower roll (difficulty T)
must be made for the baptized individual whenever he
suffers a bout of extreme stress, If the roll fails, the
individual will acrempr 1o relieve the stress by killing
anather person.

Variations: None
Drrear Scra

This ritual creates an area that is protected from
serying attempts.

Primary Lore: Lore of the Celestials =

Secondary Lore: Lore of the Firmament =

Base Cost: &

Restrictions: The protecred area is defined by the
of the sigil
num Casting Time: 16 minures

System: Roll Perceprion + Alertness. The num-
ber of sucee is subtracted from any attempr
to cast the Scry evocation (Firmament ¢ ) on any
object or person within the specified area. If the Scry
attempt still succeeds, the targer of the evocation
glows a pale blue. If an ohject or a person that is
already the focus of a Scry artempr enters the pro-
tected area, the subject glows blue as well. The
protection lasts 12 hours per point of Faich,

Torment: The high-Torment effect of this
ritual inflicts one health level of bashing damage
cach turn against individuals attempring to scry

into the affected area (this damage can not be
soaked). They can still view whart is going on,
but it's like getting an eyelul of tear gas when
they do.

Variations: Rumars abound rhar a rirual could be
cast that intederes with scrying attemprs, making it
appear that the area was empry or that a specifically
programmed action was happening within it. Add
Light .

Resist Finre

This ritual s the subjects the ability w shrug
off fire damage. It was designed 1o help human sup-
port rroops in battle against loyalist members of the
First House

Primary Lore: Lore of Flame

Secondary Lore: Lore of the Flesh »»

Base Cost: 8

Restrictionss The ritual muse be cast in direct
sunlight: Each subject to be affected must be within

il

g Time: 16 minutes

System: Roll Stamina + Dodge. The number of
suecesses rolled determines how many individuals
receive the ritual's provection. Each can their
Stamina to soak fire damage for up ro five rurns per
Faith point.

Torment: The subject does not take dama
from fire, but he feels the pain of being burried
nonerheless. Each time a character soaks. damage
inflicted by fire, a Willpower roll must be made with
the difficulty cqual 1o 5 + the number of damage
levels soaked. If the rall fails, the character loses her
actions for [hc NEXT rurn.

Variations: A powerful version of this rirual al-
lows Mame to actually ||\_||.I]1|_|1.L||1||.' Each point of
fire damage .suucmhlll\' soaked heals one level of
hashing damage. Add Awakening v

Finesronm
This short-lived but powe
much-feared conflagration from which there is lictle
hope of escape.
Primary Lore: Lore of Flame *
Secondary Lore: Lore of the Winds sese
Base Cost: 16
Restrictions: This ritual cannot be performed in
rain or fog.
Minimum

ing Time: 64 minmutes
System: Roll Stamina + Survival. Each success
inflicts one level of lethal damage on every mortal or
demon within the area of effect, which s a roughly
hemispherical volume anywhere within 300 Y

critered
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yards of the ritual. The radius of the firestorm is three
yards for each point of the Ankida's Faith ar the time
the rirual is cast.

Torment: The center of the firestorm can only be
thesigilitself. These on the perimeter and within itare
not affected unless there are nearby walls {within half
the mdius of the effect) which reflect the firestorm
back onto the casters,

Variations: The vemion known to be per-
formed by Lucifer and his cohorts granted the
Ankida sufficient control to exclude rargets within
the area of effect. As well as determining damage,
each success of the Stamina + Survival roll means
one demon (or demon-{ human-sized abject) of the
Ankida's choice will not be affecred by the blast.
Add Patterns =,

Farrnor STrrL

This ritual inspires human teoops under the
Ankida's command, filling them with hope and deter-
1 ion, and allowing them to fight on despite any
injuries they receive,

Primary Lore: Lore of Radiance ==

Secondary Lore: Lore of Awakening ®
Longing ==

Base Cost: 18

Lore of

Restrictions: The focus of the rinual is a human
under the Ankida's command who has bee
i anger within the fast hour.

Minimum Casting Time: 36 minures

System: Roll Mamupulation + Leadership. The ef-
fect lasts for 10 minutes per success. One human per
point of the Ankida's Faith ected, as long as the
Ankidacansee him, and cachean deduct his own Faith
potential from any wound penalties he receives. In
addirion, they can keepartacking for an extra number of
turns equal to their Faith potential if they are incapaci-
rated {not dead), at -5 to their relevant dice pools.

Assume a defaule potential of 2 unless circum-
stances dictate otherwise. Even at that level, they are
unaffecred by injuries that would normally cripple a
mortal, making fora fi sme force.

Note that the effects of this ritual can be combined
with the effects of the Exalt evocation (see page 179 of
the Demon core rules for details).

Torment: The high-Torment version of this ritual
infuses the recipients with an unquenchable bloodlust,
driving them into a murderous frenzy. Unless a sue-
cessful Willpower roll is made (difficuley 7), they will
attack the nearest individual, friend or foe, cach .

Variations: None

wounded




CHAPTER SIv

CREATE ELEMENTAL

This powetful ritual allowed the Devils o create
servants of living fire that performed the role of guard-
ians, bodyguards or assassins during the war,

Primary Lore: Lore of Flame s e

Secondary Lore: Lore of Awakening »
the Celestials Lare of the Fundament »

Base Cost: 36

Restrictions: This ritual must be performed be-
neath the noonday sun near a source of intense
natural heat such as a geotherms
A small quantity of obsidian must be placed in the
center of the sigil.

Minimum Casting Time: 31 minutes

System: Roll Manipulation + Occule. The ritual
creates a living entity formed entirely of fire, with
effectively one dot in the following traits: Steength,
Diexterity, Stamina, Intelligence, Perceprion, Wits
and Willpower. Each success rolled becomes adot that
the Ankidacan allocate to any of these traits or devote
toan Ability thar she s the elemental o possess.
The elemental can not possess an Abilicy that the
Ankida or any of the Mudu do not possess themselves.
The elemental assumes a lithe, Iumumml shape that
can wear armor or bear weapons specially crafted to
withstand intense heat. The entity is hound 1o the
Ankida's will and will follow her instrucrions o the
best of its ability. The elemental will exist for the
duration of a single scene. If a point of the Ankida's
temporary Willpower is spent the elemental will con-
tinue to exist until it is destroyed or released by the
Ankida. A fire elemental has six health levels for the
purposes of withstanding damage. Its rouch will ignite
inflammable objects after one tum of contacr and
inflict lethal damage in combar.

Torment: The high-Torment version creates a
serpentine crearure charged by the Ankida's harred and
driven o tomure and kill the living. Only the cre
| Artributes can be fneresed by the Ank
ndonly combat-relared Abilities {(e.g., Aler
ness, Brawland Dodge) canbe purchased. Thecreature’s
body is shearhed in hard scales that provide five dice of
AFmor protection, and its touch infliets aggravated dam-
d of lethal. Finally, the Ankida only nominally
s the creature; a Willpower roll {difficulry 8)
must be st the Ankida's behalf each time she
attempts to direct the monster's actions. If the roll fails,
the creature acts under the Storyeeller's control.

Variations: No
Hopr's TruePrame

Thisrirual createsa rongue of brilliant whire flame
thar hlaze house or othe
tects those within it from harm.

. Lore of

spring or a voleano,

abov

Primary Lore: Lore of the Celest
Secondary Lore: Lore of
#; Lore of Radiance *
Base Cost: 31
Restrictions: The participants of the ritual must
not have performed any acts of violence in the previ-

ous week.

Minimum Casting Time: 64 minutes

System: Roll Manipulation + Empathy (difficulty
8). The number of successes determines how powerful
the effect is on those who witness the flame. All those
who can see the flame, and who plan violence on the
occupants of the building upon which the rital was
cast lose a number of dice from their dice pools equal
to the successes rolled. The effect of this ritual bases for
a number of days equal to the Ankida's Faith score at
the time the ritual was cast.

Variations: None
Devourens
Prarror Prrrection

This ritual crearesa fruin thar can be used wo impart
courage andl insight. Ir was developed in an arempr to
inspire humanity before the rebellion,

Primary Lore: Lore of the Wil o

Secondary Lores Lore of Rad

Base Cost: 8

Restrictions: The sigil must be drawn around
a mature fruir tree and a smaller version inscribed
into its hark.

Minimum Casting Time: 16 minutes

System: Roll Charisma + Empathy. One success
means wlw fruit eaten from the ritual tree makes the
dlupernatural-fotee et
mind-control. Two successes mean that the recipient
adds one dot to her Inrelligence. Three successes
means thar the recipient adds one dor 1o each of her
Menral Ateributes. Four successes mean thar the re-
cipient can add one bonus die to all of her dice pools
for the duration of the scene.
s of fruit are grown as the Ankida
wch of which can affect one person. The
fruit loses its effectiveness within vne hour of being
picked. If someone eats two pleces of the fruit, the
effects do nor stack.

Torment: The high-Torment effect of this ritual
subtracts dice from the televant tra ol

Variations: There is said to be a version of Fruir of
Perfecrion that was developed during the war. It has
the same effect, but it also mikes the recipient of the
effect more sensitive to the spirit realms as well as the
natwral ene. Add Realms

nee .

s or dice
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BounriraL Hanvest

This ritual was designed to creare lush gardens in
place of barren wastelands, providing sustenance for
the host's mo in times of need.

Primary Lore: Lore of the Wild « +

Secondary Lore: Lore of the Earth #; Lore of
Storms ®

Base Costz 12

Restrictions: A small quanrity of loam must be
placed in the center of the sigil.

Minimum Casting Time: 16 minutes

System: Roll Stamina + Survival. The ritual
affects an area with o radius in 100-yard incre-
ments equal to the number of successes rolled and

floc

centered on the sigil. A lush garden blooms into
life within the affecred area, with thick grass, small
streams and tall, fruit-bearing rrees. This garden
can sprout in an area where ane couldn’t normally
exist — in deserts, snow fields, parking lots ortoxie
waste dumps. The warer, vegetables und fruir cre-
ated by the ritual are normal and nurritious in
every way. The garden exists for a single scene. At
the end of that time the water dries up and the
plants wither into dust, If the Ankida wishes,
however, the garden can be made permanent by
spending a temporary Willpower poine. It must be
tended like any other garden afterward if it is w0
survive, though.

Torment: The high-Tonment version of this
it oes not create gardens, bur lifeless waste:
lands. All water and vegetation within the affecred
area dries up and withers away, nor w return again
until the next blooming season. By spending a
temparary Willpower poine the effecrs of this rivual
hecome permanent, ereating a blighted area where
nothing will ever grow

Variations: None
Heanror Srose

This ritwal was used ro harden the defenses of
humans fighting for the rebel cause. The mrgers gain
o resistance ro damage in combat.

Primary Lore: Lore of Flesh o e

Secondary Lore: Lore of the Earth »

Base Cost: 10

Restrictions: The sigil must be inscribed in pow-
dered granire.

Minimum Casting Time: 25 minure

System: Roll Stamina + Leadership. The ritual
affects as many humans as the number of success
rolled. Each affected individual adds the Ankida's
Faith 1o his soak rolls up to a maximum of twice his
Stamina. The effect lasts for one scene.

inere

5

A i’

Torment: All recipients gain the protective ad-
vantages of the ritual but also lose one die fromall their
combat dice poolsasthe effect literally hardensmuscles
and skin,

Va A subsequent version of this titual
was said ro specifically affect metal weapons used to
strike the recipient, making the weapon harder and
harder to wield effectively due ro strange flucruations
in inertia. Every health level of damage soaked by the
ritual's effect merenses the difficulty of wielding the
weapon that inflicred the damage to a maximum
difficuley of 10, Add Fundament e # e,

Drrear Parn

This ritual creates an area where the Lore of Paths
ismuch harder to use, making it much easier todefend
againgt enemy angels — and other fallen.

Primary Lore: Lore of the Wild ssee

Secondary Lore: Lore of the Celestials »

Base Cost: 14 2

Restrictions: Thesigil must encompass the areato
be affected, although all participants must seill be able
1o see cach other clearly

Minimum Casting Time: 49 minuces

System: Roll Perceprion + Survival. Each success
issubtracted from the number of successes of any Pachs
evocation (or ritual based around the Lore of Paths)
thart crosses the area of effec

MNate thar opponent not create paths that
specifically avoid the area of effecr of the Defeat Path
ritual. If they know the perimeter of the effect,
however, that can create a path that does not cross
the perimerer (but it might nor get them where they
want to go).

The effect lasts one month per poine of the
Ankida's Faith. The donation of five emporary
Willpower from any of the participants makes the
effect permanent.

Torment: The addition of Torment provides 4
disorientating effect that gives people headaches and
potentially gets them lost. Individuals aveling
through the region (whether using Paths lore or not)
become disariented and lost tnless @ suecessful Will-
power roll {difficulty 6) is made each turn, Once lost,
a Willpower roll may be made each successive tumto
tepain one’s bearings. If a roll results in a horch, the
character cannort regain her bearings until she wan-
ders out of the ¢

Variations: It is said that there is a version that
confuses the senses sa that it appears that a path has
Been created successfully, but after it is traveled, the
Malefactor finds he ame spot where she
began. Add Longmg ==

ions

=
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PonrsT AR
This ritual was cn
Devourers of the Iron Legion, infusing a wilderness
area with a protect »of itz own, Enemies pursuing
aretreating group of fallen find that the paths through
the forest seem to shift before their very eyes, leading

el as o defensive measure by

them away from their quarry.

Primary Lore: Lore of the Wild

Secondary Lore: Lore of Awakenir
Paths o«

Base Cost: 21

Restrictions: Thisritual must be performed within
a forest or other o

Minimum Casting Time: 49 minutes

System: Roll Wits + Survival. The ritual aff
an area with a radius in 100-yard increments equal
to the number of successes rolled and centered on
1. Within the affected area, the forest's paths
shift from moment to moment, appearin
pearing in a manner designed to lure the
enemies back in the direction they
nies of the Ankida who move through the
+d area must roll Intelligence + Survival
{difficulry 9} 1o move in the intended dirccrion. If
the roll fatls, the characrers are led in a roundabout

Lore of

of dense vegetation.

ts

fashion back the way they came. A roll can be made
for the pursuers each tum to see if they can return to
their intended course. [f any roll botches, the pursu-
ers have become hopelessly lost. They will be led
hack in the direction they came, and no further rolls

may be made. The effects of this ritual last for the
duration of a single scene,

Torment: The high-Torment effect of this rital
infuses the vegel

wion with malevolent life, causing it
1o lash out ar the Ankida's enemies with branch, thorm
and vine, The number of successes rolled becomes a
bashing damsge. poal that is. rolled for, éach of the

Ankida’s enemies each wrmn they reman in the af
fecred area
Variations: None

sTorBann
[his powerful ritual was developed originally asa
form of cruel sport by Devourers of the Ebon Legion,
transforming prisoners into animals that the demons
could hune with their hounds. It wasn't long, how-
, before the bartlefield applications of the rirual
me obvious.

Primary Lore: Lore of the Be:

A5 # e e

Secondary Lore: Lore of the Flesh = o, Lore of the
Firmament ¢ of Humaniry »*

Base Cost: 36

Restrictions: The ritual can be performed only
under the Further, the
freshly skinned hide of the animal the Ankida
wishes to use for the ritual must be placed in the
center of the sigil. Further, the animal chosen must

light of rthe full moon.

be approximately the same size and mass of a
typical human being. Insects and small animals
such as rodents are not allowed
Minimum Cast
System: Re
resisted roll

sg Times 81 minutes
I Stamina + Survival in a
11-
power. The ritual affects an area with s
radius in 10-yard increments cqual 1o
the Ankida's Faith score ar the time
theritual issuccessfully cast, Each

martal or demon within the

affected arca that suc-
\ cumbs to the ritual is
transtormed into the

rinst each vicrim's W
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Ankida’s chosen animal, taking on its Phy
Mental Areributes, instincts and behavior for the
duration of the scene. By expending o temporary
Willpower point per victim, the Ankida can make the
effects of this ritual permanent.

Torment: Thehigh-Tormentversionof thisritual
infuses its victims with an apperite for human flesh
nd an insatighle bloedlust. The transformed animals
at the neatest mortal, friend ot foe, in an attempt
o kill and eat them. If Willpower points are spent to
make rhis effect permanent, the mortal reverts back
to his normal form at the end of the scene but
transforms beneath the light of each succeeding full
moon and remains in animal form uneil it kalls and
ats human flesh

Variations: None

Winporeans
This terrible rirual, erafred by Devourers of the
Ebon Legion, inflicts the effects of age and infirmi
on their foes, weakening them until they were easy
prey for the legion's soldiers. Origimally the ritual
anly affecred the moreal followers of the Heavenly
ast; mow the host bodies of the fallen are vulner-
able as well.
Primary Lore: Lore of the Flesh eeee
condary Lore: Lore of the Wind »#»; Lore of
Lore of the Fundament

it This ritual must be performed
during fall or winter, during the waning phases of
the moon.

i Time: 121 minutes

System: Roll Stamina + Medicine, The ritual
affects an area with o radius in 10-yard increments
equal to the Ankida's Faith score at the time the ritual
issuccessfully cast, Everyindividual exceprrhe Ankida’s
friends orallies within the affected aren lose a number
of Physical andfor Meneal Attribute dats equal ro the
successes tolled as their bodies become decades older.
If a player controls an affected character; she chooses
which traits are affected; otherwise the trair loss is at
the Storyteller’s discretion. [fany trair drops to 0, the
character falls unconseious. The effects of this rial
Tast for the duration of a single scene, afeerwhich the
vicrims return to their normal age and their traitlevels
are restored.

Torment: The high-Tormenr version of this
ritual directly affeets a vicrim's life force instead of
her physical bady. Instead of reduging traits, cach
s rolled removes one health level from a
victim, beginning with Bruised and working down
through the available levels. Note thar this isn'c
1 inflicting damage perse — it isteducing the amount

suce

A i
of health levels the character has available to
withseand damage. If the victim already has suf-
fered damage prior to being affected by the ritual,
shift the damage downward to the health levels
still available.

Variations: Legend has it thar a variation of this
ritual was designed to affect specific individuals, no
marter how far away they are from the ritual sigil. Add
Firmament *** and Humanity *#* o the rinal®
secondary lore. In addition the Ankida must know the
name of the individual ro be affected.

Firsps

Provheric DReam

The Fiends developed this ritual during the waras
an aid to the commanders of Lucifer's Legions, allowing
them a glimpse of their own future as a tool to refining
their bartle plans. In practice the infers
toapplyagreardeal of insight ro interpret ¢
often requiring the advice of the Neberu once the
vision had passed.

Primary Lore: Lore of I

Secondary Lore: Lore of the Firmamen
of the Spirit «

Base Cost: 21

Restrictions: The subject of the ritual must sitor
lie in the center of the sigil

Minimum Casting Time: 49 minures

Systems Roll Perceprion + Intuition, The rinual
grants the recipient the effects of the Causal Influ-
ence evocatjon presented in the Demon core rules,
but using the ritual effect roll o determine the
extent of the information gained. The ritual can be
focused on a specific person (difficuley 6), place
(difficulty 7) orupcomingevent (difficulry 9). Spend
one Faith paint and rall Perception + Intuition. The
number of successes rolled determines how many
daysinto the future the recipient can view regarding
her subject. [t also determines how many questions
the player can sk the Storyteller about whar the
character sces.

The evocation fills the recipient's mind with
a torrent of images, showing the most likely fate
of a specific person, place or event, barring any
autside interference. The Storyreller describes
the course aof events as though the recipient were
an ourside observer. She isn't privy to the thoughts
of the individuals invalved, and she must decide
the context and meaning of relationships and
actions hersell-

Torme he high- Torment versionof thisri
shows the recipient where the subject (be it a person,
place or event) is at risk of suffering an accident or

Lrerns *
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other misfortune, and it shows the
the tragic circumstances to oceur.

Variations: None
ConTARSEL s PorTaL

The necessity of having an idenrical kind of portal
at eitherend of a journey (suchasdoorway to doorway,
window to window) is irksome to many Fiends who are
masters of the Lore of Portals. It was the demon
Centarnel who developed the solution, devising a
ritual thar created a miniature portal that mulsl be
carried casily and enlarged ro permit the fiend 1o travel
fram any locale she desires.

Primary Lore: Lore of Portals = e

Secondary Lore: Lore of the Forge #

Base Costz 12

Restrictions: A portal for use os the entrance
must be chosen, and a small replica of it construcre
by the Mudu contributing the Lore of the Forge o
the ritual.

Minimum Casting Time: 36 minutes

System: Roll Intelligence + Crafrs. The numberof
successes determines the number of times the pocket
portal can be used (that is, the number of evocations
thar can be cast upon it). Once the ritual has been
performed, the Ankida can use the portal (which
cxpands toa suitable size on command) whengber she
needs a portal to perform an evocation. If someone
other than the Ankida tries w move the portal, they
find it too heavy to move.

Torment: The transit between portals exposes the
traveler to the Torment of the demon who created it
Unless o successiul Willpower toll is mace uh\lu ulry
7). demons who use the pocket portal receive one
point of temporary Torment. Mortals using the partal
lose one point of temporary Willpower,

Variations: None
SHOOTING STAR

This rirual was created toreproduce an effect that
the Elohim could perform effortlessly before the Fall,
when the moonsand other celestial objects were kept
in their courses. This ritual was traditionally used for
signaling rroops and producing omens for the faith-
ful. Most fallen actually have yer ro realize rlnl it can
also wreak havoe on international oo

best way to cause

cdlone their research to say one way or another), there
isa 1in 10 chance. It works best ar night, but ¢
ohject will be visible during the day.

Minimum Casting Time: 49 minutes

System: Roll Perception + Crafts. Each success

past the first allows for a further course change for the

meteor, such as a curve or bounce. Four or five suc-
cesses allows something as complex as a leteer or sigil
to he traced. As long as the sky is clear of cloud, the
meteor is clearly visible over a wide area.

The orbiral object can be natural, such as a stone
or ball of frozen gas, or unnatural, such as a small
satellite. Nothing l1 Aer than 1,000 px -und-. can be
manipulated.

Torment: The high-Tormenr effecr of this evoc
tion instills a feeling of terror and despair in any mortal
who witnesses the falling star. Unless a successful
Willpower roll is made (difficulty 7), each mortal
witness loses one point of temporary Willpower
VanmroNs: Nosr
Tapestraor Lianr

This rirual creates a strong material our of light
itsell, allowing the demon who casts it to create an
object that can be of any color desired, including
completely invisible. It can also be fashioned as an
inexhaustible light source.

Some property of the material precludes a sharp
edge on any surface (let alone an infinitely thin
widge), so effective slashing weapons cannot be cre-
It was originally developed for decorative
purpases, such as o create intricate fountaing o
which only the warerwas visible, though a number of
practical applications were subsequently discovered.
Among its useful properties is that the material is
unaffected by heat and all known acids.

Primary Lores Lore of Lighr e we e

Secondary Lore: Lore of the Forge
the Fundament

Base Cost: 24

Restrictions: The ritual must be conducted within
an-area defined by reflected light. From mimor to
mirror suffices, but laser heams are an attractive and
conrrollablc oprion.

Lore of

these days.
Primary Lore: Lore of Patterns seee
Secondary Lore: Lore of the Fundament *
Base Cost: 14
Restrictions: If no suitable orbital object isover-
head, there's nothing to affect. The Storyreller is the
final arbiter on this point, although if she wants ©o
make it random (and the ritual participants en't

i Casting Time: 64 minutes

System: Roll Intelligence + Crafts. The mare
successes the player rolls, the more resilient the
weave is (granting it an effective Armor value equal
to the successes),

The size of the object is not determined by the
volume of material created bur by the volume in
which it fits, so an empry cube requires as much
Faith as a solid one. The object must fit within a
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Faith

spherical diameter equal to the Ankida
score in yards.

Torment: Whatever color is desired, the object
< to emit i subtle strobing effect thar causes
headaches and dizziness. Mortals who witness the
weave’s disorienting effects lose one die from their
Mental dice poals unless a successful Willpower roll
{difficulty 7) is made. This penalry lasts as long as
the morral looks at (or in the general direction of)

Variations: It issaid a version exists that is only
material with respect to one substance. For ex-
mple, the resulting object can contain water, bur
any other material passes through iv as if it was no
more than a hologram, Even human flesh can
ified (or, scparately, the substance of angelic
form}, leading to interesting possibilities for w
ons that ignore armor, and wards that human cannot
pass through bur fallen in apocalypric form can. Add
Patterns = o,
TimedDaren
This cruelly demanding ritual was conceived
15 of obtaining a warning of an enemy’s actions.
W"h.n berter warchdog than one thar reacts to events
a full minure before they occur? OF course, for maxi-
mum benefit the “warchdog” should be invellipent and
Human beings subject to this rice accompi-

gerous sorties and were kept at sensitive
positions such as fortresses and legion headguarters,
For the humans themselves it was exhausting and
ultimately maddening, bur there was still no lack of
willing volunteers

Primary Lore: Lore of Patterns = e

Secondary Lore: Lore of Humanity ==

Base Cost: 14

Restrictions: The ritual requires a willing partici-
pant. The process must be explained to her and she
must agree, though subtle forms of misdircerion as to
the long-term costs of the rital are allowed. After
agrecing once, the subject can be used again without
her consent

Minimum Casting Time: 49 minures

System: Roll Manipularion + Intuition. The su
jeet remains under the influence of the ritual for an
hour per success. The subject is physically present
among the casters and can be led, fed, even injured but
is unaware of any outsicle stimulus. She perceives her
surroundings and companions as they will be one
minute into the future and reacts accordingly. This
perceprion includes , bur does not in-
clude her own movements in l!u— near future. Her
actions are carcfully observed by her and
interpreted for signs of danger.

s

smdler’

A

For the subject, this ritual is disorientating in the
extreme. Although she is technically aware of her
situation, if she is moved, fed or restrained in real
hie s urrerly unable to comprehend it Atmost,
are that something prevents her from mov-
ing. She is equally unable to interact with future time.
Her companions do not respond to her, she cannor
move things or cat, and although things such as
explosions or gunshots do not harm her, they seem
complerely real, Her res . are what
her keepers are looking for.

At the expiration of the ritual, the subject is
extremely disoriented for a period of time equivalent
to the duration of the ritual effect. Make a Wies +
Alertness roll (difficulty 7) for the subject; each
success reduces the period of disorientation by a half-
hour. If the oll botches, she not only remains
disoriented, but gains a temporary derangement de-
termined by the Storyteller. Each time she undergoes
the ritual, the recovery roll is made at a cumul:
+1 difficulty. If the subject ever experiences her own
death, she slips into a catatonic state for the duration
of the ritual, and ar the end, o Willpower roll must be
made to see if the character recovers. If the roll fails,
the subject dies over a period of two days withour
reEaining consciousness.

Torment: After the ritual has concluded, the
recipient is subject ro random fluctuations of time —
sometimes normal, but up to a minute forward or
backward. This effect lasts for a number of days
equal to the Ankida's Torment score.

Variationsz [t is possible for the Ankida to link her
mind to thar of the subject (add Firmament ##), The
Ankida remains aware of her real time surroundings
and can communicare whar she sees, but she is other-
wise unable to move aract for the duraton.

BEpLICATT,

Replicate 15 a war ritual used to allow a rerreat
without the enemy realizing it. The designated com-
batants are teleported from the midst of the batele toa
predetermined site, leaving in theirplace anillusion of
themselves that performs a set of rote actions to keep
the enemy distracted long enough to evacuate the
ree.

i

she is

ioms, of cours

entire

Primary Lore: Lore of Portals e e

Secondary Lore: Lore of Light e e; Lore of the
Firmament ®

Base Cost: 24

Restrictions: The casting of the ritual must be
unobserved by those not participating in the ritus
The Ankida must possess a personal token from each
person to be evacuated and a name (mortal, Celestial
or True Name) for cach fallen to be affected.




Coarren Sin

Minimum Casting Time: 64 minutes
System: Roll Dextenity + Melee. Each suc
sates four individuals from their current lo-

5

eva
cation, regardless of range, either into the center
of the sigil or to cified doorway ar a remote

spe
Tocation. Theillusions left in their place resemble
them exactly and continue to perform defensive
actions for a number of turns equal to the Ankida's
Faith score. They cannot injure their apponents,
and they disappear if anyone touches them. Oth-
erwise, they remain in place for the duration of
the seene.

Torment: The high-Torment effect of this
ual exposes the evacuees to the Ankida's Tor-
ment. Each fallen evacuated by the ritual gains
one point of temporary Torment unless a sue-
cesstul Willpower roll (difficulty 7) is made.
Each mortal evacuared loses one point of tempo-
rary Willpower,

Variations: A variation supposedly exists that
only permits a retrear within range of sight, but
enables the illusions a degree of solidity plus all the
statistics of the original combatants. The orginals
of each illusion must maintain line of sight, and
they cannot use lore or engage in combar chem-
selves \\|r]mu| lasing control of the illusion.
e, the proxy combatants continue to fight
killed" or for a maximum of one scene. Only
one proxy combarant can be created per success by
the augmented rirual. Increase Light o ssssse
and add Firmament

DaRK VAL

Where this ritual is performed, no light shines
and most other kinds of physical energy transfer-
ence are disrupred. This ritual counters the flame of
the Celestials and the Neberu's own luminescence
it appeared in the closing epochs of the war
was viewed by many as an bitter acknowledgement
by irs rebel creators of their alienation from their
own radiant natures. It nonetheless has tactical
advantages and can be made permanent. tions
were built in ms where all must find
their way by touch. Forests of mineral-eating trees
were planted and chimera made 1o stalk there or
swim i still, black warers.

Although the forces of Heaven later destroyed
most such areas, fragments might still remain in the
remote places of the world, waiting to ensnare unfor-
tunate souls who stumble across them.

Primary Lore: Lore of Light

Secondary Lore: Lore of the Fundament »eee;
Lore of Death o«
Base Cost: 33

r

ssEm

il

accursed

Restrictions: The ritual must be perdormed onthe
night of the new moon, in a cave where even starlight
cannot reach.

Minimum Casting Time: 121 minutes
System: Roll Stamina + Science. The arca af-
fected by the ritual has a radios of 100 yards per suce
and lasts for a number of days equal to the
Faith score, From the outside, even a few feet away, the
effect is like a solid, black wall.
Light is nonexistent within the
und is dampened within only a few feer of its
origin. Heat does not transfer readily, so the region is

permeated with an aching cold. The air is still and
hL.]\') [fany water found within is too deep or vast ro

it moves slowly, like syrup. Electromagneric
arly diminished, and no elecrronics
or combustion engines will ope Any living erea

ture that isn't supernaturally altered w live insuch an
environment (using the Lore of the Flesh or Lore of
the Beast, for example) suffers one health level of
lethal damage every day it is exposed o the darkness

Individuals caught within the ritual's area of effect
rriented and lost unless a successful
irvival roll (difficulty 8) is made. If
the roll fails, the individual will wander aimlessly
within the region at the Storyieller's discretion. A
new Perceprion + Survival roll can be made cach day
thereafter 1o determine if the individual manages o
stumble out of the affecred area.

Torment: This ritual ¢ arkest days
of the Time of Atrocities, Nonetheless, the agonies of
the Abyss canmake it worse, The area induces thoughts
of madness and terror, wearing away ar a vicrim's
nity. Mortals caught in the area of lose o
petment point of Willpower each day they are
exposed 1o the darkness, while demons gain one
of remporary Torment instead

Variations: None

MALEFACTORS
Disanm

This ritual isof uncertain origi
that it we

iom is sin

Perception + &

me out of the

1. Some legends say
adapted from a chorus performed by heav-
enly angels ro disarm a group of mortals loyal o the
fallen. Other sources claim thar a Malefacror of the
Iron Legion, sick with the slaughter of the Time of
Arrocities, developed the ritual as a means of ending
conflicts before they could hegin,

Primary Lore: Lore of the Forge ®

Secondary Lore; Lore of the Fundament ##

Base Costs 10

Restrictions: A picce of magnetized iron must be
placed in the center of the sigil.
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used within the area of effect will botch on aroll of 1,
2or 3, injuring the operator or nearby individuals, The
Storyteller determines the exact nature and effect of
the accident caused.

Variations: A variation of this ritual was devel-
oped to affece a specific individual instead of an

il

entire arca. The Malefactor must know the
indi neand she must be within the ritual’s
area of .ﬂm Add Humaniry ### 1o the ritual’s

secondary lore.

Drusor BrimsTone

This rerrible ritual calls down a
sulfur onto the Ankida's foe
ary Lore: Lore of the Earth #eee

Secondary Lore: Lore of Flame ##; Lore of the
Winds «

Base R,ml 21

Restrictions: A lumpof sulfur, o lump of phospho-
rous and a lump of iron must be placed in the center of
the sigil.

Minimum Casting Time: 49 minutes

System: Roll Stamina + Survival. The total
number of successes becomes a hashing damage
dice pool that is applied ro every person and struc-
ture within the affecred arca of the ritual. The
Ankida can pick out any spot she can see within a
distance of 100 yards times her
target point of the ritnal, Individuals or objects
within a radius of 10 yards times the Ankida's Faith
score from that target point are affected cach tam
that the ritual continues. Make a Stamina + Per-
formance roll {difficulty 6} for cach of the ritual's
participants cach successive turn if they wish to
continue the ritual

Torment: The high-Torment effect of this rirus
mixes fr:
sulfur, setting flammable objects alight and mnfl
lethal instead of bashing damage

sf burning

th score to he the

Variations: None

Adl LARDSCARE

The ritual can porentally affect a huge area,
changing the geographical characteristics of it in a
short period of time. Tens of thousands of years of
erosion can be simulated in mere hours, The ritual
was used by the fallen to reshape the lands that God
had direcred to be built and subsequently damaged in
His anger.

Primary Lore: Lore of the Earth »»

Secondary Lore: Lore of the Wild s o e; Lore of
Death o=

Base Cor

gments of blazing rock along with the rain of

Restrictions: This ritual can be pedormed only ac
sunrise or sunset. A lump of sandstone must be placed
in the center of the sigil.

Minimum Casting Time: 64 minutes

System: Roll Stamina + Science. The area of
effect covers a diamerer of 200 yards per success cen-
rered around the sigil. The edge of the effect is not
sharp, it tapers off for another 100 yands beyond that
circle. s the landseape by approxi-
mately 1,000 years, Ch um.:au_ull notimmediately
apparent, but any observer can watch the slow shifting
of ground and vegetation.

Sach success ¢

The exact effects depend upon the composition
of the bedrock. Caves form, clitfs become steeper, or
!l\u ground qu.l <tmpl\, drop away a few feet. Any
petation ad Af 1o the new landscape, so
1h-<l it looks El'Lr it was alw there (although the
individual plants do not change, which might cause
some of them to be in unsuitable locations for long-
term survival).

Torment: The ground is blighted, by weeds and

poisonous plants, by crumbling rock and scree, and, i
it’s wet enough, fetid swamp and quicksand.
: Apparently some rebels developed a
variation of this rivual which also undermined struc-
twres built on the surface, so as w attack enemy
fortifications. Add Fundamene =
Crexre BLemestas

This powerful ritual allowed the Malefactors o
create servants of living stone that acted as servanes
and sentient siege engines during the war.

Primary Lore: Lore of the Earth s e

Secondary Lore: Lore of Awakening * #, Lore of
the Celestinls »#; Lore of Fundament »»

Base Cost: 30

Restrictions: This ritual must be performed ina
cavern whese sunlight Sannot reath. Alumpofmarble
must he placed in the cemter of the sigil.

Minimum Casting Time: 81 minutes

System: Roll Manipulation + Occult. The ritual
createsa living entity formed entirely of fi
effectively one dot in the following traits: Strengeh,

Variation

and Willpower. Each success rolled becomes a dat
that the Ankida can allocate to any of these traits
svote toan Ability that she wants the elemen-
tal ro possess, The elemental can nor posse
Ability that the Ankida or any of the Mudu dc
possess themselves. The elemenral assumes a huge,
rocky humanoid shape thar con weararmor or ¢ rry
weapons specially crafted for its massive s
entity is bound to the Ankida's will,

an
ot
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follow her instructions to the best of its ability.
The elemental will exist for the duration of a single
scene; if a poine of the Anl s temporary Will-
powe pent the elemental will continue to exist
until destroyed ot released by the Ankida, A fire
(4 ntal hag 10 health levels for the purposes of
withstanding damage, and its huge hands inflict
lethal damage in combar,

Torment: The high-Torment version creates
a living war machine charged by the Ankida's
hatred and driven to torture and kill the living.
Only the creature's Physical Attributes ean be
increased by the Ankida's successes, and only
ymbarerelared Abilities (e.g., Alermess, Brawl
and Dodge} can be purchs The creature's
body is sheathed in stone-hard skin that provide
eight dice of armor protection and s fists inflicts
aggravared damage instead of lethal. Finally, the
ida only nominally conerols the creature. A
Willpower roll (difficulty 8) must be made on the
Ankida’s behalf each time she atcempts to direct
the monster's actions, If the roll fails, the creature
acts under the Sroryteller’s control.

Variations: None
SEALAREA

This poteat rirual {5 one of the foundations of
many infernal bastions, sealing all the paths into a
ion save one or two known only (o it owners, thus
cctively isolating a stronghold or haven from the
rest of the physical world. No one knows how many
h hidden fortresses wait to be discovered by enter-
prising demons across the World of Darkness, or what
acient wonders they still contain

Primary Lore: Lore of I

ondary Lore: Lore of the Fundament #ee,
Lore of Portals # ., Lore of the Wild

Base Cost: 48

Restrictions: The casting of the rimal must be
timed to coincide with the setting of the sun. Addi-
tionally, a complete, intact spider web must be lawl
across the centerof the sigil and scattered with droplets
of mercury,

Minimum Casting Time: 144 minutes

System: Roll Perceprion + Survival. The
Ankida can seal an area of up to 1,000 square yards
per success tolled. A minimum of one path must
exist connecting the 1solated region to the physi-
realm, up o a maximum number of paths equal
IU rhu Ankida's Faith score. Each of the ritual
participants is aware of the location of each re-
maining pach, though the paths may he concealed
ater using the Conceal Parh evocation. The af-
ea remains isolated for a number of days

L

fected

A

equal to the Ankida’s Faith score, or can be made
permanent by expending a temporary Willpower
point per 1,000 square yards of isolared area. These
Willpower points can be drawn from any of the
ats, Khaviki included.

Torment: The high-Torment version infects the
region’s remaining pathways with the Ankida's m
ce. Mortals taveling the pachs lose one point of
remporary Willpower unless a successful Willpower
roll (difficuley 8) is made, Fallen who travel the path
gain o point of temporary Torment instead

Variations: None

Scounats
Mucan

ritual partic

ALL'S SIGH T
This ritual was part of an effort to teach the craft
of rituals to humans during the Time of Babel. Al-
though that effort was not successful, the ritual’
— making solid matter perfectly transparent to the
Ankidia who performed it — was larer studied for its
military applications against the Heavenly Host.
Primary Lore: Lote of the Firmament
Secondary Lore: Lore of the Realms
Base Cost: 8
Restrictions: The ritual must be performed man
lit well enough o read by.
Minimum Casting Time: |6 minures
System: Roll Perceprion + Crafts, The Ankida

fiece

sl

are

can see through solid, non-living matter as though it
were clear glass. Each success applies the effect toa

cubic foot of matter whose perceived volume can be
1 as needed (for example, a six inch x two

distribure
foor x one foor pane ina brick wall that ks six inches
thick), anywhere within the Ankida's sight. The

effect lasts fora numbe
Faith score.

Torment: The high-Torment effect of this ritual
causes the Ankida to see hallucinations that feed the
characrer’s paranoia. The demon might see a group of
Earthbound thralls laying an ambush for her, or she
might see one of her thralls meeting secretly with her
worst rival, The Storyreller should choose a hallucing
tion appropriate to the character's personality and the
tom, and present the vision as though the charae-
ter were really seeing it

Variations: With theadditionof Longing = =, thas
ritual works as a warning, extending to an area 50 feet
bevond the perimeter of the sigil. Whenever anyone
who wishes the Ankida harm comes into this arca, any
solid matrer between them becomes transparent to her
sight, the window moving as required, As many asone
enemy can e viewed per success rolled, and the effect
lasts half an hour per Faith point.

of turns equal ro the Ankida's

situ
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Dust Swanm

The ritual creates a swirling storm of dust
motes and gives it a strange semblance of life. As
wellas obscuring vision, the individual motes swarm
like insects, attempring to drain living beings of
their hlood.

Primary Lore: Lore of Awakening =e e

Secondary Lore: Lore of the Earth o+

Base Cost: 10

Restrictions: The ritual area must be dry enough
for dust to rise.

Minimum Casting Time: 15 minures

System: Roll S + Animal Ken. Enough
dust is created to fill a hemisphere with a radius in
yaeds equal to the number of successes rolled. These
successes also affect how much blood the swarm can
consume. The center of the hemisphere can be
inywhere within the Ankida’s line of sight. Anyone
caught within the cloud is immediately beset by the
swarming motes, and suffers one health level of
bashing damage per turn of exposure. Clothing
might provide a certain degree of protecrion de-
pending upon the amount of skin exposed and irs
loaseness, since the dust will attempt to fly inside
sleeves and collars. Ordinary trousers and o long-
sleeved shirt would be worth an equivalent of one
die of armaor, while heavier clothing with narrow
access insicle the neck and along the limbs would be
worth two dice.

Because of the amount of dust initially creat
viston is restricted ronomore than a few yards, -
sight checks made by those canght within it have a
difficulty modificr of -3,

There is no time constraint on the duration of
armm. [t will keep attacking unuil i is scar-
an external force (such as a strong wind),
it has sared itself on blood. If ithas no on
to attack, it will drift with the wind (the swarm
a perceprion range of 20 yards, and a Dexrer-
v of 3 if arrempring ro give chase to anyone).
Once the swarm hasinfliceed a number of unsoaked
health levels of d ge equal o five times the
number of successes rolled for the ritual effeer,
the swarm dissipates,

AT

or unt

m:

The swarm is vulnerable to aren effect arracks. Ir
s 1 Stamina of 1 for soak purposes, and only
health levels. How much is affected by the
depends upon the area. If amyone manages to capture
o "kill" it, she will discover that it is indeed ordinary
dust. It will not attack the active participants of the
ritual that created
Torment: The Ankida's Torment causes the swarm
nflict lethal instead of bashing damage, and it will

artack any living thing, including the
the ritual.

Variations: None
Vacaum

With an understanding of the move
of partieles, it is possible for a small sphere 1 be
created that is as close to void as physically possible.
This sphere can be moved and manipulared by the
Ankidauntil it is released, at which point it has all the
physical effects of a vacuum on its surroundings: It was
used to create extremely strong joins in structure:
locks even an angel could not break and a form of
booby trap.

Primary Lore: Lore of the Winds see

Secondary Lore: Lore of Death =

Base Cost: 10

Restrictions: The titual area must be as clean as
pussible, down to removing pollutants and dust par-
ticles from the air, Some Scourges use an electrostatic
filter system for this purpose.

Minimum Casting Time: 25 minutes

System: Rall Dexterity + Survival. The diameter
of the sphere is up to one foot across per success rolled

The sphere remains inerr until the Ankida
releases it. In the interim she can walk and talk bur
perform no evocations or engage in any demanding
activity such as combat, When the Ankida is ¢
nipulating the sphere, treat it as a solid abject. It
cannaot pass through solid matter or be crushed or
distarted. Ifit isheing used to create a joint or lock,
heavy glass or meral hemispheres must he prepared
so the sphere can be placed inside and then re-
leased. If it is being used as phere
can be set to release when struck. Upon release, the
vacuum causes an implosion that inflicts a number
of health levels of bashing damage equal to the
successes rolled.

Torment: The sphere collapses immediately
has a random radius of effect, Roll a number of dice
equal rothe Ankida's Torment score. The radius of the
ind the damage inflicted) spec by the
multiplied by the number of successes. I no
successes are rolled, the sphere keeps the dimensions
determined by the Ankida,

Variations: There was a variation thar remained
inert uneil a preset condition was met (add Parterns
sa ). Such spheres could be huge, and they might
have survived ro this day in hidden bastions.

Ramor roas

The origins of this ritual are lost, but its persis-
tence in human legend suggests its purpose was o
bewilder and distrace those who witness it I is

LIPS m
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possibly derived from a ereation ritual that popu-
lated an area with animal life in the manner of a
farmer scattering seed.

Primary Lore: Lore of the Winds

Secondary Lore: Lore of the Beast ®
Awakening *#

Base Cost: 24

Restrictions: At least two frogs of complementary
sexesare required 1o perform the rivual. The humidicy
of the air within rhe sigil must be at least 70%,
although this can beachieved artificially.

System: Roll Stamina + Animal Ken. Each
success creates a cubic yard of frogs for acrial
distribution. The frogs are actually brewed in the
air, a combination of living creatures and the pure
idea of multiplying frags. The number of successes
also derermines the distance they can be trans-
ported, each one equaling a mile. The Ankida
controls the area of the rain of frogs — for greatest
impact a resericted area is advised. The velocity of
the falling frogs is automacically such that they can
survive the fall, and they cause no damage upon
impact. The duration of the rain is only a marter of
minutes, but the consequences will be hopping
around indefinively

Minimum Casting Time: 04 minuies

Torment: The frogs secrete a toxin that can harm
areven kill people wha come into contact with them.
The usual symptoms include spreading paralysis and
difficulr breathing, Victims who hanle the frogs suffer
one level of hashing e unlessasuccessful Stamina
roll {difficulty 8) ismade each hour after exposure. The
effects of the roxin last for a number of houes equal o
the Ankida's Torment score,

Variations: The variety of crearures thar this
ritual can be adapted for is limited only by size. A frog
is prerey much the maximum weight, Rains of worms,
spiders and ev h haveall been rumored at one time:
or another,

3 Lore of

This powerful ritual allowed the Scourges o create
living servants from the very air fself, serving the
Angels of the Firmament in a variety of minor roles.

Primary Lore: Lore of the Wind

Secondary Lore: Lore of Awakening
the Celestials Lore of the Fundament =

Base Cost: 36

Restrictions: This ritual must be performed
under the light of a full moon, on a cloudy, windy
night. A handful of feathers must be placed in the
center of the sigil.

Minimum Casting Time: 51 minutes

Lore of

A

System: Roll Manipulation + Oceule. The ritual
creates a living entity formed entirely of air, with
effectively one dor in the following traits: Strength,
Dexteri tamina, Intelligence, Perception, Wits
and le[pm\-er Each suc rolled becomes a dot
that the Ankida can allocate to any of these traits,
ordevote to an Ability that she wants the elemental
to possess. The elemental can not possess an Ability
that the Ankida or any of the Mudu do nor possess
themselves. The elemental can alter its shape and
appearance at will, able ro ravel anywhere air can
reach. The entity is bound to the Ankida's will, and
will follow her instrucrions to the best of its abiliry
The elemental will exist for the duration of a single
scene; if a point of the Ankida's temporary Will-
power is spent the elemental will continue to exist
unril destroyed or released by the Ankida. An air
clemental effectively has four health levels for the
purposes of withstanding damage, but because of its
fluid nacure the difficulty of all artemprs to hir it
increases by two.

Torment: The high-Tarment version of this
ritual creates a monster that exists only to hunt
and kill the living. Only the creature’s P!
Artributes can be increased by the Ankida's
cesses, and only combat-related Abilities (e.g.,
Alertness, Brawl and Dodge) can be purchased
The touch of the monster cuts like a blade, inflict-
ing lethal damage in combat. Finally, the Ankida
wnly nominally controls the crearure, A Willpower
roll (difficulty 8) must be made on the Ankida's
behalf each rime she attempts to direct the monster's
actions. I the roll fails, the creature acts under the
Storyreller’s control.

Variations: None

Pracuror BoiLs
This ritual was devised by Scourges of the Ebon
gion to punish mortal villages who supported the
Heavenly Host, smiting them withan agonizing plague
of boils until they recanted their allegiance and re
turned ro the fallen
Primary Lore: Lore of the Flesh o #
Secondary Lore: Lore of Radiance =##; Lore of

cal

suc-

Patterns Lore of Awakening *
Base Cost: 44
Restrictions: At least one example of the trzer

group must be within line of sight of the ritual.

System: Roll Perception + Medicine. The plague
can affect a number of people up to 10 times the
number of successes rolled. The targer group can be
defined as anything from worshippers of a particular
Earthbound up to every living human being, Initially
only those within sight are stricken. and the plague
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must be transmitted from them ro subsequent victims
like any other illness.

The difficulty to resist the disease is 10 {see
page 262 of the Demen core rules), and the onser
aof symproms is usually delayed by two to three
days, although it is contagious immediarely. Suc-
cessfully making the Stamina roll to resist the
disease means that the individual is immune to
further infecrions.

The Stamina and Desterity of victims inflicred
by the condition each decrease by two, and all dice
pools decrease by one because of the painful boils
Normal medical protocols will notoffer any respite 1o
the symptoms, and attemprs at supernarural healing
are performed at +2 difficulry. Each person is affecred
for a number of days equal to the Ankida’s Faith
scorg, after which pointa new Staminaroll (difficulty
10) can be made tosee if they recover from the illness,
The difficulty of the roll decreases by one with cach
subsequent roll. Even when they do recover, the scars
from the boils remain (possibly affecting their Ap-
pcumnu) unless healed by supernarural means, The

is s spread to other victims through physical
contact with an infected person. An hour of inte
rion with an infected individual is enough to spre
the contagion.

ac

d

The participants in the ritual are not immune, i

they belong to the category that is vulnerable to the
infection,

Torment: The high-Torment form of this dises
inflicts one health level of bashing damage cach day
thar cannot be soaked in addition to the dice pool
listed penalries.
tions: It is said thar a version exists that
causesspiders to burst from the boils, Add Beasts

SLAUERS

Stapow DAk

This ritual ereates an area of darkness that is more
akin to a shadowy reflection of the spirit realm than a
simple lack of light. It is not perfect dorkness — light
sources remain but the strength to illumi
other objects. Strange shapes seem 1o glide by on the
darkness. Distances seem distorted, and there isa faint
moaning that somchow seems to overshadow most
other sound. Even people who are normally used o
working blind are affecred.

Primary Lore: Lore of the Realms = #

Secondary Lore: Lore of Light ==

Base Cost: 8

Restrictions: If the ritual is not cast at dawn or
rwilighe, the difficulty increases by one.

=

Minimum Casting Time: 16 minutes

System: Roll Perception + Aw
affects an arca with a radius of three yards times the
Ankida's Faith score, cenrered around a point within
the Ankida's line of sight. The effect lasts three min-
utes per point of the Ankida's Faith score.

Anyone within the area suffers a modifier of +3
to the difficulty of all actions that interact with
physical objects. A successful Willpower roll (diffi-
culty 8) means the person has resisted the distractions
of the environment (assuming they think to do so}
for up to three tums, and the penalty decre o
+2. Conversely, a blind person ora person trained in
Blind Fighting (sce page 240 of the Demon core
rules for details), can further reduce this penalty by
one {+1 normally, no penaley if @ subsequent Will-
power toll succeeds), when trying to perform a
familiar t:

If participants in the ritual donate three poines of
temporary Willpower, the effect becomes permanent.

Variations: By adding
said that the ricual can make ]\w[wh- within it lose
awareness of their own badily form, which seems ro
shift and distort with everything else, This adds an-
other +2 tothe difficultyof actions {the same Willpower
tole halves this modifier).

SPINT GARDEN

This ricual was one of the first ones designed
to protect human spirits from the pull of oblivion,
designed even before the higher evocations of the
Lare of the Spirit had been formulated, It was not
particularly successful, as loyalist Angels of Death
could easily sense the garden thus ereated, and
the soul was bound to a fragile bloom that was
casily crushed

Primary Lore: Lore of the Spirit ##

Secondary Lore: Lore of the Wild =«

Base Cost: §

Restrictions: A recently dead body, a garden in
which the flower can grow, and nightfall.

Minimum Casting Time: 16 minutes

System: Roll Charisma + Survival. If the num-
ber of successes is greater than the target's
Willpower, her spirit is caughe within the
blooming as a flower. The effect remains as long as
the flower is in bloam, but if ivis plucked or it wiles,
then the soul is lost. Each Faith point gives the
flower an extra day of life, but after that, nature
takesits course (so it is more effective cast in spring
than winter). Note char the effect cannet be made
permanent (like Spiric o= #), bur it can defer
matters until a better solution i

ransfiguration ®*, it is

found.
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The exact type of flower depends upon the indi-
1 (at Storyrelle ction).

Torment: The flower is black and poisonous,
leaching all sustenance from the soil around it and
stowly wilting plant-life withis 1 per
Faith point

Vai A rather different use of this ricual
can be made with the addition of Death . If the
flower is eaten by a demon, then the last hours of the
human's life can be viewed (one hour per Faith
point), and the spirit is lost. The resistance of the
spirit to this process adds one to the difficulty of the
Charisma + Survival roll.

VisirSou. Prsos
This ritual allows the Ankida to visit and
converse with a soul trapped within a physical
object, usually as a result of Anchor the Soul
ssea) o the Soul Prison ritual. Once
the demon can remain as long as she wants
twill, either inro the material world or
the spirit world.
Primary Lore: Lore of the Realms ##+
Secondary Lore: Lore of Pathy ee;
Porrals e«
Base Cose: 18
Restrictions: The Ankida must possess a favorite
or often-warn token of the rrapped soul — a wedding
ring, a wristwateh or a pipe, for exampls.
Minimum Casting Time: 36 minutes

ystem: Roll Perception + Awareness. If the
s not wish the demon to enter the prison a
contested Willpower roll to counrer the effect (dif-
ficulty 7) can be made. The ritual creates a virtual
“room"” that both demon and mortal can interact in
and that engages all five of the senses. The two
. hear, speak, smell and touch, and the
an be altered in any way the Ankidawishes,
becoming a garden one moment or a fiery fumace
the next,

Torment: The presence of the demon ruptures
the ohject in which the spirit is kepr, and it might
break it Rall as many dice as the Ankida's Torment
seore. Each succest inflices one health level of dam-
age to the object, unless it is a powerful item
(Storyreller discretion). In addition, the spirititself
suffers greac pain and tries 1o resist the visitation as
much as it can.

Variations: A variation of this ritual preys on
the trapped spirit’s memories to craft the
ment of the riv “meeting room.” This taste of
the familiar is useful for putting the spirit more at
ease and making it more willing to communicate, as
F well as providing a powerful incentive to persuade

widh

s dise

rivs of one

tions:

Lore of

nviron-
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the spirit o cooperare with any future endeavors,
Add Longing ee.

Prisosor FLesn

This ritual holds the soul of a human body within
her own body, in much the same way as the Anchor
the Soul evocation (Spirit ®*®e) can trap a spirit
within anobject. [t can return anewly dec o spi
1o its original home or even be cast on someone who
is srill aliv

Once held, the soul cannor inceract with the
outside world — it is effectively rrapped in a prison of
flesh. Whether or not the body was alive or dead, it
enters a state where it has no bodily functions, yet the
body does not decay.

This ritual was used 10 protect the souls of the
dying or recent dead and allow them to retum to
their body at alater time. The evocation Restore the
Dead (Spirit » e » @} was originally used on people
uffected by this ritual (in which case irs effect is
automatically permancnt).

Primary Lores Lore of the Spirit

Secondary Lore: Lore of the Flesh ###; Loce of
Death ==

Base Cost: 24

Restrictions: The blood of the recipient must
be mixed in with the pigntent or material creating
the sigil.

Minimum Casting Time: 64 minutes

System: Roll Stam eness, The raget
can resise the effects of the ritual with a resisted
Willpewer roll {difficulty 7). The effeet last
of months equal 1o the successes rolled. TH
power points can be donated by participants of the
ritual to make the rieual effect permanent.
Torment: The ritual works, bur the body starts
decaying three times faster than its natural rate, and it
resists attempts to preserve it (through freezing, mum-
mification, crc.)

Variations: A more fearsome version of this ritual
was created later, which holds the soul but sets the
bady on fire without consuming it. The only sensation
the soul can feel is the pain of burning alive. Keeping
the body in water, or similar measures, will dous
flames remporarily and provide a measure of relicf.
Add Flame =

the

SPIT
| was devised by the Slayers to permit
grieving mortals to briefly visit with the spirits of
the departed.
Primary Lore: Lore of the Spirit
Secondary Lore: Lore af the Flesh o, Lore of
the Realms «»




Base Cost: 21

Restrictions: Thisritual can be performed only on
the night of the new moun.

Minimum Casting 49 minutes

System: Roll Intelligence + Occult. The num
ber of successes required depends on the thickness
of the barrier berween the realms in the rir
A relatively weak ar
church, might require only one success; whil
relarively serong are
requite as many as four suce
cee nkida can incars
her Faith score. These spirits can
communicated with, and they can even interact
with rhe physical world as though they were flesh
and blood, though they are physically weak and
frail. Each incarnate spirit has effecrively ome dot
in each of her Physical Arrribures. though her
Mental and Social Areributes are the same as they
were when she was alive (as determined by the
Storyreller). If the incarnate spirit suffers a single
I . be it hashing, lethal
aggravated, the hody discorparares. In this ¢
physical form, the spirit cannot us any ernatural
pOwers it posse {see page 55 nr the Demon
Storytellers Companion for details

arca.

aveyard or @
i

1, such as a

such as a science lab mighe
es, I the roll sue-
s many spirits as

the

e seen and

th level of dama

Torment: The high-Torment version of this
ritual infuses the incarnare spirit with some of the
Ankida's hate and malevolence, causing it to be-
have maliciously toward mortals in its presence. If
communicated with, it is intentionally hurrful and
seitful, and will try to find ways to mjure or kill
living beings in its proximiry,

ariations: None

CRrATEISPECTER

This ritual creates a deadly form of undead cre
ture that is invulnerable o most w
say flesh with a touch, These creatures were ocea-
siomally used by the Alabaster Legion as shock troops
in rare assaults against ang
Ape of Awrocitics.

Primary Lore: Lore of Deatly

Secondary Lore: Lore of the Flesh
the S v of the Winds o«

de

Jic prison cities during the

Luosre of

I’u.-dnumm, The ritual requires the hemt of a
man who died by violence,

Minimum Casting Time: 144 minutes
System: Roll Stamina + Medicine, A walking
dead creature has only one point in cach of
Physical Aftributes upon ¢

ation, but each success

207
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can he used ro add additional points in any Physical
Artribures, ar your discretion. These creatures do
not suffer wound penalties in combar, using their
full dice pools ar all rimes, They must suffer no le
than 10 health levels of damage before being de-
stroyed. Undead minions are mindless automatons,
acting solely according to your demon's will. Each
time the Ankida wishes the specter ta perform an
action, make a Willpower roll (difficuley 7). A failed
roll causes the specter to continue the last action it
was commanded to perform

Alternatively, the Ankida can program a spec-
ter to perform a rote set of instructions; one action
per dor of Wits that the Ankida possesses, all by
spending a temporary Willpower point. \'mwvhmm
instructions are transmitted mentally |( s possible
te a detailed set of comman luding
complicared travel routes and detailed physical de-
scriptions. Once programmed, however, a minion
cannat be given further commands. If the Ankida
her Willpower ro command the minion to
perform an action ourside the realm of its instrue-
tions, its programming is lost.

The specter is immune to attack by mund
1 weapons (bullets, knives, etc.), although fi
enchanted or blessed weapons inflict ]n]f‘l'\m
e against it, Any damage the specter inflicts removes
health levels permanently, unless powerful supematu-
ral healing is used (such as Awakening == e},

Torment: If not programmed with a rote ser of
instructions, these creatures go into a violent frenzy
unless their creator makes a successful Willpower roll
(difficulty 8) each wrn. This Willpower roll is in
addition w any rolls to impose commandments from
action 1o action.

L

to cre

s

©

Variations: Reports from the war sugpest that
some versions of this creature were created imbued
with an aura of flame. This not only increased the
damage they inflicted b le them immune to fi
as well. Add Flame »o e,
PareortneFinsrions

One of the most patent rituals conceived, Fate
of the Firsthorm was first used as a punishment on
the human city of Dumishal, when it was discovered
thar the ciry representatives were trying [o negoti-
ate with both the rebel and the loyalist Host,
Although designed by Archduke Abaddon of the
Ebon Legion, it was Azrael, the Alabaster Ly
highest-ranked Slayer, who led the ritual.
claimed that the members of his House had loved

the citizens of Dumishal as much as uny of the
humans, and so it was love that would admaonish the
. I seraying child.
L

The first bom children of Dumishal died, and
Azrael wept even as he looked upon what he had
wrought and declared that it was good

Primary Lore: Lore of Death

Secondary Lores Lare of the Celestials »
of Patterns Lore of Radiance *

Base Cost: 45

Minimum Casting Time: 144 minutes

Restrictions: An urn contaming lamb's blood
must be placed in the center of the sigil. If not
during a solar or lunar eclipse, the difficulty
creases by two,

System: Roll Stamina + Awareness, Each suc-
cess kills up to 10 martal children across the targered
rown or ciry, Each victim must be in the city ar the
1e, be the first born son of his | and have at
least one parent currently within the city as well.
Other than that, the selection is random (as derer-
mined by the Storyteller).

Torment: The ritual kills the same amount of
people, but selects the nearest living beings rather
than those marching any particular eriteria. For
example, if nine successes are ralled, then the 90
closest peaple to the ritual — including the partici-
pants themselves — automatically die. Only fallen
witha greater Faith and a greater or equal Torment
than the successes rolled are immune o the effect,
Demans affected by this ricual are still able to find
new bodies, but they cannor choose from those
ffecred by the ritual

Variations: None

BasTions OF Fairs

Of all ange , those that crearec
enhanced the mu.,l\ly fortresses of the rebels
among Il\c most enduring examples of fallen power,
creati i conrrol. In the time before the war,
some angels built glass castles on' the moon.
other palaces beyond human sight, such as in the
depths of the oceans, These were constructions
coaxed by lore from the natural materials and cir-
cumstances of terrain. They were meeting points for
the angels and places of solace where they could
enjoy the beaury of creation in the exercise of their
own whims. The bastions that rose after the cre-
ation of the lepions, however, were built with very
different priorities.

What demon does nor at some Level recall their
names! Dread Dadagl, fortress of the Ebon Leg
the smoking chimneys of Tabi and above all
Genhinnom of the nine circles, city of cities, shrine
of shrines. These fortress-palaces openly proclyimed

Lore

e
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the rebel's power and inspired the worship of hu-
The foundations of these and many others
were laid without rituals, but were physical struc-
tures, no more than the Heavenly Host achieved
with the stone maze of Sagun or the walls of
Machonon, even though these were enhanced with
the Lore of Flam

With the development of infernal rituals walls
could be made of flame. They could be fashioned of
solid light, or they might rise from the carth
forged steel within a single day. Their inner sanc-
tums could be placed our of the world entirely and
tended by servitors of air. Although the construc-
tion of hastions was the Malefactors' especial pride,
all Houses contributed. Each new creation was
¢ in its beauties, its defensive properties and
errors it contained.

TePaLacror Sians
“Wherever it is forbidden to tread, you shall walk.
- ibited to utter, you will speak. What-
ever is taboo, you will revel in.” So Lucifer charged the
Silver Legion; so Belphegor the Defiler acred. She
designed her palace to house her flock and assist her
experiments upon them.

The palace w;
volcano, sealed off for her convenience, The rock
walls were hardened and sharpened to razor points
at their height. Berw shimmered a con-
tinual storm of fire, lightning and poison vapor,
creating a vell of deadly rainbows. Within was a
hundred square miles of fertile land and a sparkling
lake which the wings and colonnades of flesh-col-
ored stone embraced in graceful curves. Down
through the eareh they went and up into the walls,
until the entire demesne was truly her palace. It
would seem beauriful, until the abserver smelled che
rank scent on the wind, heard the cries rising from
the fields and pavilions, and noticed the strange
devices and the real composition of the building at
the crater's center.

Belphegor tested the abi
traits on to their offspring. She designed rituals ro
expedite and influence the proe Her flock in-
cluded prodigies of beauty and strengrh, the
dreadfully deformed and half-bestial chimeras, all
retaining the human capacity for faich. Although
the storm and the strengeh of its walls were the
palace's main defense, she also bred humans for
batele and housed these forces in the lower reaches
of the walls

Below the surface of the crater were levels that
were not for humans, in which no human could
survive, These were for the extreme edges of the

s constructed from the crater of a

ty of humans to pass

Defiler's |\|Lasur and also formed an inner defen-
sive ring of tracts of fire, acid and freezing cald.
Beyond these were her own chambers where only
her most trusted allies were entertained, and who
reported marvels of sculpture and ements of
light and sh: nd color inro living paintings in
which the guest participared.

Such was the Palace of Sighs, destroyed so thor-
oughly by the Heavenly Host thar the volcano itself
was rubble scatte [

ERResn

Not all bastions were builv in plain sight. It is
certain that every visible sign of the rebellion was
razed after the demons were consigned to Hell. Bur
even of Dadagl and Kisdejd, the subterranean heart
of the Alabaster Legion, it is possible that a concealed
chamber survives even to this day. The rebels were
inventive to the end and the Host had proved fallible
many times. It is not hard to imagine a baron of the
Ebon Legion creating a ary for her favorite
weapaon, in the stubborn belief thar she would escape
the Creator's judgment and retum to reclaim it And
who even of its masters knew the full extent of the
crypts of Kisde

To survive the acons, such a sancruary would
have to have been construcred in'stable ground —
although immune ro temperature change and the
rise andd fall of sea levels, even demon work would
eventually suceumb to volcanic or tecronic forces,
Perhaps the most likely place to find a hidden
bastion surviving is deep within the moon. But a
sanct constructed outside the physical world
1 the borders of the shadow lands would be im-
mune to such dangers. The difficuley lies in finding
the door

Erresh was a tiny fief that the Devourer Ekishnugal
nonetheless tended with love and care, preserving
her human flock and the camivorows plants that were
her delight. It was ser amidst vast plains existing ro
the south of the globe. Atone time a celestial curpost
had stoad here, an attempt 10 keep a human tribe safe
and untainted, but city and tribe had for the most part
been destroyed. Ekishnugal used her plants o clear
the hodics and feed the survivors in the now blasted
land, for the waste of the battlefield wounded her
spirit. Her new devotees built underground, and she
and her allies among the Malefactors and Scourges
reinforced the rooms and passages so they would nor
decay and would pass unnoticed. Ekishnugal deliber-
tely left Erresh as the war drew roward itz end and
met her fate far away. Her flock abandoned it aft
few senerations in superstitious fear, But as the con-
tinents and climate shifted, and what was above

c
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became first the fertile plains and then the barren
deserts of Africa, Erresh survived. The rooms are
always pleasantly cool, supplied with fresh air and
water, In chambers that eyele through day and nighe
hizarre plants grow, and sometimes shuffle through
the passages in search of pollinating pactaers. Insome
chamber wing clouds of dust continually gener-
ate live flies, and fountains swarms of tiny frogs. No
human has even a legendary recollection of th
place, but directly above lics an oasis that never fails
and is home to unique species of bladderwort, sundew
and pircher plant.

CONSTRUCTING BasTions
Infernal bas
cading sel

5

ons were normally created by a cas-
s of rituals, the first of which would be a
template of the design, around which potent defenses
lincreasingly disturbing adornments were wrought.
It tonk some time for the common cha eristics to be
worked invo aritual form tharcould be cast (compara-
tively) guickly upon a new k

tion.

Presented here are some of the rituals thar were
most commonly used o create strongholds for the
fallen. Some are within reach of the fallen today, and
perhaps even the grear bastions might rise again in
time, casting their shadows over the modern cities of

the world.
Basic BasTion TEMPLATT,

This ritual brings into being a bastion thar can
be of any size (depending upon the contributed
Faith}. It has areas within it not properly bound by
phisical dimernion doars open only for
those sworn to follow its commander. The walls are
pulled up from the bedrock, and the ritual renders
them inviolable ro all bur by the mighriest of ar-
tacks. The grear doors are connterbalanced steel,
many tons in weighe, which can be swung open or
shur at the commander's thought.

The pr
i performed are usually geographi
{although the ritual does rend o creare its own moun-
tain side).

Primary Lore: Lore of the Forge sees

Secondary Lore: Lore of the E
the Realms ®##; Lore of Portals ==

Base Cost: 48

Restrictions: The fall
during a large carthquake.

Minimum Casting Time: 144 minutes

System: Roll Strength + Crafrs. The ritual
can hollow out as much as 1,000 cubic yards of
stone or earth per paint of the Ankida's Faich

, and

v considerations as to where this rirual
and tactical

canenact this ricual only

A

score. Each success on the roll adds two points to
the Armor value of the walls or 100 cubic yards to
the volume. In addition, the interior volume is
twice that possible given its external dimensions.
The Ankida can shape the internal layour as she
5 fit, even creating furnishings from the walls,
ceiling and floors.

Torment: Every surface of the bastion, both inte-
rior and exterior, is given a surface rough enough o
cause damage, even if one just brushes a it. Any
contact can inflict one level of lethal damage.
Crrane

This is a much less impressive version of the
previous ritual, as it creates a small citadel within an
existing cliff-face or hilltop, The rock walls are some-
what tougher than might be expected. It does have the
ahility for the commander toshut the external d
orall doors —with a thoughr, as per the Create Ward
evaeation (Por

Note that furmnishings are not provided.

Primary Lore: Lore of the Forge s=»

Secondary Lore: Lore of the Earth =#; Lore of
Portals ==

Base Costs 21

Restrictions: The area of the fortress is deter-
mined by the extent of the sigil, which must be
inscribed in the rock around the base of the citadel
(even if it s deep undenground ).

Minimum Casting Time: 49 minutes

System: Roll Strength + Crafts. The rimal can
hollow our as much as 300 cubic yards per point of the
Ankida's Faith. Each success on the roll adds 1o the
Armor value of the walls or adds 100 cubic yards rothe
volume, Again, the Ankida determines the layout of
the structure.

Torment: Every surface of the bastion, both mre-
rior and exrerior, is given a surface rough enough o
pe, even if just brushed against. Any con-
tact can inflict one point of hashing damage.

Beruar

This is a yet more subtle version of rhe bastion
ritual, in that the interior space is held within a
dimension separate from physical reality. The space
created is small, and the door can be any pre-
existing portal. A word or gesture can be defined as
the key that allows passage through the portal and
into the refuge. At the Ankida's option, a second
portal within 300 yards can be specified which acts
solely as an exit.

Primary Lore: Lore of the Forue see

Secondary Lore: Lore of Portals »
Realms =

or

Lure of the




ClATER Sy

Base Cost: 24
Restrictions: An area must be found where the
Vell bevween the Realms is already weak (see
of the Demon Storytellers Companion for det
Minimum Casting Time: 64 minutes
System: Roll Wits + Awareness. Each success
ves the Ankida more contral over the space, At
one success, it s simply a spherical vaid; th
successes provide visible walls and allo
1o he shaped with right ar
internal walls of varying \\uhtmm s,
ration. Still more detail is provided

1)

nd ornamen-
t higher levels.

The volume of the space is 50 cuble yards per point
of the Ankida's Faith, although successes from the roll
can be used to add an extra 10 cubic yards rather than
better definition.

The duration of the bastion is one week per
point of Faith. The donation of 10 re
Willpowerpoints from the i
it permanent.

Torment: Theextea-dimensional space hmm&‘
a beacon for negative emations and harmful spirits,
who haune the inhabitants and those in the real
world nearby.

porary
al participants makes
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, Thc;atcs of Hell have cracked,

nd demons have escaped to walk
he earth, dressed in human flesh.
*\ But they have found the world a -
~very different place than they
expected. The ancient Scourge
Hasmed finds himself in the body
of three-time loser Harvey Ciullo,
and begins to claw his way up the
New Jersey underworld.

il Gaviel wears the skin of
- preacher’s son Noah Wallace,
enticing those his purported father

ries to save.

g
They soon have other concerns,
however. from mad Earthbound
=" —who want 1o eradicate all the world,
to the pangs of human conscience

_ they.can’t quite suppress.
e —
."g is their chance to be redecmed,

ta new type of damnation?
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Once they ruled the earth as gods, radiant spirits of fire and
thunder that defied the fury.of Heaven for a thousand years. Now
the angels of the Abyss have returned to a world that has forgotren
them, a place devniz] of the faith that fueled their dreams of glory.
No longer titans of creation but bound in frail vessels of human
flesh, the fallen are but shadows of their former might, tormented
by the pain of their long imprisonment. They have faced the fury
of the Allmighty, borne defeat and eternal damnation. This time
nothing will stand in their way.

The Demon Players Guide contains a host of new rules, optional
powers, tips and guidelines that add new depth to the fallen and their
struggles for glory and redemption. Inside you will find expanded
systems on customizing a character's apocalyptic form, a more detailed
and flexible system for creating infernal items and rules for combining
fallen lore paths through intricate and powerful rituals. Combined
with valuable character creation tips and an expanded character
sheet the Demon Players Guide is an invaluable resource for players
and Storytellers alike.
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