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The Reverend Matthew Wallace sat on a bench
by the riverfront eating popcorn from a bag and
drinking iced tea from a can. He was, once again,
debating with a devil.

The devil sat beside him, calmly licking a
fudgesicle. He looked exactly like Matthew’s son Noah.
He even ate the melting ice cream the way Noah
would — carefully, holding a napkin under the stick
with one hand to keep his clothing clean. But it wasn’t
Noah. Matthew knew this. He’d seen the demon’s
other shape and heard its other name.

Its other voice was not something you heard as
much as something you felt — and obeyed.

“The essence of salvation is simple faith, then?”
the devil asked, twirling the fudgesicle in his mouth as
the minister replied.
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“There’s nothing simple about it, but yes. Faith is
the key.”

“Hm... so then the question is, can faith abide
with certainty?”

“Is that the question?”

“Do you have faith that this grass is green, or that
the sky above us is blue, or that your popcorn is warm
and salty?”

“I see what you mean. This is about your... direct
experience of God.”

The devil nodded. “I could argue that you can
have faith because you are ignorant. That igno-
rance of the divine is the prerequisite for faith. It
explains a lot.”

“Like why you were commanded to hide your-
selves from mankind.”
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“Back when we were angels, yes.” Noah looked
out over the water, and his face was handsome with
melancholy. “Before the Fall.”

Matthew took a sip of tea. It was too lemony. The
canned stuff always was. “So you’re afraid that you
can never have faith, because you simply know.”

“I'd prefer the word ‘concerned’ to ‘afraid,” but
you're largely correct.”

Matthew shrugged. “Others have experienced God
directly. Mary, Moses, the Apostles.”

“But they already had faith when they were exposed.”

“Not Saint Paul. Revelation was his conver-
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 point is, proof
of the divine did not take their faith away. Surely
you'll agree to that, right?”

Noah bit the last lump off his fudgesicle stick
and nodded.

“All right then. Maybe your challenge isn’t to
have faith in God, but to have faith in His love and
benevolence.”

Noah gave Matthew a thin smile. “Considering
that by His word I was bound and flung into Hell...
yes, that is a challenge.”

“But that’s what youmust do,don’t yousee? That’s the
only way you're like a human being; the only way you're in
the dark. You can’t know the Almighty — you told me so
yourself. So instead, you have to trust, blindly trust, that
His will is good, even for you whom He punished.”

“And you, Matthew. Remember that He pun-
ished you as well.” Noah wrapped the fudgesicle stick
in the napkin and put it in a trash can.

“Perhaps you need to forgive God.”

“If God can do no wrong, for what can [ possibly
forgive Him?”

“For loving you enough to punish you.” Matthew
shifted and turned to Noah. “Plato said there were
three levels of friendship.”

“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 is no greater love...”

“Rightright, but this is the Greeks, not the Bible.”
Matthew leaned in. “The third level is a friend who'’s
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willing to 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.”

“And that’s the sort of friend God was to me?”

Matthew shrugged. “Does it make sense?”

Noah didn’t say yes or no. He said, “Then all I
need to do is feel that God is good and I'll be saved?
Because that’s a tall order.”

“Ever hear of ‘fake it ’til you make it’?”

“Where I act like I believe something until, even-
tually, I do?”

“Right. It’s kind of funny, but it works. If someone
wants to feel love, I tell them to act loving. The act
makes them think about it, see things a different way.”

“Another consciousness trick. The lie becomes
the truth.”

“I wouldn’t put it that way.”

“So I must do good.”

“Without doing harm.”

“Right.” Noah nodded. “How about your church?
I'd be delighted to work in your outreach program with
the poor and the homeless.”

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

“Oh,” Noah said. “There’s that suspicious look
again. You think I'm up to something. You think this
is all a sham.”

“I'm not saying that.”

“But you think it. You can’t trust me. Why should
you?! I'm a devil; you're a minister of the Lord.” He
shook his head. “What must I do to prove the purity of
my intentions?”

The ministersaid nothing. Noah turned and looked
at him.

“How about this? I fix things with St. Timothy’s.”

St. Timothy’s was a Catholic church in nearby
Mulesboro. Six months earlier it had gotten a new
priest — a black priest. The defection of some white
families to other area churches — some Catholic,
some Protestant — had been an ugly source of tension
in the small Missouri town. Then, only a week ago, St.
Timothy’s had caught fire — just as a predominantly
black Baptist church had in 1999 and another before
it in 1998. The police weren’t saying the burnings
were connected, but everyone was thinking it.

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

“Fix things?” Matthew asked.

“Wouldn’tit be ablessing to this whole area if that
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 I don’t
find the culprit and satisfy the town that justice was
done — satisfy them in a way that can give people real
closure — I’ll give you my True Name.”

“I know your name.”

“You know the name Gaviel,” the devil replied,
“and it has some power. With it you can call me from
afar and I’ll hear your words. But 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 narrowed
his eyes and continued.

“You're thinking that if you had this, you could
free your son from me, right? I've told you: Your son is
dead. I'm in his body, that’s all. You send me forth and
all you get is Noah’s corpse. But I suppose that would
satisfy you, wouldn’t it? Then you’d know I played you
straight all along.”

“I only have your word for all this.”

“What have you got to lose?!”

“That’s the question. If you fail — and I figure you
must have some edge, some inside track — I get this
‘True Name.” What if you succeed?”

“You mean, what if [ prove I can do good without
doingharm?If[accomplish adeed of unalloyed virtue?
Well, in that case, you give me the chance to do more
of them. You let me help you at your church.”

Matthew thought about it.

“I'm adding one condition,” he said.

“Name it.”

“You do it in a month. And you do it without...
without supernatural powers.”

“That’s two conditions.”

“No deal without ’em.”

“Then I'm afraid we’re at an impasse. The month
I'll cheerfully grant, but without ‘supernatural powers’
[ can’t occupy this body. I can’t move about or interact
with the world or do anything but remain in the Pit.
What you're asking is impossible.”

“Allrightyoucan... stay in the body. Fornow. But
you can’t use your powers to control people. You can’t
change into... into...”

“Right.” Noah stroked his chin. “But what if I'm
threatened? Can I use my... talents in self defense?”

“Why would you need to?”

“Come now. We're almost certainly looking for a
church-burning racist. Do you think such a person
would hesitate to kill a nigger like me to protect
himself? Or do you expect me to go like a lamb to the

slaughter? That’s a rather advanced exercise of Chris-
tianity, even you must admit that.”

“All right, all right. Self defense. But only if they
threaten you.”

“Done. One month from...” he looked at his
watch. “1:22. So, if you'll excuse me?” He stood.

“Where you going?”

“I have an arson case to solve.”

4 4 4

His first visit was to Father Deon Warwell, the
priest who had caused such tension when he took over
as pastor at St. Tim’s. He greeted Noah warmly, as well
he might. Noah had been on the scene when the
church burned, and he’d pulled a woman named Lynn
Culver out of the flames.

“Mr. Wallace! It’s good to 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...”

“Oh?” Instinctively, Noah reached out, un-
seen... and stopped himself. He’d said he wouldn’t,
so he didn’t. He’d have to deal with this man the
human way.

“She’s, er... had arough time of it,” the priest said.

“I see. Well, do the police have any suspects?”

“Plenty. Too many, really.”

“So many who would burn a church? I can’t
believe it.”

“Well, there’s alot of quiet old Klansmen around,”
Deon said sadly. “And those noisy, misled youth in
Christian Identity and the White Aryan Resistance.
That’s who the police suspect.”

“But no names? Just organizations?”

The priest nodded. Noah pursed his lips.

“How are your parishioners?”

“Oh, most of them are taking it well.” Father Deon
gave a twisted little smile. “I’ve seen some families
come back because of this. And the community sup-
port has been remarkable. We'll have the building
repaired in no time.”

“Wasn’t a big fire, then?”

“No, not like the last one.”
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Noah was much less polite to Denise Cowper of
the Mulesboro PD. She’d interviewed him about what
he saw and did while St. Timothy’s burned, and he’d
noticed even then that 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 went to her acting like an angry human.



“...justdon’t understand why you're so upset!” she
said, clearly puzzled.

“You don’t? Don’t you? Some madman is runnin’
'round, burning our churches, but you don’t under-
stand why we’re upset? The police do nothing, get
nothing done and can’t see why we’re unhappy? What,
you expect us to sit on the porch, eatin’ watermelon
and waitin’ 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 we can!”

“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? No
one knows anything? You must think I’m pretty
damn stupid.”

“No! It’s... these things, they take time.”

“Have you heard the phrase ‘Uncle Tomming’?”

“I'm sorry?”

“Uncle Tomming. Have you heard that phrase?
[t’s like playing dumb. You don’t resist, you don’t defy
anyone, you don’t refuse you just... don’t do it.
Goldbricking. Doing enough tosatisfy, but not enough
to accomplish.”

“Are you accusing the police department of...
of that?”

He said nothing, just gave her an insolent look.

“Mr. Wallace, [ don’t... I don’t know what to say.
We're doing everything. Everything. I mean, we've
gone over and over it with the witnesses—"

“Oh, so it must be their fault? Poor dummies didn’t
see anything, weren’t paying attention?”

“I didn’t say that!”

“Then where are your results? Where are your
suspects and arrests?”

“We have suspects, but we aren’t... we can’t—"

“I can’t talk to you,” he said, looking away.

“Mr. Wallace, please.” She bit her lip, leaning
over her desk. “I... I thought we...” She took a deep
breath and tried again. “I don’t know why you’re so
upset,” she said. “If you think I'm not working hard
on this case, you're just wrong, and I'll prove it to you
if you let me.”

“Yeah?”

“Please. You've, your testimony really helped,
and [ want you to know we’re getting to the bottom
of this. Okay?”

He straightened his clothes. “Maybe I was a
little... hasty.”

“I understand you’re upset. Look, do you... want
some coffee or something?”

“Iced tea?”
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“I’ll get some,” she said.

About time, he thought. As soon as she was out of
the office, he pounced on the file folders he’d seen on

her desk.
4 4 4

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 turned violent, but he asserted that
he’d left the Klan after that. No one on the police
force was convinced.

George Lasalle was a retired machinist, 62 years
old, divorced and living alone. He had two convic-
tions: a public nuisance from the 77 rally —
plea-bargained down from assault — and a drunk and
disorderly from 1981 — again, plea bargained down
from assault — after an incident with a black man in
a movie theater.

He lived alone, and Noah had high hopes as he
knocked on the man’s door.

“Go 'way,” said a scratchy voice from inside.

He kept knocking, patiently, monotonously.

The curtain over the window by the door twitched,
and Noah saw a bloodshot eye.

“Beat it,” said the voice. “This private property.”

Noah knocked and knocked.

The door finally opened, and a portly man stood
there glaring. “Y’re trespassin’,” he said, “an’ if you
don’tscram pronto, 'mablowahole in you bigenough
t’ throw a football through.”

Noah smiled a little. “That sounds like a threat.”

“Damn straight.”

“I'm not sure you're serious about it, though.”

“You don’t think I'm serious, boy?” The last word
had a good fifty years of contempt packed in it. “You
jus’ wait.” It took only moments for Lasalle to produce
a small handgun and point it at Noah.

“Is the safety off?” Noah asked.

Click. “Is now.”

“But how do I know it’s loaded?”

Lasalle worked the slide, and a shell fell to the floor.

“Okay... I just want to be absolutely, positively
sure you're threatening me with deadly harm.”

Lasalle raised the gun and aimed at Noah’s face.
“How much more proof you need? You get, or I'll kill
you, un’erstand?”

“I'm glad we're clear on that.”

Noah’s smile became dazzling.

“Now GIVE ME THAT WEAPON,” he said — speaking

not as Noah, but as Gaviel the angel.
i3 i3 4
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Twenty minutes later, Noah left Lasalle’s house,
vaguely inclined to go home and shower. The man had
broken down, collapsed utterly under the glory of
Gaviel’s true form. He’d sobbed, had agonized about
his loneliness, his uncertainty and fear, his fading
health and terror of dying alone and unloved.

It had really been rather tiresome. The man’s got
enough angst for two Oprah book picks, the demon
thought, idly looking down at the pistol he’d taken.
With a shrug, he put it in his glove compartment.

The only really interesting thing he’d gotten
from George Lasalle was that the man had not
burned St. Timothy’s.
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The nurse at Chase-Rockney hospital flirted with
Noah a little while showing him to Lynn Culver’s
room. He didn’t mention that he’d been the one to
save Lynn’s life, figuring the nurse already knew. He
didn’t ask the nurse for her phone number.

“Ms. Culver?” he asked quietly. She looked up
with drug-bleared 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 but
gave no sign.

As he approached, Lynn seemed to rally. She
fumbled by the side of the bed and hit a button, which
raised the mattress so she was sitting up.

“Oh,” she said. “It’s you.”

“How are you doing?”

“Better.” Her voice was raspy, coming out of
smoke-scarred lungs. “I never got a chance to
thank you.”

“You're welcome.”

“No, I mean... you're a hero. A real hero. If it
wasn’t for you, I'd have... have...” A tear trickled
down her cheek.

“Shh. You're embarrassing me.”

“I'm sorry.”

“Don’t apologize. I mean, what have you got to be
sorry for? It’s the guy who did it... He should be sorry.”

“Yes...”

“They’ve got a guy, you know?”

((Hm?”

“They haven’t made an arrest, but... well... ev-
eryone knows.”

“Knows what?”

“Everyone knows he did it. It sickens me to think
he might get away with it, but everyone knows it was
George Lasalle.”
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“George... I don’t think I know him.”
“Well, don’t you worry. He’s gonna swing for this.”
“You think they’d execute him?”
“That’s probably too much to hope for. Since you
got hurt in the fire, though, they could prosecute him
for attempted murder. Doesn’t really matter. He’s
pretty sick. I don’t think he’ll last long in prison.”

“What if he didn’t do it?”

Noah narrowed his eyes.

+ + +

“So, why do you suppose Lynn Culver set 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.

The priest sank back in his chair and sighed. As
his breath whistled out, he seemed to shrink. “Oh...

damn,” he said at last.

“You didn’t know it was her?”

Warwell shook his head.

“You suspected?”

“I didn’t suspect, but I... I was afraid it was her.”

“Why is that?”

Another sigh, a short one. “Because the night
before the fire she... well, there was a scene.”

“A scene?”

“Some women... mm, they have problems and
they... well, they chase after the wrong men. Men
they shouldn’t have or that they can’t have, you know?
Married men or...”

“Or priests.”

Father Warwell nodded.

“Wow.”

“Lynn is a sad case. She... well, she’s got a past.
I thought I could help her, give her a job at the
church, kind of ... be there for her. I guess she took it
the wrong way.”

“Well, you tried.”

“You know what they say about good intentions.”

“The road to Hell, uh huh.” Noah frowned. “So,
what do we do now?”

“I suppose we tell the cops.”

“You really think that’s a good idea?”

“Well, they'’re... [ mean...”

“Exactly who does 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-
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cause this turned out to be a Klan-free crime? Just what
might happen with the congregation, Father?”

The priest was silent. “You can’t suggest that we
cover this up. I won’t do it.”

“Hmm. Yes, your church has been burned with
cover-ups, hasn’tit? So to speak.” Noah ran his fingers
up under his chin. “Give me a couple of days. I'll think
of something.”

4 4 4

In time, he went back to George Lasalle. The man
was drunk and not happy to see him.

“Go 'way,” he said, his voice afraid.

“George, let’s not go through this again.”

“Go 'way! I got a gun!”

“No, you don’t. I've got your gun.”

“You tricked me.”

“George, you know that’s not true. Take a deep
breath and really let yourself remember. You know
what you saw. You know what [ am. You know what
it means.”

Slowly, the door opened.

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

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

“Do you really think I’'m here to get something
from you? I'm here to give something to you, if you'll
only accept it.”

“What do you mean?”

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

“George, what have you got?”

Lasalle remained silent.

“You're not saying anything, George, ’cause re-
ally, you got nothing. No family you talk to. No friends
left. Nojob to go to, even. You had hate for a while, but
even that slipped away, didn’t it? Now all you have is
emphysema.”

George said nothing, just frowned.

“Let me tell you what you could have. You
could find a group of people who respect you. You
could get forgiveness for all the shitty things you've
done over the years. You could have the knowl-
edge that you helped instead of hurt, healed instead
of harmed, gave hope instead of hatred. That
sound good?”

“I guess.” Lasalle’s eyes were still afraid. “What'’s
the catch?’

“You're smart to ask that. The catch is, you have
to come clean about St. Tim’s.”
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“I'didn’t do it!”
“Oh, I know. But you must take the fall for it.”
“What? That’s crazy!”

“Look at it from a bigger perspective. The commu-
nity is hurting because of this, because the story
they’re getting now is ‘racist bastard burns church and
gets away with it.” They don’t know who the racist is,
but they’re certain there is one, you get me? Now. You
go to the priest, confess, turn yourself in and tell the
judge that you didn’t mean for anyone to get hurt, that
you're sorry. Hell, tell ’em you saw an angel if you feel
like it. What's the story then? It’s ‘old man sees the
light and repents.” People love a redemption story,
George, and when someone repents, it’s awful hard to
not forgive him. You start attending 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 covering
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
giving herasecond chance. As Jesus took the blows for
mankind, you'll take the blow for her.”

George wavered, then shook his head.

“I can’t,” he said. “I'm... I'm too old. I just can’t.
[ 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 gets 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 regret 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

screaming, the only people 'round when you die will
be your cellmates and maybe the warden.” Noah
stood and glared down at Lasalle. “The people need
an inspiring story of faith and forgiveness, and I’'m
going to give them an inspiring story of faith and
forgiveness if I have to burn down your life to get it!
You hear me?”
George heard.
4 4 4

“That poor man,” Zola Wallace said. Zola was
Matthew’s wife and Noah’s mother. She was delighted
that her son had returned. Neither Noah nor Matthew
was willing to tell her the truth.

The three Wallaces were sitting in the den of
Matthew’s home, watching an evening news segment
interviewing George Lasalle and Father Warwell.

“...’s like they say,” George said. “Hate is like a
drug. Only the thing is, like a drug it... it don’t work
so well over time. You get less of a... less of anything
out of it. In the end, there you are, high an’ dry.”

Privately, Noah thought George’s voice sounded
better coming out of Matthew’s graphically equalized
and Dolby-filtered surround sound speakers than it did
in real life.

“It’s pretty amazing,” Matthew said softly, sneak-
ing a glance at Noah. “Most men like that... they're
like a bad dog when it’s sick. A sick dog bites anyone
who comes near, even the people who'd help it.”

“Pretty brave of him,” Noah said. “It’s never easy
to admit you're wrong.”

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 last. “It’s never easy.”







Say first, for Heav'n hides nothing from thy view
Nor the deep Tract of Hell, say first what cause
Mov'd our Grand Parents in that happy State,
Favor'd of Heav'n so highly, to fall off

From thir Creator, and transgress his Will,

For one restraint, Lords of the World besides?
—John Milton, Paradise Lost

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 livingdichotomies of humanity and divinity,
the setting of the game is a merging of two worlds: the
ancient, wondrous period of the Age of Wrath and the
world of modern technology and science that we know
today. As the demons escape the Abyss and seek to
shape the World of Darkness according to their will,
they become more adept at recovering knowledge
from their ancient war and merging it with the new
concepts and ideas that humanity has created in the
aeons since. For good or ill, the world is changing
under the influence of the fallen, and the game con-
tinues to grow to reflect this evolution.

The information provided in this book is both an
expansion to concepts introduced in the core rules

@

and a wealth of new information designed to add
flexibility and depth to the original game. Ultimately,
however, every detail included in this book should be
a stepping stone for your own ideas and concepts. As
ever, our Golden Rule applies. If you don’t like what
you find in these pages, or better yet, what you read
inspires a different vision of the characters and con-
cepts contained therein, change it! It’s your story.
Make of it what you will.

How ToUsE THis Book

This book is divided into several chapters, each of
which is designed to explore and explain a specific
area of the game. Remember, though, that the most
important “chapter” in a storytelling game is your
imagination. Never let anything in this book become
a substitute for your own creativity.

O
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OpTIONAL RULESAND SUSTEMS

This book provides new systems and setting
elements for Demon: The Fallen and offers the
mechanics you need to make them a part of your
game. Almost all of these systems are optional —
they’re not an official part of the game. You and your
Storyteller must agree that any new systems and
setting elements are appropriate additions to your
chronicle before you can introduce them. Don’t just
show up to your next game with a new apocalyptic
form for your character, for example, just because the
means to change it are offered in these pages. Your
Storyteller and the other troupe members must all be
willing to use the new ideas, too. That way no one is
left out and everyone has fun.

Each optional system and rule in this book is identi-
fied as such. Consider this book a collection of new
opportunities to expand the horizons of your chronicle.

Chapter One: Fallen provides a wealth of sugges-
tions and tips for creating a well-rounded,
multi-dimensional Demon character. Beginning with
guidelines for envisioning the origins, history and
personality of the demon itself, the chapter then
covers important questions to consider when creating
a mortal host that complements (or contrasts) the
character’s infernal nature. The chapter concludes
with advice on integrating these two aspects together
through the events of the character’s prelude.

Chapter Two: The Price of Glory focuses on
how characters gain (or lose) Backgrounds, Virtues
and lore through the course of a chronicle, and how to
reflect these changes in play. Optional systems, such
as recovering forgotten lore through meditation or
seeking tutelage through infernal mentors are also
introduced, as well as a new system called resonance
for enhancing fallen evocations.

Chapter Three: Merits and Flaws provides a host
of optional traits that players and Storytellers can use
to further define their characters and give them added
individuality. These traits are grouped into six catego-
ries: infernal, physical, social, mental, legal and
economic, 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 visage. These systems run the
gamut from providing additional options for static
forms built at character creation to a free-form method
that provides the fallen with a mutable form that can
change itsabilities from turn to turn if the player desires.
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Chapter Five: Infernal Engines presents compre-
hensive, detailed and complex optional systems for
creating enhanced, enchanted and possessed relics,
greatly expanding the options available to the demons
of the Third House. Examples of present-day relics and
some dating from the Age of Wrath are provided for
inspiration and to suggest story ideas for your chronicle.
Chapter Six: Rituals provides rules for combining
infernal lore to create larger, more complex effects than
the House evocations are designed to provide. This
chapter contains a comprehensive system for perform-
ing and creating infernal rituals that can be tailored to
any effect you wish to create, as well as a large list of
sample rituals possessed by each of the seven Houses.

QUESTIONS AND ANSWERS

Since the publication of the Demon: The Fallen
corerules, several issues have arisen regarding errors or
omissions in the first printing of the text, as have
questions regarding the interpretation or use of vari-
ous evocations listed in the game. The following
section contains errata for the Demon core rulebook
as well as answers to a number of frequently asked
questions about the game.

APOCALUPTIC FORM ERRATA!

Extra Limbs: The apocalyptic form ability Extra
Limbs provides the demon with two extra attacks per
turn at the character’s full dice pool or permits a block
or parry without forcing the character to abort her
intended action for the turn. (pages 182, 188, 192,
194, 200, 206 and 207)

ARMOR

All types of armor (including the Devils’ apocalyptic
form ability Scales) provide protection against aggra-
vated damage as well as bashing and lethal. (page 239)

EVOoCcATIONS

Enchant Object (Lore of the Forge e®ee): The
number of successes required to successfully create an
enchanted item is four times the number of Faith points
invested in the item. Therefore, an item requiring one
point of Faith to create would require four successes in
an extended Dexterity + Crafts roll. (page 191)

Fade (Lore of Humanity ® e e): The player rolls
Manipulation + Subterfuge, not Manipulation + Pres-
ence. (page 174)

Manipulate Flesh (Lore of the Flesh eee): The
effects of this evocation last for the duration of the
scene. (page 208)

Sense Congruence (Lore of Patterns ®): The text
reads: “One success shows the location where the event
will occur, but not when or where.” It should read: “One
success shows the location where the event will occur,
but not when or how it will occur.” (page 192)
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Twist Time (Lore of Patterns ®®® e e): The text
reads: “Outsiders who enter the bubble’s space do join
its altered time unless your character wishes it.” That
should read: “Outsiders who enter the bubble’s space
do not join its altered time unless your character
wishes it.” (page 193)

FArrn
Faith cannot be used to soak bashing, lethal or
aggravated damage. (page 239)

TORMENT

When making an evocation roll, compare your
successes to your Torment. If a majority of the suc-
cesses you rolled shows numbers equal to or less than
the character’s Torment, the high-Torment effect
occurs. In the event of a tie, the low-Torment effect of
the ritual is used.

Example: Magdiel wishes to use Decay on the body of
a cancer patient. Magdiel’s Stamina is 2 and her Medicine
is 3, for a total of five dice, and her current Torment is 7.
The difficulty for the roll is a standard 6. Adam rolls three
successes: 7, 9 and 9. He has a majority of successes that
are greater than his Torment, so the evocation works as
planned. If he’d rolled 6, 6 and 8, however, the high-
Torment effect would have occurred, decaying everything
around the character.

Botches cancel successes starting with the highest
successes rolled. (pages 161 and 169)

DILLPOWER
You cannot spend a Willpower point to avoid
losing a Faith point if you botch an evocation roll.

(page 163)

PREQUENTLU ASKED QUESTIONS

¢ Doesademon’s host body age after possession?
Aslong as ademon has at least one point of temporary
Faith available, her host body does not age, nor is it
susceptible to normal diseases or illness. If the demon
expends all of her temporary Faith, her body will age
normally and be vulnerable to sickness until she gains
one Faith point.

e Can extra actions gained by a character’s
revelatory form be further split into multiple actions
by dividing the character’s dice pool? No.

e Can a demon possess the thrall of another
demon? No. The bond forged between demon and
thrall prohibits another demon from seizing the thrall’s
body. The only way a fallen could possess the body of
another demon’s thrall is if the thrall’s master volun-
tarily revoked the Faustian bond, freeing the human
from the demon’s control.

¢ Can multiple demons share a single thrall? No. A
mortal can have only one Faustian pactatany 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
thatdoesn’t lend itself to performing out of pure reflex.
As ever, your Storyteller is free to make exceptions to
this rule, depending on the situation.

e 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 that
allows her to eat virtually anything. It doesn’t increase
the volume the character can swallow in a given
action, but it affects what she can safely consume. A
demon with Gaping Maw can eat a VW bus if she
wants — one human-sized bite at a time.

® What is the duration of Manipulate Flesh (Lore
of the Flesh eee)? The alterations made using Ma-
nipulate Flesh last for the duration of a single scene.

¢ Can a character have a secondary lore path at
the same level as her primary lore path? For example,
if a Slayer’s primary lore was Lore of the Spirit e e e,
could the character also have Lore of the Realms
eee? Yes. The only restriction is that a character may
not possess a lore path at a higher level than her primary
lore. So in this example, the Slayer could not have
Lore of the Realms ® ® ® ® because the character’s has
only three dots in her primary lore.

e 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 wolf
form, etc.)? No. The lore path applies only to animals,
not supernatural creatures that have assumed the
shapes of animals.

¢ Can a demon (or mortal) walking a path created
by the Lay Path evocation 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 that are entirely physical but
don’tnecessarily correspond to three-dimensional space
as the human mind perceives it.

¢ If a demon makes a path through a fire, do others
see him walking through the fire, or is he invisible as
long as he walks on the path? The demon would be
visible walking through the fire — a created path doesn’t
make the character invisible. It is possible to look for or
create a path that allows a character to move from point
A to point B without being seen, in the same way that a
person with knowledge of wilderness survival can sneak
across a seemingly flat and open field by tracing a path
that takes advantage of subtle dips and rises in the terrain.

e Can a character step off a path after only
walking half its length? A character can exita path at
any point she wishes.

I~
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Cursed is every one who placeth his hope in man.
—St. Augustine, On Christian Conflict

Manrshall sat with his back to the couch, staring at the
dancing flames framed by the stone fireplace. Maryann
traced her fingers across his shaved scalp. He took a sip of
the wine. Her knees pressed comfortably against his sides.
For a moment, he felt good.

“Marshall,” she cooed, her voice soft in his ears. He
enjoyed hearing that name. Part of it felt like a secret
identity, anom de plume; part of it felt like a reaffirmation
of who he really was. Marshall Jakes. Or Nebiros. Two
personas. Two selves. It was amazing that it felt so nice.

“Yes?” he asked.

“What are you thinking, baby?”

A staccato burst of images flared and receded in his
mind’s eye. A sky of angels clashing high in the air, so high
they looked like warring hawks. Men swaying, bowing,
scraping, praying. A black tower piercing the clouds. A
face, a man’s face, buried in the center of the sun and
glaring balefully down upon him. So much fire. So much
blood. Ash clouds coughed on bitter winds. And after all of

@

it, a wall of darkness, cold and ceaseless like a coffin’s
embrace. The loneliness of that time was one of the things
he remembered without a hitch, with no need to strain for
the memory. It sat inside his heart like a cold piece of coal.
He shook his head, squeezed his eyes shut for a few seconds.
Then he looked at Maryann, taking in her beautiful round
face. Cherubic, even, he thought. It made him smile.
“Not much,” he said. “Just thinking about you.”
The fallen have a bad case of dueling personali-
ties. Their brains are tottering see-saws with two
identities 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 earth
— an angel who defied the divine order and was
locked away in an eternal prison for his insubordina-
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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is how do you as a player (or Storyteller) effectively
portray this conflict of identities in the course of
your Demon chronicle? What happens when your
character is trying to remember who stood with him
during the Siege of Sagun, but all he can call to mind
is the last time he bought milk at the corner store?
What happens when he’s playing with his mortal
children but all he can remember are the knifing
winds of the Abyss cutting his soul to ribbons over
and over again?

In Demon: The Fallen, you're playing a monster;
an ancient being trapped in a bleak Hell for untold
millennia who has essentially become human. Your
character’s ultimate identity would appear to be de-
mon — the human body is just a monkey suit, right?
A bag of flesh he wears like somebody else’s old
clothes. Only problem is, this outfit smells like the old
owner. So much so that it constantly reminds your
character of the old soul, even though he never knew
him. It’s a coat of memories, and many fallen find
themselves lost in it, unable to fully recollect what
wearing their own skin was actually like. Or, in
another fashion, it’s like your character having one of
those dreams where he wakes up and, at least for a
time, the memory of the dream supplants the memory
of real life. Didn’t the dream happen? Wasn't it real?
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With demons, it becomes harder and harder to shake
the memory of the dream and find the truth within
the illusion.

This section should help you in that differentia-
tion. It provides questions to ask and guidelines to
follow when looking to fill in all the blanks that come
with the two conflicting halves of your fallen
character’s personality. A demon needs both sides.
The memories of millennia as an angel make up who
your character is, but the human psyche is what
buffers the character’s soul against the terrible memo-
ries of the Abyss. The following chapter should help
you further define this duality.

dnarony
OF aN ANGEL

“It was nothing like that,” Marshall said, squint-
ing at the painting on the museum’s white wall. His
hands curled around the wvelvet rope separating the
patrons from the paintings, and he enjoyed the realness
of it for a moment, the soft certainty. The painting he
stared at was the Garden of Earthly Delights, the tri-
panel piece by Hieronymous Bosch. A triptych, his
mortal memory recalled.
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“Here, on the left panel,” he said to Maryann,
“it’s all so insular, like the Garden was one tiny patch
of land. A zoo, perhaps, or a tomato patch.” He
furrowed his brow. “And it looks like someone mowed
the lawn. I remember, from time to time, just how big
it really was. And untamed. An unkempt expanse,
ever-changing; so alive that you could hear the plants
growing, see the animals evolving...” He sighed. “And
this part where the Allfather and the Allmother are
holding hands with God? God wasn’t there. Not like
that. He was thunder before the rain. A face in the sun.
But he was never a person.”

Maryann continued to stare ahead.

“Middle panel; I don’t know what that’s about,”
he mumbled. “But this last panel? Is this supposed to be
Hell? The fiery Pit?” He shook his head. “Got it all
wrong, Mr. Bosch. Tsk-tsk-tsk. Men copulating with
pigs? A bird-man devouring souls? And what’s with the
glant instruments or that strange rabbit? As demented
as the scene is, I only wish the Abyss looked like that.
At least it would ve been something. Anything. Some
splash of color. Some proof that the Creator had
painted the place, even if he had used his dirtiest
brushes.” He sighed. “It was so much worse. I can’t
even explain. The absence of the Creator and the
Lightbringer was infinitely more harrowing than this
Freudian playground. It was like a storm you couldn’t
see. A darkness that was solid to the touch. Outside of
us, you could hear humanity whispering, changing,
growing, unleashed and unable to change its own
diapers or stop fouling its own nest.”

Maryann blinked.

“Torture. Pure torture. So many dribs and drabs from
that time, like splotches of ink that don’t quite make a whole
picture. Scenes cut to other scenes, and I know there are
countless years missing. A brother murdering a brother.
Promising to heal all the huddled humans who had been
afflicted with the Creator’s plagues. A great cloud of flies
descending upon a stone fortress as trumpets blared in our
ears. All very frustrating. Sometimes it’s like a deranged
dream, other times it feels like it’s happening all over again.
I wish I remembered more, you know?”

Maryann turned off the Walkman and eased the
headphones off her ears. She looked up. “I'm sorry, babe,
were you saying something?”

He shrugged, and kissed her forehead. “I was just
saying that the museum’s closing in ten minutes. We should
probably go.”

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

through the Abyssal cracks and found their way
into human bodies. While they might not remem-
ber every element of their angelic nature, those
elements are still very significant aspects of your
character’sidentity. Here are a few suggestions and
guidelines to help you further define the demon
inside the mortal shell.

CREATING NAMES

Names are powerful symbols throughout the
religions of the world. In Judaic thought, it was
believed that the angels’ names were quite literally
their mission or the task given to them by the
Creator. Raphael, for example, means “healer of
God.” Satan (or Ha’Satan) means “he who chal-
lenges.” In both Egyptian thought and in the Genesis
account, things are literally brought into being
simply by naming them. Names also have power
within supernatural circles, which is especially true
of the fallen. Those who know your name — your
True Name — hold dominion over you and your
everlasting soul. A demon’s names (both the Celes-
tial Name and the True Name) are crucial aspects of
his identity. A demon’s Celestial Name is essen-
tially reflective of his title, station or task as defined
at the dawn of Creation. One could compare it to
the original derivations of Western surnames. A
person named “Miller,” for instance, owes her sur-
name to an ancestor that ground grain for a living at
some point in the past. The True Name of a demon,
however, is much more inscrutable. It’s a descrip-
tion of his very soul, the equation of all the sounds,
vibrations, numbers and syllables that add up to the
sum of his very being. How then do we create these
unique names for a Demon character?

CRLESTIALNAMES

The Celestial Name is a title or designation
instead of the true harmonic vibration of the
demon’s soul, but that’s not to say it’s not impor-
tant. The Celestial Name is what most demons will
call your character.

If you’re looking for good names to fit this role,
mythology is replete with possibilities, especially
Middle or Far Eastern mythology. You can scour
books from the library or search the Internet for
names of gods and other characters from Jewish,
Christian, Zoroastrian, Hindu, Chinese, Japanese,
Sumerian and Babylonian mythologies. A specific
angelic mythology can be drawn from through books
called “angel dictionaries.” Also certain websites
detail names and functions of angels, fallen angels
and demons that appear in religious texts. One good
site to check out is www.pantheon.org. This site is
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an online reference of mythological characters di-
vided by culture.

Another question to consider is whether this
Celestial Name is the one your character 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 herself). 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 also 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,
overlord, lord or fell knight. Does your characterretain
the title? It’s also possible that, after the character’s
escape, the demon might have another self-granted
title in mind. Titles like “Lord of Wishes,” “Sword of
the Dawn” or “Baroness of the Temple City of Lust” are
all examples of titles created uniquely 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
a smart wager to suggest that your demon had (or has)
atitle among other fallen. An Eminence 4 or 5 is likely
tosuggest that your character was important enough to
be granted one of the chief positions by Lucifer in the
time before the Abyss.

Example: Beth gives her character, Marshall Jakes,
the Celestial Name of Nebiros after looking online for
demon names and discovering that Nebiros was a
lower-ranking demon in 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 Dragon” during
the time before the Abyss because he was one of the

angels who actually granted the physical life-blood to
the Allfather and Allmother.

Trur NAMES

A demon’s True Name is a vibrational utterance,
the summation of his very soul in a complex series of
sounds. It’s important to remember that the demon’s
True Name is almost an abstraction of sound and isn’t
easily quantifiable into simple syllables, letters or other
noises. It might be a high-frequency resonance, like a
thousand children singing (or screaming), or maybe
it’s a precise sequence of dissonant sounds (pages
turning, crows screeching, glass shattering). Perhaps
it’s not even a sound at all. Ultimately, don’t worry so
much about the specifics of this name — just be aware
that it’s more like a complex cipher than a spoken
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name. Feel free to describe it, but don’t concern
yourself with a proper name.

CHOOSING A HousF,

Choosing a House can be a very simple or a very
difficult thing. It’s simple if you'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 go, or where the genesis
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 about who the human ves-
sel is (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
Mortal, page 31). It’s good to have this idea in mind
so you can begin 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 to say that you can’t have variations 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 concepts 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 concepts exist,
as well, outside of the normal. A Devil, with the lore
available to that House as well as its general embrace
of the Social Attributes, could have made an excellent
bard 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
earliest times, flaming sword in hand.

The point is, any concept is available to any
House, but each House colors that concept with its
own way of doing things. If you wanted to make a
warrior, someone who fought with martial skills during
the Rebellion, that concept could arguably be made to
fit into any of the Houses. A Devil warrior might have
been as described 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 to safety while
a battle raged around. A Fiend warrior could’ve been
a military strategist whose theories could only be
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implemented by time in the theater of war, gaining a
sense of troop movements from the ground (or sky). A
Slayer warrior could be a fearsome sight, indeed — a
painted gladiator, a dark and frightening spirit ripping
souls from angels while stalking the scorched halls of
Sagun. A warrior from the Defiler House might have
been something of a “battle muse,” adervish of frenetic
attack, howling songs of inspiration for her fellow
fallen. A militant Malefactor might have run massive
siege engines while alternately fighting off angels who
sought to overturn his cruel war-device. And finally,
the Devourer warrior... isn’t much of a stretch. Let’s
ponder, instead, what a Devourer poet would be like.
Perhaps a fallen who accepted war but didn’t care for
the glory and spent his quiet time contemplating the
repercussions of the Rebellion in the form of medita-
tive poetry!

Bottom line is, with the Houses, think outside the
box. While the fallen were certainly different from
humans, they still maintain their own individual spark
of life that makes them individuals. They are only
loosely defined by their jobs, much as we are only
partially identified by ours.

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

HMisToRru

Time meant very little to the denizens of Para-
dise, but we can be sure that the angels’ existence
before their Abyssal sentence was one that comprised
thousands of years. What that means is that, prior to
the imprisonment and the subsequent escape into a
mortal container, your character existed for a very
long time. That’s a lot of information for you to have
to figure out. If you think about all a mortal can
achieve in a single lifetime of 70-80 years, think
about what an angel was capable of accomplishing in
a hundred times that. Your demon was an angel, after
all, who started off her existence actually crafting
some portion of the world humans live in, from the
dirt to the sky to the birds to the trees. And it only
goes up from there. The fallen saw the birth of man,
the growth and closure 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 millennia to conclude.
Sounds like a daunting task to actually chart and map
out what your character was doing during that colos-
sal period, doesn’t it?

Well, the good news is that you don’t have to sketch
out every year of your demon’s life in the pre-history of

the world. Going that deep would take you so much
time, you'd probably never even get to play the game.
You should, however, be thinking about where your
character fit into the grand scheme of things, as well as
what your demon was doing during her time as a
rebelling angel. And so we’ve come up with a few of
what might be termed “tent-pole” questions for you to
answer about your character’s place in pre-history. These
questions, like the poles in a tent, will help hold up your
character and actually give it depth and body instead of
just being a flat concept that wouldn’t stand up to the
scrutiny of the story.

(DHAT PART
DID UOUR DEEMON PLAUIN Frar Lax?

In the beginning, there was nothing, and that
nothing was called God. God chose to create light
through his will — but He needed the hands to
implement His will, and so the angels were born.
Once upon a time, your character was one of these
angels — so what did she do during those seminal
moments of Creation? It might have taken 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
that 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 part
of his House’s “duties.” One Devourer might say
(provided she can remember it when contained in
the mortal mind after the Abyssal escape), “I helped
to give life to the birds of black feather,” whereas
another Devourer could claim, “I helped give life to
the plants that are poisonous to men.” A Devil was an
angel that conveyed God’s will to the others — a
mouthpiece of divine action — but what crucial
message did your Devil carry? Did she carry the order
to the Scourges to breathe life into a new human
called the “Allmother?” Did she direct a collection of
Fiends to create a cycle of night and day so the world
may have periods of wakefulness and rest? None of
this information is absolutely crucial to who your
demon character is, but it will give a nice bit of flavor
to them that could haunt them unknowingly through-
out the story.

Example: Beth has already decided that Nebiros was
imstrumental in the creation and implementation of blood
into the circulatory system.

DHyDIDUOUR
CHARACTER CHOOSE TOREVOLT?

Another key element of a fallen character is the
reasoning behind her choice to go against the
Creator’s wishes and align with the Lightbringer’s
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decision to reveal the angels’ presence to humanity
as a guiding 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 not. The motivation for rebel-
ling might have been very simple or terribly complex.
It’s possible that your angel simply loved humanity
so much and felt great sorrow at their enforced
ignorance. But there are other possibilities. Maybe
your character had only a slight interest in human-
ity, but she opted to rebel because she loved Lucifer
so much (or was simply swayed by his powerful
declarations) that it seemed like the only thing to
do. Or perhaps frustration was a motive. Consider
that the angels worked miracles — 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 created, nor were they even
aware of the angels at all. How frustrating that must
be to an angel who realizes that his hard work in
creating the beauty of an orchid, encoding its DNA,
directing the actions of pollination and photosyn-
thesis have all gone to monkeys who give the flower
one look, one sniff, and then bumble off? It’s even
possible that your angel was jealous of the Allfather
and Allmother. They were content in their idyllic
state, given God’s spark, but did angels have time to
sit back and enjoy everything? Lucifer’s decision to
rebel could’ve theoretically opened a door to any
other angel who sought to rebel — whether his
motivations had anything to do with Lucifer’s in-
tentions or not.

Example: Beth wants Nebiros to feel closely associ-
ated with and protective over humans because, in amanner
of speaking, humans literally have a link to Nebiros. This
protection is what leads him to rebel and aid in mortal
enlightenment.

(DHAT DIDUOUR CHARACTER DO
DURING THFE, AGE OF (DRATH?

The Age of Wrath is the period encompassing
the time during and after God’s punishment, when
the fallen began shepherding the humans back into
the light. As the ash storms died down, the fallen
realized that their rebellion would continue — and
they could remake the world in their image and
teach the mortal flock accordingly. These were the
earliest days, if they could be called such, of the
demon’s rebellion — and this time saw hope fos-
tered among the rebelling host, often in the form of
the legions. Was your character a part of these
legions, or did he remain undecided or purposefully
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unaligned? If he was a member of a legion, which
one, and why? While certain legions were geared
toward members of specific Houses, they did accept
members from other Houses. The Alabaster Legion,
for example, comprised largely Slayers, but other
Houses had representation, however small. Your
character might have been a Fiend in this legion,
seeking to skulk away from the others and help to
guide the future patterns of the foolish humans. Or
maybe your angel was a Slayer who chose not to
stand with the Alabasters, and instead fell in with
the Ebon Legion, hoping to help punish those mor-
tals who did not comply with the command to aid in
the rebuilding of Eden. Again, feel free to think
outside the box when it comes to the historical
aspects of your character — he need not be the
fulfillment of a stereotype.

Example: Beth reasons that Nebiros was faithful to
Lucifer, and as such, joined the Crimson Legion with
humanity’s “best interests” in mind.

(DHAT DIDUOUR CHARACTERDO
DURING THE, AGE,OF (DONDER?

This period was a strange time, and it’s impor-
tant to know your character’s place in it. During this
period, the fallen host lorded over man, beast and
plant and began building vast, abstract structures —
chthonian mazes beneath the ground, towers jut-
ting from the tips of the most glorious mountain

Prauen T Laissez Faire

One option available to you, provided your
Storyteller agrees, is to play “hands-off” and opt
out of creating your character’s demonic history.
What this means is that the Storyteller will cre-
ate it for you. In the beginning of the game, you
start your character off as a fallen, but with a deep
wash of mortal memories and only the slightest
recollection of anything demonic. (This implies
a low, or non-existent, Legacy Background.)
Having created your demon’s history much as you
would’ve done, the Storyteller can then dole out
bits and pieces of that history to you either as
flashes of memory or through confrontations with
other fallen who clearly remember more than
your character does. It’s the amnesiac approach to
the demonic element of your character; one that
could create a challenging level of mystery to
your character. But remember, this is only an
option if your Storyteller is kosher with it. Don’t
just assume that your Storyteller will magically
have a history awaiting you if you haven’t spurred
her on to do so.
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ranges. Meanwhile, battles continued on the fringes
of the world, bizarre confrontations of sword and
song that could astound — or destroy — mortals
caught in the crossfire. What did your demon do
during this time? Almost anything is possible. Was
she a Malefactor who helped further the perfection
of Lucifer’s Genhinnom? Was she a Scourge who
protected herds of nomadic mortals from the ob-
scuring attacks of the Creator’s angels? Or worse,
was her Torment already accruing within? If this is
the case, it’s possible that she was a party to the Ebon
Legion’s depredations, creating grim wonders and
cruelly demanding worship from the purposefully
ignorant human herd. Maybe your demon knew of
the Torment growing within her and therefore de-
cided to live on the edges of existence and stay out
of the cold and silent war, even opting out of
educating the masses of mankind for a more con-
templative lifestyle. Again, anything is possible.
During this era, the angels of the fallen host were
gods to the mortals, culling them, teaching them,
loving them, cultivating worship from them. Where
did your demon fit into this scheme?

Example: Beth decides that Nebiros had enough of the
dominance of demons during the Age of Wonders so he
decided to live on the outskirts, enlightening mortals in a
small iwory city on the fringes of existence.

(DHAT DIDUOUR CHARACTER DO
DURING THE, TTME OF ATROCITIES?
The Time of Atrocities grew out of the act of
Abel’s murder as committed by Caine. This act
tarnished the land in a wash of blood and lust, and
all the fallen felt some part of the horror. The Ebon
Legion’s assault on Sagun was exemplary of what
the rebelling host had become as they were in-
spired by the spark of brutality and bloodlust that
man’s actions had fostered. Your character, during
this time, has many paths he could have chosen.
For one, he could’ve felt the stab of murder brought
by Caine and joined the ranks of the punishing
fallen, steeping low and miring himself in the
suffering of the innocent. He could’ve gone a
different route with the anger within and levied
the assault purely against God’s remaining angels,
attacking them while they were weak due to their
inescapable horror (and the fact that many of the
highest were off punishing Caine for his transgres-
sion). It’s also possible that your angel stood with
Lucifer, appalled at what had become of his breth-
ren — after all, the war was with Heaven, not the
humans, right? Finally, your character might very
well have determined his own path — avoid the
fight entirely, foster a cult of mortals away from the
strife, or stride among the violent fallen and take




vengeance upon those who have gone against
Lucifer’s edicts. This time is a turning point for the
insurgent host, a time when their mettle is truly
tested. The war with the Heavenly Host reached
new levels during this era, and the battles 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 at some point.

Example: Beth believes that the first murder had a
profound effect on Nebiros, and while the fallen angel
wasn’t consumed with hate, he was consumed with a great
jealousy for humanity. During this time, Nebiros became
fiercely possessive of humankind, going so far as to attack
other angels who felt that they could handle the duty of
shepherding the humans.

(DHAT DIDUOUR CHARACTER DO
DURING THE, T IME OF RAREL?

The decision came from on high, the
Morningstar himself — elevate the humans and
advance the War on Heaven. So began the Time of
Babel, and contained within the beginning of this
era was the promise that the fallen host’s adversity
was over and their true destinies at the helm of
Heaven were close at hand. The Grand Experiment
was set into motion, but a plot was hatched by
traitorous hands — the Watchers went missing, the
nephilim were born, and mankind crumpled like a
paper cup underneath the duress of their new divin-
ity. This age was quicker than the others, fostered to
its supreme end — the Abyss — with alarming
alacrity, but that’s not to say your character didn’t
have some place in it. Did your character agree with
Lucifer’s prideful proclamation? Did he help protect
the Ten in their charge, or was your character
among the lower ranks of dissent that 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 Lightbringer. After all, the
war with the Creator’s Host had not been set on
hold. Mortals still worshipped the fallen at all cor-
ners of Creation. Was your character a god among
the humans? A humble teacher affronted that these
new “Watchers” would force mortals to ascend to
greater states of being? What of the nephilim? Did
your character hate them, hunt them — or worse,
help create them? This is a dark time for the fallen,
though some higher-Torment beings would cer-
tainly see it as more of a silver age of so much
potential ruined.

Example: Nebiros, Beth believes, was greatly op-
posed to the Grand Experiment. Being jealous of the Ten,
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THE ABUSS

Descriptions of this prison outside of time
and space are varied. Some describe the cutting
winds flaying the love from the demons’ souls.
Others describe pure darkness, ash or merely the
abstract absence of humans, the Creator and the
remaining world. There was the pain of mortal-
kind bleeding through the edges, staining the
fallen trapped within. The suffering that hu-
manity endured was layered upon the Abyssal
demons a thousand-fold, fostering venom in the
seats of their souls. Your character likely has
memory of this time. He might have remained
alone in this Sheol, or he might have been
abused and commanded by maddened archdukes
hissing his True Name. It was a time of terrible
tribulation, and it will forever affect your
character’s demonic memories. There’sno hard-
and-fast rule for detailing what your character
experienced, but always take care to consider it
when coloring your character’s memories of that
time before history.

the demon decided that he was the only “rightful teacher”
of mankind. He began a personal war against the Ten and
was a bit player in the conspiracy to bring down the
decision levied by the Morningstar.

JUDGMENT 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-
ions, 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 character has
allied with one of the extant factions.

Humanimy

Humans, overall, were the lynchpin reason be-
hind the rebellion and the Fall. Lucifer’s decree and
decision regarding the revelation to Adam Allfather
and Allmother Eve is the single defining moment in
every demon’s existence, so each one is sure to have an
opinion on the subject. These opinions are highly
varied, and you’ll need to nail down your character’s
perspective on the nature of mortals both then (pre-
history) and now (the modern day). Were mortals the
pride of Heaven, the bane of Hell or just stumbling
monkeys? Are mortals still worth something to your
character? Are they beings that inspire your character,
or does your demon seek to inspire them? Are they just
Faith lanterns holding a much desired spark (your
basic Faustian ideal), or are they the last manifesta-
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tions of God on Earth and worthy of all the help you
can spare (a Reconciler perspective). It’s possible that
your character has become a Ravener in principle if
not in alignment, seeing men and women as nothing
more than bags of bone and blood worthy of contempt,
pain and humiliation.

Example: Beth has already decided that Nebiros
loved humans so much that he fell into the belief that he
was one of their “sole” educators. This obsessive protec-
tiveness might translate, Beth decides, into the modern
fallen character.

Laciren

The Morningstar is inarguably the central figure
in fallen legend, outside of the Creator. Lucifer was
the pinnacle of the rebellion — the powerful charis-
matic Devil who was the first to stand against God
and the Host. Whether she remembers it or not, your
character will have an opinion about the Lightbringer,
so it’s a good idea to figure out what that opinion is,
especially in these modern days when Lucifer has
become such a topic of significance. If your character
loves Lucifer and seeks him still in this current time,
then your demon may be characterized as a Luciferan.
If your character tends to be more “agnostic” about
Lucifer and seeks to puzzle out all the enigmas associ-
ated with the Morningstar (not having been in the
Abyss for those countless millennia), your character
will likely associate with Cryptics. Any emotion can
be connected to Lucifer. Did your character hate him
from day one? Was she jealous of him? Did she love
him then grow to 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 feeling she called “love,”
which grew more and more twisted over the ages.
Now that she’s free, the Torment is reduced, but she
still feels the fire inside to pursue a twisted quest to
make Lucifer love her.

Example: Originally, Beth feels that Nebiros followed
Lucifer and was quite enlivened by the Morningstar’s
ideals. But Nebiros grew to feel that Lucifer was a great
betrayer when he opted to assign the Ten to teach human-
ity, believing that this affront was a grievous error.

Trr CREATOR

God and the Host obviously are of momentous
importance to the fallen. God is the being who
created them and commanded them to create in turn,
and the remaining host of angels was a constant barb
in the sides of the fallen. What did your demon think
of them back then? Hate them for their (literally)
holier-than-thou attitude? Pity them because they

couldn’t see the truth that was in front of their very
eyes! What of God? Did your character oppose 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 fingerprint been
discovered. Does your character see this as an oppor-
tunity to make herself a God and take back what’s
rightfully hers? That would make her a Faustian. Does
she view the place as just a sunnier version of the
prison she was condemned to for all those years, a
place God has abandoned? (She would be a Recon-
ciler if she loves humanity; a Ravener if she sees the
place as a junkpile worthy of destruction.) Is God’s
absence a warrant of free will, a disturbing 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 ignorant golems. Therefore, Nebiros
spurns the Creator, but not out of hate — only out of severe
disenchantment.

Maryann was on her side in the corner, trembling,
sweating. A watery red fluid crawled from her ears and the
corners of her eyes. Marshall lifted his head, thrashed
about, tried again to smash the chair apart beneath him, but
he just didn’t have the strength. The man’s — no, the
demon’s — breath washed over him, a feculent exhalation
of decay. The torturer grinned, a spread of brown teeth,
then held up a fistful of Polaroid pictures.

“Do you really think these were you?” he asked
Manrshall. The demon winced as he stared down at a photo
of Marshall grinning like an idiot as water from a log flume
ride blasted him in the face. He threw it to the ground. Same
with a picture of Marshall blowing out 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
that ape’s memoryis you, Nebiros? Appalling. A long, long
time ago you and I did some good work together. We
practically invented the virus, you and 1. Pus, tumors,
chancres, a world of syphilitic delight! We were plague
kings, and here you sit, crying like a kitten over some cake
you ate once? Ugh.”

The tears were true. They moistened Marshall’s cheeks
as 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 couldn’t reclaim. In its place was a
buffet table of mortal memories. Carnivals, punch cards at
work, favorite radio stations, death of a cousin, Maryann.
So much of Maryann.




The demon licked its bruise-colored lips.
“Nebiros,” he said. “I need to know where Ba'al-
Berithis. Did she get out of the Abyss with you?” Marshall
searched Nebiros’s memories (or was it the other way
around?), and there was a tingle of recollection. Then it
was gone. The demon torturer saw the confusion on
Marshall’s face. “You don’t even remember her, do you?
Very disconcerting.”

A snake-like tail, crusty and dry like cracked leather,
eased around from behind the demon’s back. Curled in its
tip was a scalpel, dripping dark ichor. Flies orbited the ooze.
The demon shrugged.

“Guess I have to play with Maryann after all. Your loss.”

A demon needs his mortal host’s memories. With-
out them, the torment of the Abyss would wash over
him and destroy any semblance of his old self, leaving
him a hateful being mired in rage.

Creating your character’s human host is filling
in the second half of your demon — without it,
your character isn’t whole. After all, the demon
now sees the world through human eyes. Where
once she helped create mortals and the world they
lived in, now she is a mortal. Now she knows what
it’s like to be one of the very creatures that the
fallen host helped to foster, and that’s a big deal.
The persona of their host is a powerful side, always
striving for control. Can your character reach a
balance betwixt her demon side and her human
side? Has the human side taken precedence, so
much so that she believes herself to be “Jane Smith”
instead of “Abrazal, Fell Knight of the Sanguine
Court?” Or has the demon side repressed the hu-
man memories, leaving your character with a greater
sense of her original self but making her vulnerable
to the eventual erosion that Torment fosters in her
soul? Bottom line — this essay should help you
figure out who the mortal was, and what it means
to your fallen character.

Tur CALLING

Something about your mortal’s mind was like
a beacon to your demon — a faint signal through
the darkness and hatred that called her to the
body. This is arguably the place to start when
hammering out your human, because this is the
first and most crucial connection between demon
and mortal minds. Something about the human
must resonate with the demon’s personality. [t’s a
rare thing to have a demon cast randomly, with-
out intuition, into an unassociated 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 character’s specific
demon history (which you have likely created by
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now) for clues as to what kind of mortal she would
have instinctively sought.

Take, for example, a Scourge who protected
humans from the havoc caused by the battles with
the Creator’s Host or the brutal madness of the
nephilim. His charge, back in the day, was the
guardianship of humanity at any cost. And so, 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, each one
with a different reason as to why the demon may
have been pulled to it.

Consider a rape crisis counselor. Perhaps the
demon witnessed the rape of humans by malicious
fallen during the Time of Atrocities, and the rape
counselor’s own motivations were similar enough to
call her there (potentially making a Reconciler in
the process). Or, what happens if the demon instead
is attracted to a rape wvictim. Often, the obvious
absence of the demon’s ideals in a human mind
might be what draws the demon in instead of the
presence of her ideals. In this case, the demon sees
the chance to empower the mortal, to close the book
on her victim’s nature — and in this way, the
Scourge can be fulfilled. Perhaps the Scourge takes
the body of a police officer downed in battle, know-
ing that the cop died for what he believed in, which
was law, order and the protection of mortals. It’s
even possible that the Scourge seeks darker human
material due to the overwhelming pain within the
Abyss, so she finds a rapist as a vessel, using him to
punish humans with her frustration over having
never made a difference to the world in any way.

Puzzling out 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 mortal? Did the
human have an overriding emotion that resonated
with your character? Was it love, hope and empathy
for others? Anger, lust and frustration over being a
useless, ignorant being? Did the human suffer in such
away that it stood out like a stain to your character? Or
maybe the mortal was a powerful, optimistic creature
that stood out like a beacon to your character. What-
ever the case, the mortal is the answer to the demon’s
equation, the summation of all she seeks in this current
time, whether she realizes it or not. Figuring out this
element of the character is the springboard to further
detailing the mortal half of your character.

Example: As the mortal half of her character, Beth
creates the human called “Marshall Jakes.” Why was the
demon called to Marshall? Beth says that Marshall is a
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LEGACY

While this topic is touched on in the later
text about the prelude (see page 32), the Legacy
Background is also something to consider when
constructing the mortal side of your character.
Does a high Legacy score indicate that your
character actively ignores (or can’t remember)
the human side instead of the demon side? Maybe,
maybe not. That’s up to you and the Storyteller.
A lower Legacy score, however, definitely indi-
cates a reliance upon human memories. Only a
few (or more importantly, zero) dots in the Legacy
Background? Then take extra special care to
sharpen your human half of the character, be-
cause that’s the horse that’s coming first out of
the gate. Eventually, the demon side might reveal
itself and memories of the ancient world will
begin seeping through the filters, but until then,
it’s mortal memories all the way. Use the Legacy
Background as your guide.

disenchanted emergency room orderly, numbed by the pain
and blood he sees day-to-day. Beth feels that Nebiros would
seek out the desperation and sadness over the human
condition that Marshall evokes. On top of that, Marshall is
also in the healing profession, another hook that Nebiros
might grab.

THESPARKOF LIFE,

Just as the angels once breathed life into the world,
so you must breathe life into the mortal that your
demon inhabits. Because the demon mind is subsumed
beneath the waters of the human psyche (at least
initially), you have to know as much as you can about
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
the life of your mortal host.

(DHAT DIDUOUR CHARACTER DOFOR A LIVING?
[t’s a simple question, and one of some relevance
to the demon — after all, angels were defined by their
“jobs” in the world. While it’s not their sole identity,
it does play a big part in the angel’s character, so it
should play a reasonable part in the mortal’s, as well.
Plus, a mortal’s devotion to his job might play a part
in why the demon was attracted in the first place.
Someone who is a video store clerk might not reflect
much through their vocation, but someone who is a
fire chief might define himself through that position.
Let’s use the fire chief as an example. Someone who
fights fires is likely something of a hero archetype,

who might call a Devil or a Scourge who is attracted
to this selfless profession. Perhaps the fireman’s mo-
tivations are not what they appear, however, and he
enjoys the attention his job garners. This person
could call a more Faustian Devil, or perhaps a Defiler
who enjoys the “inspiration” that the mortal’s acts
can cause. If the human was a librarian, perhaps a
knowledge-hungry Fiend would be called (or any
Cryptic, actually). Serial killers/ rapists might draw
any Ravener; engineers or computer programmers
might earn the attention of a Malefactor; a mortician
(or, conversely, an obstetrician) might attract a Slayer.
Some connections between the mortal profession
and the demon’s House and/ or Faction might be
obvious, or the connection could be less clear. Re-
gardless of the connection’s importance, profession
(or lack thereof) is a significant element of a human’s
life and identity.

Example: Beth decides that Marshall is a hospital
orderly, specifically working in the emergency room.

(DHAT ARE HER
PERSONAL RELATIONSHIPS LIKE?

Just like job or career, our relationships with
others help to define us. Nobody is an island in this
world — we constantly choose to (or are forced to)
co-exist with others. The nature of these relation-
ships is not only critical 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 loving rela-
tionship with her husband might exemplify to a
low-Torment fallen exactly what is good and right
about humanity, and thus could attract such a de-
mon when the time comes. A teenager who is
constantly abused by his “peers” (and perhaps his
parents), 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 be ignored.
But even more importantly, the demon partially
becomes the human. The demon is unlikely to want
to just ditch the relationships that are intrinsic to
that human. If the mortal loved her children, the
demon probably loves those children as well, whether
she wants 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




whole character at hand. Does the demon take
confidence in the honor and closeness of a best
friend? Does the demon become Faustian and at-
tempt to enthrall the friend? Does the friendship
remind the demon of one she maintained before the
Abyss took them all, thus only serving to frustrate
and enrage her?

Youneed to figure out the mortal’s relationships
— friends, family, loved ones, co-workers, lost loves,
mortal enemies, unrequited liaisons — and go into
as much detail as you can. One way to do so is to
draw a “relationship chart.” In the center of a page,
pencil in the human’s name and a few key details.
Then, in a circle surrounding the human’s name, in
a set of spokes like a wheel, draw in other character
names and a brief description of who they are. (For
instance: “Tommy Brown, loving husband,” or “Mara
Rosaleone, adulterous girlfriend.”) Draw arrows con-
necting these characters to the demon’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 these
lines you can write adjectives or other descriptors
that imply the relationships one feels for another.
(For instance, let’s say the mortal host is Clive
Jones, and one of the related characters is “Dr.
David Rousni, abusive step-father.” On the arrow
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from Rousni to Clive, you might write “Feels the
step-son is worthless, and so abuses him emotionally
and verbally.” On the arrow from Clive to Rousni,
you might write “Worships his step-father despite
the abuse.”) This wheel chart will allow you to drill
down into the mortal host’s many relationships, and
it will also give your Storyteller a useful tool, allow-
ing him to incorporate these characters into the
story to make it a richer experience. (It's even
possible to draw lines between the other characters,
aswell, to further indicate the network of characters
that surround the human personality.)

OHAT WERE THE HOST SWANTS ORNEEDS?
Characters are often defined by what they want
and the lengths they will go to in order to get what
they want. These wants manifest as hopes, dreams,
desires and needs, and they help to provide depth to
the human character and a greater connection to the
inhabiting demon. An eco-terrorist known for his
violent defense of the environment might merge well
with a wilderness-minded Devourer who will do any-
thing to stop the defilement of the wild and natural
world. The human’s connection with the environ-
mental cause could draw a Scourge, many of whom
often attach themselves to protective causes. What
did the human want? World peace? Love? Sex? Knowl-

SAMPLE CHARACTER CHART: (NERIROS EXAMPLE)

Tracy

(Philosophy

Professor; ex-Lover)

FaKkES

(Older Brother;
Drug-Addict)

=

532532188
JaRES

(Mortal Host)

i

(Absent Father)

Maryann

(Fiancée)

Loves; fears commitment
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edge? Money? Power? Likely a combination of many
things, actually. The further question, then, is how
far would the human have gone to get these things?
Was his life spent in vain pursuit 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 satiate himself on worthless objects
and ideals that it left the mortal as an empty mess?
Those who want power and money might call a Devil
or a Faustian. Cryptics or Fiends often continue the
quests of those who sought knowledge and wisdom.
You can also identify the human’s wants by more
specific terms. You might say, “Uriah was a man who
single-mindedly sought revenge against the drunk
driver who took his wife and children’s life,” or, “Karl
Fechter wanted to use the Internet to preach mes-
sages of white supremacy to frustrated teenagers.”
(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
he seek to reform the man’s corrupted soul?)

Example: Beth has already identified some of
Marshall’s wants and needs in the form of Maryann — he
loves the woman and would do anything for her. She also
decides that Marshall would really like to go back to school
to be a doctor.

OHAT WAS THE HOST AFRAID OF?

Fear is the other side of the coin in opposition to
wants and needs. Fear defines us just as equally and
often stands in the way of us obtaining success in our
objectives. We might want to talk to the girl at the
bar to get her phone number, but our fear of rejection
stops us from actually doing it. Anxiety and terror
might have been vital in the path a mortal traveled in
life. For instance, someone who wanted nothing
more than a career as a singer might have had great
fear instilled by her parents. (“You can’t get a job as
a musician. How will you eat? You don’t get benefits
or insurance as an artist, you know. You'll die in a
gutter before you become successful!”) That fear
blocks them from ever being who they really wanted
to be in life. (Consider the opposite, too. The fear of
failure might have spurred them to achieve their
wants, but at what cost and sacrifice?) Everyone
exists in fear — fear of crime, of loved ones’ rejection,
suffering, rape, murder. Some people fear getting too
close in relationships; others are afraid of what hap-
pens when they’re not close enough to their loved
ones. There are irrational fears (“I'm afraid a piece of
satellite is going to fall from space and kill me.”) and
rational ones (“I was molested when I was five, and |
fear what men are capable of because of it.”). Once
you’ve figured that out, you can figure out where the

demon fits in. Fear is a flame that will draw the moths
quite quickly, like an apéritif before possession. Some-
one with a paranoid fear of dying (not the standard
fear, but afear that discolors all parts of his life) might
appeal to a Slayer who relishes the taste of that fear
— or, alternatively, wants to help absolve the mortal
of such terror. The aforementioned singer whose fear
stopped her from pursuing her dreams might call a
Defiler who seeks to fill that emptiness by allowing
the mortal the gift of song. Likewise, the demon
mightexploitit by seeking power and worship through
“selling out.”

Example: Beth believes that Marshall’s fears are
intrinsically tied into his wants. He fears losing his love,
Maryann, and he also fears that he will fail if he tries to
become a doctor, and this stops him from pursuing the goal.

CHARACTER CREATION OPTIONS

Typically, it’s better to create the demon part
of your character first. After all, the demon’s story
really comes first, so whynot design it that way from
the ground up? Should you choose, however, you
can reverse the process and plot out the human’s
life first. [t doesn’t hurt anything — it simply tends
to place the story’s reliance upon the mortal’s story
in the beginning. Doing so also allows you to
retroactively match the demon’s psyche with the
human one you’ve already created. It might just be
a case of you having a great person in mind but not
yet a great demon to go with that mortal, so start
with what you know and go from there. There’s
nothing wrong with this approach, but make sure
to check with your Storyteller to make sure you're
not going against her plans.

Another option available to you, should you
chooseit, istoflesh outeveryaspect of your character’s
infernal history and let the Storyteller handle the
human half. This is certainly not something to do
willy-nilly. You must ask your Storyteller for permis-
sion to do so, as she’ll be the one actually doing a lot
of the work. If she goes for it, you design all elements
of the demon, and then the Storyteller has autono-
mous control over what mortal she feels the demon
should fit best with — with your character and the
general story flow in mind. She can then deliver
unto you the mortal host your demon will be “enter-
ing,” or she could handle it through an amnesiac
perspective. (Your character would only remember
parts of his demon mind in such a case, and hardly
any of the mortal one.) As the game progresses, both
personalities and histories begin coming through
piece by piece via a combination of work done by
player (you) and the Storyteller.

29



30

(DHAT CIRCUMSTANCES
LED TO THE POSSESSION?

The final question. Your character’s human host
somehow became empty, and in that moment’s va-
cancy, the demon enters. Did the host die? If so, how?
It’s possible that the death of the human further
attracted the demon from the Abyss. For instance, a
human who perishes through the devastation of a
sexually transmitted disease might attract a tormented
Defiler who intuitively associates death with desire.
The mortal’s death is likely to have a large effect on
the future of the character. The Defiler, for instance,
might seek to reconcile the character’s death and
force her to lead a more loving (instead of lustful) life.
Or it might swing the other way, and the Defiler
could seek to further punish the human’s body — and
perhaps transmit the disease to others through the act
of slaking her perverse lust.

Also, consider the possibility that it was not death
that allowed the demon entrance. Some human souls
wither while the body is still alive. Coma victims, the
mentally ill or even victims of unimaginable brutality
(abuses levied against them either by themselves or
external forces) make excellent hosts for escaping
fallen. If such is the case, it very likely defines the
mortal’s existence. A woman who was abused by a long
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line of brutal boyfriends and husbands might leave
room for a Devourer warrior ripe with anger. The same
skill might also call a Scourge who can help protect
women or a Faustian Devil who wishes to turn the
tables on her aggressors and forge a weak woman into
a strong one.

Example: Marshall, Beth decides, died ironically at
the hospital, stabbed in the neck by a PCP-addict who came
in with another overdose victim. She likes the irony that
Marshall died by human hands, and Nebiros is fiercely
protective of all of mankind — even murderers and addicts.

PARALLEL CONCEPTS

You've created a demon with an angelic history.
Now you're working on the human half of the fallen
equation, and you have an option before you. You
can create the mortal host as a parallel identity to
the demon’s one. In other terms, you’re creating two
characters with more in common than not, ademon
and a mortal who make sense together; who share
principles and are thematically similar. For instance,
say you've created a warrior Devourer as your de-
mon, so in the hopes of designing a parallel human
host, you give the mortal an identity congruent with
that of a modern-day “warrior.” Where once the
Devourer fought for the fallen host, the human
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character might fight crime as a police officer or FBI
agent. Or he may be a “warrior” in an urban street
gang that often clashes violently with other gangs.
Other warrior archetypes include a member of the
military, a security guard, a martial arts instructor.
There’s also the possibility of taking the “warrior”
concept and making it one that’s slightly more
abstract. The human half might be a “warrior” in the
fight against deforestation or a combatant on the
“battlefield” of the football gridiron. 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 inhabit.

Example: Susan creates ademon she calls Vajrapani.
Vajrapani was a selfish Devil who had mortals build
cathedrals of glass for her during the Age of Wonders —
Vajrapani was a Faustian to the core, a Devil who
sought no harm of humans unless it helps her gain greater
degrees of worship. Now, Susan is faced with the act of
creating her human host that Vajrapani will dwell within,
and she chooses to make the human similar to the demon.
Susan creates Sylvia Jackson, ruthless CEO of a surviv-
ing dot-com company. Sylvia has managed to survive
and keep her company afloat by stepping on the heads of
those below her in station. Both Vajrapani and Sylvia
Jackson are power-hungry manipulators, and Susan
feels that the two concepts — human and demon —
mesh well in both ideal and theme.

CONTRASTING CONCEPTS

Your other option is to avoid the parallelism
described thus far and instead create a human who
contrasts (somewhat) with the demon that you've
designed. This is definitely the road less traveled, as
there will be a lack of cohesion between the mortal
mind and the demon persona. Yet, this collision,
however challenging, is likely to create a greater wealth
of roleplaying opportunities as the character is literally
conflicted between two minds.

Let’s say you were creating a Defiler who, during
the time before the Abyss, was a maiden of lust bent
on sating bodily urges — essentially, a “succubus”
archetype. A creature who is willing to achieve
pleasure in whatever way possible. What happens
when this creature finds the body of a woman who
fears sexual contact so much that she’s celibate? Or
a man in 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 sexual contact conjure up
not pleasure, but only a wash of pain, regret and
vindictive anger? Conflict occurs. The Defiler —
theoretically a being of potent sexual energy — is
now trapped in the walls of a human being who fears

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

Again, let it be said that playing this type of
character has to be done carefully, and we recom-
mend working with the Storyteller to help develop
this idea into one that will help a game and not hurt
it. Also, it should be stated, even in creating a
contrasting demon and human halves, there’s still
some reason that the demon found the mortal host
in the first place. In the preceding Defiler example,

EvERIDAU PROBLEMS

Okay, so you've created a demon. Great,
powerful, commanding legions of mortals to do
her bidding, right? Maybe — but maybe not. If
you're looking to inject a dose of reality into your
character, you might look to saddle your human
character with human problems that will be hard
for the demon to escape. Such problems are many
and varied, and they shouldn’t be hard to come up
with. It’s a good bet that you yourself have very
similar issues. Rent payments, bills, sickness, jobs,
children to take care of, a spouse to pay attention
to, family dinners to attend and all the other
delightful predicaments that life inadvertently
creates. It’s true that you're a demon, pumped to
the gills with lore and an apocalyptic form, but
remember that there is always a price in using
these powers. For one thing, going down to the
bank and snowing the teller over with some
expenditure of Faith might get you noticed —
and not necessarily in the good way. Other de-
mons, demon-hunters and the creatures of the
World of Darkness might take note when you go
blowing your Faith load every time you’re con-
fronted with a tiny life problem. On top of that,
if something should go awry when using infernal
powers, you run the risk of bumping your Tor-
ment up another notch, and that’s rarely a good
thing. Demon powers are cool, but they’re not a
catch-all solution to all the problems that your
mortal host likely was subject to. Keep this in
mind when sketching your character’s human
half. Maybe pencil in a list of human problems he
has, and hand it off to the Storyteller to run with.
Anything to make a better story.

Example: While creating Marshall, Beth decides
to give him a whole host of little human problems. He
has $18,000 of credit card debt. He shuns his brother
and longs for the approval of his father. He works long
hours and is exhausted all the time. He can barely pay
his rent. Et cetera.
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there is still the theme of sex and lust running
throughout — the absence or aversion to the Defiler
ideals is likely what attracted the demon to enter
that body in the first place. Using contrast doesn’t
mean that you concoct some random, utterly unre-
lated host body. It isn’t meant for comedy or a
“fish-out-of-water” scenario, it’s meant to amp up
the conflicts intrinsic in such an unlikely pairing.

Example: Marty creates the demon Ba’al-Berith, a
Malefactor whose sole purpose before the Abyssal impris-
onment was to design 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 contrasting human, Marty comes up with
Marcie Murphy, a sexually confused computer program-
mer who is afraid of success and unwilling to assert herself
and her craft. The two personalities have in common the
element of creation and engineering — Ba’al-Berith was
a crafter of weapons, and Marcie is a crafter of program-
ming — but the demon 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 opportuni-
ties, as well as the chance to slowly reconcile each
personality with the other over time.

THE PRELUDE

His mind felt like a bundle of nerve endings,
unsheathed and raw. Every memory of the Abyss — all
the hatred, disgust, brutality — every last bit of it
sucker-punched him, and he could taste epidemics of
infection on his tongue. He stared down, eyes wide,
and looked at the human sprawled unconscious in the
corner. He wondered what he could do to her. How
badly it would hurt. The thought flickered through him
— they had trusted the mortals. Taught them. Loved
them enough to take the biggest, baddest bullet that pre-
history had ever known, and they got nothing in return.
He laughed. The Creator’s little clay men. How simple,
and how satisfying it would be to kiss her mouth and
press disease to her tongue...

... but then, there was something, else, too. Bleeding
in from the edges. Humanity. Mortality. A life lived with
walks in parks, jazzy music, raunchy sex, passive-aggressive
arguments, the Internet, watering plants with a little girl,
phone calls, coffee cups and Maryann. Always Maryann.
It was like re-opening an old wound and then healing it
again, but this time a little bit better. All the old stuff, the
hatred of time immemorial, quieted down inside of him, and
he was left with a strange feeling of grim harmony. He cried
for a little while, bending down over her trembling body,
then he picked her up and carried her over the lifeless shell
that the demon torturer had inhabited for a time. He took
her out of the room, whispering sweetness in her ear.
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Things would be better now, he thought. It was like two
halves inside of him had become two wholes. The two parts
hadn’t come together yet, hadn’t joined hands in an effort
to understand one another, but they would. Demon.
Human. Somewhere, Marshall Jakes — Nebiros — sat in-
between; a little bit happy, a little bit sad.

Thesis confronted by antithesis resolves into
synthesis. That is the creation of any fallen char-
acter. Your thesis, the origin, is 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 body, 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 better for
you and the game.

UNFARTHING THE DEMON

Memory is a fickle creature. It exists in a gray area,
sandwiched between fact and fiction. Our minds are
filled with incorrect recollections, altered memories or
blank spots. If we remember it, didn’t it happen? Isn’t
it who we are? If we can’t trust the stuff in our own
head, what can we trust?

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 memory. Consider the prob-
lem: Uthar is a fallen angel, a Devourer who existed
in a time before humanity was crafted from the
ether. Uthar has countless millennia of memories
as an angel, as a demon, both in and out of the
Abyss. Uthar escapes and is attracted to the body
and spirit of a police officer who (mere moments
ago) died in ashoot-out at a high school. Suddenly,
Uthar’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 that
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
sensation that 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 a
cold beer after his shift and is a 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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“John” begins remembering Uthar’s past? Suddenly,
John remembers his high school graduation — and
he also remembers clashing in the skies above an
exploding volcano, a diamond blade in his hand
and a pair of raven wings jutting from his back.
Thisisn’t just an image in his head — it’s a memory.
He can’t help but believe that that winged creature
was him. He doesn’t remember it as a third-party
affair. He remembers the blade cutting through an
angel’s thigh and biting into bone; he remembers
the rush of scalding air blasting up from the dis-
gorging magma below. (And this is only in the first
week that Uthar’s back in the world!)

It only gets more confusing from there. The
nature of identity and memory begins turning to
insubstantial mist before his eyes. As images from
his angelic life begin bleeding over into recollec-
tions as a beat cop on duty, feelings of uncertainty
begin mounting. Soon things start getting a little
nutty. Questions of who you are versus who you were
begin warring with one another. Some fallen come
to terms with this duality, realizing the truth of what
has really happened. These demons tend to under-
stand the dichotomy of their identities and are able
to embrace their duality. Others manage to remem-
ber one side of their persona more strongly than the
other. Still others simply go insane in the process as

the two personalities crash and shatter. What fol-
lows is a series of steps that many fallen go through
in the time after escaping the Abyss and anchoring
themselves within a human vessel. These steps aren’t
hard-and-fast rules to adhere to, but they do repre-
sent one potential pattern.

DISTORTION

In the beginning, things aren’t going to make a
whole lot of sense to the newly escaped fallen. It’s a
struggle for birth with infant sensibilities, a mind-
blowing event that can leave one reeling. As such,
a distinct sense of distortion accompanies this pro-
cess. During this stage, the demon is likely to think
of itself as purely human. After all, the predominant
mindset is that of the mortal host, and the demon
memory is trapped and mostly inaccessible. Over
time, however, the character is likely to begin feel-
ing a distortion of both memory and time. Things
will seem out-of-sorts, off-kilter, like the world (and
her recollection of it) is made of lines conjoining at
unusual angles. The character might begin ques-
tioning her own sanity or actually pondering if she
is somehow not human.

There’s also the chance for extreme emotions to
come into play. For one, the character might feel an
inexplicable sense of elation. (After all, escaping the
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ageless torture of the Abyss is worth celebrating, even
if the demon doesn’t quite remember the details.) The
time in the Abyss might have also left a dark veneer on
the demon’s emotions, so the character might grow
depressed, angry or frustrated for no obvious reason.
This might result in the “mortal” performing erratic
actions, unable to grasp evocations, growing more
confused as the nights and weeks go on. This stage isn’t
likely to last more than a few days to a few weeks.

DISSOCIATION

At this point, the demonic memories begin fil-
tering in — if not memories directly (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 demonicside, but she
will probably begin viewing her human half with as
much suspicion and disdain. While the character
doesn’t think of herself as “a fallen angel,” she prob-
ably knows that she’s not exactly human, either.
Other elements begin showing, such as the presence
(and necessity) of Faith in the character’s life. The
character might also erratically use an evocation or
dip in and out of an apocalyptic form, unknowingly
delivering a Revelation to unsuspecting mortals.
Also, the demon will probably go down one of two
routes. She will either have outrageous mood swings
as she comes 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 icy detachment. This
stage can last anywhere from a week to a year,
depending on the nature of the character.

RECONSTRUCTION

Here the character begins the road to accep-
tance — the demonic 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. If the character has the Legacy
Background, other signpost memories also start com-
ing back — not all of them, but some of the key
scenes you detailed when you crafted your demonic
history (see Anatomy of an Angel, page 21). These
memories tend to come through “triggers,” or events,
people or landmarks that actually signal a sudden
surge of memory. Meeting another fallen is probably
the most common trigger. The other demon might
be one your character suddenly remembers from the
time before the Abyss, or that demon might simply
represent the character’s “old self” that’s continu-
ally attempting to push through. Triggers might be
even more abstract. A character might find himself
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thinking, “That tree isn’t as nice as the ones in
Eden, I remember how wild and verdant the forests
were...” and suddenly, amajor memory comes sweep-
ing back. All of this culminates into the possibility
that balance could begin to sway away from human-
ity in general. While the human memories remain
and continue to provide a buffer against Torment,
the demon side truly begins to emerge (and occa-
sionally dominate). Another key characteristic of
this stage is the search for whatever information is
still missing. Gaps will remain, and the character
might begin a quest of self-discovery to learn more
about her submerged “angel.” This stage can come
in a flash of satori over a very short period of time,
or it can literally last years as the character struggles
to learn more about her ancient half.

REBIRTH

Rebirth occurs when the character emerges from
her identity cocoon into the realization of what she
was and hasbecome. All of her past existence that she’s
capable of remembering (use the Legacy Background
as your guide) have reached their apex. Nothing more
will be remembered without also being incorporated
into the story as a point of character growth (see
“Increasing Backgrounds” on page 41). This doesn’t
mean the character recalls her entire past, however.
Actually, it’s possible she remembers very little of her
old life at all. The vital element of this stage is the
acceptance of both halves and the capability to act
externally instead of internally. Up until this point,
the characteris confused, alienated, bouncing through
the extremes of emotion as dark and bizarre memories
heave to the surface. But by this point, the character
has accepted her dual nature. She knows that she was
an angel. She knows what happened. She entered the
body of a human, and now she wears the human’s skin
and mind like a Halloween costume that she can’t
remove. And she knows what she has become. She is
afallen angel —a fusion of human and demon with the
memories of both. That’s not to say she’s healthy,

TrE STORITELLER LS Your FRIEND

A lot of what is discussed in this chapter
provides you with a guide to help you create and
portray your character in your Demon: The
Fallen game. Much of it also relies upon your
relationship with the Storyteller, however, so we
encourage you to work with her instead of keep-

ing your character’s history and motivations
secret. Getting together with your Storyteller
and deciding what can and should be revealed
about your character is likely to make a better
experience overall for everybody involved.




CiAPTER ONE

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

[ FGACUREVEALED

No matter how much your character comes to
accept the infernal side of his psyche, his memories
will never outpace that which his Legacy score al-
lows. A character with no points in Legacy won’t
have full cognition of his angelic history. In fact, he’ll
remember little more than befuddling insights. As
such, the Legacy Background really dictates poten-
tial roads that your character might travel. It allows
you to configure the balance between mortal and
demon personalities and to see just how heavy each
end of the psyche see-saw is.

LrGacuo-t

Characters with one or no dots in the Legacy
Background are effectively crippled with regard to
their demonic memory. No recollection is concrete.
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
thoughts when she sleeps, but nothing is firm. If
ground is gained in reclaiming lost memory, it’s a
major event, like an amnesiac waking to a single
conclusive recollection. What this means is that the
mortal memory is absolutely dominant. The charac-
ter might very well think of herself as a demon, but no
matter how much she tries, she can’t dodge the
memories of eating ice cream with her niece or
getting raped under the football field bleachers back
in high school. Characters with low Legacy scores
tend to live life still according to the mortal’s memo-
ries and are most likely to embrace humanity and live
according to the codes and morals that mortal civili-
zation enforces. Human relationships are considerably
important to these demons, as they’re the only rela-
tionships they really have. These fallen are the ones
who are most likely to maintain some semblance of
career and family, and they might even continue to
enjoy the simple habits and hobbies of the human
host (sailboats, clubbing, drug addictions, journal
writing, whatever). It’s up to you whether the charac-
ter believes 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
host. This fact translates into 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 good Reconcilers, as they

still have their human minds and human compassion
(provided the host had any) to hold onto. Many also
end up as Cryptics, if only through the ceaseless
search for clues to their true past.

LrGaaca2-3

Having more points in the Legacy Background
allows for a greater breadth of infernal memory to
merge with (or intrude upon) the mortal host’s
remaining mind. Two or three dots in the Back-
ground is enough for the character to get a pretty
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 confusion will still exist (“Did the Ten
go missing after the birth of the nephilim? Did the
Crimson Legion exterminate the nephilim totally,
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 result
in a more complete fusion of mortal and demon
halves. While the mortal memory remains more
complete, the demon half supplies millennia’s worth
of semi-fulfilled remembrances. Thatalone is enough
to keep the character balanced in both worlds. A
character with this mindset might operate equally
in both spheres. She could still go to work as a
venture capitalist during the day, then involve her-
self in the social and political maelstrom of the local
infernal court at night. These characters probably
have an equal number of human and demon allies,
and thralls are commonly treated more as humans
than as ignorant cattle. These characters often end
up as Luciferans (they still remember Lucifer butnot
any negative feelings or history associated with
him) or as Cryptics (they remember much, but there
are holes that need filling). Many of these fallen also
end up as low-Torment Faustians — willing to do
what it takes and embrace the combination of their
human and demon potential.

LEGACU4-5

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 the cracks (“Didn’t Belphegor have a
little boy-toy consort for most of the Age of Atroci-
ties? What was that consort’sname?”), but generally
speaking, these demons remember a fairly complete
picture of their ancient past. Characters with high
Legacy scores remember exactly what legion they
were a part of, remember who betrayed them during
the attack upon Machonon, and where they hid
their herd of soon-to-be-enlightened humans in the
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Mountains of Sorrow. Details are prevalent — in-
cluding all the emotions and feelings associated
with them. Prevalent enough, in fact, to dwarf the
memories of the mortal 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.
[t’s doubtful that these fallen continue on the cha-
rade of a human life, and any involvement in the
machinations of the mortal world probably cease.
After all, they’re just borrowing the body and mind
like a pair of shoes. Why buy into the illusion that
it’s anything more than that? Demons with this
much Legacy really tend to involve themselves
solely in the circles that other fallen travel in —
learning new lore, politicking in the courts, ham-
mering away at grudges gained an eternity ago. Who
cares about human family and friends? What's feed-
ing the dog or perusing the photo album really going
to do for the demon inside? Nothing. (Of course, a
rejection of the human side opens the door to
Torment, which is always a dangerous path to travel.)

Characters of this ilk tend to make the most
excellent Faustians, as the prevalence of their demon
side pushes them to new heights of self-interest. Also,
Luciferans are prominent due to the high capacity of
memory accessible by these demons. And finally,
many become Raveners. As Torment infringes and
their old memories begin drowning the mortal per-
sona, they simply see the world as a porcelain toy
begging to be broken.

UNCLEANSPIRITS

Sometimes the incorporation of demon and hu-
man is a bit more direct than other times. This most
often occurs in cases where the human host didn’t
die, but it still able to be possessed by the escaping
demon. In these cases, the human soul is more com-
plete and could be more adamant in its assertion of
dominance. That’s not to say that the mortal mind
and the demon persona consciously struggle for domi-
nance, it merely suggests that possessing a still-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 fontanelles, indicating
“weak membranes”). Somehow, the spirit must be
weakened in a manner allowing the demon to home
in on the vessel and then possess it. What follows are
a few of these possibilities, though more might come
to you to suit your character.

MENTALILLRESS
The toll a mental illness (or a compounding of
such illnesses) takes on a mortal’s mind and body is
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incalculable. It fractures the very psyche of the
patient, making it harder and harder for him to
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 possession.
Problems such as obsessive-compulsive disorder or
phobias are unlikely to present such a broken
vessel for a demon’s control, but more debilitating
diseases could. Clinical depression, for one, will
leave its victim in a constant emotional haze, a
ditch of sadness and sorrow that is inexplicable and
inescapable. Such depression can often lead to
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 little difficulty.

Another derangement that could pave the way
for possession is Antisocial Personality Disorder, or
sociopathy. This illness makes a conscienceless,
emotionless monster out of its victim — one who
thinks nothing of lying, stealing, hurting or even
killing others. Unfortunately, this disease translates
to “soullessness” to a degree, which again opens the
door for a demon to take control. The same goes for
many of the schizophrenia disorders (all of which
are essentially a mish-mash of other serious de-
rangements). Schizophrenia leaves one with deep
paranoia and bizarre logic, and it can even result in
a comatose state. While all of these conditions
could allow for possession, one of the key elements
is the habit of schizophrenics to hear voices — often
voices from “angels” or “demons” telling them to do
things. Their minds are open to the possibility of
possession, and they are attuned to the “supernatu-
ral” chatter that goes on in the world, which further
fractures their minds and allows for a demon to slip
in through those cracks.

ADDICTION

Addiction is a demon all its own, and it can leave
one in some pretty dark places. A dependence upon
the harder drugs (heroin, crack, cocaine) can lead one
to 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 can allow for demonic posses-
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 get
either the money to buy the drugs, or the drugs
themselves. People will prostitute themselves, steal
from others, kill others — anything to feed their
craving. As the person slips down the moral ladder
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one rung at a time, a bit of his soul withers and dies,
and the resultant “holes” could allow a demon to
enter the body and assume power.

BrutaL Living

Some people molest their own souls without the
addiction demanding it. Living in a dangerously
careless way, pushing one’s body and mind into new
pools of depravity, will definitely tear ragged chunks
out of one’s soul. Again, prostitutes, thieves, mur-
derers — anybody who has essentially “sold their
soul” and forsaken much of their humanity — could
(though not necessarily) be a gateway for an escap-
ing fallen. A prostitute might be happy with her life,
might be safe and sane and her soul will be largely
intact, but the hooker who braves night after night
of sleet and rain, gets her teeth knocked out by pissy
johnsand is a breeding ground for countless sexually
transmitted diseases might not be so lucky.

There are other ways to live brutally, however.
Consider the party-boy whose life is a sequential run
of depraved experiences — drugs, sex, liquor, vomit,
disease. Or the housewife who gets a fistful of her
husband’s anger every night — who gets beaten
when she doesn’t take out the trash or beaten when
she does? Abuse, whether it’s levied against you by

A

someone else or by your own hand is still abuse, and
it corrupts. Demons can scent this corruption like a
hound, and they might see such a vessel as empty
enough for possession.

VIOLENT TRAUMA

Sometimes, a character gets hurt but doesn’t die. If
she’s 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 a comatose state —
someone in a drunken accident who'’s left a half-
vegetable in a hospital room might be good enough.
Sometimes the trauma and following possession occur
moments after the damage. A person who is attacked
and beaten within an inch of his life by his assailant
might have a single moment of vulnerability, a nano-
second when the soul recoils and the body is wracked
with the trauma of the moment. That time is sufficient
for possession.

CHOOSING POSSESSION

[t is also possible that a human invites possession
willingly into herself, actively opening the gates in-
stead of passively letting life wreck her until she is an
empty vessel. There are many paths to this potential
{5 : : " . .

invitation,” some of which are detailed here.
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DrALwITH THE DEVIL

Myth and folklore is peppered with people who
made deals with the Devil his-own-self, or with fey
spirits or tricky gods. In the World of Darkness, such
begging and bartering is a dangerous gambit that
sometimes ends in possession. A human who calls
out, pleading to whomever (God, the heavens, the
Devil, the sky) with enough emotional resonance
might attract the attention of an escaping demon.
The human must be begging for something intimate
and critical to his very existence, be it revenge, love,
death or some other high concept. If his heart is truly
in it and he displays enough desperation like grim
fireworks, a demon might be able to offer services to
grant a solution. The solution, however, is almost
always possession.

Qccurrism

Amateur occultists exist in the World of Dark-
ness. They might not be crawling out of the
woodwork, but every city is home to people who
have skipped the path of standard religion 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, summoning spells) might accidentally
call a demon to himself. It’s also possible that he
finds a book that was planted by another fallen
somewhere down the road, or he might even will-
ingly beg the demon through prayer and absolutions
to come to them and take possession. Any demon
summoned in this manner can choose such a hap-
pily willing victim.

CUrTISTS
In the current time, modern Faith is like a
rubber ball from a grocery store machine — it

features an unstoppable, erratic bounce that comes
from all angles. There’s no one religion to unite the
people. Even the big players in the West (Christian-
ity, Islam, Judaism) are scattershot, and are countered
by countless New Age, pagan or pseudo-scientific
religions. All of these religions 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-religious cults). Most of them appear
harmless (self-empowerment groups, self-help
therapy groups, faux groups devoted to made-up
religiosity), though some are facades that hide more
sinister natures behind happy curtains. A mortal
who gets caught up in these cults (a weight-loss
group, for instance) might slowly slide down the
slippery slope of the group’s practices (fat-loss leads
to weird prayers of “self-enlightenment,” and that
leads to nightly worship of strange “angels”). And at
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the bottom of the slope, a mortal might willingly —
though unknowingly — invite a demon to take
possession. Many demons have set up such cults to
work this particular style of gris-gris.

THE HumAax Sour,

When possession occurs inside a human who was
alive, not dead, what happens to the human soul?
When a demon possesses the recently deceased, the
human soul is essentially kicked out with only the
detritus of memory lingering behind. But what hap-
pens when the soul remains? It’s trapped somewhere
inside, pushed into submission by the bullying infernal
soul. The soul is not driven out in the standard fashion,
so what are some options for both you and your
Storyteller to provide drama in game surrounding this
issue? (Obviously, should you and the Storyteller de-
cide that the still-living possession acts in an identical

CANNORMAL PEOPLE BECOME
POSSESSED?

We've detailed ways here for a human to be-
come possessed without dying, yet those waysinvolve
a debilitation of the spirit and soul. Can a regular
person who hasn’t lived through heavy addiction or
abuse or self-molestation become possessed, though?
Are there times when this is possible?

Typically, no, but our Golden Rule applies.
Whatever makes your story and character stronger
in your mind goes. First things first, be sure to talk
to your Storyteller about it. If she says go for it, then
feel free. But even if she does say so, you should still
probably stick to some cardinal rules if this is a path
you're willing to travel.

Regular, happy-go-lucky John Does are not
vulnerable to possession. Happy people who are
content and blind to the injustices of the World
of Darkness do not make good fallen vessels.
Their spirit is strong whether they’re religious or
not. If you do want a demon to possess someone
just walking down the street, you should at least
make concessions and some kind of reasoning
behind it. “Well, Justin is vulnerable because
his girlfriend just broke up with him and he
crashed his car and his house burnt down all in
the same month. He’s feeling very hopeless right
now.” Or, “Jessica lives a content life during the
day, but at night she is wracked with night-
mares, and these nightmares leave her open for
possession.” Just be sure to find out exactly why
the spirit is enfeebled. This weakness of soul is
necessary for possession, even if it’s for a frac-
tion of a moment.
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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 it to be. Whatever’s best
for your character and the story.)

Trr Living GHOST

What if the human soul resides inside the demon’s
mind like the quiet voice of a ghost? The fallen exists,
perhaps relying more upon demonic memories, but the
mortal mind is more active and vocal. Of course, this
would mean that the merging between the two charac-
ter halves is disjointed, but it’s something that might
make an interesting character arc. Resolving the chat-
tering voice inside one’s head (especially one that’s
probably going further down the road to insanity as the
days go on) might be a fundamental part of your
character’s story. s 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? What other options exist to make
this partnership even more demented?

ENSLAVE THESOUL

Perhaps the demon knows of the soul’s presence
and is able to dominate it through simple personality,
which makes it able to bully the lingering soul into
giving it information — or even Faith (at the
Storyteller’s behest). Is it possible, then, that the
human soul is able to bully and trick the demon mind
in return? Can the balance change? If so, an option
might happen as follows:

ENSLAVE THE DEMON

While this frightening option is rare, it’s not
impossible to suggest that the human personality
remains tenuously dominant while the demon mind
is the constant voice in the back of the head. The
two halves might be so separate that the infernal
side is actually 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. (For an example, see Hunter:
Fall From Grace, specifically the character 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 and
work for mutual benefit?

Drive THESour, Out

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 ultimately up to the
Storyteller to decide. Driving the soul out might
mean that that fallen memory becomes 100% domi-
nant and the human memories are wiped clean. But
does this tabula rasa infer that your characters’
Torment will skyrocket in the process? Torment is
held back by the warm blanket of human memories,
so what happens when the human soul is punished
and ejected?
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The man who newer alters his opinion is like standing
water, and breeds reptiles of the mind.

—William Blake, Proverbs of Hell

When a demon tears free from Hell and takes root in
the body of a human, she finds herself in a new, alien
world. A world where she has little of her old power,
where her memories are clouded, and where she must
work diligently and in secret in order to get what she
wants. In short, a newly emergent demon finds herself
starting at the bottom, and there’s a long way to go before
she can reclaim her former power and reach her goals.

This process of learning, growing and regaining
one’s full demonic strength is represented by Demon’s
experience system. As a player guides her character
from one story to the next, she gains experience points,
which she can then use to improve her character’s
traits. This growth is a fundamental part of a Demon
chronicle, butit can also be a great source of roleplaying
opportunities and story elements. The character
changes when a trait changes, and that change can be
reflected in the context of the story, whether in the
process of improvement or in the effects of the changes
that occur.

@

The traits with the most roleplaying opportunity
are those that influence the character’s personality
and lifestyle. Backgrounds show how a character lives
and what effect she has on the world around her.
Virtues describe how a character thinks and feels, as
well as how she balances her demonic and human
sides. Lore shows the character’s infernal might and to
what extent she can remodel Creation.

This chapter looks at what’s involved in improv-
ing and changing these traits. It also shows how you
can go beyond the simple expenditure of experience
points to find new roleplaying opportunities in your
character’s development.

Backerounps

Backgrounds are unique and very important traits
in Demon. While other traits measure what your
character can do, Backgrounds measure what she has
done, what she’s accomplished and how she lives her

O



42

life. They show your character’s lifestyle, access to
money, capability to influence society and the world
around 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 Attributes, Abilities, Nature and other traits —
except that one has Resources 5 and Influence 5, while
the other has no dots in either Background. Identical
characters with completely different lives and
roleplaying possibilities.

If Backgrounds measure a character’s life, then her
life must notably change when those Backgrounds
change. The struggling student gets a cushy job and
starts raking in the cash; the nobody becomes a famous
actor; the ignored demon becomes a force to be reck-
oned with.

A Background change is an important part of a
character’s story — too important, and too interesting,
to simply take effect off screen. While you can simply
increase Backgrounds between stories by spending
experience points, most Storytellers will want a justifi-
cation for the increase — a reason why your character
has more money, stronger memories of the ancient
past or new, loyal followers. Don’t think of this as
jumping through hoops to satisfy your Storyteller,
though. It’s an opportunity to roleplay through major
events in your character’s life, setting up changes and
improvements during the course of the chronicle and
then cementing them into place with experience points.

Life isn’t perfect, and while a character’s life can
improve, it can just as easily get worse. Therefore,
Backgrounds can actually decrease as time goes on. A
character could suffer huge gambling losses and go
bankrupt; an ally might turn his back on his demanding
associate; a change of government could eject a demon
from the corridors of power. These downward changes
to a character’s Backgrounds are normally dictated by
the Storyteller, based on the events on the chronicle
and the consequences of the character’s actions.

Speaking of consequences, the effects of a Back-
ground increase (or decrease) are also prime roleplaying
material. If you increase your Firearms Ability from 2
to 3, yousimply become more proficient with guns. But
if you increase your Resources from 2 to 3, you've leapt
into the upper classes, with vastly more money and
access to equipment — and also new responsibilities
and problems leading from your newfound wealth.
Exploring the effects of a Background change is as
much a source 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 contacts to
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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 iceberg.

ALLIES

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

When you design your character and select allies,
try to create individuals that 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 few combat abilities,
a good ally might be an ex-cop with excellent physical
skills and access to weapons. Alternatively, you might
want to come up with characters who complement
your character’s strengths. If you're playing a vengeful
warrior, a good ally might be the owner of a gun store
who can keep your character supplied with black-
market firearms.

Almost anyone can be an ally. Fellow demons are
an obvious choice for the fallen, but mortals make
strong allies as well. Don’t forget that your character
had a life before being possessed; some of her allies
might come from that period — and might not know
the details of her new existence. It’s even possible, if
your Storyteller gives her permission, that your charac-
ter could have a supernatural creature, such as a
vampire or werewolf, as an ally.

GAINING ALLIES

Through the course of a Demon chronicle, the
players’ characters are likely to meet lots of different
Storyteller characters, occasionally striking up deals
and temporary alliances with many of them. Any of
these friendly characters, mortal or demon, could
become a new ally for your character.

[t’s not enough just to say that the two characters
become friends, though; you need to spend story time
cementing the relationship. Before a character can
become a formal ally, she ought to feel friendship or at
least respect toward your character. That’s probably
going to take quite a bit of positive interaction and
quid pro quo arrangements, spaced over several chap-
ters. The character might even demand a special favor
or need help with her own problems before she enters
a stronger relationship with your character.
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Of course, the Allies Background doesn’t just
measure how many allies your character has, it also
measures the capabilities of those characters. Instead
of adding another ally when increasing your Allies
rating, you might instead want to improve the value of
existing allies. Maybe your ex-cop friend has been
honing his skills and beefing up his gun collection, or
that librarian you know might have learned a few
occult tricks.

This improvement might not even need to be
based too strongly on game events — minor increases
inan ally’s Abilities can probably take place entirely in
downtime. More meaningful improvements — things
that drastically alter the character’s capabilities and
make him much more useful as an ally — should stem
from in-game events. Before your librarian friend learns
summoning rituals, she should make several appear-
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, after all; your character will have to keep all of her
allies happy if she 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 good
source of roleplaying opportunities.

LOSING ALLIES

The world of Demon is a dangerous one, and a
character’s allies are no more invulnerable than he is.
[t’s all too easy for an ally to die — perhaps in battle at
your character’s side, perhaps assassinated in silence by
your enemies. You'll just have to do without his help
from that point on.

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

[t’s also possible — but rarer — to lose dots in
Allies because one of your allies loses a degree of her
competence or power. If a demon loses her position of
influence in the infernal court or the ex-cop suffers a
crippling injury, the Storyteller might decrease your
character’s rating to reflect these changes.
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The possible consequence of a drop in Allies is
that your character could gain a bad reputation. If she’s
mistreated and driven away her allies, word will get
around that 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 allies, contacts are individuals your charac-
ter knows and can use to his advantage — but with
an important difference. Allies play an active role in
the chronicle, appearing on stage and working along-
side your character under the control of the
Storyteller. Contacts, 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 to spend as much time defining them as you do
your character’s allies. While an ally probably requires
a full character sheet or at least notes on his abilities,
a contact really just needs a name and an area of
expertise. Make a quick note of your character’s con-
tacts, along the lines of “Sergeant Phillips, 14th
Precinct,” so that you can quickly decide who your
character is consulting when you make a Contactsroll.

When deciding on your character’s contacts, pick
areas of expertise that your character can’t readily
access himself. If your character works for anewspaper,
he 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 events. Similarly, don’t double up on contacts —
your character doesn’t benefit much from having two
contacts at different newspapers. Instead, give each
contact a widely different area of expertise. That way,
your character has plenty of options when trying to
gain information.

With your Storyteller’s permission, a contact might
be useful for more than just information. A fence
might be able to provide your character with forged
passports or black-market weaponry in addition to
information; a reporter for a major TV network might
be able to help your character gain public visibility and
popularity. This kind of assistance can start to overlap
with the benefits of the Allies Background, soit’s up to
the Storyteller to approve such use of Contacts. If she
does, you still make a Contacts roll to take advantage
of the contact, and the difficulty is likely to be higher
than usual.

GAINING CONTACTS
The easy way for your character to gain dots in
Contacts is simply to make new contacts. 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 thing: to
make the effort worth their while. Promise the
operator at the phone company a hundred bucks
when you need a number, and he’ll probably be
happy to help. A potential contact doesn’t even
have to like the character. She can actively dislike
him but will still provide information as long as she
gets paid for her trouble. In fact, you can even turn
someone who hates your character into a viable
contact if your character can blackmail, extort or
threaten information out of the person.

When your character gains a new contact, he also
gains a little more notoriety and visibility. Contacts
are likely to talk about their new connection, since
theyaren’tas concerned with protecting the character’s
interests. Such a thing might be good or bad, depend-
ing on what services the contact provides. It’s a good
idea to impress the need for secrecy on any contact
who provides sensitive or confidential information.
Your character might also find that his new connec-
tions sometimes feed him information without being
asked. They just assume that he’d want to know about
something juicy (and would be prepared to pay for the
knowledge).

LosING CONTACTS

Like allies, contacts are vulnerable beings who
might get killed off during the course of a story. It’s
much less likely, since contacts are rarely involved
directly in the chronicle, but accidents can still
happen. If the character tells the wrong person
about his friend at CNN, she might end up having
a nasty accident. It’s also possible that the contact
may cease being useful due to the events of the
chronicle. If the characters burn down City Hall,
you can’t really get any more help from the clerk
who used to work there.

Contacts can also cease working for the character
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 character is too
stingy. Some contacts will still cough up information
if threatened or beaten, or they might sell out the
character to his enemies.

There aren’t many effects that follow losing dots in
Contacts except for a loss of access to information. It’s
possible that disillusioned former contacts might
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badmouth your character to their friends — or to the
character’s enemies — but on the whole, contacts
don’t play an active part in your character’s life. He
won’t be much affected, then, if the contact breaks off
the relationship.

EMINENCE

A character’s Eminence Background measures her
standing in demonic society 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 rating, she
becomes a respected courtier or powerbroker; with a
high rating, she can become one of the great powers
and decision-makers in demonic society.

Not every Demon character is involved in de-
monic politics, of course — many chronicles focus
on characters who operate outside the bounds of a
court and perhaps even work to subvert demonic
society. Yet even these outsiders can benefit from
having dots in Eminence, because the Background
also determines the level of respect and perhaps
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 Wrath but now chooses to remain outside the
current power structure. Another might have
amassed a reputation as a rabble-rouser since return-
ing to the mortal world.

Eminence allows you to bring a degree of authority
and reputation to bear in your character’s social inter-
action with other demons. If she’s dealing with a
recalcitrant demon who won’t give her the informa-
tion she needs, use her social standing as a way of
putting pressure on the demon. Eminence can be used
to 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 also presents the character with a new
set of problems and responsibilities. Characters with
low Eminence get very little respect from their fellow
demons, and they run the risk of being used as pawns
or scapegoats by more politically powerful characters.
A character with high Eminence has the power to
pursue her own agenda but must fight constant politi-
cal battles to safeguard her position and subvert the
plans of her power-hungry rivals.

GQAaNNG EMINENCE

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

— is to perform onerous duties or work for the better-
ment of an important court member or influential
demon. If your character works well in the service of
such a Storyteller character, she’s likely to be rewarded
with status and promotion within the court (though
she likely won’t be able torise to a higher position than
that of her patron). Similarly, if your character acts to
protect an important demon from the political machi-
nations of arival, she could easily be rewarded with an
increase in Eminence.

For characters working outside the infernal courts,
raising Eminence is usually accomplished by gaining a
reputation of some sort. If your character foils the plots
of the local 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. It’s difficult to
leverage fame into influence if you work outside the
courts, however, and the Storyteller may limit such
characters to just two or three dots of Eminence —
enough to make social interactions easier, but not
enough to gain real social power.

With greater Eminence comes greater responsi-
bility. Other demons will come to your character
looking for favors, for patronage and for political aid
in their own endeavors. The character is also going to
attract new rivals and new enemies — demons des-
perate to stay on top of the political pecking order
and jealous of her new level of influence. Characters
outside the courts will experience this phenomenon
as well, but to a lesser degree. Her few petitioners will
be other outsiders and a few desperate courtiers, her
enemies other outsiders scrabbling for crumbs of
power. A much greater danger for an eminent out-
sider is the risk of being labeled an enemy of the
infernal order and hunted by the forces of the courts
as a rebel and dissident.

Losivg EMiNeNce

No one likes a loser, and the easiest way for a
character to lose prestige and Eminence is to fail in her
duties. A botched mission for the court is liable to cost
the character a great deal of influence and position.
Your character might also lose Eminence as a result of
aploy or political gambit on the part of her enemies. A
popular tactic is to force a demon to give up political
ground in order to 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 your political power and
social standing.

Just as outsiders find it a little more difficult to
gain Eminence, they also suffer less risk of losing
prestige. Minor failures are unlikely to threaten a
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character’s reputation — it takes a major screw-up to
accomplish that kind of social damage. Botched en-
deavors or important losses to your enemies can
damage a reputation, particularly if your character
starts to look ineffectual 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 character’s
life simpler. Some of her enemies will ignore her once
she falls past a certain level of importance. It’s 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 to the
character for aid, preferring to trust more useful or
popular retainers. Alternatively, loss of Eminence
makes the character more popular as a servant — but
only because her new patron wants a disposable pawn
or a deniable asset. Outsiders who lose Eminence
have to deal with a world that’s starting to forget
them — and have to work twice as hard when dealing
with demonic society.

FAME

Fame is the headiest drug and most powerful
religion of the 21st century, and that’s a power many
demons want to tap into. From authors to actors,
preachers to professional wrestlers, singers to serial
killers — being famous is an end in itself for some,
while for others it’s a only a tool for getting what they
really want. Some demons — the lucky ones — possess
the body of someone who'’s already famous at the point
of their escape from Hell and can start taking advan-
tage of their host’s fame and influence right away.
Other demons become famous after possessing their
host, using their powers and abilities to gain attention
and notoriety.

Fame is generally most useful in social situations.
A famous name or face can be a huge advantage when
dealing with mortal society. Even if the cop investigat-
ing you isn’t a fan of your movies, he still has to treat
you with deference to avoid bad publicity for his
department. There’s also a good chance that other
demons will react to your fame — after all, most
demons pick up some of their host’s personality and
interests. You might not have the Eminence to make
a demon courtier bend to your will, but she might just
do what you want 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 killers.
Negative fame usually means a character is widely
reviled, disliked or feared by mortal society. It could
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even mean the character is a wanted criminal. This
kind of fame isn’t as easily useful as positive fame, but
it has its uses. An infamous character has a good
chance of intimidating or frightening mortals. In the
World of Darkness, even infamous criminals and mur-
derers have their fans — morally bankrupt mortals
who will do anything to help their dark idol.

GAmNNG FAmE

All you really need to do to become famous is to
have people notice you, and there are plenty of ways a
character can do that. Characters with no fame can get
themselves on the news through their heroic (or de-
praved) actions, perhaps write a book or release a
single. In fact, in this media-soaked world of reality TV
and overnight celebrity, a person can almost become
famous just by acting as if they were already famous.
Once you get your face on TV, people will treat you
differently, and you can use that attention as a launch
pad to further fame.

Characters who possess one or more dots in Fame
already have a reputation and some media attention.
To increase the Background, they need to improve
their media profile by doing whatever it is that made
them famous. An actor needs to star in a new movie,
a designer needs to release a new clothing line, a mass
murderer needs to go on a killing spree. Characters
might want to consider hiring a publicist or media
agent to assist in these projects. A simple press confer-
ence or media release can do wonders for increasing a
character’s public profile.

With increased fame come added problems. The
character might no longer be able to appear in public
without being recognized, which is not only inconve-
nient, but downright dangerous for a demon trying to
achieve his goals in secret. 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 certain responsibilities come
with fame, such as managing your income to avoid
excessive taxes or endless personal appearances and
charity events. For a character with negative fame, an
increase in the Background could mean a nationwide
manhunt or having his face being plastered all over
America’s Most Wanted.

LosmaFAME

One of the quirks of modern society is that it’s
difficult to actively make yourself less famous. You can
make yourself less popular — by speaking out against
mass opinion, hitting a pedestrian while driving drunk
or calling your fans mindless sheep in an interview —
but that doesn’t mean the media will pay any less
attention to you. In fact, you're likely to gain notoriety,
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 celebrities self-destruct.)

The only real way to become less famous is to
stop appearing in the public eye. Stop writing books,
stop making movies, and certainly stop killing people
if you're a wanted terrorist. The media is a hungry
beast that constantly needs novelty, and it quickly
gets bored with celebrities who don’t do anything.
Your character can withdraw from the public delib-
erately, or the Storyteller may rule that your character
loses Fame if he doesn’t do enough to keep drawing
public attention. Failure is another way to lose
Fame. If your new movie, book or fashion line is a
flop, the media will desert you, and many of your
fans will follow suit.

The effects of a loss in Fame is generally just a
lessening of public attention. Your character is now
safe to go out in public to shop, but she no longer
enjoys 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 might also find
a few members of the public becoming antagonistic
toward your character. Many people resent their
celebrities even as they worship them, and a former
star can become a target for ridicule or even physical
attacks. For a character with negative Fame, adrop in
the Background might mean a drop in attempts to
arrest him, but people might no longer fear him the
way they used to.

FOLLOWERS

Followers are mortals who work in your character’s
service. They differ from contacts in that they often
appear on stage and carry out tasks for the character.
Followers are less capable than allies, however, in that
they are always normal mortals without supernatural
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 efforts, and they won’t take endless abuse without
rebelling, but they will still do almost anything your
character asks.

Many demons set up cults and hidden religions,
and an obvious kind of follower is the loyal acolyte or
worshipper. Other kinds of followers do exist, how-
ever, and 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 staff members; the captain of a
SWAT team might have her subordinate officers.
The main thing that differentiates followers from
other mundane retainers is simply their 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 tasks that are
generally too minor for your character to take care of
personally or too mundane to warrant roleplaying out
in detail. Someone needs to drive your character
around, take care of her taxes 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 character at risk. If you need to lure out
the maddened demon who’s stalking and killing pros-
titutes, you could dress as a hooker and lure him out,
but it’s safer and perhaps a better strategic option to use
your loyal worshipper as bait. Followers can also some-
times serve as backup in dangerous situations. An ally
would be more competent in a crisis, but followers can
be counted on to fire wildly, distract opponents and
drive the injured to safety.

GAINING FOLLOWERS

Recruiting new followers isn’t particularly diffi-
cult — in fact, your character might be spoiled for
choices. If your character maintains a cult of worship-
pers, she’s probably always looking for new members.
Characters without acolytes still have plenty of op-
tions for finding followers. Almost any normal mortal
could qualify as a new follower — all that’s needed is
to choose a useful candidate, then work to ensure that
the mortal becomes loyal. Another good possibility is
to promote an existing mortal retainer to follower
status. Again, all that’s needed is to make the mortal
more devoted to your character.

So how does your character inspire this loyalty?
Plenty of options are available, and different demons
have different methods. One possibility is to use evo-
cations and demonic abilities to bind a mortal to you
— the Lore of Humanity, Radiance and Longing are all
useful for this kind of evocation. A demon can also
demand loyalty as part of a pact he enters into with the
mortal. For a non-supernatural method, characters
with strong psychological skills can condition or brain-
wash mortals into unthinking loyalty (although such
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 grateful as
to enter your service willingly.

An increase in the Followers rating often makes
the character’s life that little bit easier. She can now
command others to do the mundane tasks and minor
jobs that took her attention before, allowing her to
devote herself completely to her own goals. This
increase in focus can make a character more driven and
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capable and could even provide a rationale for increas-
ing other traits with experience points. The downside
of gaining a new follower is that you now have to
provide for that person. Followers are loyal and de-
mand little, but they need something for their troubles
— a paycheck, a place to live or simply the love and
attention of their demonic mistress. A character gains
convenience by gaining followers, but if she doesn’t
satisfy their needs, that convenience could quickly be
lost, as disgruntled followers stop performing their
tasks properly.

LosSING FOLLOWERS

While followers are as fragile as any mortal, they’re
not particularly likely to die in a character’s service,
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 character and her
allies, and keep the followers in reserve. (A follower
pilots the plane but generally doesn’t parachute into
the enemy’s stronghold at your side.) Of course, if your
character wants to put her followers in the front lines,
she’s free to do so, but she shouldn’t be surprised if they
drop quickly. Followers are at risk of being killed by
their mistress’s enemies, of course — killing off her
mortal entourage is a good way to send your character
a message or make a threat.

The other main way your character might lose
followers is if they simply decide to stop working in
her service. Such a thing isn’t very common, though.
After all, these are mortals who are strongly loyal to
your character and might even die for her if neces-
sary. Yet even loyal minions have limits. If your
character pushes her followers beyond their limits,
it’s entirely possible that they might jump ship. If a
character constantly mistreats her followers, forces
them into combat situations or refuses to see to their
needs, they will eventually rebel — and hopefully
they won’t clean out their former mistress’s bank
account when they leave.

The main effect of losing followers is that the
character will have to start doing her own dirty work
again. Responsibilities that once could be trusted to a
minion will have to be taken care of personally — and
it’s galling in the extreme to be forced to miss a vital
court meeting because you’re doing your taxes or being
forced to use public transportation. The other draw-
back of losing followers is the risk that those former
minions will start working against your character. Fol-
lowers aren’t competent enough to be a personal threat
to your character, but they can sell her secrets to her
enemies, encourage her remaining followers to leave
or simply badmouth her so that she gains a reputation
as a harridan and a harsh mistress.
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INFLAUENCE

Influence measures a character’s capacity to con-
trol and manipulate mortal 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, a senator or the owner of
CBS. Like Fame, Influence might be something the
demon inherits from his mortal host — possessing the
body of the mayor — or the demon might have used
his powers and abilities 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 what kind of influence your character possesses.
Does he have political power? The capacity to manipu-
late the media? Does he have asyndicated televangelist
program that lets him mold public opinion and sway
his loyal viewers? Characters with the same Influence
rating can have very different styles of influence and
control, so pin down just what your character can
control and manipulate.

The primary use of Influence in the chronicle
is to allow your character to manipulate mortals at
a distance. Influence can let you control crowds or
even entire cities, far beyond even the greatest
demonic evocations. If you want a city block to be
deserted while you invade your enemy’s strong-
hold, you can arrange to have the area cordoned off
by the police or stage a parade elsewhere to attract
public attention. Want to thwart an Earthbound
cult? See how it copes with a police raid or endless
demonstrations by concerned mothers. Influence
can also be used to inconvenience or harass de-
mons, most of whom still have to interact with
mortal society on a daily basis. Your enemy might
be the tyrant of the local infernal court, but she
might still fear getting audited.

GAINING INFLUENCE

To increase his personal influence, your character
has to gain greater control over the structure of mortal
society. Doing so often involves insinuating your own
thralls into positions of power or making mortals who
are already in those positions into your pawns. For low
levels of Influence, it can be fairly easy to do so— place
a few thralls in the mayor’s office and the police force,
and you’re in charge. Higher Influence ratings require
more work, and your thralls will have to be more
prominently placed. Influencing policy decisions across
the USA requires more than a White House page as a
thrall — you need to put senators and advisors into

power. That means winning elections, 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
be the mayor, with all the power of the office at your
fingertips. Again, it’s easier to gain low levels of
Influence. For example, winning a mayoral election
or taking command of the local CBS affiliate might
take only a single story for a determined demon.
Gainingahigh Influence rating becomes much harder.
If you want to move from mayor to senator to gover-
nor to president, that’s going to require constant
work over the course of the entire chronicle, and it’ll
be difficult to keep your character’s other activities
hidden during the process.

Once you've attained a higher Influence rating,
your character is going to have to work hard to keep his
newfound power. Human politics and power struggles
are just as cutthroat as demonic politics — perhaps
more so — and your character will have amassed many
enemies and rivals on his way to his current position.
Those rivals will constantly be working to undermine
his endeavors and unseat him from power, so he’ll have
to spend a lot of time keeping — and using — his
power. Influence also brings with it alevel of visibility.
Even a character who works from behind the scenes is
going to face at least some level of scrutiny, if only from
those he interacts with. Keeping his demonic nature
secret will be almost as great a challenge as controlling
human society.

LOSING INFLUENCE,

Like Eminence and Fame, Influence is a Back-
ground that requires a certain level of maintenance.
Power is an addictive drug, and 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 your character is willing to spend all
of his time propping up his position, he runs the risk of
leaving his affairs unattended at a critical time. And if
he focuses too much on his private agenda and the
events of the chronicle, he’s almost certainly going to
lose some of his political power.

Influence is also prone to falling due to situations
outside the character’s control. After all, Influence is
all about controlling mortals and their political struc-
tures, and those are prone to change at a moment’s
notice. If the balance of power changes, the character
might be forced out in the cold. (It does you no good
to control the mayor if he loses an election.) Simi-
larly, your syndicated religious TV show could fall in
the ratings and be cancelled, and your powerful
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corporation could be slammed with tax fraud indict-
ments. The Storyteller decides if such misfortune
befalls your character — a botched Influence roll is
just one possible reason for such an event.

As with Eminence, a loss in Influence can bring
withitareduction in some headaches and responsibili-
ties. When your character becomes a less inviting or
dangerous target, his rivals might stop attacking him.
That’s generally small consolation for the loss of pres-
tige and control a drop in Influence forces on the
character, though. He might have to get used to a
much less easy lifestyle — a life where the police won’t
wave away his speeding tickets and senators won’t
return his calls. Your character might also attract a
reputation as a failure and a loser, or at least as a fading
power — further weakening his capacity to influence
others and possibly affecting his role in demonic poli-
tics as well.

[ EGACU

Unlike most Backgrounds, which measure a
character’s external relationship with others and
society, Legacy is completely internal — a measure of
the character’s capability to access her vast cache of
memories. Demons have lived for untold eons, 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
a demon must “fold” her memories, compressing the
vast bulk of them and storing them in the unused
portions of her 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, accessing a sort of mental index to pin
down ablock of her memories, then unpack them and
recall the details as usual before submerging them
back into her unconscious.

That’s a very clinical metaphor, though; the
reality is usually very different. For most demons, the
inability to readily access their deepest memories is
extremely frustrating. It’s as if the most important
parts of your mind and identity were lost in a mental
fog, only occasionally glimpsed in day-to-day life. A
demon still knows that she is a demon, but with her
demonic memories so far removed and the memories
of her human host so near, confusion frequently sets
in. Many demons strive hard to hold on to their
memories 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 meditate for
hours or days on their pasts or attempt to surround
themselves with relics and data that might jog their
memories to the surface.
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In play, Legacy serves as a way for your character
not only to flesh out her demon’s history but to learn
new and useful information that will aid her over the
course of the chronicle. Your rival in the court might
have a weakness that you could remember, or you
might be able to recall the location of a cache of relics
from the Age of Wrath. Sometimes the sight of a
location or a demon’s face is enough to warrant a
Legacy roll if the Storyteller feels it’s appropriate.
More often, you'll ask the Storyteller 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 to spend time meditating or
racking her brain.

GamNmNG LEGACU

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 get better at it.
Obviously, if you're making a Legacy roll in every
scene, your character is getting plenty of practice, but
that can start to get 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
at a time? Pore obsessively over volumes of occult lore
looking for anything that jogs her memory? Come up
with a couple of remembrance rituals for your charac-
ter, methods she uses to focus on her past. You might
even ask the Storyteller if you can play out ascene from
your character’s past as a flashback, which gives your
Storyteller an excellent chance to foreshadow or elabo-
rate on the current story.

A common side effect that often accompanies
anincrease in Legacy isa distancing from the demon’s
host and the mortal world. There’s only so much
space in the human mind for memories, and some
demons 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 on her
demonic side. A demon with high Legacy can find it
harder and harder to communicate with mortals,
who don’t share her vast memories and demonic
perspective. Such high-Legacy characters tend to
associate more with other demons, and can become
socially awkward with mortals. Some demons com-
pletely abandon their connections with the mortal
world and live solely among demons. Your character
might not go this far, but she’s still likely to run into
problems when interacting with mortals or with her
host’s memories and lifestyle. These problems can
manifest as penalties to Social rolls when dealing
with mortals, or her other Backgrounds might end
up dropping.
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LosiNng Leaacua

[t’sfairly difficult to lose Legacy. A demon’s memo-
ries are simply too powerful, too much a part of her
being, to simply be forgotten, but a character can
develop difficulties in accessing those memories. This
generally happens when a character neglects her de-
monic side in order to focus on her interaction with the
mortal world. A demon that gets too caught up in the
life of her host, rarely accessing her memories of Hell
or the Age of Wrath, might find those memories
sinking even further into her subconscious and becom-
ing even more difficult to access. The Storyteller
generally decides if such is the case. If you don’t
attempt any Legacy rolls for several stories, or your
character neglects the demonic side of herself to focus
on her mortal career, she might lose dots in Legacy.
The Storyteller might also reduce your character’s
Legacy rating if you botch a Legacy roll — your
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
growing confusion between the character’s mortal and
demonic identity. Demons aren’t human, make no
mistake, but they live inside the minds and souls of
their hosts, and most demons identify with their host
to at least some extent — taking on board elements of
their host’s personality after possession. As access to
the memories of her demonic existence fade, the
memories of your character’s host tend to grow stron-
ger. In extreme cases, these mortal memories might
overwhelm a demon to the point where she forgets her
real nature for a period of time, living out the life of her
host. More likely she still remembers who and what she
is but feels more comfortable with mortals than with
other demons. This might lead to her throwing herself
further into her host’s identity and lifestyle (possibly
causing further loss of Legacy), losing face and favor in
the courts or even suffering penalties to Social rolls
when interacting with other demons.

MENTOR

A mentor is a Storyteller character who has taken
your character under her wing. Most appropriate men-
tors are fellow demons — one wiser, better situated or
simply more powerful than your character, who is
willing to aid her in her endeavors. With Storyteller
approval, your mentor could be a mortal, but this is
rare. Such a character would have to know something
about the demonic condition and your character’s
secrets. Conceivably, amortal mentor might not know
that your character is a demon, but such a mentor
would have very limited abilities to aid your character.
If your character is an up-and-coming businessman

who’s guided by an established entrepreneur, she could
classify as a mentor, but she’d only be able to aid him
in mortal finances and politics and would have to kept
in the dark about her protégé’s double life.

The primary support that a mentor gives is usually
advice and information. The mentor will have 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 occult, she might be
able to tell you how to design a summoning ritual or
where to find an ancient artifact. Mentors with greater
power and influence, whether in the demonic or
mortal spheres, might also bend that power to your
character’s aid. The Storyteller decides on the Back-
grounds your character’s mentor possesses. If those
Backgrounds are better than your character’s, he might
be able to make use of them on occasion. Your charac-
ter might only have Resources 2, but he can make use
of his mentor’s four dots in Resources — though only
occasionally, and only if she approves of how he wants
to spend her money. Some rare mentors might take an
active role alongside the character — fighting by his
side, creating magical devices for his use — but this is
solely at the Storyteller’s discretion. Mentors generally
don’t take such an active role — that’s the purpose of
allies — but the Storyteller may allow this if it en-
hances the story.

Mentors help their protégé’s for many reasons.
Some mentors respect or even love their charges; some
need a useful agent and see the character as having
potential; some dislike or even hate their charges but
need someone to perform tasks they cannot handle
alone. What'’s common to all mentor-protégé bonds is
that the mentor doesn’t help your character for free.
Your mentor wants something in return for her help —
and 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 to know that your character
works for her. When you create your character, work
with the Storyteller to decide what the character’s
relationship is with his mentor, and what she wants in
return for her help.

GAINING MENTOR

In order to increase your character’s Mentor rat-
ing, you have to increase the power, prestige or
usefulness of the mentor. She needs to be able to place
more power behind your character, and that means
your character has to send that power your way. All the
things your character can do to improve his own
Eminence, Influence, Resources or similar Backgrounds
can also work to improve his mentor’s Backgrounds,




and thus increase her power. It’s possible that both
your character and his mentor might benefit from
certain acts, but it might also be that your character
doesn’t gain anything for himself from his work. Even
worse, he might have to damage his own position in
order to elevate his mentor.

Analternative to improving your mentor, of course,
is getting a new mentor — one more powerful and
influential than your former teacher. Maybe there’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 your old mentor’s did. If your character can
find a new mentor, he can try to change allegiance —
if the new mentor will accept him. There’s bound to be
aprice, and it might include the betrayal or denuncia-
tion of his former mentor. It might instead (or
additionally) include a special mission for his new
teacher in order to prove his loyalty and to give her a
reason to accept him as a student.

With a more powerful mentor comes greater
responsibility for her protégé. Just as a character
would have to work to maintain his own gains in
power, he will have to work to keep his mentor
ensconced in her new position. His mentor’s rivals
will want to unseat her from power, and he’ll have to
protect her from their efforts — and perhaps also
protect himself, if they try to cast him down in order
to get to his mentor. Extra complications exist for a
character who trades up to a more powerful mentor.
He might amass a reputation as a user and an oppor-
tunist — or worse — if he betrayed or hurt his old
mentor. And if his former mentor is still around, she
might be looking for a chance at revenge.

LosiNng MENTOR

Just as your character can lose his own political
power and influence, so too can his mentor. This can
happen for reasons completely outside the character’s
control — after all, the mentor is a Storyteller charac-
ter who can make her own mistakes. Yet there are also
plenty of ways in which the character’s actions can
lead to her mentor’s downfall, such as a failed en-
deavor, a secret told to the wrong person or simply
neglecting to maintain his benefactor’s estate effec-
tively. The mentor falls down the ladder of influence,
and your character falls along with her.

The character’s Mentor rating can also fall if he
changes to a new benefactor who is less powerful and
capable than his former mentor. He might have traded
down because he’s fallen from favor with his old
teacher. Ifhe doesn’t do enough to meet her needs, she
might spurn him for someone who will. The demotion
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might also be the result of political maneuverings —
the mentor might have to let your character go in order
to keep her power. He might even willingly change to
a less powerful mentor if he has a better relationship
with the new benefactor or if she can provide a differ-
ent kind of assistance.

(There’s one other reason why your character
might lose Mentor 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
have to learn to rely more on his own abilities and
resources. It’s quite likely that 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 mentor,
the character is likely to attract a reputation as a
failure or a liability — or perhaps a fool if he was the
instigator of the change.

PACTS

This Background determines how many pacts your
character has established at the start of the chronicle.
That last part is important, and it means that Pacts is
different enough from the other Demon Backgrounds
that it warrants a separate discussion.

Other Backgrounds can be increased with experi-
ence points, but Pacts can’t be increased in this way.
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. 252).
New pacts gained in this fashion don’t increase the
Pacts Background — you keep a separate record of
those new thralls and the terms of the agreement they
have with your character.

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 starts
the chronicle with Pacts 2 then gains another three
pacts during the course of the game. During a crisis,
one of her original thralls dies, 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 Background
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completely. This one-sidedness is just one reason
why demons should protect their thralls from dan-
ger and make sure that pacts aren’t broken.

When you create your character, give some thought
to her existing pacts. Who are her thralls? What is the
nature of the agreement she has with each one? How
did she come to this agreement in the first place? What
does she have to do to keep up her end of the bargain?
Do other demons know about these pacts? How does
she protect these thralls from her enemies?

PARAGON

All demons have the capability to perform evo-
cations, manipulating the names and identity of
reality itself through their lore. A character with the
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 her
primary lore more frequently, with little risk of losing
Faith or uncontrollably evoking the high-Torment
effects of the Lore.

It’s worth noting that Paragon covers your
character’s skill with her primary lore, not the power
of her evocations — that depends on how many dots
she has in the lore itself. A character with a high
Paragon rating but a low rating in her primary lore

can evoke only minor effects, 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 lore can do almost anything
with her evocations.

Characters with high Paragon ratings often be-
come very confident with their evocations. After all,
they can afford to use minor effects whenever they like,
with no risk of failure or uncontrolled effects. More
powerful evocations still cost Faith to use, of course, so
your character won’t use them so readily, but lesser
evocations can be used almost casually. A skilled
Scourge of the Ellil visage might always be surrounded
by breezes and winds; a skilled Malefactor of the Antu
visage always takes the best and easiest path to her
destination. A high Paragon rating might make evoca-
tions more reliable, but it doesn’t protect the character
from the side effects of evoking her lore. Mortals will
still be at risk of Revelation if they witness an evoca-
tion, and other demons will still be able to detect your
character when she uses her power.

GAINING PARAGON

Practice makes perfect, and the best way to be-
come better at using your lore is to use it on a regular
basis. A character who evokes her primary lore often,
who experiments with different uses of her evoca-



tions is likely to improve her Paragon rating. Many
practices that help improve her lore could also im-
prove Paragon (see Lore, p. 64, for details). Frequent
assumption 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
use — it forms a major part of her identity and
abilities as a demon. A demon who manifests her
revelatory form is immersing herself in the power of
her primary lore, and that can, in turn, hone her
capability to evoke that lore.

Because of this bond between the character’s pri-
mary lore and her demonic nature, an increase in
Paragon can also lead to some changes in personality
for the character. Asshe grows stronger in her demonic
abilities, she might grow more distant from her mortal
half. Immersed in the ebb and flow of Creation, the
character begins to think in terms of True Names and
evocations, rather than paydays and families. She
might begin to lose her connection with her host’s life
— or with mortals in general. Another risk is overcon-
fidence. If the character becomes blasé or casual about
evoking her lore, she might inadvertently shock mor-
tals in Revelation. Other demons might seek to punish
her for attracting unwanted mortal attention, and they
might find it easy to track her down, following the
echoes of her many evocations.

LosING PARAGON

[t’s rare for a character’s Paragon rating to fall. You
don’t just forget how to perform a skill, and that’s even
more true for Paragon. After all, the character’s capa-
bility with her primary lore is a central part of her
demonic nature. In rare cases, though, a character falls
out of practice with her evocations, to the point where
she cannot perform them with 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 for a long period in a soul
trap (see Chapter Five for details) or bound by a pact
that forbids her to use her lore. Another possibility is
that a demon becomes so bound up in living a mortal
life that she simply doesn’t use her lore for a 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 cascade into a fall in Legacy and perhaps a drop
in Eminence as the character drifts too far from her
demonic identity. Other demons are likely to view a
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character whose expertise has faded with suspicion.
Even if 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 back
to Hell for reeducation.

RESOURCES

Your character’s Resources Background measures
just how wealthy he is. Resources doesn’t just focus on
cash and bank accounts, though, it also covers the
character’sincome, job, investments, home, assets and
useful equipment — anything and everything to do
with money. Almost all characters will have at least a
dot or two in Resources — it’s just too difficult to live
in the modern world without a source of income and a
roof over your head. Still, some characters are forced to
live without money, owning just their clothes and a
little cash. Such a character might be homeless, a child
dependent on his parents, an escaped prisoner or a
refugee from the Third World.

If your character does have dots in Resources,
you should think about what that rating represents
and how the character’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 hasalow
or medium Resources rating, this means he probably
has a job (though he might be living on a small trust
fund or scholarship as an alternative). Think about
just what he does to make ends meet and what
demands that job makes on his life and his demonic
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 investment deci-
sions, or filling the needs of your family — and you
should think about the demands made on your
wealthy character.

The main use of Resources in the chronicle is, of
course, to buy things: weapons, equipment, favors,
secrets, allies and anything else 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 officials.
A poor character might be barred from entering the
havens of the wealthy, but he has a better chance of
making useful connections with the disenfranchised
and others who resent the wealthy elite. With 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 information or assistance. If your
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Storyteller does allow this, she’s likely to put a limit
on what aid you can buy, which will probably in-
crease the difficulty of any associated dice rolls for
using the Background.

GAINING RESOURCES

There are many ways for a character to increase his
personal wealth and standard of living. A character
with a low Resources rating can get a better 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 a stock portfolio, taking on a
second job, running criminal scams on the side —
anything people could try in real life is a possible
option for your character. For characters with high
Resources, it’s perhaps a little more difficult — the
difference between Resources 4 and 5 is much greater
than the difference between Resources 2 and 3. But
even tycoons have plenty of options — mergers with
other companies, bold new stock portfolios, specula-
tion on art and antiques, and all the cut and thrust of
business and high finance. Attempts to increase an
already high Resources rating can provide lots of
exciting roleplaying opportunities, full of intrigue,
bargaining and deception.

Another possible source of an increase in Re-
sources is a one-time windfall. Your character might
win the state lottery, claim a reward for turning in a
wanted bank robber or rob a bank himself. These
windfalls can assist in improving the character’s Re-
sources, but they’re rarely enough on their own to
justify an 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 income and how long
a character’s wealth can be maintained. A briefcase
full of stolen money is useful in the short term, but in
the long term, that money will vanish into bills,
expenses and spending sprees. Windfalls need to be
turned into investment in order to become a perma-
nent increase in Resources. Perhaps a more exciting
use for such windfalls is in short-term gains — use it to
buy new equipment and items, bribe informants or
take a well-earned vacation.

[’d be nice if an increase in income simply made
life easier, but such simply isn’t the case. An increase
in Resources brings with it a whole new slate of
responsibilities and problems. The more money you
have, the more things you can spend that money on —
and the more you have to spend that money. There are
mortgages, expenses, bills, credit card fees and a whole
host of other costs. Characters with jobs have to keep
working at those jobs to keep the money coming in,
and those with vast fortunes need to employ a staff to
manage their business. On top of the headaches of

maintaining your wealth comes an increased visibility.
Even characters with modest incomes can become the
target of thieves, while rich characters can be hounded
by tax collectors or journalists who want to report on
the lives of the rich and famous.

Losing RESOURCES

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 in a whole host
of ways. Muggings, unexpected medical bills, theft,
house fires, a demotion, getting fired, simply losing
your wallet and credit cards. .. the list goes on and on.
Look to 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 they are prey to their
own financial dangers. A wealthy character might be
wiped out in a stock market crash or have his accoun-
tant embezzle from him. He could be indicted for tax
fraud, have to liquidate assets to prop up his failing
company or lose half his wealth in a disastrous di-
vorce settlement.

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

A whole host of new problems and dangers come
with a reduction in Resources — money makes the
world go '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 for a very hard time. He might lose
his home, car and even his family; he might have to
work two jobs to make ends meet. Minor purchases of
food, equipment or information became major ex-
penses, and luxuries are a thing of the past. Richer
characters have to settle for the rigors of a middle class
lifestyle — they face inconvenience rather than life-
threatening financial danger. Such a character will
face enormous social backlash, however — shunned
by his former friends, abandoned by his business asso-




ciates and shut out from the corridors of power. After
all, no one likes a loser.

ALIFrINFLAOX

Demon characters lead mutable and unpredict-
able lives, and their lifestyles can change overnight.
New opportunities mean new problems and responsi-
bilities, 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 character’s
story. The gain part usually comes from the expe-
rience system — characters grow, learn and improve
their lifestyles. Some Storytellers might want to
give their players more options, however — spe-
cifically, the capacity to make gains through loss,
effort and sacrifice.

The following optional system allows players to
modify their characters’ 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 to improve other areas. It could
represent spending large amounts of money to re-
cruit anew ally, selling out demonic secrets in order
to gain 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 can use this
system only if your Storyteller allows it.

e Changes only occur in downtime. The process
of changing your character’s life might begin during
the chronicle, but it only solidifies and resolves
between stories.

e Only one Background can be reduced in each
period of downtime, and it can normally drop by only
one dot in each period — changes are gradual. The
Storyteller may make an exception if the circum-
stances of the change are drastic. If you have four dots
in Mentor and your mentor is killed outright, it makes
sense to reassign all of those dots. If this occurs, you can
spread the dots among multiple Backgrounds, as long
as you follow the next rule.

® You can’t increase a Background to 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 1 and increase Influence to 5. Great gains
require great sacrifices, 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.
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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
sometimes your character 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 into adot in another,
and vice versa. Plenty of other pairings can be made —
almost any two Backgrounds can be played against
each other.

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

Contacts vs. Followers: One of your contacts
becomes convinced 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 agenda, tired of seeing her
friends die in your cause. She stays in contact and
feeds you data, 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 boost 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-
lar and best-selling novels, ignoring your demonic
nature. With your imagination and mind filled with
the details of your fiction, there just isn’t room for
the memories of your true self.

Followers vs. Mentor: Your master demands that
you maintain 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 devotion to you. She
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brings her talents 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 massive hurricane,
spending time honing your grip on the Lore of Storms.
The call of mortal politics is strong, and you’ve
dedicated yourself to gaining power with all your
might. You’ve made great gains, but it’s been so long
since you evoked the weather that your skill with the
Lore of Storms has faded.

Legacy vs. Eminence: The past is dead and
gone, and only the present matters for demons. You
dedicate yourself to climbing the ladder of the infer-
nal court, even as you forget the path that brought
you to this new position. You become obsessed with
remembering your past, and you retreat into your
memories. You relearn much about yourself, but
your enemies take advantage of your absence to
steal your power.

Mentor vs. Resources: You take blood money
from your mentor’s enemies to sell out his plans and
secrets. You become wealthier, but he takes a terrible
political beating and loses a measure of his influence.
Your mistress needs more money for a land-invest-
ment scheme. She gains political power when the
plan succeeds, but you’re the one subsidizing the gain
out of pocket.

Paragon vs. Allies: You enter in a strict and
binding pact with another demon, someone whose aid
you desperately need. You gain his help, but the pact
forbids you from using your primary lore, and your skills
atrophy. One of your allies, a master of the primary lore
you share, agrees to help train you if you release her
from her obligation to help you. You learn a great deal,
but she parts ways with you afterward.

Resources vs. Influence: Bribes, kickbacks, gifts,
secret payments and funding to lobbying 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
off areas of your political power to your erstwhile rivals.
You don’t have the clout of old, but the mansion and
yacht make up for it.

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

But possession of a human host changes that.
Every demon on Earth, from the vilest Ravener to the
most gentle Reconciler, felt something when they pos-
sessed their hosts — a shock of emotion and morality
spilling out from the fleeting human soul. Some mor-
tals’ basic human virtues were weak, and they did little
to change the twisted nature of their demon possessors.
Other demons are fundamentally changed by the in-
nate humanity of their hosts. All fallen are affected by
the touch of humanity. All of them remember, even if
only for a moment, what it was like to be an angel, to
be virtuous.

Virtues are not alien to demons, they have simply
been forgotten. All demons, even high-Torment hor-
rors, possess ratings in all three Virtues— Conscience,
Conviction and Courage. These qualities defined their
personalities when they were angels; now they serve to
control the torment of their demonic nature and push
back the hate and suffering of untold eons.

Virtues perform two functions for Demon charac-
ters. First, they work to prevent the demon gaining
Torment from performing sinful acts. If your character
can touch the core of holiness and humanity within
herself, she can understand that what she did was
wrong. Her remorse and sorrow stop her from slipping
away from humanity, from giving herself over to her
pain. Second, Virtues give a character a chance to
redeem herself — if only a little — 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 little closer to regaining her
forgotten divinity.

Note that while your character’s Virtues can influ-
ence her actions, they don’t dictate them. A character
with Conscience 1 can protect and nurture a homeless
child, and a character with Courage 5 can still run
away from danger. What Virtues do is affect how your
character internalizes these moral decisions, and
whether or not she’s able to grow as a person — or
demon — in doing so. The low-Conscience character
can act compassionately, but she is unlikely to really
believe in the worth of her actions. The high-Courage
character can be cowardly, but if that cowardice causes
her to sin, she might realize the wrongness of her
actions and draw enough resolve from her innate
courage to stop her slide into darkness.

Does that mean that if your character has a high
Conscience rating, she can actually act more cal-
lously — sinning constantly but never gaining
Torment from doing so? Of course not. It’s important
to remember that a successful Virtue roll gives the
character the chance to learn from her actions and
redeem herself — it isn’t just a shield against the




consequences of her actions. If you succeed in a
Virtue roll but your character still acts in a sinful
manner, your Storyteller is justified in giving your
character a point of temporary Torment as normal.
She might claim to feel remorse, but that claim is
meaningless if she doesn’t act on that feeling. If he
feels so inclined, the Storyteller may allow you to
make a Virtue roll before your character completes
her sinful action. If the roll succeeds, the character
has a chance to pull back from the action and not
damn herself. If she keeps going, though, she should
gain a point of temporary Torment.

From a mechanics standpoint, you increase your
character’s Virtues by spending experience points. In
character, though, her Virtues improve as she exer-
cises them by resisting her darker impulses and
performing acts of kindness and nobility. In order to
grow in Conscience, she must act with compassion and
decency, working to understand human morality. To
improve her Conviction, she mustact with determina-
tion and resolve, aiding others in their search for
meaning. Gaining Courage requires her to be brave
and resolute, stepping into certain danger to do what
needs to be done. Before you spend experience points,
spend time in the story roleplaying your character’s
virtuous actions and get a feel for how she changes and
grows as a person.

CONSCIENCE

Conscience is a broad Virtue that covers much of
what we call human decency. It’s the capacity to tell
right from wrong, to care about the plight of other
human beings, to feel remorse and joy. Conscience is
the first emotion that floods into a demon newly
settled in a human host, and those who are over-
whelmed (or healed) by their host’s conscience often
become the rebellious fallen.

Characters with low Conscience ratings 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, struggling to understand what makes one thing
right and another wrong, but these are uncommon
exceptions. Characters with high Conscience ratings
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 cruelty, violence and anger — acts
that hurt the innocent and undeserving. Some ex-
amples would be mugging a passer-by, cheating on
your wife, torture, murder, starving your child or kick-
ing a dog. A successful Conscience roll means that
your character is flooded with shame and regret at what
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he 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
to hospital, telling his child he loves her — the
Storyteller may rule that he still receives a point of
temporary Torment.

If the character wants to take 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, talking someone through an emotional
crisis, buying a meal for a homeless person, volunteer-
ing at a shelter — these acts of decency and
humanitarianism can pull a demon back from the
depths of despair and anger.

CONVICTION

Conviction covers a character’s sense of honor,
dedication and purpose — the ability to make deci-
sions and abide by the consequences, to make promises
and keep them, to stay sane and focused in the face of
stress or disaster. Conviction is a must less comfortable
Virtue than Conscience — it’s about making hard
choices and standing resolute. While Conscience fo-
cuses on your character’s interaction with others,
Conviction is about her sense of self.

Characters with low Conviction ratings tend to
be uncertain of their own purpose, or even that there
is any kind of purpose and structure to Creation. She
cuts corners and takes the easy outs, unconvinced of
any benefit to be gained for herself for following an
ethical code. A character with a high Conviction
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 — acts that violate society’s ethical values.
Lying, breaking a promise, embezzlement, acting with-
out honor, encouraging others to commit crimes,
cheating, premeditated assassination or betraying a
loyal friend are all crimes of Conviction. With a
successful Conviction roll, your character sees how
her actions violate social order and how she’s com-
promising herself. She can then learn from the
experience and create a stronger internal ethical
framework. If she keeps on breaking her word and
ignoring her sense of ethics, the Storyteller 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 responsibility. If a character
acts with honor and forethought, working to improve




APTER Two

the lives of others in an ethical fashion, she can push
back the darkness through her discipline. Appropriate
acts include brokering a peace treaty between warring
gangs, managing the accounts of a charity, keeping
your word despite great personal sacrifice, teaching
children about ethics and responsibility or helping
someone overcome drug addiction.

COURAGE,

Courage is the most active of the three Virtues,
dealing with the character’s bravery, determination
and strength of character. While Conscience controls
how you feel about others, and Conviction controls
how you feel about yourself, Courage is not about
feeling— it’s about acting. Courage helps your charac-
ter act on his moral or ethical choices, to withstand
pain and hardship, and to make the sacrifices that are
demanded of him. It doesn’t mean that he doesn’t feel
fear, but with Courage, he can defy his fears and act
despite them.

Characters with low Courage ratings aren’t nec-
essarily cowards (though some certainly are). 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 it can also be emotional — many
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characters will happily embrace action and physical
danger but avoid any kind of emotional pain. A
character with high Courage understands the need
for sacrifice and risk, and he is prepared to stand up for
the things that matter to him.

Sins of Courage are primarily acts of cowardice —
failing to live up to what you know is the right or proper
thing to do. Good examples include fleeing when a
friend is attacked, covering up mounting gambling
debts, sabotaging your marriage rather than confront-
ing your emotions, shooting an enemy in the back,
attacking someone you know won’t retaliate or allow-
ing others to perform crimes rather than preventing
them. With a successful Courage roll, your character
feels guilt and shame over his fear and can attempt to
put things right by standing up, raising his voice and
defying the thing that scares him. If he continues to
compromise and back down, he might receive a point
of temporary Torment anyway.

Worthy acts of Courage are almost self-explana-
tory — your character must face his fears and be brave.
Evenifhe’sstill afraid — especially if he’s still afraid —
he must actively work to overcome his doubt and do
what he knows is right. Good examples include stand-
ing up to a bully, intervening in an attack on another
person, testifying against a powerful mobster, talking
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OVERLAPPING VIRTUES

Virtues in Demon are not three distinct, sepa-
rate things — they’re three facets of the same
thing, the lost nobility and purity of ademon’s soul.
As such, there are many times when the lines
between Virtues will blur, and a situation seems
applicable to two or even all three Virtues. If a
character runs from a battle, it could be a sin of
Conscience (she doesn’t care about her comrades),
Conviction (she betrays her friends to her en-
emies) or Courage (she’s too frightened to do
what’s right). Similarly, throwing herself in the
line of a bullet can be an act of Conscience (pro-
tecting the innocent target), Conviction (saving
someone more meaningful) or Courage (sacrific-
ing herself for a cause).

In cases where multiple Virtues could play a
part, pick the one that best reflects why your
character does what she does. If you’re not sure, or
you feel that she’s equally torn between multiple
impulses, then you generally roll the Virtue with
the highest rating. The Storyteller, however, can
rule that you should roll on a specific Virtue if he
feels it’s most applicable.

through his relationship problems with his spouse,
publicly speaking against a tyrant or admitting to his
family that he has a drug problem.

COMBINATIONS

Your character’s Virtues don’t dictate her personal-
ity, but they do influence it. A high rating in one Virtue
will be reflected in her Nature, as will a low one.
There’s also an interaction between high and low
Virtues — someone with strong Courage and Con-
science ratings hasadifferent personality than someone
with just a strong Conscience.

The following combinations show how high
Virtues (four to five dots) interact with low Virtues
(one dot). Each combination includes a list of some
typical Natures that reflect that combination, but
that doesn’t mean your character must have one of
those Natures. Different people think in different
ways, and perhaps your character internalizes her
Virtues in a unique way.

Low Conscience/Low Conviction/Low Cour-
age: This person lacks any real strength of character.
She feels little in the way of moral or ethical obliga-
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 Virtues
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possess negative Natures such as Addict, Conformist
and Monster, but you could just as easily have aneutral
Nature like Child, Deviant or Rogue.

High Conscience/Low Conviction/Low Cour-
age: People with this set of Virtues tend to be
compassionate but weak. Such a character cares about
others and usually has many friends, but her life is
lived in the short-term — she can’t dedicate herself
to a goal. Even if she could, she wouldn’t — she lacks
the courage to reach for the things she wants, prefer-
ring to wait and hope that she lucks out. Typical
Natures for such people include Bon Vivant,
Caregiver, Child and Gallant.

Low Conscience/High Conviction/Low Cour-
age: This is the mark of a person with a strong
capacity to plan and dedicate herself to a goal — but
whose goals always focus on herself. She can’t con-
nect well with others, and she might see people as
pawns or tools. She works toward goals, but they’re
usually easy goals — she sees risk as unacceptable and
tries to avoid any kind of confrontation. Typical
Natures include Autocrat, Conniver, Curmudgeon
or Pedago